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PART I: INTRODUCTION

The GAMMA WORLD® scicnce fantasy role playing system is an excit-
ing game of action and adventure set in the savage land of radioactive
wastes thar is 25th-century America. This wasteland is home to myriad
strange, barbaric races of creatures that have learned to survive the
deadly environment through mutation and change.

This game provides the rules for countless hours of new and wondrous
adventures in this bizarre land. A single game adventure may last from
one to four hours. You may also play a series of linked adventures, ad-
vancing your heroes to legendary ranks, over an extended period of
time. It is up to you!

Your first GAMMA WORLD adventure has been included with this
set so that you may learn as you play. This adventure is programmed
with limited choices, so that it may be played without 2 Game Master
(GM). Instructions and a campaign setting have been provided to help
you create your own adventures. And new GAMMA WORLD® adven-
tures creared by TSR are available from your local tay, hobby, and book

stores.

THE SETTING

In the dim past of what is now called the Shadow Years, mankind had
built a world of wonder and glory. The world had consolidated into sev-
eral mighty nations, and seeking new frontiers, man had set out to ex-
plore the heavens.

What catastrophe could devastate such a powerful people none now
know as the events are buried in the ashes of destruction. Legends per-
sist, of course, but the trurh of these may never be known. Some hold
that Man became 100 proud of his accomplishments, and the forces of
the cosmos sought to teach him a lesson. Others propose that wicked
men came into power and chose a path of conquest. Still others believe
it was all the result of a colossal mistake!

Whatever the cause, nation rose up against nation and deadly war was
waged. Awesome weapons of destruction scoured the earth, deadly la-
sers, dread atomic bombs, chemical and biological agents that dissolved
flesh, all did their terrible work. Oceans boiled, Continents buckled.
The skies blazed with the light of unholy energies. And the Age of
Glory passed away.

By the time the violence subsided, the very face of the world had
changed. Mountains had fallen. Rivers tamed for hundreds of years
raged wildly through broken dams. Nor a single city remained intact,
The Shadow Years descended.

Not one of 10,000 survived that one day war. Of those sutvivors, over
two-thirds died in the resulting radiation deathglow and biochemical
poisons.

But the world was granted 2 second chance, a legacy 1o all the crea-
tures of Earth. To survive the deadly wilderness, one had to either learn
to resist the carth poisons or to adapr to them. The few who found the
means to resist continued the pure strain species of man. Most plants
and creatures changed and adapred to the awful new world.

And with those changes, the creatures of the world realized new and
great untapped powers. Many gained intelligence and discovered amaz-
ing mental powers never before known. The world witnessed the birth
of countless new and sometimes violent species.

This then is the way the world is. It is a land of brooding, gigantic for-
ests, wild unbroken plains, and rugged mountains. In places the wilds
give way to man-made deserts and deathlands. The ruins of the past dot
the landscape. In this world, narure is merciless, death is quick, and
strangers are regarded with caution and suspicion.

Scattered across the continent are tiny sertlements of intelligent crea-
tures and those pitiful remnants of ancient America's society who still
survive, scratching a precarious living from the hostile land. Their only
hope is to recover the glory of the past, to rebuild society, to restore the
age of wonder and prove themselves worthy heirs of mankind. For
somewhere, out there in the Grear Void, await the brothers of this

world. If only the intelligent races can marture from their barbarism, and
escape the wilderness, then they may at last be welcomed into those lost
Worlds of Man.

Journey now, into the far furure, where life is both dangerous and ex-
citing, where those who lived before the Shadow Years are called “the
Ancients,”" and are regarded with awe for their dimly understood sci-
ence, where the wonders of Man's highest technology exist side by side
with the stone axe and chainmail, where exotic mutations abound,
where strange new powers of the mind shape life, and where none are
left unchanged! Journey now to this world.

PLAYING THE GAME

This is a role playing game. A game of imagination and make-
believe, Where each player decides the actions of individual characters
as if acting in a play or movie.

A role-playing game requires one player to play the role of the Game
Master (GM for short), the creator and teller of the story and the arbitra-
tor of the game's events, The GM creates the goals and obstacles of an
adventure and plays the part of all the creatures encountered through-
out the story. It is a tough job, but onc that is very rewarding, for only
the GM knows what is really happening and what obstacles lie before
the heroes.

Usually from two to five players adopt the roles of individual heroes
with amazing powers and devices. Only through the players’ decisions
and actions can the heroes defeat their foes and reach their goals, Nor
are any of these roles mundane, for heroes may be true humans with
command of the wonders of high technology, or mighty mutants, or in-
telligent animals, or powerful plants, each possessing unique powers.

The rewards of success for playess are many; recovering lost wonders,
solving the mysteries of the story, and overcoming fearsome foes. Bur
the greatest reward is the growth of onc’s character as he becomes more
powerful and improves or gains abilities as a result of reaching his goals.

The heroes created and controlled by these players are cailed Player
Chanacrers, or PCs for short. The creatures played by the Game Master
are called Non-Player Characrers or NPCs. Rules for creating adventures
and running NPCs are explained in later sections of this book. The next
section shows you how to create your own hero, your player character,

Winning?

The teal goal of the GAMMA WORLD® game is to have fun! There
are no winness of losers, but all delight in a grand adventure and a story
brought to a successful conclusion.

True, heroes may survive and grow in rank and power. But even if 2
character dies, a player has not lost; he has contributed to the telling of
the story and he can create another hero who will try to succeed whete
the first one failed. The story and the adventure go on!

The GM succeeds if his players had fun during the adventure, regard-
less of whether they completed their mission. It is a GM's job to chal-
lenge players and reward their efforts, not just their accomplishments.

What You Need to Play

Inorder to play a GAMMA WORLD® game, you need the following:

* This Rule Book

* The Adventure Book

* The dice provided in this game

* Pencils and erasers

* Paper and graph paper

For your first adventure, you should play the one enclosed in this
game set. It has been designed so that it can be played withour a GM.
Or it may be used by one player to help him Game Master a group of
other players.

The contents of this game set include the following:



Playing the Game

* The Rule Book, with attached appendices

* The introductory Advenrure Book

* The Game Master’s Screen with all the most important tables

* The Reference Book with important tables and appendices, as well
as 1 campaign setting for use in creating your own adventures

* The Player's Screen with tables

* The large four-color map of a ruined city, the countryside, and 2
map of America.

* Sets of six and 10-sided dice

How Many Can Play?

Any number of people can play a GAMMA WORLD® game, butit is
usually most fun with two to five players and a Game Master.

Learning to Play

The best way to learn how to play a game isby playing! This rule book
has been organized to help make learning quick, fun, and easy to fol-
low. The fastest way to learn is 1o follow these steps:

1) Read the next secrion, *'Creating Characters”

Using the instructions provided there and the Mutations appendix,
practice creating a character.

This secrion alsa explains how to use the Action Table (ACT), the
most important part of cthese rules,

2) Then read Part 111, “The Basic Game.”

This section teaches you all the basic rules and how to create rules for
situations not covered.,

Take a look at Part 'V, An Example of Play, to get a feeling for how an
adventure is played.

3) Glance over Part IV, “Encounters and Hazards!” as well a5 the various
appendices and the Reference Book. It 1s not important to learn all this in-
formarion, only that you know where to find it. You should probably read
the start of each section so that you leam the terms that are used.

4) Now you are ready to play your fisst adventure!

Pregencrated characrers have already been provided for your use. You
will want 1o make a copy of the Adventure Recard Sheet in the center of
the module.

If you have any questions during play, just rurn to that section of the
Rule Book and review the rules for clarifications.

If it all seemns too much to leam, do not despair! Many, many hours of
enjoyable role playing will make it more than worth the effort,

5) Once you have played the included adventure, you may wm to
Parts VI and VII, * Hnw to Create Your Own Adventures' and “How co
Conduct a2 Campaign

Read the rest of the mles, particularly Parts IV and the Reference
Book as you desire. You will find many tools to help you desiga your
own GAMMA WORLD® adventures.

How to Use the Dice

Included in this game box are two types of dice, six and 10-sided.
These arc used to generate the varicty of results and effects for the
GAMMA WORLD® game. For easy reading, these dice are marked with
numbers instead of dots.

The numbers may be colored in using the crayon provided. Just rub
the crayon across the number so that wax is caught in the cracks. Then
wipe the excess wax away,

The 0" on the ten-sided dice is read asa 10"

Throughour these rules the dice are referred to using the abbrevia-
tion, “d." shor for dice. For example, 5d6 is five six-sided dice. The
first number refers to the number of times that type of die is rolled. The
second number indicates the type of die being used.

In some cases, this abbreviation is followed by a plus or minus sign
and a number (e.g., 5d6+4). This modifieris added to the final result
of the dice roll, not to each die (unless ocherwise specified). If the modi-

fier is negative, the resule should be treated asa "'1" if less than “1."

There are several ways to use these dice in the game, First, the dice
may be rolled and their numbers added together.

Second, the two 10-sided dice may be rolled to get 2 number between
1 and 100. Pick one die to be the ones place and one die o be the 10s
place. Then roll both dice and read the number(e.g., 2 “5" and 2 9"
15259,2"0" anda “1”is1,and a “0" and a 0" is 100). Rolling two
10-sided dice this way is called rolling d100, or rolling percentile dice.

The third method is to roll a die and divide the result by a number,
always rounding the rotal to the next highest number. In this way it is
possible to gencrate a number from 1 to 4, for instance, by rolling
1d100 and dividing by 25. This method is only rarely used.

The final method, is to roll a six-sided and a 10-sided die at the same
time to get higher ranges than those possible with the dice provided.
This method is used to generate numbers from 1 to 12 and 1 to 20,

To roll 2 number from 1 w 12 (1d12) roll 2 10- and a six-sided die.
Read the number on the six-sided die. If the number on the 10-sided
dic is 1-5, then the result on the six-sided die is 1 to 6 as noted. If the 10-
sided die¢ is between 6 and 10, add 6 o the result of the six-sided die for
a number from 7 to 12.

In order to roll 2 number from 1 o 20, roll a 10- and a six-sided die.
But this time read the numbet on the 10-sided die and only add +10if
the six-sided die comes up 4-6, giving a resule of 11 1o 20,

Resuls
6-sided 10-sided 1d12 1d20
3 I 3 1
5 11 18

There are many other typcs of quality dice available on the market-
place, including four-sided, eight-sided, 12-sided and 20-sided. and
newly developed 100-sided available at your local roy and hobby store
carrying role-playing games.

How to Use These Rules

Once you read these rules and learn to play, you are rtady to create
and play your own adventurcs. As you gain understanding of and
rience in thie game, you will discover situations that are not explain or
handled by all these rules. This, of course, results because the mind can
imagine more situations than these meager pages can provide rules for.

Ths is okay. Role-playing games are not just a set of rules. They re-
quire the wisdom and judgement of a Game Master to create fun and
exciting adventures, Most problem situarions can be resolved by com-
paring them to the existing mles and explanations of how to determine
a danger’s potential. The GM should feel free o create new rules and
perhaps alter some of those provided if it makes the game more fun for
the players.

Afterall, this is your game. We encourage you to invent new devices,
create new creatures, develop skills and ralents, and add your personal
touch.

There ate two important fules of thumb that you should follow when
it comes to inventing, changing, or ignoring 2 mle.

First, you want to maintain the spirit of the game, Provide challenges
the characrers can overcome with their limited powers. And give re-
wards that are equal ro the challenge! Treasure or information gained
without work are not satisfying to players. And receiving no reward is
disappointing and discouraging. Do not discount information as a re-
ward. Timely and important information can be more important than
equipment or money to the players. A reward of new information can
be well worth the effort.

Second, be consistent. Few things upsec players faster than 2 Game
Master who changes rules, cteatures, and equipment capabilities rmn-
domly from game session to game session.

The GM who abides by these guidelines can delight and entermin
players for years.



PART lI: CHARACTERS

As in real life, each individual is a combination of strengths, weak-
nesses, and skills different from any other. This is truc of characrers in
this game.

Each character is defined by his ability scores. These scotes determine
how strong, fast, enduring, smart, wise, and persuasive a character is. ln
addition, scores are determined for special abilities, such as murations
and learned talents. Finally, each character’s level of practical experience
is rated.

Ability scores are used in two ways. First, they define the chances of
success when a character tries to perform difficult or uncerrain actions,
such as leaping a chasm. Second, an ability may modify a lesser ability’s
chance of suceess. In this case, a modifier is added or subtracted from
th;;:sscr ability before rolling the dice to determine if the chamcrer suc-
ceeds.

This section is organized to first introduce you to the six basic abili-
ties. Nexr, you are shown how ro use these abiliries in the game; and you
are introduced to the Action Table {ACT), the heart of this game. Once
you know how to use ability scores and the Action Table, you will dis-
cover that all lesser abilities work the same ways.

The rest of this section presents the lesser abilities and shows you how
to create your own character. This method may be used to create both
player and non-player characters (PCs and NPCs). You will want to
make copies of the character sheet, found on the inside back cover of
these rules, to record your characrer's informartion.

THE BASIC ABILITIES

Every character possesses the same six basic abilities. Each ability score
is generated by rolling four six-sided dice (4d6), discarding the lowest,
and adding the other three together. This procedure may vary slighsly
based on the character type the player has chesen to play.

The basic abilities are divided into groups of physical and mental at-
tributes. Each represents a different facet of the character.
Physical Abilities
Physical Strength (PS): This ability is 2 measure of a character’s muscu-
lar might. It determines the following:

* How much weight (in kilograms) a character can carry and sdill be
able ro move (Burdened = 1 x PS, Heavy Burden = 2 x PS)

* How much a characrer can lift (Up 1o 5 x his PS)

* Any action requiring muscles, such as pushing, holding on, break-
ing down a barrier, bending meral, erc,

* Modifies the chance to hit in some types of combat, as well as the
damage caused

* Modifies other abilities thar require physical strength
Dexterity (DX): This ability is'a measure of a characrer’s reflexes and
agility. It determines the following:

* Any action requiring careful movements or swift response

* Modifies the chance of a character striking first in a fight (Initiative)

* Modifies the chance of surprise

* Modifies the chance to hit and damage in some types of combat

* Modifies other abilities that require careful action or swift response
Constirution (CN): This ability is a measure of a character’s health and
endurance. This score determines the following:

* The number of six-sided Hit Dice a character begins the game with

* The modificr for cach Hit Die roll—bonus or penalty

* The character's chance to resist inimical effects, such as radiation,
poison, and diseases

* The character's endurance when trying to hold his breath or com-
plete a tining task

* The modifier for any ability that requires endurance

Mental Abilities

Mental Steength (MS): This ability measurcsa character’s willpower, in-
sight, and determination, It determines the following:

* The chance to resist mental domination

* The chance to continue on in the face of fears, exhaustion, etc.

* The chance to perform actions requiring wisdom or insight

* The modifier to the mental attack chance and the amount of dam-
age caused

* The modifier to the chance to resist mental arracks and energies

* The modifier to any ability requiring determination or insight
Intelligence (IN): This ability measures a character's intellect, wit, and
knowledge. It determines the following:

* The chance to succeed when analyzing 2 situation

* The chance for a character to sense something through observation

* The chance to succeed when trying actions requiring knowledge
and problem solving

* The modifier to the chance to analyze arifacts

* The modifier 1o some types of combat requiring intellect and the
amount of damage caused

* The modifier for abilities requiring inrellect
Charisma (CH): This ability is a measure of a character’s persuasive-
ncss, grace, and power to inspire. It determines the following;

* The maximum numbet of NPC followers a character may have at
onc time

* The chance to convince another of something

* The modifier to the response of encountered creatures and the mo-
rale of controlled NPCs

* The modifier for abilities requiring grace, persuasion, or style

USING ABILITY SCORES:
THE ACTION TABLE (ACT)

Take out the GM Screen and rurn to the four-color Action Table
(ACT). This resolution rable is the heart of the GAMMA WORLD®
game. The chance of success and the outcome of all difficulr actions can
be determined using this table and a character’s scores.

First, look at the top of the table. The columnsarse labelled A, B, C, 1
through 21, X, Y, Z. These correspond to the possible ability scores.
(The "11" column is highlighted only to point ourt that it is the middle
of the ACT.)

The columns A, B, C and X, Y, Z conrain groupings of scores for the
very low and very high score ranges. This table was designed to reflect
typical character scores, and so it is possible for some beings to have zero
or negarive scores when compared to the typical character.

Col Score Range
=26 or less
~6t0 =25

Oto =5

22t 120
121 wo 600
601 or more

N&Rﬁwbg

The numbers along the side of the table run from 1 to 100, and repre-
sent the result of rolling percentile dice (d100).

The Action Table is divided into seven different color or resule areas.
The five bright colors of the spectrum indicate success. White and black
are failures.

The five colors of the spectrum also indicate the degree of success, a
blue result being the least successful, while a red resulr is the most sue-
cessful.

Further, the red and black results are special. A red result always suc-
ceeds and pravides the character with an advaneage in the next round. A



black result is always a dismal failure, and usually penalizes the charac-
ter for the next round.

How to Use the Action Table

To use the Action Table (ACT), just follow these steps.
1) Find the appropriate ability score across the top of the ACT
2) * Roll d100 and find the resulting row along the side of the ACT
3) * Read across that tow until you intersect the ability score column
and note the color of the result
4) If the result is any color of the spectrum, the character succeeds
If the result is white or black, the character fails
* You may find it easier to use the number ranges that are given for
each column within the color bands. This shows you immediately which
result your roll gives you on the ACT.

Modifiers

The chance 1o succeed may be modified by another factor or ability as
noted on chars in the appropriate section of the Rule Book derailing
types of action. Or abilities themselves may modify other chances.

Abiliry score modifiers are grouped as follows. A bonusis added 1o a
character’s score to determine his chance of success, or subtracted from
the score of an opponent or danger when it is attacking a character. A
penalty is subtracted from a character’s score or added to a foe's or dan-
ger's score.

Score Modifier
A Penalty of 6
B Penalty of 5
C Penalty of 4

i-3 Penalty of 3
4-6 Penalty of 2
7-9 Penalty of 1

10-12 None

13-15 Bonus of 1

16-18 Bonus of 2

19-21 Bonus of 3
X Bonus of 4
Y Bonus of 5
2 Bonus of 6

Penalties are usually denoted as negative, while bonuses arc positive.

Modifiers may adjust either the score or the column on which the
result is to be found. If a modifier adjusts a score, just add or subtrace
the number given from the score and usc the resulting number to find
the column to usc before rolling the dice.

If 2 modifier provides a column shift, first find the column corres-
ponding to the score, Then shift to the right, roward Z, if the modifieris
positive, or to the left, toward A, if the modifier is negative. A column
shift modificr can never shift a column beyond A or Z.

Thus, if attempting an action using 2 Dexterity score of 11 and suffer-
ing a —3 penalty, a player would use column 8 to determune the results
of his dice roll.

Explanation of Results

The color bands of the ACT represent a wide variety of effects. In one
sense, the white and black bands stand for failure, while the colored
bands (blue through red) represent success. But the colored bands also
determine the degree of success or challengr of the attempred action,
Result Factors

The color results are often used ro define the magnirude of anaction’s
cffects, Some effects, such 2s damage and range for weapons, ste given
base scores which are then multiplied by the result factor (RF). The fol-
lowing table lists the result factors for cach band on the ACT.

Using Ability Scores

Color Result Factor
Red x5
Orange x4
Yellow x3
Green x2
Blue x1
White x0
Black x0

There are some cases where a white result actually has a resule facror,
as will be explained in later sections. A black result always has a result
factor of 0.

Ar times during the game, you may be asked ro add or subtract result
factors (RFs) from a result. This means that you should treat the resultas
the indicated number of REs higher or lower. For example, if you are
rold that & cerrain action has an RF of + 2 and you roll 2 blue result, the
final result is yellow (x 3), which is the color result two higher than blue.
If the action had a ~2 RE rhen the blue resulc would be shifted two
lower, into the black band, and the action would fail miserably.

Difficulty Factors

Some tasks may be more difficult than others. To reflect this, a diffi-
culty facror may be chosen before rolling for surcess. The degrees of dif-
ficulty are noted on a chart beneath the Action Table.

To use difficulty factors, a player must roll the color indicated or bet-
ter to succeed ar a difficult task.

Thus, a Dexterity task that is considered to be of fair difficulty would
require thar a green, yellow, orange or red result be rolled to succeed.

Ability Saves

Within this game, certain dangers and types of attacks may have spe-
ctal effects, such as stun, paralyze, or cripple. When such a danger suc-
ceeds in harming a character, the player must roll an Ability Check for
his character to avoid the special effect.

An Ability Check is made in the following way.

1) Note the color of the danger result that succeeded in harming the
character.

2) Use the ability score for that danger as the column to roll d100 on
the ACT.

In order 1o avoid the special effect, the result must be the same color
or higher than the danger's resulr.

For example: A poisonous spider artacks a character and hits with a
green result. The player must now roll a Consttution Check whose
result is green or better or he will be paralyzed in addition to taking
damage,

Automatic Actions

Many actions are considered auromatic and do not require an Ability
Check. These are common actions that ar unopposed, such as walking,
talking, looking at something in one's hands, etc. To perform an auto-
matic aetion, @ player just needs to inform the GM his character is doing
it, and the act is done.

There may be some cases where even normally automatic actions have
a chance of failure. These are usnally instances where letting an action
succeed automatically would spoil the fun of the game (e.g., not being
able to dodge a crushing weight, or being bound and gagged with no
chance for a character to avoid a killing blow). In such circumstances, an
aucomatic Ability Check may be rolled. Only on 2 black result will the
action fail,

CREATING A CHARACTER

To create a character you will nced to know what other scores must be
determined besides those of the six basic abilities. There are several cate-



gories of abilities and statistics, and these are explained in the text in the
following order:

Characrer Types

Hit Points

Mutations

Experience Rank and Talents

Character Types

Player characters may be of one of four types: Pure Strain Humans,
Murared Humanoids, Intelligent Mutated Animals, and Intelligent
Mobile Murated Plants. Each type has unique strengths and weaknesses,
Pure Strain Humans: These are descendanes of men who have avoided
mutation and in fact are resistant to mutation. Their characteristics in-
clude the following:

Modify their Menral Serength by =3, with 2 minimum scote of 3

When rolling Intelligence, Charisma, and Constitution, add 3 to
each score, with a score of 21 being the maximum

Gain +1 per Hit Die when rolling their hit points

Modify chances to understand artifaces by +2

Gain full benefits from functioning medical devices

Most robots and computers will not harm PSHs and may aid them if
presented with proper [D Codes

Not mutated by radiation, though they may suffer temporary muta-
tion from biogenctic agents

Most are Tech 11 and can use and understand most common technol-
ogy from the 20th Century
Humanoids: These are murated humans or creatures who have assumed
humanoid forms and have manipulative paws to usc tools. they vary
greatly in size and shape due to mutations Their charactetistics include
the following:

Begin the game with at least one to four (1d100/25) physical and
mental mutations each

Able to use tools and weapons

May pass for Pure Strain Humans to robots and computers if from hu-
man stock and if they have no obvious mutations

May mutate further if exposed w radiation, but are only burned by
biogenetic agents

Most are Tech Level 11, and can use and understand common Medic-
val technology
Mutated Animals: These are intelligent mutated animals who have
leamned some means of communication. They may only usc tools and
weapons if they have manipulative digits. However, mutated animals
possess narural arack forms, such as claws and tcech. Their characrens-
tics include the following:

Narural abilities and limits of the original animal stock must be de-
cided by the GM

Begin the game with one to four (1d100/25) physical and mental
mutations each

Cannor command an artificial intelligence machine; have an 80%
chance of being ignored by them

Can only pass a security check if classified as “'per” by a PSH

May mutate when exposed to radiation, but are only burned by bio-
genetic agents

Tech Level [, and can use and understand common ancientand primi-
tive technology
Mutated Plants: These are intelligent murated plants who have gained
mobility and reaction rates similar to Humans, They also possess the
abilities to communicare and sense objects from their equivalent of a
head. There are two basic mutated plant types: the independent life-
form that must reshape itself 1o gain functions, and the symbior life-
form that must inhabit an unintelligent mobile creature to gain many
of the benefits of free action. Examples are provided.

The characteristics of plants include the following:

Natural abilitics and [imits of the original plant stock must be de-

cided by the GM

Begin the game with onc mobility muration of choice, and one to
three (1d6/2) physical and mental mutations each. Symbiots gain +1
mental mutation

Cannot command an amificial imellipence machine, but are ignored
by them 80% of the rime

Cannot pass a security check unless carried by 2 PSH and even then
only if they do not possess inimical mutations such as emitting radiation
or poison

Nonintelligent animals ignore them unless they move or attack the
animal

May mutate when exposed to either radiation or biogenctic agents

Do not need food so long as there is soil and sufficient water

Limbs removed by cripple special effects can be regrown with 1d6
weeks of rest

If a mutated plant dies, it may make a Constitution Cheek ro regenet-
ate from its roots, but it must begin again at Rank 1, and all abilicles suf-
fer a loss of onc point

Resistant to crushing attacks and reduce the damage suffered by one
result factor (RF)

Gain a bonus of +3 when grappling or wrestling (because of their
many limbs—this does not apply to symbiots)

Add 20 centimeters o beginning heighe for every Rank armained

Mast plants can reduce their size by 50% by compressing their form
(trees cannot)

Tech Level I, and can use and understand common primitive technol-

ogy
Examples: An independent life form may be derived from many differ-
ent plants, but those most common include plants with vines, thorny
bushes, and trees. An independent lifeform is considered to have the
natural ability of manipulative digits and can handle weapons and
tools.

A symbiotic plant does not possess strong limbs or manipulative dig-
its. These include grasses, mosses, and fungi. Its mode of movement is
often slow and ineffective. However, when combined with a living,
gﬁninmlligcm‘ mobile creature, a symbiotic plant becomes very mo-

c.

A symbiotic plant lends its intelligence and nawral mutarions to its
host, and the host provides its narural abilities and defenses. The GM
should allow the symbiotic plant o inhabit only common animals when
it first begins in the game. A symbiot may not change hosts until the
original host dies.

Hit Points

A character’s hit points represent the amount of damage he can suffer
before dying. Beginning hit points are determined by rolling a number
of six-sided dice equal to the character’s Constitution and adding the
results. In addition, each die is modified by the creature’s CN modifier
and by any character type modifier. No die may be less than 1 point.

Mutations

Mutation descriptions and their generation chars may be found in
the appendices. There they are divided into four categories: Physical
Animal, Mental, Physical Plant, and Defects, and are organized in al-
phabetical order within these categories.

The player must roll 14100 for cach mutation his character possesses.
Check the result against the generation chars in the appendices. In
some cases, a character may gain mutations with conflicting results. The
GM must decide how to resolve any conflicts, or may just let the player
roll again for a new mutation. No player character should possess more
than one defect. Duplicate mutations should be rerolled.

Each muration has its own score. To determine a mutation’s begin-
ning score, roll 3d6, discard the lowest, and add the remaining two.
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Then add the character’s PS or MS modifier to the score (depending on
whether the mutation is physical or mental). This results in a score from
2 to 15. A character’s mutations may not possess scores higher than his
PS score if a physical mutation, or higher than his MS score if 2 mental
mutation.

Experience Rank and Talents
One of the most satisfying rewards for a player is to see his character

advance, improving and increasing his abilities and powers. In the
GAMMA WORLD®™ game, this growth is measured by the character'’s
Experience Rank,

A character’s Rank serves several functions. These functions include
the following:

The chance for a character to hit in combat

Provides the oprion for addirional physical attacks each turn once the
character’s Rank reaches 10

Modifies the total hit points as the character becomes more experi-
enced

Determines the chance of success when performing actions with
learned talents

Defines the chance to gain new talents

All player characters begin the game at Experience Rank 1. Non-

player characters may be given any Rank, but the average is 5. Itis even
possible o have z negative or zero Rank (as in an inexperienced child or
a simpleton).
Talents: Talents are special narural abilities that are learned through
study. Once a talent has been learned. its chances of success automati-
cally increase as a character’s Experience Rank improves. The character's
Rank is the ACT column to roll on when checking for a talent’s success
or failure. A ralent does not require further training to improve, for it is
improved only through constant practice.

Talents are strongly linked to the basic ability scores, and thus may be
modificd by these scores when talent actions are tried.

A Player Characrer (PC) begins the game with a number of ralents
cqual to his average Tech Level plus one. The list of talents is given in
the appendices, Some talents have prerequisites, other ralents thar a
character must know before he can learn the new one. A character may
never have mote talents than his [N score.

It is possible for a character to attempt to perform any talent that does
not have prerequisites without actually knowing the talent. However all
such attempis are always made on column A, no matterwhat the charac-
ter's Experience Rank is.

HOW TO CREATE A CHARACTER

Using a copy of the Character File found in the back of this book, you
are now ready to create & character, Use a pencil ro record your charac-
ter’s score, for some may change during this procedure. Follow these
steps:

f) Cheose the character type you want to create, If it is a mutant, you
must also decermine the original animal or plant stock from which it
evolved.

2) Roll 4d6 six times, and discacd the lowest die each tme, to gener-
ate the six basic ability scores. You may choost which scores to place with
each ability,

3) Now roll a number of d6 equal to the chatacter's CN score, adding
the CN modifier, and total the resulr. If the characrer is a PSH, he gains
+1 per die.

4) If the character is 2 mutant, roll for the number of mutations he
begins with. Then tum to the appendices and roll 4100 to determine
the specific murations.

As cach muratdion is determined, roll 3d6 and discard the lowest die
to determine the score for the muration. Youmay add the character’s PS
modifier to physical muration scores or the MS modifier to mental

scores. However, no mutation may possess a score higher than the PS or
MS (whichever applies).

5) Note the character’s Rank and choose 2 number of talents equal to
the chameter's Tech Level plus one, making sure that talents requiring
prerequisites are chosen only if the prerequisite is also picked.

6) Create a name and description for the character.

7) Equip your character as explained later in this section.

Hopeless Characters

Somctimes 2 player has incredibly bad luck when rolling the dice,
and his character is ridiculously weak for a hero. When most of a charac-
ter’s basic ability scores are 8 ot less, the GM should declare the character
unfit for survival and allow the player 1o create a new character.

In order to reduce the chance of hopeless characters, the GM may also
permit those players with mutant characters to pick half of their muta-
tions rather than rolling dice to determine all of the character’s muta-
tions. If this option is used, the GM should select one minor defect for
the character,

Technology Levels

In the GAMMA WORLD® game, communities and character types
are defined by their ability to use and make tools of varying complexity.
This ability is quantified as the Technology Level (Tech for short).

A character’s Tech Level defines the types of weapons and tools that
he understands and commonly uses. It is possible for a creature to at-
tempt 0 use a tool of a different Technology Level if he has been in-
structed in its use. But characters always operate equipment of their
Tech Level better than characters of a different Tech Level.

For a character 1o use an item from & different technology level, he
suffers a result factor (RF) penalty equal to the difference between the
two levels, regardless of whether the item’s level is higher or lower than
the character’s. This, applies only to the colored results. A successful
color result (blue through red) is never reduced below blue; thus the
chance to succeed remains the same, only the effects change.

Thus, a Tech II character who tries to use a Tech Level 1 or I item
must treat each color result as one facror (color) less than whar is rolled: a
green result is treated as blue, and so forth,

Tech Levels are also used to help define the type of society that exists
in @ community.

There are five Tech Levels in this game, and player characrers are al-
ways in one of the first three Tech Levels.

Tech Level I: This level is a primitive technology. featuring the tech-
nology similar to that of the ancient Egyptians. Goths, Greeks, and the
American Indians. This technology includes stone and iron weapons,
bows and blowguns, the wheel, levers and screws, et al.

Socicties that arc Tech 1 are tribal or clan oriented. They rend to be
huntess and gatherers, though they may grow some crops. Some Tech |
tribes may be nomadic,

Tech Level II: This level is 2 medieval technology, featuring technol-
ogy similar to medicval Europe and the civilized Orient. This technol-
ogy includes such items as crosshows and siege weapons, wind and water
mills, gears and simple scientific tools, metal armor, and steel items.

A Tech 11 society is usually feudal in nature: several land owners who
protect the common people and who band together with other land-
owners for protection. The wealth of these societies is rooted in land,
slaves, and livestock. These are usually agriculeural societies, though
some automation and factories may exist.

Tech Level ITl: This level ranges from the age of cannons and muskers
through the marvels of our present-day society. It fearures rifles, bombs,
steam, fuel- and battery-powered machines, the use of plastics and elec-
tronics, and simple computers.

A Tech III society tends to center around industrial activity and large
city-states. Those in power may either be elected officials or ryrants.
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The next two Tech Levels are represented mostly by artifacts of lost so-
cieties. Player characters may not be from Tech IV or V societies,

Tech Level IV: This level includes the classic image of a science fiction
future. It fearates lasess, robots, super computers, hovercraft, and ad-
vances in transplancs and medicine as well as all other sciences.

A Tech IV society tends to be centered around companies and individ-
nal.n:lcds. They tend to be isolationist, judgmental of othess, and cgo-
usucal.

Tech Level V: This level of technology is alien to the Earth and may
almost seem like magic. It centers around crystalline and organically
grown devices that respond to mental commands. Where these devices
come from no one knows.

A Tech V society is not understandable to us, What seems illogical
may be logical to this society. This includes societies where everyone
thinks exactly alike. The mental spirit is considered scparately from the
constraints of mateer and form.

EQUIPPING CHARACTERS

Before your characters begin their adventures, they must equip them-
selves with the toals and weapons needed to survive the dangers they
willface. All PCs begin the game ata base, a village where the characters
may buy supplies, hire help, gain information, and otherwise organize
their expedition.

The type of equipment available and how casily they gain answers to
questions or find help is determined by the Tech Level of this base.
There are three common types.

Tech Level 1: These bases include villages and nomadic camps of 30
t0 300 people. They arc organized in tribes and clans and tend to be very
loyal to their members. However, an individual must prove his worthi-
ness to be an adult. Individual accomplishments are favored.

Tech Level II: These bases include small fortified homesteadsof 20 to
50 people, villages of 50 to 500 people, and a few cities of 1,000 t0 5,000
people. The individual is expected to swear loyalty to a landowner or
lord, who in tum provides protection for those on his land. Codes of
chivalry may exist among the upper class of these societies. Social srarus
of acharacrer is important in determining the responses he receives from
other members of his society.

Tech Level III: These bases include villages and cities centered
around industry. Many Crypric Alliance enclaves tend to use Tech 11 ba-
ses as their headquarters. Hidden settlements number 50 to 500 people,
while a city-state may have a total population of 3,000 to 8,000 people,
with an additional rural population of 1,000 to 6,000. A central govern-
ment rules the land and may be wary of strangers. Many items are for
sale here if a character has enough money or trade.

Starting Equipment Funds

Beginning characters start the game with some money with which to
buy needed equipment. Roll 3d6 and multiply the result by 10 for cach
character. This is the aumber of gold picces, the common cutrency of
the GAMMA WORLD® game, that the character starts with. The player
may then purchase equipment, weapons, armor, and supplies at the
prices noted on the tables found in the Reference Book. The items avail-
able for sale depend on the Tech Level of the base as follows:

A character may purchase any irem of the same Tech Level as the base
(if he has sufficient funds). It is also possible to find items of & lower
Tech Level at 2 base. These items always work and are ayailable at the
prices listed.

A character may try to buy items one Tech Level highet than the base,
but must first locate the item. The chance to find such an item is deter-
mined by adding 10 1o the basc's Tech Level. Use this score as the
column to roll on the Action Table, A yellow or better result indicates
the item has been found. This item costs twice the price listed on the
charts, bur is always funcrional,

To purchase items two or three Tech Levels higher than the Base, use
the previous proctdun:. but an omange or red result, rrspcctivcly. is re-
quired to find the item. These items cost five times the listed price and
may be in varying stages of disrepair. See the section in Parr Il on how

ts work.

Hiring Help and Gaining Information

i'_‘:.Thc: chance of hiring help or gaining information is determined as
llows:

The base’s Tech Level is the column to roll on the ACT.

Assign a difficulty rating to the task. It is possible that the PC's Starus
at the base and who is being asked also affect the difficulty factor.

Roll 1d100. If the resultis at least as high as the difficulty factor, the
PC succeeds at this task. Otherwise he fails.

The cost of help equals 10 umes the Tech Level times one for a blue
result, two for 2 green result, exc,

Details on how to recruit NPCs are given in Pare 111

Character Advancement

A character can advance in Rank and improve all his ability scores by
gaining experience. Experience in the GAMMA WORLD® game is mea-
sured by Experience Points (XP), gained for defeating opponents, over-
coming obstacles, finding and using ancient armifacts, gmnmg treasure,
solving prablcm.s completing quests, and for excellence in acting [role
playing a character well).

Accumulated XP may then be spent to improve a character’s Rank or
ability scores one level at  time. They may also be used to purchase op-
tional kills once a character reaches Rank 5. Finally, carned XP may be
zcnt to gain a chance to perform impossible tasks; this is called the hero

CIOfL.

Gaining Experience Points

Experience points are awarded for successful adventures and for good
play. Experience should be awarded at the end of a game. The total XP
awarded should be divided among all the characrers who parvicipared in
each encounter, If a single character had to face an encounter alone,
then only he should receive the XP award for that encounter. XP are
awarded in the following ways:

Defeating Opponents: For defeating each creature thar opposes or
artacks the party, 2 number of XP equal to the creature’s Hic Dice or
Rank are awarded.

Overcoming Obstacles: For each major obstacle overcome, the GM
should award one XP per level of difficulty he feels the obstacle pre-
sented.

Finding Useful Artifacts: For cach useful item found and recovered
during a game, an XP award equal to the Tech Level of the item, per
itemn found, should be awarded. No awards should be given for finding
common supplies, Awards should enly be given for irems that still fune-
tion or that possess an inherent trade value,

Gaining Treasures: 'Ircasumusuanypossmnmonemyormdc
value and very rarely they are functioning items. The award should
equal one XP for every 100 gold piece-value of the item.

Solving Problems: The GM may choose to sward from 1 to 5 XP for
solving major puzzles and problems presented to the hero.

Completing Quests: The GM should assign a degree of difficulty to
the Quest. For every degree of difficulty, the GM should award 20 XP 1o
the party, resulting in 2 range from 20 to 100 XP. Players should be told
the XP value of a quest if they decide to underrake it.

Excellent Acting: This is a role-playing game and good acting by a
player should be rewarded. The GM may choose to award a bonus of 0
to 5 XP 1o cach player for playing his character consistently and enter-
tainingly during the gaming session.
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Spending Experience Points

A player must save his earned experience points until he has enough
to purchase desired improvement for his character. The costs of im-
provements are noted below, with specific effects detailed in the follow-
ing paragraphs.

Score Improved XP Costs

Rank by 1 100 x Current Rank
Ability Score by 1 100 x Current Scorc
Mutation Score by 1 100 x Current Score
Skill Level by 1 * 200 x New Level

* The skill system is currently optional.
A player can only improve a score by one point after cach adventure,

Rank Advancement

Improving a character’s Rank gains the most bencefits for the cost be-
cause it has the following effects:

It improves the character’s chance in combat,

It improves the chance of talent actions succeeding.

It increases the character’s toral number of hit painrs:

It may enable a characrer to learn new ralents.

It may enable 2 character o gain additional physical arracks each
turm.

The first two effects are automatic. As the score increases, so do these
chances.

Hit Points: A character gains more hit points for every Rank ad-
vanced. He may add his CN modifier to these new points where noted
o}? the following table, bur the number of new hit points is never less
than |.

Rank Hit Points

1-5 +4 each Rank *
6-10 + 3 cach Rank *
11-15 +2 each Rank *
16-20 +1 each Rank *
21+ + 1 cach Rank

* Add CN modifier

New Talents: Whenever a new Rank is gained, a player may check to
sce if his character can learn any new talents. Roll on the ACT column
corresponding to the character’s current Rank. If the result is white, he
may pick one new talent. If the result is black, he may pick two. A char-
actcr may never possess more talents than his IN score.

Additional Attacks: Once a characrer reaches Rank 10, he may chose
to make an additional physical attack by reducing the chance of success
for both attacks. This is optional and is never required of the character,

A character may make one additional attack for every 5 levels that he
is above Rank 5 (round up). This is done by splitting his Rank into sev-
eral artacks at lesser Ranks. He may never attack at less than Rank 5.
Thus a Rank 14 character may make one attack at Rank 14, two attacks
at Rank 7, or one at Rank 5 and another at Rank 9. But he may not make
more than two atracks and neither of his attacks can be at less than Rank
3.

Ability and Mutation Advancement

Ability and Mutation scores may be increased to improve a character's
chance to perform an action and to gain new bonuses. A mutation’s
score may never exceed the PS score if physical or the MS score if mental.

Character Health

A characrer's health is measured by his remaining hit points. If a char-
acter possesses all of his hit points, and is not suffering from any special
effects, he is considered healthy,

Damage causes a loss of hit points, noted as Wounds on che Characrer
File. Characters can suffer damage as a result of physical and mental
combat and from a varicty of dangers. When a character suffers dam-
age, the number of hit points lost should be recorded under Wounds.
As he is healed of damage, lost hit points arc recovered until his original
total is reached.

There are many types of special damage effects caused by various dan-
gers, These special types of damage are explained in detail in Part Il un-
der “Damage.”

Healing

Healing is the process by which lost hit points are recovered. Damage
may be healed by several methods: rest, mutations, medicine, and the
use of some artifacts.

A character recovers 3 points of damage for every day spent resting.
He may add his CN modifier to this rate, but he will always heal at least
1 point when resting for a full day.

Murations and medicines may speed rhe rate of healing or cure lost
hit points instantaneously. Some miraculous artifacts can cure using
healing rays, and even cause lost body parts to regenerate.

Character lliness

If a chatacter should become sick, due to infection or exposure to a
disease or biogenetic agent, he will nor be able to heal lost damage na-
turallyuntil cured of the illness. He must first recover from the illness
before he can naturally heal damage again.

Ilnesses may be cured by medicines, antitoxins, medical artifacts, or
by the natural recovery process. The first three methods cure illnesses
automarically. Tb recover naturally, each day the characrer may make a
modified CN roll, and if the result is orange or better, he has shaken off
the illness.

Character Death

When damage reduces a character’s hit points to zero or less, that
character is dead! The character is out of the game, unless some marvel
of medicine revives him. If a player's character dies, the player may cre-
ate 2 new character to play. A player gains one bonus point for every 5
Ranks of his dead character. These bonus points may be divided among
the new character's ability scores.

Oncea new character has been created, the GM may introduce him to
the party at any convenient point in the adventure,



PART Ill: THE BASIC GAME

This section contains all the basic rules for playinga GAMMA WORLD®
game, All rypes of actions in the game use the Action Table (ACT), as
explained in Part 1. Addivional details and limitations for rypes of
actions available are explained here.

To keep the rules one needs to read short, several of the detailed refer-
ence tables, including descriprions of equipment and arrifacrs, and typ-
ical danger ratings have been placed in this book's appendices or the
Reference Book. You may look ar these sections when you desire, but
the rules for using items and dangers are given here,

The basic rules are otganized into the following sections. First, infor-
mation on how time works in the game is explained. Next is informa-
tion on how to handle character and crearute movement. Then sections
on encounters with creatures and their reactions are given, Since many
encounters lead to combat, you should pay particular attention to the
next section. Dangerous situacions and the rewards of the adventuring
are then provided, while lists of specific dangers and items are given in
the appendices. Finally, there is 2 miscellancous section on how to han-
dle traps and tricks invented by the players.

DISTANCE AND TIME

As the player characters adventure in the wildlands of their world, the
players need to keep track of their characters’ location and the passage of
time, This is necessary due to the limited supplics they begin with and
the need to recover from the effects of damage suffered.

All measurements in this game are metric. For your convenience a Ta-
ble of Metric Conversions has been provided in the Reference Book. In
general, you will find that most measurements can be approximared,
and the GM can choose the measure of any element as it is needed.

Game Distance

Throughout the game, players need to know where their characters
are, where they can go, and how to get there. To help keep track of this
information, 2 map system has been devised. Each map has a square or
hex grid printed on it o make it easier for players to locate important
features. There are fout scales or sizes of maps that may be used in the
Eamc:

L. The Continent Map: Included in this package is a large map sheet.
On one side is  map of post-holocaust America at a scale of 44 kilome-
ters per hex. It is used o show the different general terrain types, the lo-
cations of the major deathlands, and those cities of the Ancients where
ruins still stand. This map can be used to track the progress of chamcters
making !ong trips. A pilgrimage from a village in the Black Hills to the
distant ruin of Fenix might take as much as a year, during which the GM
would keep track of the pilgrims’ progress on this continent map. If you
create your own campaign setting or use the one around the ruins of Pitz
Burke provided with this game, you should use this map to lotate the
campaign and keep track of the heroes” journeys.

2. The Area Map: Located on the same side of the map sheet as the
Continent Map is a sample area map, for use with the Campaign Setting
provided. This particular area map shows the land called Allegheny ara
scale of two kilometers per hex. It includes such features as installations,
bases, deathlands, hills, forests, and rivers. Area maps are used to track
movement during marches (see " Sequence of Events™) and to possibly
note the nature of encounters in certain areas, You may use the maps
provided. or create yourarea map using a hex grid and a scale of one hex
cquils two kilomerers.

3. The Outdoor Adventure Map: One entite side of the map sheet
contains an sample ourdoor adventure map of Pitz Burke at a scale of 60
metets per square. Maps of this scale ase used for conducting searches
and sometimes for encounters as described in *'Sequence of Events.”
They are at a convenient scale for showing relatively large areas in detail.

To create your own outdoor maps, use guarter-inch graph paper.

4. Encounter Maps: At times you will want to create maps at smaller
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scales to provide details for floor plans of buildings and other encounter
arcas. These maps should be drawn on quarter-inch graph paper at a
scale of one square equals three meters. Such maps should be used to
note the size of areas and relative positions of important features such as
doors, major pieces of furniture or items that may be hidden behind,
and starting locations for creatures. These maps can then be used hoth
to concuct searches and to help resolve encounters,

As play shifts berween the different types of possible aceiviries, the
GM changes the map he is using to keep track of events, For example, a

arty of charactets begins 2n adventure on the area map of Allegheny
and the GM plots their Jocation using thar map until they enter part of
Pitz Burke. He then switches to the Pitz Burke map to plot their move-
ment in more detail since they have decided to slow their march and re-
ally explore the city. Should they decide to explore a ruined building,
the GM may wish to create an encounter map to show the floor plan of
that building. This example illustrates the principle that the more inter-
estng or dangerous a place, the smaller the map used. Hex grids are
used for larger areas and square grids are used for smaller areas (where a
hex grid would distort the shape of buildings),

Encounnter Positions of Foes: Since many encounters may occur dur-
ing the course of an adventure, it would be tedious to prepare maps of
all possible encounter areas. You may want to use the following method
for keeping track of the positions of characrers during an encounter.

Use something to indicate each individual character. This mightbe a
scrap of paper of a cardboard counter with the character's name written
on it. Or you may use coins, dice, pen caps or any other varicty of mark-
ers. Small metal figures are available from hobby stores, and these may
be painted to represent cach of the different characrers.

You will need a ruler. Place the character markers in the center of the
table in their marching order. Whenever an encounter occurs, the GM
may then place markers for the creatures encountered and any major
map features in locations of relative position to the PCs. The ruler is
used to determine the distance berween charzcters, with one inch =
two meters (or one centimeter = one meter). Now when players declare
their characters are moving somewhere they only have o pick up their
marker and move it, and the GM knows where the characters are.

GAME TIME

There is a difference between game cmeand real ime thar you should
understand. Game time is the rate at which ume passes in the game
based on the completion of a series of actions. It may take longer than
real rime, or a lot less. The GM decides how much time has passed,
based on what the players decide their charactess are doing. Thus game
time isa record-keeping device to measure the duration of effects and is
based on the completion of turns of acdviry. It should not be confused
with real dme.

SEQUENCE OF EVENTS

Game time 1s kept track of in rums, minutes, and hours. There are
three different categories of activiries in the game. Each has a different
goal, and follows a preser sequence of events. These include marching
and resting periods, searching cycles, and encounter or action turns.
The game will switch back and forth between these different types of ac-
tivities. Sometimes the game rime will move swiftly as characters march
across the countryside, then slow to search a ruin, slow saill further w re-
solve an encounter, and finally speed back up as the characters rest and
recover from their ordeal. The types of activitics and their purpeses arc
explained below.

March and Rest Periods

The largest block of rime commonly dealt with during the game isa
period of four hours. This is the scale of time used when the heroes are
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marching across the countryside from one location to another, are camp-
ing, or are resting and recovering from their adventures. These four-
hour blocks of time are used 1o determine if anything of interest occurs
in the vicinity of the pamy. There are six four-hour periods cach day.
Typically three are used for marching and three are used for resting. At
least two four-hour periods each day must be spenc resting or the charac-
ters will begin to suffer the effects of farigue.

Fatigue

Farigue occurs when a character exceeds the normal limits for contin-
uous strenuous activity. These limits include the following:

* Must rest at least two petiods a day

* Can perform strenuous activities for a number of minutes equal to
character CN, and then must rest for one-third that time

* Can hold breath only for a number of turns equal to CN/3 (or CN if
holding breach while resting). After this time, he must spend an equal
number of minures resting and recovering

* Can perform extremely strenuous actions only for a number of rurns
equal to CN, then he must rest for one-third that time

* Can withstand rtypical hazardous weather for a number of hours
equal to CN, and extreme weather for a like number of minutes, After
this exposure, a character must seek shelter and rest for one-third the
time of ¢xposure

If any of the above limits are exceeded, the character becomes fa-
tigued and suffers the following penaltics.

Fatigue has a serious effect on all of a character's actions. Any action a
fatigued character takes is checked for success by rolling on the ACT
column that is /2 (rounded up) of the character’s appropriate score. For
example, 2 Rank § character who is farigued would roll on the 3"
column on the ACT for actions that depended on his Rank.

This penalry is in effect until the characeer sests a lengeh of rime equal
to one-third the duration of the activity. If a character ignores the pen-
alty and continues to exert himself, when he again exceeds the length of
the needed rest period, all his columns to roll for actions are again di-
vided by two, so that now the columns he rolls against are /4 of his un-
fatigued columns. If the character continues to excrr himself, each
subsequent time that he exceeds the original rest needs he becomes ex-
hausted, rolling all actions on column A, and he must make an unmodi-
fied Constitution Check beginning with a blue difficulty factor and
worsening each time to green, yellow, orange, and finally red. If a char-
acter succeeds in making his Constirution Check no other special effects
are incurred, but if he fails, he falls into a coma (see "Types of Dam-
age,”) for 1d6/2 days.

Whichever activity the PCs are engaged in, the playess should decide
what their characters are doing and inform the GM. Points that should
be considered include:

* [fmarching, define the order the characters are moving along. Who
is in the lead, who brings up the rear, ewc. Furthermore, the players
should state the speed at which the charactersare moving, which defines
their degree of alertness (see ~“Movement ™' for details).

* If resting, state where everyone is and what they are doing. If the
PCs ate camping in the wilderness, they probably want ro have someone
stand watch in case a dangerous animal walks into camp.

Be specific when defining where each character is and what his gen-
eral activities are as these actions may affect any events or encounters
that occur during that period.

Once the characters’ locations and acuviries for the period have been
decided, the GM resolyes each period of time according to the following
sequence of events:

Step 1: Find the terrain's Intensity score as derailed in the “"Move-
ment" section. Roll against thar score on the ACT and compare the
color of the result to the Terrain Event table in the next column to deter-
mine the general result.

1"

—
Result Terrain Event
Red Catestrophe
Orange Bad Weather
Yellow Suffer from Exposure
Green Natural Obstacle/Hazard
Blue Event/Encounter/ Omen
White Nothing Happens
Black Trail 1s found—Move x2

Catastrophe: This event includes severe terrain and weather hazards
as detailed in Pare IV, “Dangers.”

Bad Weather: This event results in weather that siows the party and
presents some danger for the rest of this period. Once indicated, bad
weather may last 1d6 hours. See “Weather" in Parc IV.

Suffer from exposure: This event indicates that characrers have suf-
fered the base damage score of this terrain type duc to exposure to the
elements. Further, they must each make a special effect Constitution
Check with a blue difficulty factor to avoid the special effect. See “Ter-
rain Hazards" in Part IV for details.

Narural obstacle: This event indicates that the PCs have encountered
a lesser rerrain hazard, appropriate for the terrain, which they must cross
to continue on in the direction they desire to travel. Sec Part IV for de-
tails.

Event/Encounter/Hazard: The GM should turn to either of the Ran-
dom Event Tables provided witch this game (oae is found on the GM
Screen; the other is in the Reference Book) and roll 1420 to determine
which encounter occurs.

Nothing happens: No event occurs

Trail: The PCs have found a trail crossing this terrain and proceeding
in the direction they wanrt to travel. The trail doubles their movement
rate for the period. At the end of this period, the trail rurns away from
the PCs’ goal or just ends.

The GM may choose the specific event that occurs once the type is de-
termined, rather than letting the roll of dice decide,

Step 2: If an event occurs during the period, roll 1d100 again to de-
termine which hour the event occurs in (1-25 = 1st hour, 26-50 = 2d
hour, 51-75 = 3d hour, 76-00 = 4th hour),

Step 3: The GM then narmrares the events of cach hour, describing any
significant features that the PCs might notice. This narration may be in-
terrupted at any point that:

* The PCs must make a choice of some sort

# The PCs discover something they want to investigare

* An Event is scheduled to oceur

The players may then either make their choice, move to search or ex-
amine something, or be deal with some sort of danger or encounter. At
this time, the GM will find it easier to use the searching /examining cy-
cle explained below.

Ongce the characrers finish searching or resolve an encounter, the GM
must determine which hour of the day it is and then returns to using the
four-hour period of rime ro check the chance of the nexr event. Event
checks may be made in any type of terrain, including ruins. But the GM
may want to increase how often he checks to once every hour when char-
acters are exploring an inhabited ruin, building, or strange town. Ot he
may decrease how often he checks tw once per day when the characrers
are at their home base or in friendly rerritory,

Searching and Examining

When players want their characters to search their surroundings, ex-
amine or use a complicated artifact, perform a difficult movement
(e.g., climb a cliff), or question a character they have encountered, any
detailed action that does nor involve combat or quick response, the GM
will find a searching cycle of 10 minutes 2 convenient rate of time to use.
There are six searching or examining cycles each hour, and thus 24 eycles
in a four-hour period.
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Searching cycles of 10 minutes are the most commonly used divisions
of time during an adventure. Ten minutes is long cnough to permit a
character 1o perform several related detailed actions and vet things hap-
pen fast enough so that the game does not become boring.

The scope of activities that may be accomplished in a 10-minure cycle
include the following:

* A cursory cxaminaton of an arca equal to 10 times the character's
base movement rate in meters

* A detailed search of the exterior of a small building 10 x 10 meters
square, or one block of a village

* Operating one function (e.g.. one injection) of a complicated arti-

* If acring out the encounter, the number of questions that may be
asked in 10 minutes of real ime is the number that may be asked in 10
minutes of game time. If not acting out the conversation, an average of
five questions may be ssked and answered in a 10-minute cycle.

Whatever activity the characters engage in, the players should decide
what specific actions their characters are performing, where the charac-
tess are and where they will move to, and any precautions they are tak-
ing while examining something. The players should inform the GM of
these decisions.

Once the characrers’ activities and locations are defined for the 10-
minute cycle, the GM resolves each search eycle following this sequence
of evenrs:

Step 1: If this is the hour thar a predetermined event is to take place,
the GM determines the specific 10-minute cycle of the hour in which
the event occurs by rolling 1d6.

Step 2: If an event is to occur during a 10-minute cycle, the GM
chould decide how he-wanis the PCs to discover the event. He may want
to give the players a warning thar a storm is on the horizon, or show
them an earlier victim of some hazard or the tracks of a creature. Or he
may wish the event to be an ambush and startle the PCs.

If this is a creature encounter, the GM will want to also determine
whar the crezture's goal is when 1t is encountered. Examples of possible
goals are listed on the GM Screen with the random events,

Step 3: The GM now describes to the players what their characters see
and sense, and narrates the results of any attempred actions, pausing so
that:

* The chance of success for an attempted action may be rolled and the
result then incorporated into the narrative

* If characters are presented with 2 puzzle or problem, they may dis-
cuss the marter with each other before choosing some course of action

* If the PCs discover something, they may examine it further

* The effects of an event may be determined and the PCs given a
chance 1o respond

* If a sudden cncounter with a creaturce or danger occurs, the PCs are
given a chance to respond ro it

If an encounter or event occurs that requires quick response, the GM
should slow time to the 10-second encounter or action turns to resolve
the situation.

The Encounter or Action Turn

Just as the climactic action scen¢ in a2 movie is the most exciting part
(and the onc thar everyone waits for all through the rest of the film), so
the action tutn is the most exciting part of s GAMMA WORLD® game.
Each rumn cquals 10 seconds of game time. There are six tums every
minute, and thus a total of 60 turns in one 10-minute search cycle.

Action turns are only used when action occurs on a short timescale or
there is the chance that combat may happen at any moment. Turns are
most frequently used during combat, whenever unfamiliar creatures are
first encounrered, and when a character suddenly finds himself facing a
perilous hazard that he wants to try to avoid.

Only one action may normally be artempted during one tum, Com-
binations of a couple simple actions, such as moving a short distance

while doing something else, and possession of some mutations and arti-
facts may permir a character to perform more than one action per turn.

The types of actions that may be tried in one action turn include at-
tacking a foe, throwing an item, moving, standing up, changing or re-
loading a weapon, cludgmg or evading, aiming, using a physical or
mental mutation, or trying to elicit a response in a negotiation. A char-
acter may usually move less than half his full race and still perform an-
other action. He may also jeer or shout encoumgement.

An encounter ends whenever the PCs have succeeded in defeating or
cvading the encounter, the event has passed, or the activity has moved
to open discussion. Whenever an encounter is over, treat it as if one 10-
minute minute cycle has passed, no matter how few action turns it
lasted. This is done o make it easier for the GM to keep track of time,
since few encounters will last 2 toral of 60 rurns,

Whenever an encounter occurs, the GM should resolve each turm us-
ing the following sequence:

Step 1: If this is the first turn of the encounter, the GM should check
to determine if the heroes are surprised or if their adversaries are sur-
prised.

Then he should decide from which direction the encounter occurs
and determine the distance the PCs start from the encounter.

Surprise only needs to be determined if

* A creature is encountered suddenly from an unexpected direction.
It is possible for someone new to enter an ongoing bartle and thus gain
surprise after the first turn.

* If something dangerous has been hidden and is suddenly revealed
in close proximiry to a character. In this case, the distance to the encoun-
ter is previously stated and does not need to be randomly rolled.

* If somc action happens suddenly and uncxpeciedly. Such as if a
friendly group of NPCs suddenly rurned and atracked.

To determine if a character is surprised, follow this procedure:

First, determine which character is most likely to first discover the en-
counter, or choose the character with the highest DX score in the group.
Next, the GM should decide how likely it is that the encounter will sur-
prise the character, based on how well it is hidden, and assign a diffi-
culty factor to the chance to be surprised. Then have the character make
an [neelligence Check, modified by his DX score. If the result is less
than the difficulty factor, then he is surprised for one rurn, and so are his
comrades. If the result is black, the surprise lasts for two turns.

Any being who is surprised may not act for one turn, and if the oppo-
nent is not surprised, it thus gains a free i,

This surprise procedure is also used by the GM to determine if any
creatures encountering the PCs is surprised by them. For creatures, use
their MS score if their IN score is not known.

The distance the PCs begin from an cncounter is 2 number of metess
equal to that terrain’s base factor plus the roll of 2d6. See '"Movement”
for derails on terrain.

Step2: If neither side of an encounter is surprised, the GM must de-
termine the response of the creatures.

Either side may attempt to elicit or influence a response from the
other by talking, gesturing, or anicmpting to cvade. Players should de-
cide what their characters will do, and the GM must decide the actions
of the creatures encountered. If the encounter is with a hazard, the GM
must decide on the difficulty factor that the PCs face.

To determine the response of 2 creature, the following procedure is
used.

* Determine the creature's Intelligence score if a single creature (use
MS if IN' not known). If a group of creatures, use their Morale Rating
(MR) as defined in the creature descriptions in the Reference Book.

* Modify the score by the creature’s attitude and the PCs' actions. A
list of modifiers may be found on the GM Screen and also under “Crea-
ture Responses.”’

* Make a soll on the ACT using this modified score and consult the
Encounter Response chart on the GM Screen to find the result.
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If the encounter is with an inanimare danger rather than a creature,
the GM should define the difficulty factor for evading the danger and
have the player make a Dexterity Check to avoid i,

Step 3: If neither side is surprised this turn, and the situation re-
quires swift reaction, such as combar, artempting to evade, or atrempt-
ing to recover fram a temporary disadvantage, the GM should check to
see which side gains the initiative (i.c., which side acts first).

To determine which side has the Initiative, the PC with the highest
DX score and the GM both roll 1d6 and add their DX score modifier.
The one with the highest total wins the Initiative. If the result isa tie roll

ain.

The side thar gains the initiative may choose to act first—attacking,
ateempring 1w evade, talking—or it may choose to wait and respond to
the actions of the opponent. If the winning side chooses to act first, the
other side may not choose to wait and respond, only the side that won
the initiarive gains this choice.

If the first side chooses to wait and respond, the other side must act or
artack first, but the first side may take advantage of this response option
by declaring their actions to counter those of their opponents. This
might include such actions as trying to dodge or catch a thrown item, or
to fire at the backs of retreating foes.

Step 4: Combat or actions for the murn are resolved by rolling on the
ACT, 25 explained in the appropriate sections. The GM narrates the ef-
fects of each result and players adjuse their records to note these effects.

Step 5: The next tumn then begins and these steps are repeated until
the encounter comes to 2 conclusion.

HOW TO MOVE

Movement is any activity thar takes a creature or machine from onc
place to another. Movement may be accomplished by a character's own
motive power, riding a beast, or by means of a vehicle or machine.

All things that can move by their own power are given a base move-
ment rate. This rate is used differently for each time period in this
game. The distance that may be traversed in one four-hour period is 2
number of kilomerers equal to the base rate. The distance that may be
traveled in a 10-minute search cycle is 2 number of meters equal to 10
tmes the base rate. The distance that may be crossed in a 10-second
action turn is a number of meters equal to the base rate.

Distance in four hours = Base kilomerers
Distance in 10 mins = 10 x Base meters
Distance in action turn = Base meters

Speed

Characters may move at any of three speeds: slow, normal, or fast.
Each speed has certain advantages and disadvantages.

Slow: Characters moving slowly are actively searching the area they
pass through for signs of danger or significant objects (a hairline crack in
a wall that might indicate a hidden door, for example). They have a
greater chance of nodcdng such things, so they ucac cach scarch rosult as
if the nexc higher color. but they move 2t oaly half aormal speed.

Nomal: Characters moving at normal speed are alert to danger, but
are moving fairly quickly, They are not as likely to be surprised or to
overlook some feature of their surroundings as those who are moving
fast.

Fast: Characters moving fast are mainly interested in covering
ground, They move at double nofmal speed, but are easier to surprise
(treat each result as one lower) and almost always overlook details of the
area through which they are passing.

Burdens

Unburdened characters are those carrying 2 Weight equal o or less
than their P§ in kilograms.

Burdened characters are those carrying a weight equal to or less than
twice their PS (but more than their PS) in kilograms,

Heavily burdened characters are those carrying more than twice their
PS in kilograms,

The weight of armor womn by a character is treated as only half its
weight when determining if a character is burdened, since this weight is
evenly distributed. No party can move faster than its slowest membet,
though characters may stop and redistribute weight or drop equipment
in order to move faster.

Special Movement Rates

Speeds listed on the Movement Charr are for all character types and
apply only to ground movement. Some mutated animals move far faster
(or slower). Elying characters move at roughly twice the speeds listed.
Only characrers mutated for swimming move at the normal base rate
when swimming. Other categories of movement and their base rates as
well as the cffects of terrain and weather are noted in the following sec-
ton.

Movement During Combat

During combat, creatures ate usually limited to one action per turn,
although if they manecuver and move less than half their movement
rate, they can still choose another action during the tum. This half
movement rate is determined only after the current movement rate is
determined from the terrain, weather and other modifiers. It is not de-
termined from the character's base movement rate, unless that is the
current rate,

Running and Crawling

Running is the same as moving at fast speed. A character who runs
during eveén part of a turn may not do anything else for the remainder of
that turn, even if he ran less than half his fast rate.

Crawling is one-quarter of base rate. The crawling speed may also be
used for hidden movement,

Leaping and Jumping

Characters may try to leap horizontal distances or jump vertical
heights. The distance a character may safely leap or jump is based on his
PS and may be modified by his DX score, If a character wanss to try to
exceed these automatic limits, a difficulty base score is provided with
cach style of jumping. The chance of success for these uncerrain actions
equals one difficulty factor for each meter of distance in excess of the
characeer’s auromatic distance,

Thus if a character could sutomarically leap 10 meters and wanted ro
try to leap 13 meters, the extra distance is three meters, and this is three
times the difficulty base, or a yellow difficulty.

Plants may only leap for half the disrances noted below.

Leaping is an attempt to cross a horizontal distance in & running
bound. The distance a character can leap with 2 running startequals 1/2
x PS, plus his DX modifier. If a character must jump from a standing
start, the safe distance is 1/6 x PS with no DX modifier. The difficulty
base is one meter for a running leap, and 1/4 meter for a standing leap.

Jumping down is used to drop to a lower level with 2 minimum of
caution and a maximum of speed. A character may safely jump down a
distance of a number of meters equal to 1/2 x PS plus no DX modifier.
The difficulty base for exceeding this distance is one meter.

Vaulting Over is a bound over an obstacle. A character may readily
leap a distance equal to half his height. To vault higher objects he must
be able to reach up and assist the leap with his hands on the top of the
object. The total distance a character may vault is 2 number of meters
cqual to 1/6x PS and no DX medificr. The difficulty base for exceeding
this distance is 1/2 meter.
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Springing Up is the heighta chamcter may leap straight up. If a character
gains a mnning start he may leap a height of a number of meters equal 1o
1/6x PS. If he must stand still and spring, his bound will only take him half
the unning height. The difficulty base for this jump is 1/5 meter for a run-
ning spring, and 1/10 meter for a standing spring.

Climbing

Climbing is a talent and the chance of success equals the character's
Rank (or Column A if not possessing this talent), modified by DX. For
every two turns climbed (one murn in hazardous conditions) a character
must make a roll on the ACT to see if he slips or falls, A black result
means the character falls. A white result means the character slips. The
cffects of falling arc detailed in Pare IV. If a character slips, he must
make 2 Dexterity Check to regain his perch. Based on the difficulty fac-
ror of the situation, any colored result usually means success. A white
results means he is still hanging. A character can hang for a number of
turns equal to his CN score. A black result or running out of endurance
mezns the character falls.

Climbing situations are divided into four categories. Each category
has 2 base movement rate (in meters peraction turn) that is multiplied
nmes the result factor of the climbing roll to determine how far a char-
acter actually manages to climb in one tum. This rate is halved if the
conditions are hazardous, Characters may add their PS modifier to this
score and plants add a bonus of one meter per tum.

Climbing Trees: This includes climbing any scaffolding or ships rig-
ging that has & variety of branches and vines or ropes. Base = 6 m/r.

Climbing Ropes and Poles: This includes anything chat must be
shinnied up. Base = 4 m/t.

Climbing Walls and Cliffs: This is the slowest and most tedious, re-
quiring that one search for hand and foortholds. Base = 2 m/t.

Assisted Climb: Any climb can be assisted by ropes, spikes, and
claws. Climbing by this method is av half speed, but if a character slips
and falls, he will only fall 10 meters. Assisted climbs add +3 CS to the
character’s climb roll.

Swimming

Swimming 15 a talent and the chance of success equals a character’s
Rank (or Column A if not the character does not have thistalent). Char-
acters who can swim treat swimming in still water as an automatic
action, Untalented characters must make a swimming check. Swim-
ming in very cold or moving water requiresa talent check every six tumns
(if no reason for struggle exists) or every turn (if the character is strug-
gling or if the danger rating of the water exceeds the character’s PS). On
a white result, the warer may artack the character using its danger rat-
ing. On a black result, the water artacks and the characteris stunned for
one turn (see Special Damage in Part IV),

A character swims at the following rates:

1/2 x PS when swimming on the surface

1/4 x PS when swimming underwater

The speed of swimming may be affected by water currents. When
swimming with the current, the water current rate is added to 4 charac-
tet's movement rate. When swimming against the current, the warer
curient rate is subrracred.

Diving: A character may dive into water using the same rules as for
leaping. The distance a character can safely dive is 1/2 x PS plus his DX
modifier in meters. The difficulty base is two meters.

Stunts and Difficult Movement

Difficulc movement and stunts arc actions involving environmental
hazards. These include such things as inching along a ledge, fighting
while climbing or swimming, jumping from a moving vehicle, etc
These types of actions requite a Dexterity Check to succeed. If 1 charac-
ter fails to react fast enough, the resule is usually damage and possible
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special effects. Sometimes 2 character will try an action requiring more
muscle than agility, and in such cases a Physical Strength Check should
be made instead. The GM may adjust the chances of success by assign-
ing difficulty factors.

Creature Movement

Creatures usc the same procedure as characters to determine move-
ment speed. Some creatuses, however, arc speaially adapred 1o swim-
ming, and use their base swimming speed instead.

Vehicle Movement

Vehicle movement rates are given in terms similar to characeer move-
ment, but there are three additional features. Details on vehicle scores
and rules for maneuvering are found in the Reference Book. Vehicles are
uncommoan in this world and most people travel by foor.

Besides the base movement rate of a vehicle, its normal speed is its
cruising speed. Its fast speed is its maximum speed and depletes fuel at
twice the normal rates noted for each type of vehicle, And the slow
speed s its maneuvering speed, the speed ar which it can safely make
sharp wrns and tricky maneuvers,

A vehicle is burdened when hauling half its cargo capacity and heav-
ily burdened when hauling three-quarters or more of its cargo capacity.

Vehicles possess an acceleration deceleration rate and a braking factor.
The ACC/DC rate is how much a vehicle may change its speed cach
turn, If the normal decelertion rate is not enough, @ number of brake
factors may be used to increase the deceleration for a tum. However,
once used, a brake factor is burned up and must be replaced or repaired.
If all brake factors are burned, a vehicle’s deceleration rate is reduced to
half its normal value.

Finally, a vehicle's Hit Dice score is called its endurance. This value
plus the remaining brake factors equals the vehicle’s Endurance Rank.
As a vehicle takes damage, its endurance is reduced by one per4 points
of damage suffered. A vehicle’s Endurance Raok comes into play when-
cver there is an opportunity 1o loose control or the vehicle passes
through a hazardous rerrain. At these times, a vehicle must make an en-
durance save and if it fails will suffer from a hreakdown or accident as
cxplained in the Reference Book.

Terrain Effects on Movement

Terrain usually slows the movement of vehicles. The method used in
this game to indicate this slowing cffect is to assign & multiplier to dis-
tances traveled through different rerrain, l:ausu:ig these distances to be
treated as if farther than normal. For instance, the muldplier for
wooded hills is three, so each meter traveled through wooded hills
counts as three meters for purpose of total distance traveled. Thus each
meter among wooden hills takes as long to cross as three meters in open
plains.

To determine how far a character moves through terrain, multiply the
distance traveled through each type of terrain by the multiplier for that
terrain. This total cannot exceed the movement rare of the character for
that time period.

The effects of terrain are explained in Part IV,

Supply Needs

A creature traveling across the countryside needs 1o consume a certain
amount of food and water each day, They also need shelter at night ro
avoid the rigors of the elements.

In normal circumstances, a character must consume two liters of water
a day per 75 kilograms of mass. He must also consume a toral of three
meals 2 day (one ration in the game). A character who fails to do this will
suffer the effects of fatigue the day afrer the firse day withour. For each
subsequent day, the effects of fatigue continue to increase until he dies
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on the fifth day without food or water.

Extremes of heat double the water requirement for a day. Extremes of
cold double the food requirement. Vigorous and prolonged labor dou-
bles the need for both food and water,

If shelter is not available to protect against the elements, then cach
day the character suffers an exposure result equal to the base damage of
the terrain type.

HOW TO SEARCH

Players may searchan area they occupy or are passing through to make
sure there are no hidden menaces about or in hopes of finding useful
objects. In such cases, the players announce that they are searching.
They need not look for anything special. They are assumed to closely ex-
amine everything in the ares and have a chance to find anything of in-
terest. It takes a full 10 minutes to thoroughly search a room or other
confined space this way.

The method used to discover things is o make an Intelligence Check
against the difficuley factor of the item of interest. A black result means
that the character has stumbled into some sort of danger while search-
ing. The GM chooses which danger is encountered,

Characrers moving ar a slow rate are assumed to be searching their
surroundings as they move. They treat each result of their discovery
check as if one color higher. Characters moving at normal speed ate also
searching their surroundings, but not as thoroughly. Their discovery
checks have the normal chance of success. Characters moving fast notice
only the broadest outlines of their surroundings. They fail to notice de-
tails unless the smarrest party member passes an unmodified red diffi-
culry Intelligence Check.

Sighting, Sound, and Other Senses

Characters rely on a varicty of senses to detect dangers and items of in-
terest around them. These senses can usually be equated to act like
sight, hearing, and mental awareness. Rules about how far a characrer
can detect something using these three categories of senses are provided
here. Other senses usually just see, hear, or feel within different ranges
of perception. When a new sense presents itself, use the rules for which-
cver sense here scems the most appropriate,

Each sense has a base range at which items can be auromatically iden-
ufied. Beyond this range, a detection roll must be made. Each addi-
tional factor of the base distance adds one difficulty factor to the chance
to identify the item.

Artificial amplifiers will increase the sutomatic range by x1 to x10.
Each subsequent range is also thus increased.

Sight

Sight is often a creature’s most important sense. It permits perception
of a wide array of items without having to concentrate on them. Sight is
usually used as an early warning, for dangers and foes can often be spot-
ted and identificd some distance away. Sight is also the most easily aug-
mented skill with the use of optical and electronic magnificadion. A
creature that is rendered sightless is usually at a grear disadvantage.

A character’s sight range is twice his IN score in meters (or in the case
of machines, their PR scorc). Any object closcr than half this distance
can be automatically identified. From half the base range to the base
range is short range and requires a blue difficulty Intelligence Check to
identify it. A black result indicates the character misinterprets what he
sees,

For cvery five meters of height a character gains, his distant red range
doubles.

Hearing

This sense is 4 bit more tricky and tends to be lesssensitive to intricate

detail. Sound can be used to locate an object and identify its speed, size,
and density. In some cases, sound may even be useful in identifying spe-
cific actions. However, sound is easily interfered with by other noise,
and requires that a creature using sound concentrate his efforts on one
type of sound to the exclusion of most others.

Sound may be used to identify specific individuals when they talk or
move. Sound may also be useful, to those who are really sensitive, to an-
alyze tespiration, heartbeat, or power source and by this method dertect
the emotions and if a creature is lying.

The base range of sound is a crearure’s IN or PR in meters. At half this
range, locating and identifying by sound is automatic. From half the
base range to the base range, identifying or tracking by sound becomes a
blue difficulty Intelligence Check. Each additional factor is one diffi-
culty level higher.

Feeling

Crearures may possess a variety of other senses including smell, raste,
touch, and intuition, but these are the weakest senses of all. A feeling
sense is used by concentrating on the desired item to the exclusion of
other things. This sense may be limited to touch or at most to objects
within 1/2 of the creature’s IN or PR score in meters. Anything closer
than half this range is identified automatically.

Touch is excellent for identifying individual items, but is severely lim-
ited in its scope. In addition, few if any artificial magnifiers exist that
work with these senses.

Modifiers

All senses may suffer from intetference and screening. In this game,
sight and sound most often are interfered with and a list of common
modifiers is given here. These modifiers reduce the effective ange of
the identifying roll, so that cach color is treated as a lesser result.

Sight Sound Modifies
Glare, Mist In the Distance —1RS
Fog, Curtain Buzzing, Breeze —-2RS
Dusk, Grass Birds, Rain -3 RS
Moonlight Shouting, Wind -4 RS
Starlight Clamor, Storm -5 RS
No Light Machines, Gale -6RS

Thus trying to see something at medium range (normally green diffi-
culty) in the dusk would require a red result. Irems at long (x3), extreme
(x4), and distan (x5) ranges could nor be discerned.

HOW TO HAVE ENCOUNTERS

PCs will encounter other creatures in one of two ways. The adventure
being played may list the exact location of some creatures which are al-
ways encountered when the PCs reach that location. The players may
also have a random encounter with some creatures during the normal
course of play.

The narure and probable reactions of creatures occupying a specific
location are known by the GM. Part V1, “Designing Adventures,” tells
how he should decide where such creatures are encountered.

Once an encounter is indicated, the GM must check whether the crea-
tures or the PCs are surprised, Once this is done, the GM needs to deter-
mine how the creatures respond to the PCs actions or questions. A
variety of creature response tables are provided.

It should be keptin mind that in order to effectively react with a crea-
ture, one must first be able to speak its language or communicate by
some other means.



Surprise

SURPRISE

Characters who are suddenly and unexpectedly faced with attack may
be surprised. Surprised characters may do nothing during the action
turn they are surprised. A surprise check is used to determine when
characters are surprised.

When to Check for Surprise

Surprise is chécked when the PCs unexpectedly encounter other be-
ings in close proximity (in an enclosed space or within six meters), when
they are firsr artacked by characters not previously known to be hostile,
or when the GM decides to check because of some other factor

How To Check For Surprise

To check for surprise, the character with the highest DX score must
make an Intelligence Check. He adds his DX modifier to his IN score to
determine the column to roll on the Action Table. The GM then assigns
a difficulty factor based on how well the item or crearure is concealed.
The character’s Intelligence Check must march or cxceed this difficulry
color. If less than the difficulty color, the character and his party are sur-
prised. If it is a black result, the characrer and his party are surprised for
WO turns.

NPC REACTIONS

Whenever PCs encountes other ereatures and attempt to interact with
them, the creature responds to their actions or questions. Because there
are 2 wide varicty of possible responses, seven different response charts
have been prepared for use in different situarions. Their use is explained
later in this section.

When to Check for Creature Response

The GM should make a response check for crearures (including ro-
bots) when any of the following happens:

1. The creature first becomes aware of the party.

2, Either side initiates communication with the other.

3. There is a major change in the activity the party members are per-
forming while interacting with the crearture,

4. The party members offer or request employment, gifts, oraid dur-
ing negotiations with the NPC,

5. The NPC 15 a hireling or a follower of the party and his morale 1s re-
duced by five or more because he has been badly treated by his PC mas-
icL

6. The GM feels that 2 new factor might change the creature’s atti-
wde toward the party.

How to Check for Creature Responses

To determine the response of a creature, the following procedure is
used.

1) Determine how the PCs are trying to ace coward the creature, There
are nine different response columns found on the GM Screen.

The most commaonly used column is the Encounter Response column,
used the first tme crearures are encountered. The other columns fall
into two categories.

The first catcgory actempts to charm and persuade the creature
through style, temprarion. a glib tongue, and acting,

The sccond category uses reason and logic as well as personal presence
of the PC to clicit a response.,

2) Determine the crearure’s IN score if an individual (use MS if IN is
not known), ot the Morale Rating (MR) if a group of creatures. Morale
Rating is defined in the creature descriptions in the Appendices.

3) Modify this score by the creature’s attitude, the PCs® actions, and
any other relevant facrors, as given in the following section.

4) Roll on the ACT and compare the color of the resule with the ap-
propriate column to find the creature’s response, Only general terms are
used and the GM will have to adapt the creature's response o the situa-
tion.

If subsequent response checks are then made for the same crearure,
the results of previous responses affect later checks, These results modify
the result color of the next check. If a red or black response oceurs, no
further checks are needed: the creature cither remains hostile for the en-
counter or cooperates for the rest of the encounter.

Result Maodifier
Red v
Orange +2 RS
Yellow +1 RS
Green —
Blue -1RS
White -2 RS
B]il.'k (1]

* No subscquent rolls are required. The creature is always hostile.

** No subsequent rolls are required. The creature is always hostile.

If the first responsc is a blue result, the resule of the nexe check is
treated as one color less.

HIRING AND RECRUITING NPCS

When an NPC is friendly, helpful, or exhibits some other nonhostile
response (as a result of a response check), the PCs may wish to try to hire
or recruit the NPC to help them for a short time. An NPC who joins 2
party or serves 2 PC because he has been hired to do so is called 2
hireling. An NPC who is recruited into the party or serves 2 PC out of
loyalty is called a follower,

How To Hire and Recruit NPCs

The following steps ate used to hire and recruit NPCs:
1, The PC handling the ncgotiations suggests that the NPC join the
party or makes an offer of employment, specifying the following:

a. Any initial payment in gifts or money the PC handling the nego-
tiations wants to offer. This is in addivion to any gifts already given 1o
the NPC before the PCs made an offer of employment. Initial payments
may be offered only to potential hirelings (not followers).

b. Any equipment the PC will provide. Insome cases, an NPC may
have to be almost entirely outfitted. In othess, the PC may simply wish
to guarantee the replacement of equipment damaged or worn our in
service. Equipment may be offered both when recruiting and when hir-
ing.

¢. How much the PC will pay in wages or support. In general, a
hireling requires 10 gold pieces per week per Rank in support monics to
pay living expenses. If an NPC is not to go on adventures with his mas-
ter, he should be offered a wage of 12 10 15 gold pieces per Rank out of
which he must support himself. Only porential hirelings may be offered
a wage or formal support in the form of money, but the PCs will have to
share food, clothing, and shelter with followers during an adventure. If
a PC wants to keep a follower between adventures, then he must pay
support (which has no effect on the reaction check when the PC is tying
to recruit the follower),

d. What share of the spoils the NPC will receive if he accompanies
the PCs on their adventures and what the NPC will have to do to earn
his share. Only NPCs who go on an advenwre get support (in money or
in shared goods) and a share of the spoils. Other NPCs receive only their
wage. Both potential hirelings and potential followers may be promised
a share. The promise of a share will affect the morale of both, but will
not affect whether or not potential hirelings join the party. Porential fol-
lowers will be unaffected by the offer of a share of the spoils.



2. The GM makes a Recruitment Check (by rolling on the ACT
column corresponding to the recruiting PC's Charisma scote) for each
{\EPC he is atrempring to hire or recruit, modifying the die roll by as fol-
ows:

+ 1 for every 10 gold pieces worth of equipment, supplics, or initial
payments the PC offers to give immediarely

+ 1 for each gold piece above 12 (maximum of 15) the PC agrees o
pay the NPC per week in wages

+ 1if the PC is hiring the NPC and agrees to pay support in addition
tow

+ 1if the GM feels the share offered the NPC is fully commensurate
with the NPC's risks and duties. Asa guide, assume that all characters in
the party have an equal share in the spoils and agree to all take the same
risks and perform the same duties

+ 3 if the NPC has an important goal that the party shares or is will-
ing to help him achieve

+ 3 if the GM feels that the NPC is being offered a more-than-
adequate share for the risks and duties he will assume

+ 3 if the NPC is being recruited

All modifiess are cumulative and are added to the applicable modi-
ficrs listed under “Response Modifiers” with the Reaction Charr.

3. A red result is necessary for a chatacter to agree to become a PC's
follower. Any colored result indicates that the character is willing to be-
come a hireling for at least one advenrure, The rotal Ranks of a charac-
ter's followers and hirelings may never exceed his own. Thus a Sth-Rank
PC can hite one 2d- and one 3d-Rank NPC, but not two 3d-Rank NPCs.
Furthermore, a character may never have more followers and hirelings
than his Chatisma score.

On a white result the character refuses, but the PC may approach him
again at a later time and make 2 better offer. On a black result the char-
acter refuses and becomes neutral in his further responses to the PC.

4, Take the PC's Charisma score modifier and add +2. The GM
should then multiply this number by the result factor of the recruitment
roll. The resulting score is the NPC’s Morale and Loyalty Rating.

The steps listed here are given as a guideline for the GM and he
should nor consider himself rigidly bound by them. He may, for exam-
ple, wish to add other modifiers to the recruitment roll o call for special
terms in an employment agreement if he feels the situation warrants,

Length of NPC Service

Once hired or recruited, an NPC continues to serve until his term of
service (if any) is up, he becomes either neutral or hostile as a result of
bad treatment (sec 'NPC Morale, for details on how bad treatment af-
fects NPC attitudes), or he is dismissed by his master.

NPCs in the service of a player character are controlled by the GM.
The playet tells the GM what ordets he is giving them and the GM im-
plements the appropriate actions to whatever extent he feels is in line
with the personalities, motivations, sense of survival, etc., of the NPCs.

When making response checks for a hired NPC, use the character's
Morale Raring rather than his IN score.

NPC MORALE

The willingness of an NPC hireling or follower to continue in the
service of the PC who hired or recruited him or to take risks on that PC's
behalf is determined by the NPC's morale. All creatures have a Monale
Rating (sec “Creatures” in the Appendices for details). This rating is
used for response checks involving the NPC, and for Morale Checks
used to determine the creature’s performance in combat.

When to Check Morale

The GM must make a Morale Check for an NPC when;
* The NPC takes damage that reduces his hit points to less thaa 50%
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NPC Morale

of his total, A Morale Check is only made in this case if some event
causes the NPC's hit points to drop from 50% or more to less than 50%
of his hir point score.

* The NPC's party faces what the GM considers to be overwhelming
odds or occupies an extremely unfavorable pesition in combar (or in a
potential combat)

* The NPC's party is involved in a combat situation in which more
than half of its members have been defeated or killed

* The NPC is told to take some risky action not required of the rest of
the party

* Some other situation arises in which the GM feels the NPC might
abandon his companions or refuse his master's orders

How To Check Morale

When a Morale Check is called for, the GM follows the same proce-
dure as for response checks but uses the morale modifiers provided and
the Morale Response column to determine the NPC's response.

NPCs who fail 2 Morale Check refuse to obey the order that caused
the check (if appropriate) or, if faced with a vastly superior enemy, an in-
ferior position or dwindling strength, run away if possible. If it is not
possible to run away, the NPC will stay and fight.

Modifications to NPC Morale

Whencver a PC breaks any part of an agreement with a hireling or a
follower, the NPC’s morale is decreased by one. The same part of an
agreement may be broken repeatedly. For example, if PC fails to pro-
vide weekly support, the morale of the NPC would be decreased by one
for each week. Failure to provide 2 promised share of the spoils to an
NPC reduces the NPC's morale by two.

An NPC's morale is increased by one for each significant act of gener-
osity or kindness from his master. Possible acts might include paying the
NPC a double share of the spoils for a job well done or using the last
dose of an antidote to save the NPC's life. The GM decides which
actions are significant. An NPC's morale cannor drop below one or rise
above 20 no matter how he is treated.

Special NPC Morale Effects

When an NPC's morale drops to one, the GM makes a response check
for the NPC on ACT column 1 (using his master’s ateributes to modify
the check), If the result is white or black, the NPC stops being a loyal
hireling or follower and deserts at the fitst opportunity, If the NPC be-
comes hostile as a result of the check, he tries to do the PC and his com-
panions the greatest possible damage before deserting them, He may
never again be recruited or hired by his former master or any of his asso-
ciates. The NPC will never have any response better than an orange
result (treat results beteer than orange as orange) toward his former mas-
ter and his associates. As soon as the NPC leaves a PC’s service, his mo-
rale radng returns to its original level.

COMBAT

Combat occurs when two or more parties attack cach other. Combat
may occur at the start of any encounter or whenever one party chooses to
attack,

Combat is divided into a serics of action turns. Whenever combat oc-
curs, follow the combat sequence of events to resolve the battle until
one side is defeated, subdued, has fled, or quir fighting for some rea-
son.

A character may only perform one action per turn in most cases, un-
less the creature a special murtation, chooses to divide his at-
tack Rank chance if he is of high enough Rank, or is capable of muluple
actions (e.g., a robor, machine, or animal using its naturml artack
forms).



Use of subconscious mutations is not considered to be an accion. Us-
ing a conscious mutation does count as an action. In cases where a char-
acter may make two or more attacks in one tum, the attacks will be
limited to one form each turn (either two mental or two physical missile
fire, thrown weapon, melee, or unarmed combat, rrely a combination
of types).

Combat is resolved using the Action Table (ACT) and base range,
base damage, and special effects scores assigned to the weapon orartack.

Combat Sequence of Events

The following steps are used 1o resolve combat whenever it occurs.
0, Checkif cither side is surprised: How to cheek for surprise has already
been explained under ""How to Have Encounters.’ Check for surprise
only at the beginning of an encounter when a character is suddenly and
un y attacked. A surprised character may not perform any
actions during the tums he is surprised.

1. Both sides declare their intended actions: Actions include move-
ment, attacks, defense, relosding or changing weapons, and other
actions to interrupt combat.

2. Determine which side has the initiative: If neither side of 4n encoun-
ter is surprised, initiative, or which side reacts first, is determined by
each side rolling 1d6 and adding their side’'s highest DX modifier or the
DX modifier of the character most likely to react to the attack first. The
side with the highest total gains the initiative. Tie rolls are rerolled.

The side that wins the initiative chooses which side will act firse. If

they decide to wait, they may change their actions in response to those
of their opponents.
3. The first side moves: The side chosen to act first may move, They may
move their entire movement allotment if they desire. However, a char-
acter may not perform any action if he moves more than half his maxi-
mum movement during the tum. These who move first may choose to
usc the dodge acuon 1o reduce the chances that atracks against them will
hit,

The side that acts first need not move a this time. They may choose
to move during 4 later phase of the tum if they have not moved or only
moved half this phase and pedformed no other action.

4. Resolve all mental actacks: The side that acts first resolves all their
mental attacks. Then the other side resolves their mental atcacks. If the
side who won the initiative chose to wait, thcy may change the targets
they declared they would artack, ot choose not to attack at this time and
wait until the final action phase to act.

5. Resolve the first side’s missile fire and thrown weapons: The side thar
acts first resolves all their missile fire and thrown weapon attacks. If the
side that won the initiative chose to wait, they may attempt to dodge or
catch a thrown n.

6. Resolve the first side’s melee and unarmed attacks: The side that acts
first resolves all their melee and unarmed combat attacks. If the side
that won initiative chose to wait, they may dodge or try to parry their
opponent’s attack,

7. Second movement phase: The side that moved first may elect to move
now, if they have not moved more than half their allotment before. Ifa
character has already attacked or performed some other action, they
may only move up to half their allorment.

Then, the side that acts second may elect to move. They may move
their entire allorment, but need not move arall. If they have already at-
tacked or perfformed some action, or if they want to perform an action
later during this turn, they may only move up to half their allotment.
8. Resolve the second side’s missile fire and thrown weapons: The side
chosen to act second resolves all their missile fire and thrown weapons
atracks. If the side thar won the iniriative chose to wait, they may
change their targets or choose to wait for the final action phase to act.
9. Resalve the second side’s melee and unarmed artacks: The side that
acts second resolves all their melee and unarmed combat. [f the side that
won the initiative chose to wait, they may change the targets they de-
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clared or choose to wait for the final action phase 1o act.

10, Both sides resolve other actions: The side that acts first may com-
plete other actions including, but not limited to: reloading or changing
weapons, moving (if they have not yet moved their full allotment), ne-
gotiating, rallying their forces, flecing, or aiding a comrade.

The side that acts second may then resolve any actions, including
those noted above. In addition, they may attempt to respond to their
opponents’ actions by atrempting to pick up an opponent’s weapon and
throw it back, or change the type of atrack they declared and performing
their new choice now, or dive for cover.

11. Detonate grenades and bombs: Bombs and grenades do nor deto-
nate until the end of the combat turn.
Repear these steps until combat is concluded.

Physical mutations are used during the combar phase most appropriate

to their nature (¢.g., quills during missile fire, telekinetic arm during me-
lee, etc.). Defensive mutations and other defenses are utilized whenever an
artack hiws a characrer. Only defenses requiring concentration, not including
the use of a shield, are counted as actions for the twm.
Engagement and Breaking Off: Crearures that become involved in me-
lee or hand-to-hand and unarmed combat are said to be engaged with
their foe. Once a foe is engaged in combat, he may not just move away
in order to avoid the combat without suffering consequences.

A character may artempt to escape engagement in combat by cither
moving away of attempting to retreat while defending himself.

If a character tries to escape by fleeing, his opponent gains an addi-
tional melee or unarmed atrack against him that tum.

To retrear and break off a combar, a character must make z successful
Dexterity Check, subtracting his opponent’s DX modifier from his score
and suffering an engagement penalty of —5. Any colored result means
he retreats and may move his full movement allotment for the tumn if he
has not moved yer. A black result means he has stumbled and may do
nothing but defend himself the next rumn.

A character may not try to break off a combart if he has already per-
formed another action thar turn.

How to Attack

An attack is resolved using the following steps. There may be minor

vatiations in this procedure based on the type of amack, bur the basic
procedure is the same.
1. Find the attacker's Rank: If this is a character, this is their Expericnce
Rank. If this is 2 creature, robot, or machine, their Hit Dice counts as
their Rank, A leader of a group of intelligent creatures may possess a
higher Rank than the norm.

If the atack is being made by a hazard or dangerous situation, the
danger’s Intensity score is its Rank.

2. Apply any appropriate modifiers to the Rank: All atracks are influ-
enced by the base ability score appropriate 1o the type of anack. Add
that ability score modifier to the Rank.

Other modifiers that might apply include the condition of the at-
tacker and his position and movement, as well as the defender’s armor
and other defenscs, condition, position, movement, size, and speed.
Certain talents and skills may improve a character’s chances to hit. Fi-
nally, some weapons may possess combat modifiers.

Two lists are given for modifiers (both in this section and on the Game

Master's and Player’s Screens), The first list contains the “Quick and
Easy" modifiers that can be used for a simplified combat, The second,
more detailed list, is for use with advanced combat, when the players
desire to deal with more detailed effects of combat.
3. Determine targer range if a missile fire arrack: Target range is ex-
plained later in this section, but works like a difficulty factor. The
greater the range of the targer, the higher the color result needed to hit
the target,



4. Make an attack roll using the modified Rank score: Consult the
Action Table and locate the column equal to the modified Rank score.
Then roll 1d100 and note the color of the result,

The meanings of these results vary depending on the type of attack

and range of the target, but colored (any but white and black) results
usually indicate that the target has been hit.
5. Determine the damage inflicted: The result of the artack roll also de-
termines the amount of damage the attack causes. Each atrack form is
assigned a base damage score, usually noted in parentheses, (3) for in-
smance

The base damage is modified by adding the ability score modifier of
the attack type and by adding the level of any appropriate weapon skill
the character may possess.

This number is multiplied by the result factor of the atrack roll (deter-
mined by the color result of the roll),

Color Result

Rolled Factor

Red %5

Orange x4

Yellow x3

Green x2

Blue x1

White 0

Black Always Misses

A character’s armor may reduce the amount of damage. Armor re-
duces the total damage each turn by five times the AC score.

Some types of combat and dangers may modify the result factor. This
is noted as +RF or — RF, and means that one or more should be added
to or subtracted from the normal resule factor. These modifiers are never
applied to a black result.

The difference berween the character’s Tech Level and the weapon's

Tech Level also affects the resule factor. Each colored result (except blue)
is treated as one lower color for each Tech Level of difference. No colored
result can be shifted below a blue result (2 hit is always a hit). Thus the
chance to hit remains the same, but the damage is less for those using
unfamiliar weapons,
6. Make any Ability Checks needed to avoid speaal effects: Some at-
tacks and dangers result in special effects. Whenever these attacks suc-
ceed, the vicrims must make an Ability Check (using the ability noted
with the effect) or be affecred by the special effect.

To make an Ability Check vs. a special effect, note the color result of
the successful attack. The victim must then make an Ability Check at
that difficulry level, succeeding only with a result of that color or above.

Some special effects are noted in parentheses. These effects only occur
for a red result on the atrack roll.

7. Apply effects for red and black results: A red result is a lucky break,
and always gives the character 2 minor advantage for the next turn. A
black result saddles the chamcter with a disadvantage for the next turn.

In some cases, special effects are already assigned to red and black
results based on the form of attack or rarger of the attack. The GM may
create and use other effects for red and black results as explained in Part
1. However, only one effect should be applied for each result. These
results should be limited to temporary cffects that rarcly doom a crea-
ture, but may provide the opportunity to defeat it next turn. Some ex-
amples are listed here:

* Defenses damaged; affects defenses in this order—force ficlds,
shields, armor

* Destroys a specific item of the targer, such as its one transport ele-
ment, & sensof, 3 coupling, etc.

* Disarms opponent

* Slams opponent

* Blinds foe
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Types of Combat

* Gun jams or misfires
* Hits wrong target

Taking Prisoness: Both PCs and NPCs will sometimes wish to take
prisoners. To do so, they must first intentionally try to subdue their op-
ponent by knocking him out. The following special rules govern all at-
tempts to knock out characters:

1) Efforts to knock someone out only cause the base damage score;
this score is not modified by the result factor of the attack,

2) The attacker cannot try to knock unconscious a targer whose hit
point total is more than three times his own.

3) Characters who are trying to knock someone unconscious must ex-
pose themselves to do so. Any attacks directed against them are modi-
fied by +3 CS.

4) Weapons used to knock a character unconscious are treated as
clubs. The rarger of a knockout artack must make a successful Constitu-
tion Check vs. the color of the artack or he is knocked out for 1d10 min-
utes.

5) Characters in powered armor cannot be knocked unconscious ex-
cept through use of 2 mutation.

Once a character is unconscious, he may be subdued by tying him up
or otherwise keeping him from defending himself,

TYPES OF COMBAT

Combat is divided into several separate categorics: mental artacks,
unarmed combat, melee, thrown weapons, missile fire, artillery, and
dangers, Conscious mutations are grouped with the type of combat that
is most appropriate to the type of attack.

Mental Combat

This form of attack includes all mental mutation attacks thata charac-
ter must concentrate on to use. The chance to strike with 2 mental muta-
tion 1s the mutation’s score, not the characrer’s Rank, A character using
a mental attack must be able to sce or otherwise sense the location of its
target.

To the mutation score the character adds his MS modifier.

The opponent subtracts his MS modificr from this score.

Mental attacks are modified by the range of the target. See “Ranged
Attacks” following for the cffects of range. A character’s base range
equals five meters times his current Rank,

Only a few other factors modify mental arracks, Wearing & metal hel-
met providesa — 1 CS. Metal shielding, such as in a building, halves the
rangeand givesa =2 CS. Some drugs, physical impairment, and Tech V
equipment may also provide some protection from mental attacks.

The amount of base damage caused by a mental muration equals
1/2x the mutation score (always round up if 2 number cannot be di-

vided evenly).
Unarmed Combat

Unarmed combat is subdivided into six categories: brawling or

punching, charging, wrestling, distracting, defending, and the martial
arts ralent. All unarmed combat uses the Rank of the character to deter-
mine the chance to hit, However, cach style is modificd by a different
ability score and has an different special effect.
Brawling (Damage): This style of unarmed combat also encompasses
most natural attacks of animals, including claws, fangs, stings, tail
bashes, etc. For humans and humanoid crearures, brawling includes
punching, kicking, biting, gouging, and nonweapon attacks.

The character’s Rank is modified by his PS or DX modifier, whichever
is higher. It may be further modified by possessing the brawling talent.
The foe's DX modifier is subtracted from this score.

The base damage caused equals 1/4 of the crearure’s PS score (round
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up). A red result requires the vicum to make a Constitution Check with
any colored result meaning no effect; a white result means stunned for
one turn, while a black result indicates a knockout for 1d10 minutes.
Charging (Bashing): This style of unarmed combat includes tackling,
shoving, and trampling 2 victim. The attacker must be able to move at
least 1/4 its movement allotment to be able to make this atrack, other-
wise use wrestling attacks.

The character’s Rank is modified by his PS modifier. The foe's DX
modifier is subtracted from this score.

The base damage caused equals 1/2 of the character's PS score. This

artack has 2 special effect of a slam if the target fails to make a Physical
Strength Check; then roll a Constitution Check and use the results on
the slam charr as defined in the “*Special Damage” section.
Wrestling (Grappling): This style of combat includes crushing, holds,
smashes, and escapes. Humans, plants, and tentacled or coiling crea-
tures excel in wrestling. Some animals, such as bears, with a hug artack,
may wrestle,

The chagacter’s Rank is modified by both his PS and DX medifiers.
The foe's DX modifier is subtracred from the score.

The base amount of damage caused equals the character's PS modi-
fier plus 3 points.

If both opponents are wrestling, they both make atrack rolls. The one
with the highest color resule gains 2 wrestling hold or lock on the other
character and inflicts damage. If the victim does not wrestle, but uses a
different style of combat, the wrestler must roll any colored result to
gain a hold.

Once acrearure is caught in 2 hold, he suffers a penalty on his next ar-
tack equal to =1 C§ times the result factor, If a victim gains a better
result than his opponent on the next round, he has reversed the hold.

A red result is a pin, which prevents the opponent from counterat-
tacking unril he has made a successful Dexterity Check to escape—an
orange or red result is needed ro break free, blue throngh yellow indi-
cate no change, white is a crippling roll and black isa critical roll. If the
victim suffers a crippling or critical result, he should roll a Constitution
Check and consult the appropriate effects charts on the GM Screen.

Several characters may wrestle the same opponent simultaneously,
For cach additional character, add the character's PS modificr plus 3 to
the best Rank score. The number of characters who can wrestle one tar-
get is three man-sized characters per man-size of victim. A creature
three or more times larger than the attacker may not be wrestled.
Distracting: This style of atrack is used to make an artacker’s blows miss
their target. This includes blinding by throwing dust in a foe's eyes or
wrapping a cloak around his head, throwing a foe off balance, using
something such as a waving cloth to distract, etc.

The characrer’s Rank is modified by his IN modifier. The foe's DX
modifier is subtracted from this score.

Each artack causes no damage, bur the foe must successfully roll 2
Constitution Check or be stunned for one tum, and attacker gains +1
CS next wrn, A red result means the victim is incapacitated for 1d6
turns, unable ro attack or defend as he recovers.

Defending (Evading): This style of unarmed combar is used to evade
attacks, This includes ducking, dodging, tripping, blocking, and other-
wise avoiding attacks,

The chamcrer's Rank is modificd by his DX and MS modifiers. The
foe's DX modifier is subtracted from this score.

This style of fighting causes no damage. If the roll is successful, any
artack that hits the character that tumn is reduced to half damage and the
opponent suffers an artack penalty next rurn of =1 CS per resule factor
of this attack.

Martial Arts: This style of fighting is only permitted if the character
knows the marrial arts talent. This includes throws, blocking attacks,
turning an artack against the artacker, disarming, and nerve pinches.

The character's Rank is modified by his IN modifier. The foe's DX
modifier is subtracted from this score.

This style of combat causes 4 base damage equal to 1/2 of the charac-
ter's Rank (round up). If the character was atracked thavtumn, and his ar-
tack result equals or exceeds the color of his opponent’s, he may add his
opponent’s base damage to his damage score and he suffers no damage
from that attack,

This attack has a special effect of slam, If anyone is successfully struck,
he must make 2 Dexterity Check and use the slam chart on the GM
Screen to determine the results. The effects of slams are defined in the
"*Special Damage" section,

A red resulr indicates a nerve pinch. The victim must make a Consti-
tution Check. The results are as follows:

Red No Effect

Blue to Orange Cripple* (paralysis)
White Knockour

Black Death

* This is a partial paralysis; roll 1d10 to determinc area paralyzed as
defined on GM Screen.

Martial arusts dodge much better than other characters. They dodge
by successfully rolling a Dexterity Check vs. the attack, but require one
color less than than attack to succeed. The effect of a dodge isto cause a
—4 CS to the opponent's arrack next turn,

Melee

Melee or hand-to-hand combat includes combar with all weapons
that must be held 1o physically strike an opponent, from within a range
of five meters from the foe. This includes swords, axes, clubs, whips,
ropes, rods, etc.

The character's Rank is modified by his PS modifier. The opponent's
DX modifier is subtracted from this score.

Each weapon possesses a base damage score to which the wiclder adds
his P§ modifier. This base score is multiplicd by the resul factor of the
artack to determine the amount of damage caused.

Some melee weapons may possess special effects as noted on the
‘Weapons chart. These effects require Constitution Checks vs. the color
result of the attack to avoid. If a special effect is given in parentheses, it
only occurs on a red attack result,

RANGED WEAPON ATTACKS

The last three types of attack arc all hurled at their targer from a dis-
tance. These types of attack share 2 common set of rules regarding target
range.

The range to a target is the distance between the attacker and the tar-
get. Each ranged weapon possesses a base range score that is used to de-
fine five different ranges. Each range extends between mulriples of the
base range (e.g., the medium range is the distance from one to two
times the base range from the artacker). All targets farther away than the
previous range score, but closer than or equal to the higher range score is
within the higher range, There is a sixth range, called Point Blank, that
includes any targets within five meters of the attacker. These ranges are
equal to the color bands of the color results.

Times Base Calor

Range Distance Needed Damage
Distant 4x to 5x Red * -4 RF
Extreme 3x to 4x Orange =3 RF
Long 2% to 3x Yellow =2RF
Medium Ix to 2x Green -1RF
Short Sm to 1x Blue —
Point Blank up to 5m White +1RF

* A red result always hits!



In order to hit a target ata range greater than short range, the artack is
treated as if it was at a difficulty factor equal to the color of the range. To
succeed, a result the same color or better is needed. Furthermore, dam-
age caused at distances beyond short range is reduced by a result factor
as noted on the chart above., Thusan attack at distant range only hits if a
red result is rolled and then it only causes the base damage. At point
blank range +1 RF is added to the result factor.

Cernain aiming devices may be used. They add their range factor to

the basic range facrors, extending each range beyond nommal. For in-
stance, 2 x10 telescope makes short range cqual to the base range times
11 (adds 10 base ranges to the normal short range of one base range), A
scope will not increase point blank range.
Aiming and Called Shots: It is possible in this game for a player to say
that his character will try to hit a specific target. Aiming may only be
done for targets seen ar short range (but a scope would make long range
targets appear at short range and thus subject to aiming).

Thechance to hita target is based on the size of the target. The equiv-

alent difficulty factor :ﬁ:ﬁncd on the GM Screen beneath the Action
Table.
Firing into a Crowd: In some situations the rarget may be standing
amidst a crowd and there is the chance to hit other targets. In these situ-
ations, the GM assigns the shot a difficulty factor equal to blue for a
five-creature crowd, and increasing by one color per five additional crea-
rures,

If the shot misscs, but is still a color, then it hits someone clse in the

crowd (determine randomly).
Thrown Weapons: The basc range for thrown items usually equals the
character’s PS score. If the item is lighter than a grenade, this number
may double (and it may be halved for especially heavy items). The GM
must rule in each siruation,

The character’s Rank is modified by his DX modifier.

A thrown weapon may be caught if there is 2 nonhazardous place to
grab it. Only characters able to choose “reaction’ to an atrack may at-
tempt to catch a thrown weapon. The result is found by rolling against
the character's DX score minus 1/2 of the foe's PS score (rounded up).
Missile Fire: This category includes all guns, bows, slings, and blow-
guns.

The character's Rank is medified by his DX modifier. The DX modi-
fier is also added to the base damage score for calculating damage.

All missile weapons have 2 limited supply of ammunition, and the
user periodically has to reload his weapon.

Artillery: This includes indirectly fired missile weapons: missiles, can-
nons, and mortars. The chance to hit equals the characrer’s Rank. Only
special skill with a weapon allows in an ability modifier to the Rank.

DANGERS

Dangers arc defined more in Part IV, A danger is any situation or ele-
ment, such as poisonous gas, that poses a hazard to the characters'
health,

All dangers possess an Intensity score, and this score is used as the
danger's Rank (and ACT column) o determine the chance of success.
The GM may permit an appropriate ability score to modify the chance
of the danger harming the characters.

A danger’s base damage score is usually 1/2 of the Intensity score.
Terrain exposure damage, as detailed later, is only 1/4 of the Intensity
score.

SPECIAL COMBAT ACTIONS
Dodging

Any character may elect ro try to dodge melee and unarmed combar
attacks rather than perform some other action. When a player declares

he is dodging, all the above atracks against him suffer a penalty of =2
CS. If only one melee or unarmed combat artack is directed ar the vic-
tim, the attack misses entirely if the victim successfully rolls a Dexterity
Check vs. the color result of the attack.

Parrying

Any character may attempt to parry one melee or unarmed combat
attack for every attack he may make in one wrn (i.c., if the character
gets two attacks per turn, he may try to parry two actacks each turn), A
parry counts as an action. All attacks the character parries suffera —1 CS
penalty. The character must make a Rank Check against the color result
of the attack to block the blow. He may divide his Rank among the
number of attacks he is trying to defend against, but no parry in 2
multiple-parry attempt may be at less than Rank 5.

Snatching up a Fallen Item

A character may make @ Dexterity Check to pick up some iem from
the ground and use it in the same tum of combat. The GM should as-
sign a difficulty factor depending on the item's weight or size.

Muitiple Attacks

Once a character’s Rank reaches 10, he may elect to divide his Rank to
gain additional attacks. He may not divide his Rank to less than a 5 per
attack. Thus a character could gain two artacks at Rank $ when he
reaches Rank 10. All of the multiple attacks suffera —5 CS penalty per
additional atrack.

Fighting with Tech V Devices

Tech V devices work differently than other devices in combat. These
devices are controlled by mind power and require that a character must
concentrate to use them.

The chance to hit is modified by the character’s IN modifier. The foe’s
DX modifier is subtracted from this score.

The IN modifier is also added to the base damage score. Armor is less
effective against these types of artacks, and the amount of damage re-
duction is decreased by 10 points.

All Tech V devices possess special effects. In addition, a red result al-

ways s[uns an opponent.

Structures and Their Hit Points

All structures possess a number of hit points equal to the amount of
damage they can suffer before they are broken. These points are called
structural hit poines.

A list of :ypu:al material strengths and cypical structure sizes and
shlp(:s is provided in the Reference Book. Using this list, you may deter-
mine the number of hit points a rypical structure possesses by mulriply-
ing the material point strength by the size of the target.

If the structure is reinforced, it will have double the usual number of
structural points; 2 hollow-shell structuse has only half the usual seruc-
tural point total.

In addition, each material possesses an armor value, indicating how
many points are subtracted from the toral damage to the structure cach
turn before it is applied. These armor values are listed in the Shield Ta-
ble on the GM's and Player’s Screens.

Vehicles in Combat

Characters often use vehicles for transportation, and may be attacked
while in one, Combat involving vehicles has some special modifiers and
limits not found with other types of combat, Full details on vehicle use
are contained in the Reference Book.

A character inside a vehicle may attack another character in the craft
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with him or a tazget outside of the vehicle. If the transport is moving,
the character suffersa —2 C5 (equal to the swift movement modifier de-
tailed in combat modifiers), If the vehicle is not moving, trear combat
normally,

Someone ourside of a vehicle atracking a rarger within & vehicle is
subject to several special modifiers and rules.

1) The areacker must declare whether he is attacking the passengers
or the vehicle.

2) When passengers are attacked, the vehicle provides cover equal to its
armor value if the target s sitting. I the target is standing, the cover modi-
fier is halved. If the transport is moving, the attacker also suffers a =2 CS.

3) When artacking the vehicle, each range multiplier is treated as
two greater than normal. Thus short range extends out to three times
the base range when firing at 2 vehicle (medium range is four times the
base range, erc.)

Every time a vehicle loses 20% of its structural hit points, it must
make an Endurance Check. Consult the Malfunction Table found in the
"“Vehicle' section of the Reference Book to determine the effects of the
check. This process is also used by machines and robots.

COMBAT MODIFIERS

Situarions and abiliries thar modify the attack Rank score are grouped
into several categories and are detailed here.

Two different sets of combar modifiers are provided for play. The first
set is short and only uses a handful of modifiess, This permits fast com-
bat, bur requires the GM to make a judgments regarding which oppo-
nent possesses the advantage.

The second set of modifiers is more detailed and provides modifiers
for most common situations. It leads to slower but more accurate com-
bat and requires a bit more effort when running a combat.

You may choose to use either set or 2 combination of both. These two
sets possess a2 common basic set of four modifiers.

Basic Combat Modifiers

Ability Modifier: Two ability scores may modify the attacker’s Rank.
Based on the type of artack being made, one of the artacker's ability
modifier is added to the Rank score. The defender’s DX modifier is then
subtracted from the score. In some cases, the atracker's modifier is also
added to the base damage scote before damage 1s determined.

Weapon Modifier: Some weapons or eiming devices may modify the
attacker’s Rank. These modificts arc noted in the weapon descriptions,

Skill: If the oprional skill rule is used, a weapon Skill Level score is
added to both the Rank score and the base damage score, but only when
using the weapon the character is skilled with.

Tech Level: The difference between the Tech Level of the attacker and
that of his weapon is subtracted from the aracker’s Rank. Also, all col-
ored results on the ACT arc treated a5 one color less per point of differ-
ence (bur no colored result is shifred below a blue resulr). Thus a
character not familiar with a cerrain weapon still has che same chance o
hir, but the amount of damage he causes is less. This modifier can be
negated by becoming skilled with the weapon through training.

Quick and Easy Modifiers

To the basic combat modifiers are added four additional categories.

Attack: If the attacker tries to perform a difficult act, such as using
two weapons, hirting several targets in one wen, or anacking while div-
ing for cover, he suffersa penalty of —5 CS.

Position: Determine which opponent has the best attack position, if ane
character is above another, on unsteady grourd, or charging. The character
with the better position gains 2 *+2 CS bonus to his atwacks, while the onc
with the worse position suffers a —2 CS penalty to his actacks,

Movement: If cither the artacker or target moves more than half their
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movement sllotment in 2 turn, apply & =2 CS penalty to the attack.

Cover: Cover exists when the targer is hiding behind a solid object.
The cover modifier is only used when a character is being attacked by a
ranged missile atrack. For every 25% of the wrget’s body that is pro-
tected by cover, apply a penalty of — 1 CS and increase the character's ar-
mor damage reduction by =3 poings.

Detailed Combat Modifiers

These modifiers are divided into those resulting from the actions of
the attacker and those resulting from the actions of the defender,

Artacker Modifiers

Artack Modifiers: Thess modifiers are the result of special atrack
acrions. They include:

Aiming/Resting a Weapon: A character may spend one turn aiming
or resting his weapon on a steady surface. This gives him a bonus of +1
CS when he fires next turm.

Firing a Burst: Some weapons permit a character to fire many times
into an area, hitting all characters within the area, The base damage
caused by a burst is less, as noted in the weapon descriptions. A penalty
of —1 CS per target modifics the attack Rank. A separate atrack roll
must be made against each targer. A burst may only strike tasgets all
within the same five-meter area.

Using an Alternate/Injured Hand: All creatures excepe plants have a
prefetred hand with which they fire theirweapon. If this hand is injured
oranother hand or appendage is used to fire the weapon, a penalty of —
2 CS is applied to the attack Rank.

Using Two Weapons: Characters may use one weapon at a time with-
out penalty. If a character tries to attack with two weapons in the same
turn, both attacks suffer 2 penalty of =35 CS8, unless the characrer has
the dual brain muration.

Additional Attacks: If a character chooses to divide his attack Rank to
gain additional attacks, noattack may be made at less than Rank 5. This
essentially results in a reduction of the artack Rank by five for every at-
tack made.

Position Modifiers: These modifiers vary depending on the typeof at-
tack, For melee or unarmed artacks, the more upright a rarget is, the
better the attack. Thus, the character suffers the CS modifiers given as
penaltics to his attack Rank (subtracted from the Rank) when using
these combat styles. On the other hand, a lower (and thus more stable)
position is good when firing a missile weapon (treat bows and crosshows
s melee weapons for position modifiers) and thus the modifiers are bo-
nuses to his attack Rank (zdded 1o the Rank). These modifiers include
the following:

Standing 0

Kneeling or Crouching 1CS
Sitting (in a vehicle) 2CS
Supine (on one's back) 2Cs
Prone (on one's stomach) 3CS

Condition of Arracker: These modifiers deal with the condition of
the attacker and the steadiness of his arm and aim when atacking.

Blinded: A blinded crearure may only engage in unarmed or melee
combat unless he possesses some other sense that helps him perceive a
distant targer. A blinded character's attack Rank is 1/2 of normal,

Drugged: This modifier is further explained under special effects.
Basically, a drugged character suffers a =1 C§ per dose of intoxicating
drug he has ingested. This effect gradually wears off at the rate of —1
CS per hour,

Eshausted: If a character is mentally exhausted, all his mental attacks are
rolled on ACT column A and his physical attacksare made at 1/2 of his nor-
mal attack Rank. If he is physically exhausted, all physical attacks are on
column A, while mental atzacks are at 1/2 of his normal artack Rank
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Injured or Pained: A character wounded to below 50% of his total hit
points or suffering from excruciating pain suffersa —2 CS.

Moving: If the attacker moves less than half his movement allotment he
suffers no penalty. However, if he must move swiftly or suddenly, or the ob-
ject he is standing on is moving swiftly, he suffers a penalty of —2 C8.

Off Balance: A character standing on a slippery surface or buffeted by
wind, waves, or some ather force is off balance. His atrack Rank is 1/2 of
normal.

Stunned: If a character is stunned during combat, all his action
columns are halved for the turn.

Defender Modifiers

Target Size: The size of the targer affects the chance to hit it. The
smaller the target, the more difficult ivis to hit; the larger the target, the
casier it is to hit.

Tiny (Less than 50 cm) -2CS
Small(50 em up 1o 1 m) -1CS
Man sized (1 m up to 2 m) 0

Large(2 m up 0 5 m) +1C8
Huge (Greater than 5 m) +2CS

Speed of Target: The faster 2 target moves, the harder it is to hit. A crea-
ture may also run a random dodging pattern making it difficult to hit.

Target Dodging =203
Target very fast (3 x characrer) -2CS
Target fast (2 x character) =1CS
Target Average 0

Target Slow (1/2 x character) +1CS

Position Modifiers: The defender’s position modifiers act in the op-
posite way from the attacker’s modifiers. Standing makes the defendera
better target for missile fire, thus lower positions are betrer and penalize
the attacker by subtracting the noted CS. A character attacked by anun-
armed or melee artack, however, is at 2 disadvantage when lying on the
ground and the atracker gains a bonus, 2dding the noted CS modifier.

Standing 0

Kneeling or Crouching 1CS
Crawling or Swimming 1CS
Sirting 2CS
Supine or knocked down 2Cs
Prone (on stomach) 3CS

Concealment: This modifier applics to all forms of combat, but is
most effective versus ranged missile combat. Concealment is any condi-
tion thar obscures the targer, bur does not provide physical protection.
Concealment is rated by the percentage of the body hidden,

Concealment includes casily penctrated items such as foliage, cur-
tains, and mist, It may also account for the amount of light present.

This modifier may also be used when a characrer is temporarily ex-
posed to an attack, such as when darting from one form of cover to an-
other. In this case, the percentage of one turn that a character visible
determines the modifier.

25% Glare, Mist, Dusk =1/CS
50% Fog, Curtains, Moonlight =2'CS
75% Foliage, Grass, Starlight =3CS
100% Darkness =4 CS

Caver: Cover is provided by any solid object that conceals and shields a
target. Cover includes vehicles, buildings, trees, and natural terrain fea-
tures. Cover provides the benefits of concralment and also further reduces
the toral amount of damage suffered in one turn by the material strength of
the item for every 25% of cover available (i.¢, if a chatacter is in 75% cover

behind trees (wood), the damage he receives is reduced by three times times
wood's material srrength (=15 points—three times —5)).

Material Strengths

Wood or Vegetation =5 pts
Reinforced Plastic =5 pts
Earth, Gravel, or Sand =4 pts
Glass, Ceramic, or [ce -10 pts
Stone or Brick =12 pts
Metal =13 pts
Duralloy =20 pts

Reinforced material (any) x2

Condition of Defender: These modifiers are due to the direction
from which the defender is attacked and other conditions.

Atcacked from Side: This is a atcack from behind and to one side of
the target, The attacker ignores the targets shicld bonus if he artacks
from the nonshiclded side. Furthermore, if a creature is already dis-
tracted by one attacker, and a second character attacks from the crea-
ture’s side, this attacker gains a bonus of +1 CS.

Blinded: If a defender is blinded, and unable to sense his surround-
ings clearly by another ability, the attacker gains a bonus of +2 CS, Fur-
thermore, a blind character may not use his DX moadifier to subtract
from the attacker's Rank for the artack.

Bound: This is considered an automatic hit, adding +2 RF to all but
a black result.

Drugged: This acts in the opposite sense as for a drugged arracker—
increasing the attacker's Rank by +1 C8 per dose.

Invisible: 1f the target is invisible (cannot be detected by the at-
tacker), the attack is made ac half the normal acrack Rank.

Struggling with a Foc: If the target is struggling in melee or unarmed
combat with an opponent, someone shooting gains a bonus of +1 CS.

TYPES OF DAMAGE

Besides the nomal damage thar causes the loss of hit points, other
types of damage arc common in a GAMMA WORLD® game. You need
not use all of these types of damage, butthe most common special dam-
ages that you should use have been asterisked.

Ability Damage: This inflicts normal physical damage, bur also the
base damage score is subtracted from among the character'’s ability
scores at the owning player’s choice.

Biogenics:* This type of damage is caused by a biogenetic agent such
as a poisonous gas or mutated disease. A biogenetic agent causes physi-
cal damage to all creatures, with a base damage score equal to half its In-
tensity score. Pure strain humans and plant creatures may be mutated
by the agent and must make a mutate check as explained larer. All other
creatures treat the damage as burns,

Broken: This is one type of crippling result. It requires six weeks to
recover from this degree of crippling. To speed the process, for every 50
points of cure that the victim receives, this time is reduced by one week.
However, these points fail then to cure any damage. At the end of this
time, a Constitution Check must be made. If the check fails, then the
creature suffers 2 permanent loss of two PS points.

Bruises/Swelling: The GM may decide the effect of bruises. The
least effect should be similar o the dmgged effect, while the worst
should be no worse than a crippling sprain.

Burns:* This type of damage may be caused by fire, extreme cold,
corrosives, radiation, and biogenics. Burns heal at half the normal rare,
and every two points cured only heals one point of burns. If 2 creature
suffers burn damage that equals 25% or more of its hit points, the crea-
ture must make a Constitution Check and compare the result to the
Burns Table. The meanings of cach effect on the table are either obvious
or are explained in this section.
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Burns Table

Result Effect

Red Halves Damage
Orange Infection
Yellow Scarred

Green System Shock
Blue Disintegrates
White Critical

Black Fatal

Cold: Trear as burns.

Corrosive Damage: This includes acids, bases, and caustic petrol fluids
causing chemical bums, This is treated as burns. Plants suffer +1RE

Disincegrate:* The base damage score is the number of points of
damage i - These are permanently lost and may not be healed,
only rebuilt by an arifact or regeneration. If a disintegration atrack
would kill a character he may make & Dexterity Check to reduce the
damage to 1/2, and suffers a crippling resule if successful,

Electrical Damage:* This type of damage causes double the normal
damage to any one standing in water or wearing meral armor. Robots and
compurters suffera +1 RE The damage is 1/2 if the rarget is semi-insulated
by standing five meters above the ground or standing on dry wood. If com-
pletely insulated by rubbet, ceramic, unleaded glass, or 4 vacuum, or if the
artack is grounded by a lightning rod, the attack has no effect.

Electrical attacks have the stun special effect, requiring a Constitution
Check, A red result is critical.

Endurance Damage: This is similar o ability damage, but it only af-
fects machines and robots.

Energy Damage:* This includes damage from electtical, radio, and
all electro etic beam weapons. This type of damage does nor in-
clude visible light, radiation, sonic, or Tech V devices. Lasers are in-
cluded as they possess a harmful invisible light component.

Frostbire: Treat as infection.

Heat Damage:* This includes all damage that produces heat, such as
lasers and fires. Heat damage may cause burns if the GM desires,

Knockour (KO):* This type of damage renders the victim uncon-
scious for a number of turns equal 1o the roll of 1d100 minus the charac-
ter’s Constitution score, if it is the result of a drug or special effect.
Knackouts from unarmed or subdual combat last for 1d10 minutes.

The duration of unconsciousness may be reduced by one turn per
point cured. If the duration is reduced to 0, then the creature is sunned
for a number of turns equal to the basc damage.

An unconscious character may be stimulated with a drug, by slapping
him, or by pouring cold water over him. If stimulated, the victim may
make a Constitution Check (awaken on any colored resule, but he is
stunned for the remaining duration). But a black result from this check
places the victim in 2 coma.

Mental Damage: This type of attack inflicts normal physical dam-
age, but more setious is the damage that it causes to the victim's mental
ability scores, The base damage is subtracted from the victim's mental
scores (player chooses arnount taken off each score).

Paralysis:* A paralyzed crearure may not perform any physical action
or mutation for the durarion of the panalysis. The victim is aware of
what is happening around him and may make mental attacks, but only
succeeds if he rolls a yellow result or beteer.

Partial Paralysis: This is one type of crippling result. It lasts for 1d6
weeks. To speed the process, for every 25 points of cure that the vicrim
receives, this time is reduced by one week. However, these points fail to
cure damage,

Petrify: This effect causes the rapid calcification or petrification of
ussue. This type of damage has a critical special effect that requires a
Constitution Check to avoid.

Poison:* Poisons include 2 varicty of toxic substances with many dif-
ferent special effects, but a red result is always fatal or critical. Poison

usually causes damage equal to 1/2 its Intensity,

Power Dmin: This type of damage causes no loss of hit points, bur instead
reduces available remaining power by one hour per point of base damage.

Progressive Damage:* This attack causes damage for several mrns.
The vicrim suffers the base damage times the result factor of the arrack
on the first turn, Then fora number of turns equal to the base damage
score, the victim suffers damage equal to the base damage. Some poi-
sons and infections cause progressive damage. An antidote, antishock
medicanr, ncutralizer, or cessation of the attack form stops furtherdam-
age from occurring.

Radiation:* This type of damage is caused by radioactive materials.
Radiation causes physical damage to all creatures, Its base damage score
equals 1/2 its Intensity score. Mutants may be mutated by the radiation
and they must make a murare check as explained following. Pure strain
humans treat the damage as burns,

Rotring: Treat as disintegration,

Sonic Atracks: This type of damage is the result of all sound-generated
artacks. In a vacuum, sonic artacks only affect a creature when they are
touched by them or the attack is beamed on radio waves to 2 comm unit.
These cause double damage in water and thick atmosphetes.

Sprain/Strain: This is one type of crippling result. It requires 1d6
days to recover from the effect. To speed healing, for every five points of
healing that the victim reccives, this time is reduced by one day. How-
cver, these points then fail to cure any damage.

Steam: A steam artack is not affected by armor damage reduction
unless the armor is airtight and insulated. Trear as burns,

Stuaned:* A stun result causes the victim to lose the initiative for
one turmn and all actions while stunned are attempred on 1/2 the usual
ACT column.

A stun may last for varying lengths of time. If the result of a physical
attack, most stuns only last one tumn. If the result of a special weapon,
special effect, or danger, a character may be stunned for a longer period
of time, 1f a base duration score is given, multiply this by the result fac-
ror of the artack o find how many rurns the character is stunned. If no
base score is given, the GM should decide the effect of the stun attack,
choosing from one to 10 turns or minutes.

Subsonics: This sonic antack is below the range of normal hearing,
and cause adverse effects 1o the autonomic nervous system. A victim
must make an Mental Serength Check or he isovercome by a debilitat-
ing sickness and cannot act for 2d10 turmns,

Suffocation:* After a number of ruras withour air equal to the char-
acter's Constitution, he begins o suffer progressive damage cach turn.
He must also roll a Constitution Check each turn. This continues until
he escapes or fails to make a check (then he dics).

Sunburn: Trear as if the victim were drugged for 1d3 (roll 1d6, divide
by 2 and round up) days.

SPECIAL EFFECTS AND ATTACKS

Special damage effects usually occur as the result of an atrack, or as the
product of a special effect. In most cases, a special effect may be avoided by
the victim rolling the appropriate Ability Check and receiving a result of the
same color or betrer as the attack thar caused the effect.

Special damage results in additional damage and also modifies the
action scores of various abilities. These effects are usually temporary in
nature and should be noted as special damage in the Characrer File,

Many different special effects are offered here. Use those you want
and ignore the rest, This comprehensive list has been given to provide
GMs with the greatest number of options. Those effects that are most
commonly used arc followed by an asterisk. You need not read this en-
tire section, just review it briefly so that you know where to look when a
special cffect occurs during a game.

This listing is presented as a guideline only. If he wishes, a GM may
ignore these guidelines and just choose an appropriate Intensity score,



base damage, and any special effects he deems appropriate for any dan-
ger encountered during a game.

Alcohol: Trear as drugged.

Allergic Reaction: When a crearure comes within a number of meters
equal to the assigned Intensity rating of something he is allergic to, he
must make a Constitution Check. The victim suffer 2 —5 CS plus +1
CS times the check's result factor for as long as he remains within range
of the item, If the character is given an antihistamine or stimulant, this
effect is reduced by 1d3 (roll 1d6, divide by 2, round up) CS for the du-
ration of the medication. A black result on the Constitution Check indi-
cates that the creature is suffering system shock.

Blinded:* A foe is blind if he cannor sense the location of his target,
but must guess from other sensory stimuli. Blindness causes all physical
actions and unarmed and melee attacks to be resolved on the ACT
column that is 1/2 of their normal column, A blind creature may not
use ranged artacks,

Buffeted: Buffcting is the result of high winds, crashing waves and
other repeated forces acting against a creature to knock him down or
push him in one direction. The effect of buffeting is a CS penalty equal
to the base damage score of the buffeting force. This penalty applies to
all the victim's physical actions, Further, the victim must make a Physi-
cal Strength Check or be knocked down. If he is holding onto some-
thing, he doubles his PS score for this check; if not moving; he adds +5
to his score; if crawling, he adds +2.

Even though buffering forces possess 2 base damage score, this dam-
age is only inflicted if the buffeting places a creature in 2 hazardous situ-
ation (c,g., bashing against a wall or drowning). If the force does
endanger a creature, then an attack using the force's Intensity score as
the ACT column is rolled. Typical Intensity scores for winds and waves
are given in the Reference Book under Dangers,

Collisions: This is the result of a creature being struck by a vehicle,
machine, or ridden animal. Collisions have a special effect of crippling;
and a red result is always treated as a critical effect.

The Intensity score of a collision is determined by multiplying 1/10
of the speed of the attacker by one point per every 500 kilograms of
weight. The base damage score may be either 1/4 of the Intensity score
or two points for every 500 kilograms of weight of the actacker.

For collisions at speeds greater than 50 kph, add +1 RF to the result per
50-kph increment. Plants are resistant to crushing artacks and subtract 1 RF
from the final result. Only the defender’s AC value, not his damage reduc-
tion score, may be subtracted from the rotal damage caused.

If the collision is head on with another vehicle, add the two vehicle’s
speeds rogether. If the collision is a sideswipe, add half the target vehi-
cle's speed to the artacking vehicle's speed.

Coma:* A creature that falls into a coma cannor awaken on his own,
but must instead be cured to wake up. The creature remains uncon-
scious 2 number of days equal to 1/3 of his CN score. If he has not been
cured by the end of this time, he dies,

To wake a creature in a coma, a minimum of 10% of the creature’s hit
points must be applicd as a cure. Then the victim must roll an orange
Constitution Check to awake. If the result is less than orange, no hap-
pens and the cure fails to heal any damage. If the result is black, the
crearure dies.

Complications:* This effect is the result of a traumatic amount of
damage. Complications are divided into two groups: Group C (contu-
sions, bruises, and crushing damage) and Group A (abrasions, lacera-
tions, and burn damage).

When 2 special effect is complications, make a Constitution Check
and use one of the two result chares found on the GM's Screen to deter-
mine the exact nature of each color result.

If a special effect is complications, the victim must make a second
Constitution Check if he fails to avoid the effect, and compares the
results of this roll to the appropriate complications result table. The
meanings of each result can be found in this section.

Special Effects and Attacks

Complications Table

Result Complication: C Complication: A
Red Stunned Scarred

Orange Pain Pain

Yellow System Shock Infection

Green Delirium Delirium

Blue Internal Injury Prog. Damage
White Crippled Crippled

Black Paralysis Coma

Concussion: The victim is suffering from a blow to the head resule-
ing in dizziness, nausea, and disorientation. The effect causes all actions
1o suffer a penalty of — 1d6 CS for 1d6 days. At the end of this time the
victim must roll a Constitution Check: colored results = recovered,
white = 1d6 days more of effect, and a black result = coma.

Crashes: This isthe result of a mount or ridden vehicle smashing into
something or flipping over. Crashes affect creatures and machines in
different ways. The effects of a crash on a vehicle or machine are ex-
plained in the vehicle section of the Reference Book.

When a vehicle or mount crashes, that transport must make an En-
durance or Constitution Check to determine the effect of the crash.

Crash Table

Result Crash Type Modifier
Red Stalls No effect
Orange Swerves No effect
Yellow Spins Qur No effect
Green Side Swipe +6
Blue Wrecked +9
White Flips/Rolls + 12
Black Burn/Crush + 15

The first three results do not result in an actual attack unless they
cause the ransport to smash into an object. Then treat the crash as a side
swipe or wrecked.

When a creature is caught in a crash, a crash ateack roll is made against
each creature using the crash Intensity (see below). Crashes cause the special
effect of complications C (these require a Constitution Check to avoid). Fur-
thermore, all red results are always have a crirical effect,

The Intensity score of a crash is determined by adding the crash modi-
ficr and one point for every 20 hit points of the item struck. This toral is
then multiplied by 1/10 of the total speed of the vehicle.

The base damage score may be either 1/4 of the Intensity or 1/10 of
the speed plus the crash modifier. This damage is halved if the crash was
a side swipe; doubled if a flip and tripled if the vehicle crushes or burns
its passengers.

For crashes at speeds greater than 50 kph, add +1 RF to the result per
50-kph increment, Plants arc resistant to crushing attacks and subtract 1
REF from the final result, Only the defender’s AC value, not his damage
reduction score, may be subtracted from the total damage caused.

Crushing Weight:* A crushing weight attack is the result of 2 heavy
weight falling on a creature. The Intensity of a crushing weight atrack
equals one for every 100 kilograms of weight. The base damage score is
1/2 of the Intensity.

Crushing weights have a special effect of complications C. A creature
may attempt to avoid the effect by making a Physical Strength or Dex-
terity Check (use whichever is higher).

Crippling: Crippling results in the temporary or permanent loss of
the of a limb or ability. When a crippling result is indicated, a second at-
tack roll is made using the Intensity score of the attack (minus the vic-
tim's CN modifier) as the ACT column to roll on. This roll defines both
the degree or duration of the crippling as well as the faculty crippled. To
determine the crippled faculty, compare the last digit of the attack roll
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to the second chart following.
Crppling Injury Tables
Result Crippling Degree
Red Loss
Orange Broken
Yellow Broken
Green Partial Paralysis
Blue Partial Paralysis
White Sprain/Strain
Black Sprain/Strain
Last Item/ Ability
Digit Crippled
1 GM’s Choice
2-4 Leg or Tail
5 Alrernate Arm
6-7 Preferred Arm
B Sense
9 Mutation
0 Back (Red resule = Death)

The healing time varies by the degree of injury sustained—see the ap-
E&opﬁate damage type. Crippling of each item or ability has differing

ects.

Leg or Tail: Any action requiring DX is reduced by —5 CS. This also
reduces the speed of the character, depending on how many legs he pos-
sesses, Find the nearest ratio on the charr below 1o determine effect
(e.g..if two legs of six ate crippled. then the ratio is 1 per 3).

1 per 2 or more = 1/10 normal speed
1 per3 = 1/5 of normal speed

1 per 4 = 1/4 of normal speed

1 per 6 = 1/3 of normal speed

1 per 8 (or less) = 1/2 of normal speed

Am: Cannot hold equipment o1 usc @ weapon with that arm. If this is
the preferred artack limb, then all actions requiring PS suffera —35 CS.

Sense: The GM should choose which sense is crippled. All acts re-
quiring awareness or IN suffera —5 CS.

Mutation: The GM chooses which mutation is crippled. All acts with
that mutation suffera —5 CS.

Back: A crippled back results in the creature being unable to lift or
carry items greater than 1/2 of his PS. All actions suffera =2 CS and his
speed is reduced to 1/4 of normal. If the arrack was a red result, che
character dies.

Critical Injury: A critical injury is often the result of a very deadly ar-
rack ora red result from alesser ateack. A critical injury may result in the
death of a crearure, but is more likely to incapacitate him for a period of
time. When z critical injury is the resule of an attack, a Constitution
%ccc; must be made and the following chart consulted to determine

e effect.

Critical Injury Table

Result Effect

Red Only half damage
Orange Stunned

Yellow Exhaustion

Green Crippled

Blue Invalid

White Coma

Black Death

Deafened: The victim loses his sense of hearing and becomes un-
aware of things he cannot see or sense in some other manner. Shadows
and peripheral vision enable a character to make a surprise check every
time someone attacks from behind. Deafened characters suffer the off-
balance combat modifier when fighting and moving.

Delirium: The victim of this effect suffers from 2 lack of coordina-
tion, incoherence, clouded thoughts, and anxiety, This is the result of
poisons, intoxication, or brain fever. Treat this as mental exhaustion,
The GM may use the additional effects of tremors and delusions, de-
pending on the severity of the injury,

Delusions: The vicrim of this effect suffers from distorted perception
and possibly dream-like hallucinations. This is the result of some poi-
sons or brain fever. I is difficult to write rules for this effect. The GM
must use his best judgment to decide the specific effects, Some sugges-
tions are given here.

The character sees things differently than they really are. Hostile be-
ings might seem gentle, friends might appear to be foes, or each detail
may be exaggerated.

Once a character suffers from this effect, it may come and go until the vic-
rim is cured. Eyery time the victim is startded or faces 2 new challenge, he
should rol! an Intelligence Check with a red or orange result meaning rio ef-
fect, a yellow, green or blue result indicating @ mild delusion, a whire result
causing a dangerous delusion, and a black meaning madness

If thedelusion is caused by a poison, the delusion lasts 1410 houss per
dose. Delusions may lead to types of insanity or phobias.

Disease: Diseases have many different cffects, the GM must choose
the specific effects and cures for each disease introduced into his cam-
paign. Here is a general rule thar may be employed ro devermine the ef-
fects of disease,

Treat a disease as a double-strength sickness. Then assign a special ef-
fect and a red result effect. Possible special effeces include ability dam-
age, crippling, delirium, invalid, rotting and seizures. Most discases
have a critical or fatal red result.

The GM should assign an Intensity score to the discase and a fre-
quency for making a discase attack (c.g., once per day or per week). The
disease inflicts a base damage score equal to 1/4 of its Intensity. A crea-
ture who is diseased may not heal naturally until the disease is cured.
See Part I, Character Health for details.

Domination: This effect is the result of a mental control artack. The
attack Rank is twice the attacker's ability score, minus the defender’s MS
score. This duration of this effect equals a number of minutes or hours
(GM's choice) equal to the base damage score of the attack, which is 1/2
of the ability score. At the end of this period, the controlled creature
may actempt to escape the effect by rolling on the ACT column that cor-
responds to 1/2 of his MS score. Any colored result succeeds. If the
check fails, the control continues for the base damage score in minutes
or hours at the end of which another check may be made.

Drugged:* The drugged effect is the result of intoxication of a crea-
ture due to 2 foreign substance in his bloodstream or to mental shock.
There is no known antidote to this effect, though the usc of stimulants
may reduce its duration by half.

Far every dose of the drug injected into the system, a creature suffersa
=1 CS o all his action rolls, This effect lasts for one hour per dose. After
this time, the penalty is reduced by 1 CS cvery hour

The potency of the drug may influence this effect, doubling or haly-
ing the CS penalty, The CN of the victim can modify the effect of 2
drug. A crearure may imbibe a number of doses equal to his CN modi-
fier without being affected. If his modifier is negative, the first dose has
an increased effect equal to 1 CS penalty per minus of the modifier. If
more doses than a creature’s CN score are administered, he must make a
Consttution Cheek with a =1 RS penalty (trear as the next lower color)
per additional dose. A white result equals a knockour (KO); a black
result means death.

Drowning: This is the result of damage raken while swimming



treacherous water or being held underwater by an opponent. Water pos-
sesses an Intensity score equal to its speed and coldness. If an opponent
holds & creature underwater, his PS score is used as the ACT column to
determine the results of this arcack.

Drowning has the special effect of fatal injury. A creature must make
a Constitution Check avoid this effect. Further a red attack result equals
a knockout to the vicrim. A knocked-out creature must be rescued in a
number of turns equal to his Constitution or he automatically dies.

To resuscitate 2 drowning victim, the rescuer must have the first aid
talent and the victim must roll a yellow Constitution Check,

Dunation: Some special effects may possess widcly varying durations
based on the CN of the victim. When such a special effect is indicated,
make a Constitution Check and consult this chart to determine the du-
ration of the effect. A red result means the victim has evaded the effect
and is only unsteady for one tuen. A black resultindicates that the effect
is both immediate and permanent.

Duraton Table

Result Effect Fatal Result
Red -5 CS for 1 Turn Black
Orange 1 Tum White
Yellow 1d6 Turns Blue

Green 1d6 Minutes Green

Blue 1d6 Hours Yellow
White 1d6 Days Orange
Black Permanent Red

If a faral injury occurs, a Constitution Check is rolled, but the results
re inverted. Thusa red result indicates that the victim has evaded death
he GM may apply some other penalty such as scarring, if it seems ap-
opriate), while a black resulr allows the vietim to make one last action
(a death blow) ata =5 CS penalry.

Exhaustion: The victim has overtaxed his abilities and may not use
them again until he is rested. To derermine how long he must rest, roll 2
Constitution Check and consult the Duration Table. There are three
types of exhaustion:

Physical Exhaustion: All physical actions are performed on ACT
column C for the duration. All mental actions are rolled on 1/2 of their
usual column.

Menmal Exhaustion: All mental actions arc rolled on ACT column C for
the duration. All physical actions are rolled on 1/2 of their usual column.

Complete Exhaustion: All actions are rolled on ACT column C for
the duradon.

Movement is reduced to 10% of normal for physical and complete ex-
haustion.

Falling:* Thus is the result of a uncontrolled fall from a height. Every fall
has an Intensity score based on the distance fallen and the type of ground
landed on. When a creature falls, a falling artack is rolled against him, using
the fall's Intensity score minus the victim's PS modifier.

Falling has the specizl effect of complications C, and the vietim must
make a Constitution Check 1o avoid these effects. A red result is always a
critical injury.

The Intensity of a fall equals one for every five meters fallen, minus
one point. The base damage is twice the Intensity score. Because of air
resistance, falling Intensity cannot exceed 100, For cvery 25 mcters
fallen, the falling attack result increases by +1 RE

The GM may lessen the Intensity score and the damage suffered
based on any appropriate devices used and the surface landed on. Soft
landings in water, sand. snow, trees, and crash foam may reduce the In-
tensity score by 1/2 to 1/4. Armor and foree ficlds also reduce the
amount of damage suffered. Parachures, gliders, and antigrav negate
the attack unless a character gets a black result when he rolls a Dexterity
Check to land safely. Then the Intensity score is 1/4 of that for an un-
aided fall from the same heighe.

Special Effects and Attacks

Fatal:* A fatal injury indicates thar the victim will die if he does not
receive emergency care soon. How soon help must arrive is determined
by rolling a Constirution Check, inverting the result, and then consult-
ing the Duration Table (thus a red result is treared as a black resule, a
yellow as a blue, etc.).

While a creature waits 1o dic, it is treated as an invalid.

Fear/Mental Revulsion: When 2 being encounters something that
causes fear or awe or incites his phobia, he must roll 2 Mental Strength
Check and compare the results to the Fear Table.

Fear Table

Result Effect

Red Strong willed, resists
Orange All actions —1.C8
Yellow Panic

Green Tremors

Blue All actions ar 1/2
White Weakness

Black Paralysis

All results last as long as the being is in the presence of the object the
reaction. If the GM feels something would give a creature a second
chance, he may roll again.

Fire: Fire causes burns to those near orcaught within the flames. Fire
has a special cffect of poison gas/smoke. Fire resistance, force ficlds, and
special clothing reduce the effect by —2 RE Wer clothing, insulation,
and ice reduce the effect by 1/2,

Infection: This is the result of untended wounds, discase, and spore
infection. If a being is infected, he must make a Constitution Check and
compare the results to the Infection Table,

Infection Table

Result Effect

Red Healing doubled

Orange Recovering, no infection
Yellow Drugged (— 1d6 CS for days)
Green Complete Exhaustion

Blue Crippled

White Invalid until cured

Black Critical

The drugged effect lasts for one day per CS suffered.

Inrernal Injury: The vicrim is suffering from a vital organ that is rup-
tured, punctured, inflamed, or bruised. He suffers progressive damage
from the artack for 10 turns. Then the victim must make a Constitution
Check on the Critical Table.

Only surgery, acupuncrure, or regeneration can halt this progressive
damage. Medicine may be used to reduce the amount of damage suf-
fered cach turn.

Invalid: An invalid creature may not move without aid, nor fight,
nor utilize any mutations or abilities until healed back 1o 25% of his hit
points. He may communicate haltingly.

Each character may exert himself once for a number of turns equal to
his CN score, at 1/2 his ability scores. Beyond this he will fall into a
Coma, If a character is an invalid due to a lethal injury, each turn he ex-
erts himself he must make a Constitution Check; on a white result he
falls into a coma, 2nd on a black result he dies.

Irritane: The vicum suffers from a substance thar causes itching,
swelling, sneezing, gagging, burning fever, or eyes to water. He must
make a Constitution Check and suffers a penalty equal to =5 CS plus 1
CS per RF of the save. On a black result he suffers Exhaustion.

Knocked Down: A knocked down character loses Iniriative for one
turn. It rakes one turn for him to stand back up during which he suffers
a =5 C5 ro all actions,
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Mental Shock: This effect is caused whenever 2 Mental Attack gets a
Red tesult. It may also be the result of brain fever or when a character is
stretched to his mental limits. The victim must make an MS Save to de-
rermine the effects of this shock,

Mental Shock Table

Result Effect

Red Stunned for 1 turm
Orange Trauma

Yellow Tremors for 1d6 rurns
Green Delirium for 1d6 turns
Blue Mental Damage
White Knockout

Black Paralysis

Mutare:* This is the resulr of exposure o Radiation and Biogenetics
Agents. When a murate effect is indicated, the victim must make two
Constitution Check; first to determine the nature of the mutation using
the following chart, and second to define how long the mutacion lasts.
Individual mutations are generared by tuming to the Muration section
in the Appendices,

Mutation Table

Resule Effect

Red +2 to a4 cument mutation
Orange No effect

Yellow Gain 1 physical mutation
Green Gain 1 mental mutation
Blue =2 to a cusrent mutation
White Gain 1 defect mutation
Black Lose 1 murtstion

Pain: If a creature is suffering from the loss of 50% or more of his hit
points or some other circumstance is causing great pain all the victim's
actions suffer a penalty of —5 CS,

Panic: This result causes the victim to suffer a penalty of ~ 1RFon all
Ability Checks. Further his speed is doubled and those attacking him
suffera —5 CS penalty.

Poison Gas/Smoke: Poison gas or choking smake may be resisted for
a number of turns equal to 1/3x a being’s CN score. After that poiat,
the poison attacks with its Intensity score minus a being's CN modifier.
Its base damage score equals 1/2 the Intensity, Poison Gas has the Spe-
cial Effect of Sickness, that 2 character must make a CN Save whenever
successfully aracked, to avoid the effect. A White resulrequals 1/2x the
base damage, and 2 Red result is always a Critical injury,

Scarred: This effect results in the permanent loss of some Ability
score points, Treat this as ability damage

Seizure: The victim of this effect schrs from periodi¢, uncontrolla-
ble muscle spasms and cramping. The victim becomes unable to per-
form any action for 2d 10 minutes when overcome by & seizure. Muscle
relaxants can be used to shorten this duration by x1/2; but the character
must then function as if Physically Exhausted for the remainder of the
original duration.

If this is the result of a chronic condition the victim must make a Con-
stitution Check whenever he is startled and at the start of a battle. Any
colored result equals no effect; a White resule equals Tremors overcome
the victim: and a Black result indicates a Seizure.

Sickness: A character stricken by sickness usually suffers from a fever
and is lethargic. This results in a penalry of —2CS to all actions and re-
duces Speed 1o half. Addidonal effects may occur during the sickness
and the GM may choose the specific effect. Suggestions include:
Bruises, Delirium, Exhaustion, and Pain,

This effect lasts 1d6 days, and a character who is sick cannot heal nat-

urally during this time.

Slam:* A Slam effect may occur as the resule of a charging or smash-
ing attack. If a character suffers a Slam effect, the player must mike a PS
check and use the following chart to determine the results,

Slam Table

Result Effect

Red Avoided

Orange Staggered, —1CS for 1 um
Yellow Stunned, for 1 turn

Green Pushed Back

Blue Knocked Down

White Slammed

Black Knockout

A character who is pushed back, moves backward 1d6 meters, and is
Stunned for one turn. A character who is knocked down is also Stunned.
A character who is slammed moves backward a number of meters equal
to 1/2 the base damage score, is Knocked Down and is Stunned for one
trn.

Stimulant: A stimulant will increase one's reaction time by adding
+ 1 to Initiative and any DX actions. However, stimulants reduce any
IN and reasoning actions by 1. The cffect of a stimulant lasts one hour,
at the end of which the victim must make 2 Constitution Check and any
failure indicates thac the victim will suffer as if Drugged, with a penalry
of —1CS$ to all actions for one hour per dose taken.

System Shock: This effect is the result of traumatic physical injury,
When a system shock is indicated the player must make a Constitution
Check for his character, using the following chart to determine results.

System Shock Table
Result Effect

Red Stunned
Onange Trauma
Yellow Exhaustion
Green Delitium
Blue Knockour
White Invalid
Black Death

Tangled: A creature may become tangled in a net, rope, vines, web
orother enwrapping item. A tangled creature suffersa +2C8 penalty to
be hit. To escape from the entanglement, the victim must make a Physi-
cal Strength Check minus the material strength Intensity of the item
holding him. He may try each turn for a number of turns equal to his
CN score, after which point he is considered exthausted for an hour.

Trauma: A traumatized vicrim suffers a surge of energy due to shock.
Trear the effect of trauma asa Stimulane. Further, the victim may make
a Mental Strength Check, and if successful, his PS score increases by 2
points times the result factor of the save for an equal number of turns. A
Black resuly indicates that the character suffers a Crippling result at the
end of the stimulant period.

Tremors: The victim is suffering from involuntary muscle spasms.
This results in 2 penalty of —5 when attacking or performing any action
requiring DX. Further, the victim gains a bonus of =5 1o all attacks
against him for the duration of the tremors. Tremors will last for 25
turns minus the victim's CN score.

Weakness: Treat this as Physical Exhaustion.



PART IV: ENCOUNTERS

During a game, the GM will present the player characters with a wide
variety of challenges that must be overcome to reach the adventures
goal. An assortment of differing challenges makes for the most interest-
ing types of adventures, and this section explains how to use the various
types of encounters and hazards that may arise.

Encounters involve living creatures and animate machines. These
may be met as a result of the heroes rrespassing on their home territory,
or as wandering bands, or at specific locations selected by the GM for
the adventure. The chance of encountering wandering creatures is a
function of the terrain type the characters are crossing and this is ex-
plained later.

Hazards include natural terrain obstacles, weather, and unnarural
dangers such as fire, radiation, poison and traps.

This section explains how to use each of these types of encounters and
hazards. Details on specific types of creatures, the Cryptic Alliances, Ro-
bots, and typical hazards are listed in the Reference Book. After you
read this section you may want to glance through those listings to see the
variety of challenges that may be used.

CREATURES

Crearures comprise the friends and foes of the player characters. They
may also be neutral parties from which information or some small aid
may be gained. The many odd and bizarre creatures of the GAMMA
World® game, make it g land of wonder and danger.

Over four dozen typical creatures and mutated plants are provided as
4 basis with which you may begin to create your own adventure. How-
ever, every GM should create many new and different creatures of his
own to present new challenges to his players. GAMMA WORLD® games
should always be new, exciting and different, the players discovery some
new wonder or challenge every adventure. A complete step by step pro-
cedure is presented with the Creature Files to help any GM create his
OWN new species,

However, creatures are not present in the game just so the PCs have
something to fight. Each creature possesses individual goals and wills.
They have families and friends, as well as dire enemies, just like the
PCs. The GM should play every major creature personality, the leaders
of groups and those questioned, with the same attention to their indi-
viduzl motivations as the players act the part of their heroes.

When a creature is encountered, a GM should consider how he will
react to the characters, If the creature is defeated, but not slain, will he
swear vengeance or reform. Even wild beasts have homes or dens, and
the GM might wish to consider where these are located, and what the
consequences of killing some members of a pack, or a mother of a litter
of young, will have on future adventures,

By considering such details, the GM is making his own job to create
future adventures easier. Often, the premise for a later adventure may
tesult from the actions of PCs in an earlier adventure. Imagine the he-
foes reactivating a computer and not knowing they had, what changes
could the computer cause between adventures. Or consider 2 blood
feud with Arks for slaying their brethren. A thirst for vengeance so great
that the Arks track the PCs and await the opportunity to ambush them.
The possibilities are endless, and the tie in ro previous adventures will
give the players the feeling that their chamcrers are adventuring in a liv-
ing, breathing world.

CRYPTIC ALLIANCES

Cryptic Alliances are a major element the GM can use to weave intri-
cate adventure plots and sequels to previous adventures. Thesesectet so-
cieries are everywhere, and every one is driven with a single-mindedness
toward their own goals.

The major driving force in the heroes’ life is to work with the Restora-
tionists to recover artifacts of the Ancients and rebuild thar lost society.

Interaction with one group of a Cryptic Alliance will follow the char-
acters as they journey throughout the world, for the Cryptic Alliances
have branches everywhere, And once an ally or enemy is made, they will
continue to interact with the PCs no matter where they go.

Descriptions of the major known Cryptic Alliances are provided in
the Reference Book. In addition, statistics for typical members of each
alliance have been provided to help the GM create his own adventures
with these socicties. But, as with crearures, the GM should feel free to
create his own alliances or splinter groups of these major alliances to cre-
ate more challenge and surprises for his players.

ROBOTS

Robots are some of the most powerful forces in the GAMMA
WORLD® game, still enduring from the age of the Ancients. They are
mankinds greatest chance against the terrors of this wilderness, but they
are difficult to find, power and control. Indeed, some robots have even
forgot their duty to serve man and are a menace to all living crearures,

Details on typical types of robots and their capabilities are presented
in the Reference Book. Again, the GM should use these as a model for
creating his own robots,

Since roborts are so powerful, they are also fairly rare. The GM should
make efforts to keep it this way. The limits on available power and the
restrictions of their programming will make tobots both a tempting
prize and an exceeding frustration to players, a challenge to play that
both GM and players will enjoy.

COMPUTERS

Computers are immaobile super robots, capable of controlling the an-
cient technologies and revealing some of the Ancicnts’ secrets. How-
ever, they have become scemingly living entities themsclves and have
their own goals and purposes that might prove at odds with the PCs'.

Computers are detailed in the Equipment section in the Appendices,

CHANCE OF ENCOUNTERS

The chance of a random encounter during a GAMMA WORLD®
game is determined by the type of terrain the characters are occupying
during a march or rest period of four hours. If this includes a variety of
terrain types, the GM must decide which type to use to make the check.

Each terrain possesses a danger Intensity score. This score is used to
randomly determine the chance of a variety of events. Terrains are com-
prised of geographical forms and the ground cover of that region. A list
of the Intensities and base damages for both form and ground coverare
listed below. To determine the Intensity of a given terrain add the two
scores for form and cover together.

By separating form and ground cover a wide variety of rerrains may be
generated. All forms may combine with all ground covers. For instance,
a grassy desert is a savannah, a wooded desert is a cactus forest, and 2
jungle desert is a morass of brambles.
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Terrain Tables

Form Intensity Base Damage
Plains 1 x1
Hills 2 1
Coastal 3 3
Riverbed 4 4
Swamp 5 5
Desernt 10 6
Ruins 12 7
Cliffs 15 8
Mountains 20 9
Craters 35 10
Settlement 8 B
Ground Cover Intensity Base Damage
Grass 1 1
Wooded/Overgrown 2 2
Sandy 3 2
Mud 4 3
Flooded 5 3
Rock 6 4
Dry & Barren 8 5
Jungle/Buried 10 6
Canyon 15 7
Deathland x2 8
Volcanic X3 9
Arctic x4 10

Some forms and ground covers have a Special Effect assigned ro
them, when a character suffers from exposure to the clements in that
tesrain (as explained in Part I1I, Game Time). If two special effects arc
combined, the victim must make 2 Constitution Check to avoid each cf-

Terrain Speaal Effect

Swamp Sickness

Desern Exhaustion

Ruins Disease

Cliffs Fall (1410 x 5 meters)
Mountains Complications C
Craters Complications C

Mud Quicksand 110(5) Drown
Flooded Drown

Dry & Barren  Infection

Rock Crippling

Jungle Discase

Canyon Fall (1d6 x 5 meters)
Deathland Radiation [ 3d6(x1/2)
Volcanic Burns

Aretic Complicarions A

Terrain Movement: The speed at which a character can move through
a type of terrain is determined by finding how many meters or kilome-
ters, one measure of a terrain type equals. The value of a meter in any
terrain equals the total base damage score for that terrain. Thus 1 meter
in wooded hills equals 3 meters of normal movement across grassy plains
or within a building.

Terrain Hazards: There are 2 wide variety of natural hazards that may
be encountered. As with any danger the GM should assign an Intensity
score to each hazard. Terrain hazard base damage scores typically equal
1/4x the Intensity score. Some examples of typical severe hazards may
be found in the Danger section of the Reference Book.

In addition o major hazards, characters may encounter minor terrain
hazards. obstacles to further travel. The GM should invent obstacles

that are appropriate to the terrain. For instance, a bridge over a river
might be washed out, 2 tree may have fallen across a path, a pond or
lake may interrupt the PCs journey across 2 swamp, and so forth.

Becoming Lost: A special type of terrain hazard that a GM may wish
to use on characrers exploring unfamiliar territory, is the chance that
they become lost. To determine if a party becomes lost, find the total
base damage score. Now roll 1d20. If the result is less than or equal o
the base damage score, the party has become lost.

A lost party will believe they are moving in the direction they desire,
when in fact they are deviating from their path. Roll 1d6 to determine
how they deviate.

Roll  Direction Traveled

Right of intended path

Far nght of intended path
Opposite of desired direction
Far lcft of intended path
Left of intended path
Wander in a circle for a day
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A lost party may always backtrack to their last camp to find their cor-
recr trail again.

Hiding: The type of terrain may enhance the chances to hide. The
total base damage score should be subtracted from the checking crea-
ture's IN score when trying to detect a creature hiding in a terrain.

Water Hazards: There are a variety of warter hazards, from swift cur-
rents and rapids to warerfalls and whirlpools. Typical water types Inten-
sities and base damage scores are listed in the Danger section of the
Reference Book.

In order to cross a water hazard, a creature must either fly, swim or use
a boat. Water hazards may only be waded where shallow and strong cur-
rents are not present. The chances to swim a water hazard are explained
in Pare [IT, Movement.

If a nonpowered boat is used, a character must make 2 PS check, us-
ing the rotal P§ of all characters poling or rowing the boat, or the Rank
plus the IN score of the person piloting a sailboat, once for every 10 me-
ters crossed. From this score, subtract the Water Intensity score. If the
result of the Action roll is White, the water may now ateack the charac-
ters for one turn. If the result is Black, the boat is upser and the vicrims
are Stunned for one turn, Any Spectrum color is a success.

Weather Hazards: Characters may also encounter weather hazards
while travelling. Typical weather hazards are detailed in the Danger sec-
tion of the Reference Book.

Hazards

Other types of hazards that may be encountered while exploring the
wilds include poisons, biogenetics, radiation and traps. These are all
dangers and work exactly the same way,

To use a danger in a game, the GM must assign an Intensity rating to
the danger, usually between 1 and 200. The base damage score of most
dangers equals 1/2x or 1/4x the Intensity rating. Finally, the GM must
select any Special Effect the danger may cause and the Ability score
which is to be used to try to avoid the effect.

With this basic rule, 2 GM can create any danger called for during his
game. Some examples of typical dangers may be found in the Danger
section of the Reference Book.

Poison, biogenetics, and radiation are detailed in the Special Effects
secrion of Parr 1T1. Traps are easily invented by 2 GM by combining spe-
cial attack forms with special effects. For instance, a falling stone would
use the rules for Crushing Weight; a pit would use the rules for falling
plus additional damage similar to spears for spikes that line its base; a
net would use the rules for tangling.



REWARDS

Upon complction of an encounter, the GM should take carc to reward
the players for their efforts. Rewards of some sort are important because
they tell the players how well they are doing, show them their efforts
had value and encourage them to continue on. Rewards may also be
used to entice the characters onward and to expand the chances for fur-
ther adventures.

Rewards may be divided into several categories: information, valu-
ables, and artifacts and equipment. This section explains each type and
how they may best be used.

When trying to decide what sort of reward you should give your play-
ers, you must first consider the nature of the encounter just completed
and the purpose it serves in the overall adventure. If the encounter was a
chance meeting and negotiation with strangers, the reward will most
likely take the form of information gained. If a creature has been de-
feated in his lair, ther valuables and haaty are a narural reward.

Rewards should be given only after some challenge has been over-
come or in preparation for some mighty encounter. To gain a reward
should require some effort on the player characters’ part. Gaining a re-
ward withour trial is unsatisfying to players and GM alike,

Rewards should not be excessive either. Small rewards are pats on the
back to players that tell them they are playing well. A scarcity of reward
value will make the big rewards at the end of an adventure scem all the
more valuable. The rule of thumb is that a reward for an encounter
should be equal to the challenge that had to be overcome to gain it.

Information

Information can be 2 very satisfying reward to players who are playing
in this wotld of mystery. So much remains unknown, that learning the
secrets of the land and the plots of the Crypric Alliances are a major re-
ward in itself,

Information rewards can be divided into four categories: background
information about people, places and events; hints and advance clues
about dangers that lie thead in the adventure or weaknesses of foes; rid-
dles and mysteries that cry out to be answered, and which will lead fur-
ther into other adventures; and solurions to both large and small
mysterics. problems, and puzzles.

Information may be gained by questioning strangers, research in a
town, interpreting facts discovered, overhearing a whispered conversa-
tion, as the dying words of a friend and many other ways. The best way
to make rewards of information valuable to players is not to reveal every-
thing at once. Let out portions of the information, let the PCs discover
items or overhear conversations from which they must interpret the true
information. In this way your provide further challenges to players and
more ways you can reward them by confirming their theories about a
mystery at 2 later dare.

Don't feel that you need to know all the answers to the playess ques-
tions during an adventure. Listen to their discussions with each other
and the questions which seem to concern them. Then develop your own
answers to these problems and work clues regarding their solution into
your adventure. If you don't have a solution to one of the mysteries that
is puzzling them, listen to what they think is the solution. It may give
you some ideas, and there is nothing more rewarding to players to dis-
cover they were right!

Valuables

Valuables in 2 GAMMA WORLD® game may vary greatly in form,
since this society's economy is based primarily on trade and baner. Al-
most anything may be traded for other items if a buyercan be found. In
general, valuables fall into several catcgories: coins and gems, works of
art, natural treasures, including furs, herbs, woods, and food, trade
items including rools, native handicraft and rexles, and rare collector
items, If a valuable treasure functions as a weapon or is an artifact of the
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ancients, it should be treated as an artifact.

A good average worth of valuahle rewards that may be gained from
defeating a creature equals about 10 gold pieces per Rank or Hit Die of
the creature, times the number of creature’s defeated. It should be kept
in mind, however, that not allcreature’s are hoarders of valuables, many
are just beasts of the wilds and the only treasures that may be found in
their lair are those on their larest victim.

Artifacts and Equipment

An anifact is any item of 2 technology unfamiliar to a player charac-
ter. This always includes Tech IV and V items, and may include Tech 1, 11
and III items depending on the Tech level of the character. Devices of
the same Tech level as the character are treated as equipment by that
character.

Artifacts and equipment will prove the most sought after reward by
players. Since, too many weapons and high tech devices can too easily
remove the challenge for players, it is important that this type of reward
be used sparingly. Once artifacts are found, PCs should have only lim-
ited or temporary use of the item, For this reason, most weapons have a
limited supply of ammunition, and devices constantly require fresh en-
ergy cells to work. The challenge is to provide the PCs with the tools
needed to overcome the trials of an adventure, not to help them to cre-
ate an endless stockpile of weapons.

Should the amount of high tech devices possessed by PCs begin to
eliminate the challenges of the game, the GM may always have the
weapons melt, become the eavy of others, be drained by energy cating
creatures and in many other ways reduce the items stockpiled by the
characters. This is after all a harsh world and the ancient technology is
notoriously unpredictable.

Equipment and Artifact Condition

When a piece of equipment or an artifact is discovered during an en-
counter or while searching an ruin of the Ancients, it will not always re-
main in working condition. [tems looted from defeated foes or bought
ar a base will usually be in working order, but may possess a limited
power supply or supply of ammunition.

If an item is found in the wilds or ruins the GM will have to decide on
its condition or use this procedure. Multiply the Tech level of the item
x2 and add the resule to 10. This is the column of the Action table on
which to roll the Items Condition. The meaning of each color resulr are
as follaws.

Equipment and Artifact Condition

Result Condition

Red Item is broken and hazardous

Orange Item is broken and worthless

Yellow Item is unpowered and can only
perform half of its functions

Green Item is unpowered and damaged

Blue Item power or ammo is deplered

White Item is in good condition

Black Item works; extra value

The GM will need to decide the specific nature of the condition. For
instance, if the item is hazardous, it may be radioactive, poisonous or
may cxplode if used; a damaged item may malfunction on some result.
An extra value indicates that something special is found in regards to
the item, extra power or ammo, a special aiming device, or enhanced in
some way,
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Examining Artifacts

Unless a character acquires an artifact from someone willing and able
10 explain how it works, ora character has previously used an artifact just
like the one discovered, most of the time a character will not know how
to use 2 newly acquired artifact.

To discover how to use an unfamiliar artifact the Artifact Examination
Flowchart should be used.

First the GM must determine the Complexity Rating of the item be-
ing examined. Complexity is both 1 function of the Tech level of the
item and the number of operations or actions necessary to use the item
properly. All items detailed in this game have already been assigned a
Complexity Rating. The GM will have to decide the complexity of any
new items he introduces.

Complexity Ratings

A = 1 Operation—bows, darns, daggess, ropes, canteens, hammers.

B = 2 Operations—crosshows, slings, armor

C = 3 Operations—pistols, rifles, glow cubes, shelters, small boats

D = 4 Operations—small energy weapons and powered devices

E = 6 Operations—large energy weapons, energy armor, machinery

F = 8 Opcrations—ground cars, force ficlds, powered water vehicles

G = 10 Openations—complex machines, simple tobots, battle armor

H = 11-20 Opemtions—large robots, small computers, flying vehicles,
some Tech V

J = 21-30 Operations—lasge transports, big computers, medical cen-
ters

K = 31+ Opecrations—highly sophisticated, multifunctional equip-

ment

There is also a large difference between learning how to use an artifact
and really undemstanding it well enough to maintain and attempt re-
pairs on an item. To understand an item, the item is treated as two com-
plexity levels higher.

How to Examine Arrifacts: To use the Artifact Examination Flow-
chart, a 1d20 will be used. Starting in the circle marked Start, roll the
1d20 and add any of the appropriate modifiers detailed below. If the
result is less than 1 or greater than 20 trear it as a 1 or 20 respectively.
Once the score is determined follow the arrow leading from that space
that bears the same number. Success is gained when the appropriate
square with the Complexity Letter is reached,

Each roll of the dice or round of examination requires 10 minutes of
game time, If the players tire of their efforts to decipher an artifact, the
GM may note how far they progressed. Then the next time the players
decide to try again he should start them two steps back from where they
had previously finished.

I the dice rolls ever lead to the four diamonds at the rop of the chart, the
cxamination is also considered concluded, the PCs have made a wrong de-
duction which they believe to be cotrect. The specific effects of each round
of examination are left to the GM to describe based on the item being ex-
amined. This char is provided only as an aid for the GM to create an inter-
esting sequence of events that occur as the PCs examine an item.

Examination Modifiers

The following modifiers should be added to the dice roll when exam-
ining an irem.

Tech Level Difference: Subtract the Tech Level of the item from the
character’s Tech Level and add the difference. A Tech IV item examined
by a Tech I character will result in 2 — 3 modifier.

Mutations: Some mutations may modify the chances of deciphering
an artifact.

Experieace: If the item is Complexity A, B, C, or D and its examiner
has seen it be used by another creature, he may add +2 to his dicc rolls.

Instruceion: If the item is Complexity A through E and the examiner

is being raught how to use the item by someone who is already learned
in its use, they may add +2 to their dice rolls.

Skills: If the GM rules that a PC possesses skills or talents thar would
aid in the understanding of how to use the item he may allow them to
add +1 ro his dice rolls.

How to Read the Chart: There are several special symbols used on the
chart. If an artow leads to a box, triangle or circle, it indicates that one of
the operations necessary to use the item has been performed. If an arrow
leads to 2 skull & crossbone or a bank of wavy lines, it indicates thar
something has happened. Once this event has accured, the GM should
return to the previous space and roll from there. If the roll rakes the GM
to one of the diamonds at the top of the chart or the box containing the
Complexiry letrer of the item, the examination comes to an end.

Three Wavy Lines: This symbol indicates that the item has malfune-
rioned in some manner. The GM may use his own judgement as to the
specific effect, or he may make an Endurance roll for the item. Use the
item's Hit Dice score or 5x the item's Tech Level for the item's Endur-
ance. On a Black result the ivem is broken and will nor work. The Mal-
function table found in the Vehicle section of the Reference Book may
be used for defining other types of Malfunctions.

Skull & Crossbones: This result signifies that the PC has done some-
thing to harm himself or his friends with the device. If the item can not
cause harm, some piece breaks off or sparks and smoke leap from the
item for 2 moment.

Diamonds: Each one of these diamonds indicates that the character
has come to the wrong conclusion abour the item, bur is convinced he is
right, His opinion will nor change until someone shows him how to use
the item correctly.

If the character is being instrucred in the use of the item, instead of
the conclusion noted below, he just can't grasp how to make the item
function and gives up in frustration.

A. The character has come to the conclusion that the item is used for
something other than its intended purpose. For instance, 2 pistol might
be used as a hammer.

B. The PC has come to the conclusion that the item is broken.

C. The uscr has come o the conclusion that the ivem is worthless w
them, but may retain it to trade.

D, The character has come to the conclusion that they can't decipher
the items use, bur believe it to be very valuable and will not parc with it.

inventions & Research

During 2 GAMMA WORLD® game, players may want their charac-
tefs to try to build something or to invent same new use for an item.
This is casily handled by using the Arifact Examination Flowcharr.

In order to invent or build new things, the character must first possess
any talents appropriate to the item they are trying to build.

Inventions are divided into five types: traps, tools, weapons, ma-
chines or buildings, and research of artifacts. A base Complexity level
for Tech 1 items has been given for each type of invention. If the item is
of a higher Tech level, use the next higher complexity for cach level,
Tech V and Tech V items may not be built, they may only be adapted for
other uses, with a dice roll penalty of —3 and —5 respectively,

The cost to build complex items is listed as a base price per dice roll.
This price increases by doubling for every Tech level higher than Tech 1,

In most cascs, cach dice roll equals 10 minutes or 1 day, whichever the
GM deems the most appropriate. However, there will be situations
where a PC waats to creatc swiftly with the martcrials on hand, At such
times, the GM 'may reduce the time factor to one turn or one minute per
dice roll and replace the gold piece cost with a cost of XP.

Teap: Tech I = B; Cost = 5 gold.

Tool: Tech 1 = C; Cost = 10 geld.

Weapon: Tech | = D; Cost = 20 gold.

Machine: Tech [ = E; Cost = 100 gold.

Research: Tech [ = D; Cost = 50 gold.




PART V: ADVENTURE DESIGN

Now that you have played your first adventure, you know the basic principles of
what is required to creare an exciting and fun adventure for athers. This section
provides you with some ideas for how to design your own adventures.

The Reference Book contains an entire campaign serting and muined cry of
the Andients 10 provide you with an eample of the background necessary foran
advenmre. You can set your own adventures here around Picz Burke or you may
use this 2s an cmmple W create your own setting,

One of the best ways to gain new ideas for advenrures is o read books. Here is
a limited list of books that might give you ideas for new adventures. You will
find many others ar your local library

Robert Adams Horseclans books
Brian Aldis Starship
Poul Anderson Vaule of the Ages
Piers Anthony Bantle Circle books
Edgar Rice Burroughs John Caner of Mars
The Lost Continent
Allen Dean Foster Midworld
David Gerrold A Matter for Men
A Rage for Revenge
Harry Harrison Death World trilogy
Andre Noron Daybreak 2250 AD
Phillip Nowlan Amageddon 2419 AD
John Sievert CADS
Ryder Stacy Doomsday Warrior books
The Steps to Designing an Adventure

Herc is a list of the steps you should consider when designing your own ad-
venture. You should start out simple, Five well-designed encountess can be a lot
more fun o play than a poody-thought-out, 100-mom ruin, and it cerainty will
be easier to create when you are just beginning,

1) Select a story scenario and goal for the adventure

2) Choose the serting for the adventure

3) Select the major villains and other forces that affect the goal of the adven-
e

4) Determine what type of major obstacles or encounters must be overcome
to reach the goal, and divide the adventure around those obstacles

3) Draw any necessary encounter maps, especially a map for the climacic fi-
nal encounter with the major villain

6) Fill in the rest of the adventure with sights, sounds, discoveries, and the
many strange and ecrie things common w the murated life of the GAMMA
WORLD® game.

CHOOSING SCENARIOS

A scenano is an idea or theme that ties wgether an advenmre and keeps it
from being just a series of meaningless encounters or combats. Like a good
novel, 2 good scenario always gives the plavers a reason for their advenwure, In
addition, a good scenario presents the players with challenges that est their ca-
pabilities 1o the utrnost while giving them some chance of surviving. The best
scenarios are usually those thar present 2 realistc eavironment filled with inhab-
itants whosc motivations and relationships with cach other arc casily grasped.
The following pamgraphs describe some common types of scenarios the begin-
ning GM may want to 1y out.

1. Exploring the Unknown: The players are reruited to explore 2 wild area
(deep forest, mined Ancient mwn, etc.) 1 detemine its potential value as the
site of 2 new sertlement.

2, Destroying a Terrible Menace: The players are recruited to find and
destroy some deadly menace thar is threatening the well-being of 2 tribe or
holding.

3. Fulfilling a Quest: The players must travel to a parricular place
and bring back something to prove that they were there or to bring back
some despemtely needed item from that place.

4. Escaping From Enemies: The characters begin the scenario as pris-
oners of fugitives and must make good their escape.

5. Rescuing Prisoners: The players are recruited to find and rescue
certain prisoners being held by a Cryptic Alliance or a band of savage
INPCs (artks, for example).

There are many other possibilities including escorting a caravan or
important person, retrieving # lost orstolen item, infiltrating a secret so-
ciety to stop a deadly plot, artempring to unite the wribes of the area,
trying to rebuild an Ancient wonder, etc.

DESIGNING A SETTING

Once a scenario has been sclected, the next step in designing an ad-
venture is to determine the adventute location, the surroundings, and
the scene of the adventures final action. It is not necessary to know
where every element of the setting is located or ro have a detailed map of
the area, but it is good to have a general idea of what the setting is like.
Popular settings for adventures include:

1. Mechlands: These robor farms are always computer-controlled
and are excellent sources of processed foods for those who can convince
the controlling cybernetic installations to tum the food over to them.,

2. Andent Military Installations: These might have any purpose con-
nected with government or war, Most have large numbers of security ro-
bots, defense borgs, and security monitors in them. Many contain
weapons, armor, and vehicles, Some hide government records in shock-
proof buildings or caverns deep under the installations. A few are mili-
rary experimental labs thar contain pardally tested artifaces of great
power.

3., Ancient Communites; Most Ancient communites were de-
stroyed during the Social Wars and thoroughly looted in the years since.
However, the vast weed-grown fields of rubble and decaying, vine-
draped statues that mark these sites are objects of religious worship to
many. In some cases, portions of such communities are fairly intact and
still yield some functioning antifacts. Very rarely, a town, village, or city
of the past even has a functioning broadeast power station. The robots
powered by that station keep the buildings in repair and replace worn-
out equipment and machinery. It is even possible that an Ancient me-
tropolis partially escaped the destruction.

4. Spaceports: Though most spaceports are near what were once pop-
ulation centers and are surrounded by wide belts of radiation and rub-
ble, their sturdy construction has saved them from destruction and they
are good places ro find arcifacts.

5. Deathlands: These radioactive desents are usually shunned by
eravelers, bue it is within such areas thar the largest troves of unlooted
artifacts are found. However, all characrers who spend any time in these
arcas have & 2% chance per four hours of exposing themselyes 1o ran-
dom Intensity Level radiation, Thesc areas ate ofien places of exile for
wanderers or have religious significance 1o Radioactivists and others.

6. Enemy Strongholds: The bases of hereditary tribal enemies or of
Crypric Alliances are often armed strongholds that the characters must
escape or penetrate (to rescue captives, for example). These may be lo-
cated in castles or towers of post-holocaust construction, in caves, cav-
crns, or old minc shafts, in walled towns or villages, or virrually
anywhere che GM desires.

SELECTING A VILLAIN

Once the GM has decided on a serting and planned the surrounding
arca in a general way, he should decide on a major villain.

The major villain is an important element of every adventure for he
gives the PCs somcone to strive against and 1o eventually overcome in
the finale after having encountered and defeared several of his minions.

The villain should be intelligent, devious and even mysterious, He or
it may be striving for the same goal as the PCs, treat the PCs as unfortu-




Drawing Encounter Maps

nate intruders, or may even be the PCs’ goal.

Villains will always have minions who do their dirty work for them or
act as guards. Sometimes, they may even use wild creatures’ lairs as a
line of defense to deter the curious. The GM should also decide what
other types of creatures or special new mutants are present in the area.

DRAWING ENCOUNTER MAPS

Now the GM should sketch out maps of the primary encounter areas.
Hesshould note their defenses and obstacles in a map key. The most im-
portant map to draw before play begins is the cncounter map for the ad-
venture finale. This map should possess special terrain features that
praovide a spectacular and possibly awe-inspiting setting for the climax.

TYPES OF OBSTACLES

There are many types of obstacles thar may need to be overcome to
reach the PCs goal. This section provides some examples of the rypes of
encounters that may be used to create an adventure. Not all of these are
obstacles, some are included to add atmosphere to the adventure,

1) Guardians that repel intruders

) Sensors that warn the villain
2 ?c)ls Auromared defense systems, including mines, laser banks, and gas

ie

4) Special newly designed mutants that inject an elementof the unex-
pected into the adventure

%) Patrols and security forces—lead to battles that may be ambushes
or organized defenses

6) Traps that may cither snarc PCs or cause damage

7) Dilemmas or puzzles that must be resolved to continue the adven-
cure (how to climb a sheer cliff, how 1o cross ariver of fire, how to open 2
door locked from the otherside, etc. ). The penalty for not properly solv-
ing a dilemma is often damage.

8) Negotiation and investigation—chances to gain clues and valuable
information

9) Hazards—physical terrain dangets that must be passed

10) Searches for secret passages, keys, or IDs

11) Omens—clues to the advenrure awaiting the PCs

12) Eefie and bizarre places. These need not challenge players, but
rather create an alien feel: a plant with eyes that watch them, a swath of
purple color that oozes across the ground, an area of tilred graviwy, etc.

13) Rewards. The GM should never give out rewards and artifacts
haphazardly. The PCs should have to overcome some challenge before
they can gain the item, or else the item may prove faulty.

STOCKING THE AREA

Once the serting is mapped, it must be stocked. Stocking is the proc-
ess of deciding what intéresting or dangerous NPCs, equipment, fixed
machinery, and hazards are present in an area and where they are lo-
cated, The GM needs o first decide what NPCs (if any) have to be
present in a setting because of the scenario he has chosen. For example,
if the scenario is the rescue of a friend from a badder village, the GM
must obviously make sure that there are a lot of badders present. Once
he has determined who must be present, he may then use his own judg-
ment to add other NPCs to the arez o he may use the encounter tables
to randomly select other creatures for this area.

Once he has selected the NPCs for a serting, the GM should decide
what equipment is present. He needs to consult the equipment tables
for this purpose in most cases. However, if common artifacts are desired,
he may simply roll on the Loot Table whenever he needs to place an arti-
fact in the area. When deciding whar equipment is present, the GM
should remember that yery valuable or powerful items should not be
common or casy to acquire, In general, such items should be found only

in the hear of installations thar are difficult to penetrate or should be
parr of the equipment of powerful NPCs.

When all NPCs and equipment have been placed in the setring, the
GM should fill in any other detalls of interest and establish the locations
of areas of radiation or other hazards. He may also wish to adjust his
maps so s to direct the players toward any interesting encounters or
other situations he has devised (blocking 2 passage with rubble so that
the characters must enter the room occupied by the three hoops, for ex-
ample). Finally, he should locate any small items of fixed machinery
present,

In some cases, the GM needs to create special encounter tables of his
own to handle those situations in which the characters are wandering
around a large installation or similar area for hours (or days) on end. In
such cascs, he should use the same formar as for the encouncer tables
given in these rules, but should use only those types of NPCs that he has
decided afe present in the area,

SELECTING A PARTY

The GM sometimes finds that, because of a lack of players, a party
does not have enough PCs to handle all of the dangers that he has builr
into his scenario. As a way of anticipating this problem, the GM should
prepare several potentially friendly NPCs before the game and have
them available for recruitment or hire at the PCs' base.

He may also want to preplace one or more such NPCs in the vicinity of
the adventure so that their services can be made availzble ro the PCs (via
a random encounter) if the going gets too rough. GMs should use this
technique with care since, taken to extremes, it can lead to the PCs be-
ing nothing but spear carriers for the GM's powerful NPCs.

For this reason, the NPCs who join a party should be weaker than the
PCs, so the GM can use them as shields to help the PCs stay alive long
cnough to defeat their foe. If the GM does not wish to use NPCs to
strengthen 2 party, an aleeenative is to dilute an adventure 1o give the
players achance. In such cascs, the GM decides how many characters the
party is short of and subtracts this number from the die roll when deter-
mining the number of NPCs appearing.

This is only a synopsis of the steps you need to follow. The real

strength and excitement of an adventure comes from your own creativ-
ity.
Still if you have difficulty creating your own advenrures, fear not. Fu-
wre exciting, bizarre, and challenging adventures for the GAMMA
WORLD? game are available from TSR at your local book. toy, orhobby
store.




PART VI: CAMPAIGNS

This section shows how to creare the background for your own world of
advenrure. Using this background, you can design and play a series of
connected adventures in which characters share in a common goal and
they may grow and advance. A series of linked adventure settings is
called a campaign,

HOW TO CREATE A CAMPAIGN

A campaign background adds new dimensions to GAMMA
WORLD?* adventures. The players have a sense of putpose that links all
theiradventures and the world remains consistent and becomes familiar
as the PCs explore it. The potentials for story development greatly in-
crease in a campaign setting where rescued NPCs may later call on the
characters to help them in another matter, and defeated villains may
plot their revenge.

The steps for creating a campaign are as follows.

1) Select an area where most adventures will occur

2) Select a campaign goal for the players

3) Create major factions within the area with conflicting goals and
motivations

4) Decide on the major needs of your campaign and make a list of the
things you will need to develop

5) Draw a map of the area and write a map key for the location of ma-
jor fearures

Selecting the Area

Post-holocaust America is shown on the Continent Map included in
this game. However, only a few important features are detailed on the
map. The fitst step in creating a campaign is to decide where on this
map the action will take place and list the important details for that
area.

Selecting the Campaign Goal

The goal for a campaign should be wide ranging and difficult ro com-
plete, This results in a continuing purpose for the PCs. A campaign
goal may be prolonged by creating other factions who are trying to de-
stroy or steal the PCs accomplishments as fast as they adventure. Possi-
ble goals include the following:

Trying to unite all the barbarian tribes into a peaceful coalition

Exploring the unknown ruins of the world, searching for ancient
sources of knowledge

Discover the creators of Tech V arrifacts

Build a spaceship to escape the wilds and find the lost worlds of men

Quest for a special artifact of wondrous powers that has been lost and
keeps changing hands as if of its own will

Build 2 working computer from scratch

Raise the Tech Level of the PCs’ base to Tech [V

Defeat the tyrannical lord of the land and his horde of followers

Train and temper their skills in preparation for the ultimare trial of
mighr that will take place in five years in a distant land

Tame the wilderness for 100 kilometers around the PCs' base

Deciding on the Major Factions

The major factions most often at the heart of conflict in the land are
the Cryptic Alliances, However, other forces, including a supercompu-
ter or a surviving Ancient, might be used. The conflicts berween these

forces and the PCs provide the backdrop over which the drama of the
adventures is played.

Determining the Needs of Campaigns

Not everything needs to be detailed before a campaign setting can be
used. As PCs adventure through an area, the GM develops additional

details and may later add these 1o his campaign key. Only major factors
need to be detailed when beginning a campaign. These factors mighr
include the following:

Potential foes or competitors

Potential allies and friends

The PCs' base

Lairs of major creatures that prowl the region

Possible adventure locations

Ancient roads and nins of note

Special transport systems available

Specialized dangerous terrain and hazards of the area

Trade routes

Types of obstacles that the PCs will commonly encounter, including
social pressures and laws, crearures, dangerous terrains, bandits and am-
bushers, etc.

Campaign Play Balance

The GM must be careful in setting up a campaign to keep a close eye
on game balance. If the campaign area is too dangerous, the players may
become frustrated as one PC after another is killed off. If i is too ¢casy,
the players may become bored from lack of challenge and danger.

The easiest way to balance the game is to limit the Tech Level of
equipment available, Most characters should begin in Tech Level T bases
located in wilderness areas. Initially, most of the PC's challenges should
then come from fellow savages with Tech Level I (and limited amounts
of Tech Level II) equipment, As the PCs gain experience (and Status),
they will gravirate toward mare civilized areas with Tech Level 1T bases.
This change shows itself in the types of equipment they carry. It should
be reflected in the equipment of the NPCs they face, Characters with
Tech Level IT equipment should encounter mostly NPCs with Tech Level
11 (and some Tech Level 1) equipment. Eventually, experienced PCs
will gravitate toward the few remaining cities or may join a Crypric Alli-
ance with access to Tech Level IV equipment, At this point, the PCs'
equipment is again upgraded and they are finally ready to meer the
tougher NPCs (especially those armed with lots of Tech Level IV and V
equipment) on equal rerms,

Another way to balance the game is to bring the players into contact
with certain high-tech equipment catly in the campaign in a nonhostile
setting. Most high-tech equipment is carried by hostile NPCs who are
prepared to use it on the PCs. In rare cases, the GM may want to let the
players find some high-tech items early on so that they can use them to
take on tougher opponents. If providing the characters with such tech-
nology makes them too powerful, the GM can later arrange for the items
to break or otherwise become unavailable,

Other methods of providing fair challenges for low-Rank characters is
to allow them to adventure in large groups to start and as they advance
in rank, the group size should diminish.

The GM might use other plot devices, such as scary encounters that
only cause 2 minimum of hatm. Ot providing the characters with a
chance to escape an encounter until the avetage PC is Rank 3 or better.
Finally, the GM could have the monsters attack the PCs' base, providing
the characters with a chance ro prove themselves in battle while there are
other characters to be shot. The result of their heroic actions can swiftly
increase their Status and improve their chances to borrow community
cquipment,

Gaining Information

While the characters should never know as much about the campaign
setting as the GM, they should have a general knowledge of their sur-
roundings and the possible threats in those surroundings (or they would
never have lived long enough to go adventuring). Therefore, once the
GM has constructed and balanced his campaign setting, he should de-
cide what information the characters should start the game with and
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what other information might be available. He should then draw a
crude sketch map for them showing only what they can be expected to
know and should spend the first session of any campaign introducing
the players to the setting.

If the players want more information, they must investigate their
ared. Investigating may consist of anything from consulting tribal elders
to reading journals in a ducal library. The success of investigations de-
pends on the Tech Level of the base at which the investigation is done,
the amount of time and money spent, the initiative and imagination of
the players, and the obscurity of the information being investigated.

Whenever the playets want to investigate something, they should tell
the GM what they specifically want to know, and how much time and
moncey they are spending to do the investigate. A minimum of one day
and 25 gold pieces must be spent. And the more obscure the informa-
tion soughr, the longer a character must investigate and the more
money that must be spent. These figures represent time and gold spent
questioning travelers and buying them drinks, meals and gifts, bribing
guards to gain entry to archives, and studying old books. The players
.E:n.uft state exactly how they will perform the investigation when they

egin.

The GM assigns a difficulty factor to the information being investi-
gated. The GM then adds the base’s Tech Level plus 10 to the character's
Starus level and uses that score s the ACT column to roll againse the
task's difficuley factor. A color result equal to or greater than the diffi-
culry factor of the investigation means that the PCs have succeeded in
finding the sought-for informacion.

The ACT column to roll on may be modified as follows:

* Add one for each day spent investgating

* Add the IN modifier of the smartest investigator

* Add one for every 25 gold pieces spent to investigate

* Add five if the investigation was done at 2 Tech Level 11T base

* Add five if the GM thinks the characters have shown great initiative
and intelligence in their investigation

* Subtract five if the GM thinks the characters have overlooked obvi-
ous sources in their investigation

* Subtract five if the investigation was done at a Tech Level IT base

* Subtract 10 if the investigation was done ata Tech Level I base

In addition to investigation, PCs may gain information about an area
by hiring 2 guide or purchasing maps (which ate more detailed than the
sketch map initially shown to the players) or lexicons. Lexicons are
multi-lingual dictionaries that enable characters to communicate with
those whase languages are included in the lexicon. The average lexicon
contains listings for 1d6 common languages (minimum of two) chosen
by the GM.

PLAYER
CHARACTERS AND SOCIETY

When playing a single adventure, 2 character's poamon in society is
fairly unimportant, bur in a campaign the position is crucial. This sec-
tion discusses how characters fit into society.

Social Systems

There are scores of distinct social strucrures in postholocaust America.
All can be grouped into several broad classifications.

1. Tribal and Clan Societies: Most societies are primitive in both
technology and organization. They are generally made up of 2 group of
tribes organized into a large clan. The tribes are usually run by a council
of elders or by a chief. Cowardice and betrayal of one's people are con-
sidered the most serious criminal acts.

2. Feudal Societies: Most Tech Level I societies are fendal in nature.
Thar is, they are peasant societies ruled by a nobility charged with the

protection of that segment of the society. The nobles, in tum, owe loy-
alty to nobles of higher rank. There may be a high degree of plotting
among noble family members o usurp the power of the reigning noble,
and banditry and class suppression may occur. Residents pledge loyalty
to their lord in turn for his protection. Thievety and destruction of the
noble's property are considered major crimes. In this society, a character
can only rise in Status if his lord bestows it as a reward. Such socictics are
usually localized, including a dozen castles and villages within 20 kilo-
meters of each other.

3. City-States: Some Tech Level [1I societies are organized into city-
states. These may be ruled by = single tyrant or king, by an appointed
council, or by an elected assembly. A citizen of 2 city-state must obey the
dictates of the government in charge, but the support of the people or
the military is needed for a government to remain in charge. In city-
states, treason, murder, and terrorism are considered major crimes. A
character’s Status is often defined by how much money he has, How-
ever, the state may keep a character in a certain Status by reducing a
character's wealth through raxes.

4, Cryptic Alliances: Societics of all levels of technology are often
partof a Cryptic Alliance. Many small independent villages are bases for
such organizations and most Cryptic Alliances are tightly organized and
continent-wide.

All social characters (those who do not normally live alone) are mem-
bers of a community in the game. Each character's stature in the post-
holocaust world depends in part on how well he lives up to the ideals of
his community. Those who adhere to the community's ideals gain access
10 community property and, in some cases, to special knowledge, Those
who consistently or severely violate community standards are cast out of
their community (and often marked by branding with hot metal or
chemicals),

The "'Character Status" section gives details on Status. A PC's com-
munity is noted in the "'Community” box on his Character File,

Economic Systems

The basic economic system of the postholocaust world is a primitive
sart of free enterprise, There is no real world economy, but in most areas
private property is recognized and trade is based on a mixture of barter
and 2 dual monetary system (gold picces and domars), Some communi-
ties practice tribal communism, where all property is considered prop-
erty of the community and there is no individual properny, and many
Tech 11 cultures are feudal in nature (divided into classes, some of which
are tied to the land). In some feudal communities and city-states, a sys-
tem of credit o debrs owed by the community ate used as a form of cur-
rency. However, credit has less value the farther one travels from the
community. In general, PCs come from (and operate in) an economic
environment similar to the American West in the 1800s.

In this sort of enyironment, inflation is an ever-present danger. Any
local increase in the money supply is almost immediately followed by an
increase in prices for all goods. The GM should take this factor into ac-
count by increasing prices above the levels given for items on the equip-
ment tables whenever a large supply of money enters an area, This is
most often the result of PCs looting an Ancient bank or other financial
instirution for a large supply of domars. The amount of the price in-
crease should be determined by the GM, but it should be roughly pro-
portional to the amount of new moaey entering the local economy,
Thus, if the PCs bring 5,000 domars into a small village economy (300
people and a money supply of 15,000 domars), the money supply
would increase by roughly a third and prices would jump accordingly.
As a rule, assume that Tech Level [ areas have a money supply of about
50 domars (or 100 gold pieces) per person, This figure should be dou-
bled for Tech Level II areas and quadrupled for Tech Level I1I areas.




CHARACTER STATUS

As characrers have advenrures, they gain experience and fame. These
are cxpressed in the game as experience points (XPs), which may be
spent o improve the characters’ Ranks or ability scores, Experience
p?inl:s may also be used to improve a character’s Status in his commus-
nity.

Improving Status

All characters begin the game with a Status of 1. They may improve
their Status by spending XP equal to 200 times their carrent Status level
and then artempring a yellow difficulry roll on the ACT column corres-
ponding to their Rank score. If the roll succeeds, the character gains one
Status level. On 2 black result, he has made a social blunder and is
treated as one Starus level lower for a period of 1d6 weeks,

Besides using XP gained through normal adventures to try to im-
prove one's status, there are actions that may award a character with spe-
cial XP that can only be used to purchase a chance to increase one's
Status,

1. Acting as the Champion of the Community: This happens if the
chamcter represents his community in a2 contest of honor or participates
in a deed of renown. If the character succeeds, he may treat any XP
gained from the task as worth twice its value for trying to gain a Status
level, Even if he fails, the character gains a bonus of 4d10 XP.

2. Giving Artifacts to the Community: A character may turn over ar-
tifacts to the political or social organization of which he is a member.
The character may then treat the XP value for these items as if double
when trying to increase his Status level. Only functional, powered atti-
facts that have been figured out by the character may be turned in for
Status points. An artifact requiring ammunition may be turned in only
if the proper ammunition is murned in with ir.

3. Accomplishing a Mission: I the GM assigns the party a2 mission for
their community, they should be rewarded for accomplishing all or part
of the mission. In general, the GM should treat all such awards as being
worth double when trying to purchase a Status level.

4, Special Awards: The GM should reward personal sacrifice on the
pare of a PC, if it promotes the welfare of the community. The GM
should award 20 XP times the degree of difficulty of the act for the pur-
pose of raising one’s Status. These XP may not be used to purchase any
other type of advancement.

All awards are cumularive and should be announced at the end of
cach adventure. Exception: Awards for turning over artifacts are made
when the artfact is actually tumed over. All awards are fecorded in the
Status box of the Character File of the PC receiving the award.

Fluctuations in Status

Communities are fickle, and a character who is a hero one week may
become an outcast the next due to some failure on the character's part or
a change in the community's governing body. Events that might resulc
in a loss of one Status level for a character include the following:

The former ruler is deposed, and a new ruler is appointed, ot 2 new
faction gains the majoriry control of the government.

The character becomes involved in a public scandal.

The character is publicly defeated as an insult to the community.

A successor steps in 1o replace the PC as the community's champion

The Effects of Status

Status has the following effects on play:

1) A character's Charisma is always modified by the addition of Sta-
tus, Thus, a character with 2 Charisma of 12 and a Starus of 4 would
have a modified Charisma of 16. There is no limit to how high Charisma
can be raised by Status,

2) A character’s chance of finding a particular functioning item of
equipment for sale ata given base arc increased by one per Status level.
Thus, a Status 2 PC trying to puschase a piece of Tech Level II equip-
ment ata Tech Level I base would use a score of 14 (Tech Level plus 10
plus 2). A yellow or better result is nceded to succeed, The chance of
finding an item at a base is never increased by more than 20 as a resultof
Status,

3) The equipment a character can borrow equipment from his com-
munity is limited by his Starus. In order to borrow equipment, he must
be at one of that community’s bases. Thus, 2 member of clan Cambol
could only borrow equipment ata Cambol base. The value of the equip-
ment borrowed at any one time may not exceed 100 times the charac-
ter's Status in gold pieces. Any items thar are depleted (drugs,
grenades, etc.) or are lost or damaged by the character must be paid for
before he can borrow any mose equipment from his community. The
equipment borrowed must be of the same (or lower) Tech Level as the
base the character currently occupies, Thus only Tech Level I and I
equipment can be borrowed from a Tech Level 11 base.

4) The score used to determine if PCs gain they are investigating is
modified by the addition of the highest Status level among the PCs,

5) Characters of Status 3 or higher may elect to join a Cryptic Alli-
ance. A character may try once per month per level above 3 to join a
Crypric Alliance. Thus, a Status 4 character could try twice 1o join a par-
ucular Cryptic Alliance in a given month.

For each such artempt, the GM first rolls 1d100 and consults the de-
scription for the particular Cryptic Alliance. The "Type" section of each
Cryptic Alliance description includes a percentage chance for each char-
acter type that the Cryptic Alliance will accept as 2 member. If the per-
centile dice roll is less than or equal to that chance, the Cryprc Alliance
deems the character a worthy candidate. However, the characrer must
now roll against his current Rank, and only a green or better result indi-
cates he has passed the alliance's membership tests. The GM may, if he
wishes, create these tests as 2 small adventure rather then having the
character make a Rank Check.

If a character fails he may may try again if he has sufficient Status;
otherwise he must wait one month (30 days) before trying again. A char-
acter may try to join only one Crypric Alliance in 2 three-month period.
Immedizately upon joining a Cryptic Alliance, a character treats that
Crypric Alliance as the community of which he is a member. He may no
longer consider his home base to be his community,

If he rolls a black result, he may never apply to join this Alliance
again; some action of his has made him an unsuitable candidare,

Communities and Cryptic Alliances

In general, a chatacter cannot change the community of which he is a
member except by joining & Crypuc Alliance. In some isolated in-
stances, the GM may wish to allow a character to join 2 new community
if his own is destroyed, but this should be the exceprion, not the rule.

A character may only be 2 member of one communiry or Cryptic Alli-
ance at atime. Once a character joins a Cryptic Alliance, he may not vol-
untarily switch to another one, He may be cjected from membership in
the Cryptic Alliance (or from any other type of community or group) at
the GM’s discretion if he fails to live up to the ideals of the group.

Any character who is cjected from his community or Crypuc Alliance
becomes a wanderer (an ourtcast, a character without 2 home base to sup-
port him), Wanderers are notable to borrow equipment since they have
no community. They may not gain Status points for tumning over aru-
facts. A character loses all benefits specific to membership in his Crypric
Alliance as soon as he becomes a wanderer,

Characters who are members of a Cryptic Alliance, clan, or other so-
cial grouping with more than one settlement or dwelling place may rum
in artifacts, borrow equipment and seck free shelter (for one night per
Rank) in any of the sertlements of the group. They are not limited to us-
ing only the base where they live,




Character Status

When modified Status points are received for beating or negotiating
with NPCs, the Status point award to the PCs' party is calculated nor-
mally. Then the award acrually given 1o the PC is modificd. The modifi-
cations applying to a particular PC's Status never affect the number of
Starus points awarded to his companions,

Membesship in a specific Crypuc Alliance carries the following bene-
fits and penalties:

Archivists: Members may turn in artifacts for Status points even if
the artifacts are not funcrional or powered or if they have yet to be fig-
ured out. Members receive double the usual number of Starus points for
ruming in any kind of robor and receive one Status point per item for
tuming in any artifact.

Brotherhood of Thought: Members receive the same number of
points for successfully negotiating with NPCs (e.g., avoiding conflict)
that they would receive for bearing the NPCs. In addition, for each
character 2 member recruits into the organization, he receives 10 Status
points times the recruit’s Rank.

Followers of the Voice: Members modify their Charisma by twice
their Status when interacting with borgs, think tanks, and cybernetic in-
stallations. They also add their Status to theirdie roll when trying o fig-
ure out an artifact.

Friends of Entropy: Members receive double Status points for beat-
ing NPCs and triple Starus points for destroying robots, In general, Red
Death bases consist of Tech Level Il nomadic camps and only Tech Level I
and II equipment may be borrowed at them,

Healers: Members receive no Sratus points for beating NPCs. How-
ever, they get one Status point for évery 20 hit points recovered by a pa-
tient under their care, A Healer may simultaneously care for a number
of individuals equal to his Status, Charactets may be under the care of
only one Healer per day. Whenever a character is undera Healer’s care,
he adds half the Healer's Rank to the chance of recovery from illness at
the end of the day. In addition, characters under a Healer's care recover
double the normal number of hit points that would be recovered by
resting. Healers add their Status o their die roll when trying to figure
out a medical artifact. They get double Status points for tumning in
medical artifacts.

Knights of Generic Purity: Members gain double Status points for
beating an NPC party conraining one or mote humanoids. They lose 20
Starus points each time their party negotiates with an NPC party thar in-
cludes one or more humanoids.

Radioactivists: Members receive 25 Starus points for each radiation
check they must make. They ger 100 Starus points for each nondefect
mutation arising out of 2 radiation check and lose 100 Status points for
each defect they gain from a radiation check. In addition, members re-
ceive five times the normal value for turning in a mutation bomb or ge-
netic booster.

Restorationists: Members get double Staws points for rurning in ar-
tifacts or beating NPC parties that include members of the Friends of
Entropy, Followers of the Voice, Archivists, Seckers, Zoopremicists, or
The Creared.

Seckers: Members get no Status points for turning in artifacts and
lose 50 Starus points from those they currently have each time they get
an artifact as parr of their share of the party's loot and do not destroy it
They get 10 Status points times the recruit’s Rank for recruiting a char-
acterinto their organization and get double the normal Status points for
beating a party that includes one or more members of the Restoration-
ists, Knights of Genenc Purity, The Iron Society, Zoopremicists, Fol-
lowers of the Voice, Archivists, and The Created. In addition, they get
triple Starus points for destroving robots.

The Created: PCs cannot be members of this organization.

The Iron Society: Members get double Status points for beating par-
ties which include one or more pure strain humans and lose 20 Status
points from those they currently have each time their party negotiates
with an NPC party containing one or more pure strain humans,

The Ranks of the Fir: Members get 20 Status points times the Rank of
the recruit for each character they recruit into the organization. They get
double Status points for each weapon artifact they turn in.

Zoopremicists: Members get double Status points for bearing 2 party
that includes one or more pure strain humans or humanoids. If an NPC
party includes one or more members of The Ranks of the Fit, triple Sta-
tus points arc received, If both situations apply, triple Status points
(only) are received.




PART Vii: MUTATIONS

Player characters begin the game with some mutations and may gain
more during play. There are four types of mutations: physical, mental,
plant, and defects. All are listed in alphabcetical order. Physical muta-
tions affect a creature’s body. Mental mutations affect the functions of
the mind. Plant mutations are physical changces 1o the body of a plant,
Defects are weaknesses or limits the creature suffers. When a creature
gains a mutation, percentile dice are rolled and the result is first found
on the Mutation Type table. Then roll the dice again and consulr the
appropriate Mutation wble to find the exact pature of the muration.
Then find that muraton in the mutation descriprions and note the de-
tails on the PC's Character File.

Mutation Type

Humanoid Animal Plant Type

01-15 01-15 01-15 Defect
16-45 16-50 16-20 Physical
46-80 51-75 21-45 Mental
81-8) 76-8% 46-85 Plant

86-89 86-89 86-89 Pick Type
20-92 90-92 90-92 Pick Defect
93-95 93-97 93 Pick Physical
96-98 98 94-95 Pick Mental
99 99 96-99 Pick Plant
00 00 00 Pick Mutation

When instructed 1o pick from 2 cerrain type of mutation, the player
may pick any one of those mutations.

1n some cases a character may gain mutations with conflicting results.
The GM must decide how 1o resolve any conflicts, or may instruct the
player to roll again for a different mutation. No player character should
startthe game with more than one defect. If the same mutation is rolled
more than once, roll again for a different one.

Mutation Descriptions

The entry that follows each murtarion describes the way it works. Each
mutation is divided into the following caregories,

Name: Beside the name is a listing of whether the mutation requires
conscious (C) or subconscious (S) cffort o operare. Conscious mutations
may only take effect when the character concentrates on their use.
When concentrating, the mutane can do nothing else that turn unless
he has other murations thar allow for muldple actions. Subconscious
murations work automatically regardless of concentration, Mutants can-
not turn off a subconscious mutation.

Defects are always subconscious mutations. Their effects are pre-
sented in derail to rell the character when the defect comes into play,

Range: This is the base distance, given in metets, out to whith the
mutation is effective.

Touch: The mutant must touch the target for the mutation to take
effect.

Body: The mutation takes effect only within the body of the mutant.

Variable: Thisusually indicates an area-effect mutation where all the
beings in that area are affected and varies with the circumstances.

Duration: This is the length of the tume that the mutation remains
effective.

For duration, a base number and a notartion of the increment of time
is listed. This base score is to be multiplied by the result factor of a roll
on the ACT. Oy, if no base duration is nored, check the Ability Check
result on the Duration Table, if the check fails.

Constant: The mutation takes effect instantly or is always in effect.

Permanent: Once the mutation takes effect, it never goes away,

Number: This is the number of beings who may be affected by the
mutation.

Self: Only the murant is affected.

Variable: This usually deals with an area-effect murtation where all
the beings in that area are affected and varies with the circumstances,

#: This is the number of characters who may be influenced.

Modified By: This notes the ability score that determines any modi-
ficr to the muration.

U::l: This is how often the mutation can be used during a given time
period.

Damage Base: This is the base damage an offensive mutation causes.
This number is multiplied by the result factor of the artack.

Effects: These are the specific effects of the mutation. Unless stated
otherwise, an ACT roll ro determine effects must be made cach time the
muration is used.

Saves: This states whether a victim of a mutation attack may make 2n
Ability Check to avoid or reduce the effect. The ability to be used is
listed by standard abbreviation. If two abilities are listed, the victim
may use whichever is higher,

The references to column shifts, result factor adjusements, and resulc
shifts refer to using the Action Table as explained in Part I, " Creating
Characters.”

Mutations and Artificial Intelligences: The physical and plant muta-
tions thar inflict damage also cause damage to robots and other artificial
intelligences (taking into consideration Armor Class and the like). Most
mental mutations, on the other hand, have unpredictable effects on an-
droids, robats and computers, There is only a 50% chance thata mental
attack will affect an artificial creature. Also, every successful mental at-
tack against an artificial intelligence is treated as onc result facror less,
The following mental mutations do not work on artificial intelligences:
death field generation, devolution, empathy, gamma eye, life leech,
mental control, stunning force, and symbiotic attachment.

CREATING MUTATIONS: The GM is free to create any new muta-
tions he wishes. When doing so, however, the GM must consider the ef-
fect these new mutations will have on the balance of the game. Sevenl
factors should be kept in mind when murations are created.

1) If the new mutation does not serve 2 useful purpose or fill some ne-
glected niche in your campaign, do not add it.

2) If it causes a lot of damage, some restriction or penalty should also
occur. Examples include: may only use once a day; causes base damage
to user; treat extra damage as a special effect; victim may roll an Ability
Check 1o avoid.

3) There should be a counter force able to negate or resist the new
mutation. For example, life leech is negated by anti-life leech.

4) Figure out the maximum and minimum limits to the power of the
murtation and how it will react to other mutadions. If it is too tough or
too weak, change ir.

Mutation Scores

Each muration possessed has an individual score. This score is deter-
mined when the mutation is first acquired by rolling 2d6 and adding
the character's PS or MS modifier, depending on whether it is a physical
ar mental mutation.

This score is used whenever the character tries to perform any uncer-
tain action or attack with the mutation. If the mutation can be used to
artack, its base damage score is equal 1o 1/2x the score, rounding frac-
tions up.

Murtation scores may be increased by spending XP to raise each onc
point at a time.

An entry for a new muration has been placed on each chart for inset-
tion of a GMs own created mutations.
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PHYSICAL MUTATIONS

Humanoid Animal Mutation

01-05 01-05 Roll on Defect Chart
06-08 06-07 Anti-Life Leech

09-11 08 Body Control

12 09-10 Carapace

13 11-12 Chameleon Powers

14 13 Density Control (self)
15 14 Displacement

16-17 15 Dual Brain

18 16 Duality

19-20 17-18 Electrical Generation
2122 19-21 Energy Absorption

23 22 Encrgy Metamorphosis
24 23-24 Gas Generation

25 25-26 Gills

26-28 27 Hands of Power

29-30 28-29 Hear Generation
31-32 30-32 Heightened Balance
33-35 33 Heighrened Physical Ability
36-38 34 Heightened Precision
39-40 35-36 Heightened Senses
41-42 37-39 Heightened Speed

43 40-41 Horns or Antlers
44-48 42-50 Immunity

49-50 51-52 Infravision

51 53-54 Invisibility

52 55 Kinetic Negation

53 56 Light Generation
54-55 57-58 Mane or Bristles

56 59 Metamorphosis

57.58 60-62 Modified Body Parts
59-60 62-63 Multiple Body Parts
61-63 64 New Body Parts

64-65 65-66 Poison Generation

66 67-68 Photosyntheric Skin
67 69 Physical Reflection
68-69 70-71 Quuills or Spines

70 72-73 Radar/Sonar

71 74 Radiaton Eyes

72-73 75-76 Regeneration

74 77 Shapechange

75-77 78 Shorter

78-79 79-80 Skeletal Enhancement
B0 81 Sonic Blast

81 82-83 Sound Imitation

B2-R3 B4-85 Taller

84 86 Toral Healing

§5-86 87-88 Ulrravision

87-89 89 Wings or Gas Bag

920 90 New Mutarion

91-96 91-96 Pick any One Murtation
97-00 97-00 Pick any Two Mutations
Anti-Life Leech (C)

Range: Body Duration: Constant Number: Var
Modifier: CN Use: Constant Effect: Special

Description: The mutant is resistant to the effects of Life Leech. When-
ever he is attacked by Life Leech, he may roll this mutation score. If this roll
15 successful, he does not lose any points, bur instead the Life Leech artacker
loses a base damage of 6 points times the result factor of the countet atrack
roll. if a Red result, the arracker must make an MS Save and check the

results on the Slam Chare. If the result is White, the defender is only
drained 3 points. This murant gains any hit points drained from the at-
tacker, and may absorb up to 100 hit points in one day.

Save: Atracker may only make a CN roll if the counter attack would
slay him, and retains onc hit point per result factor.

Body Change (S)
Range: Body Duration: Constant Number: Self
Modifier: None  Use: Constant Effect: None

Description: This mutation is not found on the table. It is piven to
provide the GM with guidelines for altering the appearance of a mu-
tated animal. Most mutated creatures will exhibir a physical alteration
which marks them as changed. These body changes do not typically con-
fer any special abilities unless the GM wants to assign some power to
them. Further, 2 body change does not need to possess a score. Typical
body changes may include the following, as well as others. The GM may
roll 1d100/4 to randomly determine the change or choose.

1 Skin Color 10 Enlarged Legs 19 Forked Tongue
2 Hide Texture 11 Enlarged Ams 20 Crest

3 Skin Sheds 12 Enlarged Chest 21 Clump of Hair
4 Hair Color 13 Enlarged Hands/Feet 22 Bony Ridge

5 Eye Color 14 Enlarged Spine 23 Bony Brow

6 Fcathers/Scales 15 Enlarged Eycs 24 Tail

7 Tentacle Limbs 16 Enlarged Ears 25 Trunk

8 Skinwebbing 17 Fangs or Tusks

9 Antennae 18 Different Feet

Body Control (C)

Range: Body Duration: 3d6 minutes Number: Self
Modifier: MS Use: Once cach 8 hrs  Effect: Special

Description: The mutant may temporarily increase one body func-
tion of his choice. He must make a muration roll, and if he succeeds, he
raises one funcrion either by 1 point per result factor or increasing effect
of thar action by + 1RF per result factor. The murant suffers a loss of 4
hir points per result factor of this roll due to the strain. If the result is
White, he loses 2 hit points. If it is Black, this muration is Sprained, see
the special effect.

Sight: The mutant can see one range factor further per result factor
He can see his base range in the dark, in fog or in water and can gauge
radiation Intensity levels.

Hearing: The murant can hear one range factor farther per result fac-
tor, and can not be surprised by things within this range. He also suffers
double damage from sonic atracks,

Touch: The murant gains an intuitive understanding of the structure
of most things being touched (one Tech level per factor). In combat, he
treat each result as if one result better. He also adds +5 when examining
artifacrs.

Smell: The mutant can distinguish faine smells. Idendifying their
source and adding 1 per result facror, to his Tracking ralent rank; if he
does not possess tracking. he performs at a rank equal to this bonus, He
can also detect poison.

Endurance: The mutant may increase the aumber of wims he may
endure 4 hardship by + 1 per result factor. He may also add this bonus
to his CN score for any Saves necessary.

Speed: The muctant may increase his speed by one tenth of his base
speed per result factor. He may also parry and attack in the same tum
without dividing his attack rank.

Strength: The mutant may increasce his PS score by 1 per result facror.

Reflexes: The mutant may increase his DX score by 1 per result fac-
tor.




Force: The mutant may increase the hardaess of his flesh to improve
his AC by 1 per result factor, plus adds + 1 per bonus to his hrawling
base damage.

Awareness: The mutant may add 1 per result factor to his IN score
when attempung any Awarcness/Observation action.

Save: At the end of the duration, the mutant must make a second
muration roll modified by CN. If he fails he must make a CN roll and
find the result on the System Shock Chart,

Carapace (S)

Range: Body
Modifier: None

Number: Self
Effect: Armor

Duration: Constant
Use: Constant

Descriprion: The mutant gains a chitinous carapace that gives him
natural armor. Roll d100;: 01-75 = Partial Carapace; 76-00 = Full Cara-
pace. Each has a2 natural AC value as nored below. A character with a
carapace may not wear other suit armor, unless he is an insect. He may
wear energy fields.

Partial Carapace: AC 3(—15)

The mutant may concentrate on his carapace, and pull it tight by
making a mutation roll. His AC improves by 1 per result factor of that
roll, and the damage reduction increases by —5 per. He may perform no
other action while so concentrating.

Total Carapace: AC 6(—30)

Save: None
Chameleon Powers (C)
Range: Body Duration: Constant Number: Self
Modifier: MS Use: Constant Effect: Hides

Description: The murtant has the ability to alter his color and the
color of his garb to blend in with his surroundings. Each time he uses
the muration, he must make @ mutation roll. The color of the result in-
dicates the difficulty factor for someone spotting him. If the mutant re-
mains morionless he gains a + 1 resulcshift. This muraar gainsa = 1CS
when others are attacking him with missile weapons. He can not be
tracked by smell.

Save: To sec him, a creature must make an IN save minus this muta-
tion’s modifier at the difficulty color established.

Density Control (Self) (C)
Range: Body Duration: 60 Minutes  Number: Self
Modifier: CN Use: Once per 16 hrs  Effect: Special

ion: The mutant has the ability to increase and decrease his
size by altering the density of his body. The murant may increase his size
by stages of +50% of his original size, and he may decrease his size by
increments of 1/2 his currene size or 1/2, 1/4, 1/8. 1/16and 1/32. The
chance of success is equal to one Difficulty factor per increment, starting
with Blue, Thus for the mutant to inctease his size by +150% or reduce
his size to 1/8th normal would require be a Yellow Difficulty level.

This size change is the result of the murant decreasing his density to
grow, and increasing his density to shrink. Changing one’s density af-
fects the being's movement rate, AC, Attack Rank and the base damage
caused in Melee and Unarmed Combat.

Growth: For every +509% increase the being’s speed increases by
+1/2. His AC decreases by 1( —5). His Artack Rank increases by + 1CS
and his base damage is decreased by 2 points.

Shrink: For every 1/2 increment of decrease, the being's speed is x1/
2, His AC increases by 1{—5). His Arrack Rank decreases by —1CS,
while his base damage increases by 1 point. However, a decreased char-
acter must use smaller melee weapons. Small versions of normal weap-
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ons, unless energized, cause half the normal base damage.

Displacement (S & C)

Range: 10 meters Duration: Constant
Modifier: DX Use: 1/hour per score

Number: Self
Effect: Short Telepore

Description: The mutant has the power to avoid danger by auromar-
ically releporting away when first encountering a hazard or suffering
damage at start of an encounter. The distance releported is equal to 10
meters times the result factor +1RE The GM decides where the being
teleports to. If there is no safe place to teleporr to, this automatic re-
sponse will not work.

The mutant may also intentionally try to teleport away, but the dis-
tance teleported equals 5 meters times the result factor of the roll. A
Black result means the character is Stunned for a tumn, Displacement is
treated as one action for purposes of combat,

Dual Brain (S)

Range: Body Duration: Constant
Modifier: MS Use: Constant

Number: Self
Effect: Two Actions

Description: The mutant’s brain has divided into two distinct seg-
ments. He gains anadditional 1d6/3 mental mutations and adds +2to
his roll when examining artifacts. He may make two mental artacks or
one mental and one physical action at the same time. Whenever this
character is mentally artacked, he may make 2 Mutation Save gaining
+1 result shift to his roll, to avoid the effects of the actack. If already
permitted & MS Save, he adds his murtation score to his MS before roll-
ing.

Duality (S)
Range: Body Duration: Constant Number: Self
Modifier: DX Use: Constant Effect: Two Actions

Description: The mutant has heightened reflexes and may perform
two different physical actions in one tum, Whenever this character is
physically attacked in melee or unarmed combat he may make 2 Dodge
arcempt addmg his Muration score ro his DX. For all actions modified
by Dexterity, treat the modifier as double. He may also use this mura-
tion to gain a second roll when checking for Surprise.

Electrical Generation (C or S)

Range: Touch Duration: Constant
Maodifier: DX Use: 1 per minute

Number: Var
Effect: (Critical)

Description: The murant has the power to generate an electrical
shock once every minute. The mutation score is used to when attacking
with thismutation. The base damage caused equals 1/2x the score. This
attack may be made against several crearures at once so long as they are
all rouching the muranr or one another. See types of damage for Electti-
eal,

Energy Absorption (C)

Range: Body Duration: Constant Number: Self
Modifier: CN Use: Constant Effect: Damage Re-
duced

Description: The mutant has the power w negate damage from each
energy ateack that strikes him. He must make a Mutation save and ne-
gates 3 points of damage times the result facror. This murtant is nor af-
fected by Paralysis,
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Energy Metamorphosis (C)
Range: Body Duration: Constant  Number: Scif
Modifier: CN Use: Constant Effect: Healing

Description: The mutant has the power to transform power from
some form of cnergy attack to cure damage. If this murant also possesses
Energy Absorption, this mutation may be used to transform electrical,
light, heat, microwaves and radiaton attacks into healing. If he does
not, he may only affect one of these types of energy, GM choice.

The being must make 2 Mutation roll whenever attacked by that type
of energy. If the roll gains any Spectrum result, instead of suffering
damage, the being is cured a number of hit points equal to the base
damage score of the attack times the result factor rolled. If the resultis a
failure, the creature suffers damage, but may reduce the total damage
suffered from that form of artack in one tumn, by subrracting the muta-
tion score.,

If the energy absorbed exceeds thar needed to cure the being, he may
attack another crearure that rurn by making a muration roll and causing
the same base damage as the original actack. The base range of this at-
tack is 2 metets.

Gas Generation (C)
Range: 10 meters Duration: 3 tums Number: Var
Modifier: None  Use: 1 per hour Effect: Special

Description: The mutant has the ability to gencrate and spmy onc
type of gas. The mutation score is the Incensity of the gas, and the area
of effect equals 2 metess per result factor of the attack, The base damage
caused and the base duration in minutes of any effect is 1/2x the Inten-
sity score, All ereatures within the area of effect may make a CN Save to
avoid the special effects of the gas. Possible types of gas include:

1. Foul Odor: Victims suffer ~ 1CS on Artacks.

2. Paralysis: Victims may be patalyzed.

3. Blinding: Victims may be blinded.

4. Sensitivity: Victims become vulnerable as the defect, to one ele-
ment as previously defined by GM,

5. Poison: Victims may suffer Progressive Damage.

6. Double Vision: Victim's of gas see double and will miss on any At-
tack Roll that is an odd number.

Gills (S)
Range: Body Duration: Constant Number: Self
Modifier: None  Use: Constant Effect: Breathe Wates

Description: The mutant has developed a ser of gills as well as nor-
mal lungs. He may breathe water. Any CN rolls involving poison gas, or
while the character is underwarer, use this score instead of CN.

Hands of Power (C)

Range: 3 meters Duration: 1 rurn
Modifier: CN Use: 1 per hour

Number: One
Effect: Special

Description: The mutant has the power o emit special energies from
his hands through conscious molecular agitation. He is immune to the
energics he emits, but not to the other artacks using similar encrgies. He
may select the effect he wants to generate from the four listed below. To
artack he must roll his Mutation score; his basc damage equals 1/2x his
score.

1. Electrical Hands: Emits boles of lightning.

2. Flaming Hands: Emits a jet of fire, causing double damage to any-
thing that is flammable.

3. Defoliant: Emits sonic waves that deswoy plants,

4. Gamma Hands: Emits invisible waves of radiation.

Heat Generation (C)
Range: Touch Durarion: Constant Number: Var
Modifier: DX Use: 1/3 turns Effect: Hear

Description: The musant has the power 1o generate extremne heat
with his hands or leaves. This heat may be used to attack others by mak-
ing a Mutation roll; base damage equals 1/2x score. This character only
suffers half damage from other heat artacks after the damage reduction
due to defenses is subtracted.

Heightened Balance (S)

Range: Body Duration: Constant
Modifiern DX Use: Constant

Number: Self
Effect: Balance

Description: The mutant has a strong sense of balance and can walk
wires, slippery surfaces and maintain his feet when making long leaps.
This scote is added to the being's DX score when checking for balance
actions. Further, he may subtract this score from the Intensity score of
buffeting arracks.

Heightened Physical Abilities (S)
Range: Body Duration: Constant Number: Self
Modifier: None  Use: Constant Effect: Special

Description: This mutant has heightened capabilicies in one of the
three physical abilities.

1. Strength: The mutant may add this score to his PS score when lift-
ing, pushing or crushing something. He also gains +2 to his base dam-
age score when using melee weapons and unarmed combat requiring
strength

2. Dexterity: The mutant may add this mutation score to his DX
score when climbing and performing other acts of nimbleness. He also
gains a —2CS bonus on all melec and unarmed combar attacks against
him.

3. Constitution: The mutant's gains additional hit points equal to 2¢
his CN score. Further, when saving vs Poison or Radiation effects, this
score may be added to the being's CN score.

Heightened Precision (C)
Range: Sight Duration: Constant Number: Self
Modifier: IN Use: Constant Effect: Special

Description: The mutant has improved observation skills and treats
all ranges as one range closer. He gains + 1RF on any Spectrum color on
an artack. In addition, he may determine an item's weakness by study-
ing it for several minutes and making 2 mutarion roll. It rakes 10 min-
utes per result factor gained to succeed in the study. Then on any
successful attack against the item, that item must make an Ability Save
at the Difficulty level of this mutarion roll or suffer a Critical result.

Heightened Senses (C)
Range: Variable  Duration: Constant Number: Self
Modifier: IN Use: Constant Effect: Special

Description: The murant possesses one superior sense. By concen-
trating on its use, the character may improve his range by one factor per
result factor of a Mutation roll. However using this sense may make him
more vulnerable to cerrain types of arracks. He also gainsa + 1 to his roll
when examining an item, per resulr factor of his Muration roll.

Hearing; Suffers double damage from sonic attacks while using this




mutation. He also must save vs each of these attacks or be deafened for
2d10 minutes.

Sight: Suffers double damage from light arcacks and must make a
Mutation save or be blinded for 1d10 minutes.

Smell: Affected by odor atracks at rwice their normal range and must
use this score instead of his CN when rolling to avoid special effects of

gases.
Taste: Can identify items by taste if ever tasted before. Must use chis

score when rolling to save vs the special effects of poison present in food,
Touch: Suffers from Pain when has lost only 25% of all hit points.

Heightened Speed (C)
Range: Body Duration: 1 hour/4 Number: Self
Modifier: CN Use: Constant Effect: Faster

Descriprion: The mutant can move at twice his normal fast speed for
up o on¢ hour, but then must rest for one hour or suffer from fatigue,
This murant maintains a higher level of awareness while moving ar
faster speeds and treats cach rare of speed as the next lower one,

During combat, this being may attemprt 10 move more than half his
movement rate (up to twice his rate) and sill gain another action the
same turn. He must make a Mutation roll 1o gain a second action on any

Spectrum result,

Horns or Antlers (S)
Range: Body Duration: Constant Number: Self
Modifier: None  Use: Constant Effect: Attack

Description: The mutant has grown an extra set of horns or antlers
and may use these as a physical artack inflicting a base damage equal to
1/2x the Mutation score, When making an attack with these horns, the
mutant must use his Muration score instead of his rank.

Immunity (S)

Range: Body
Modifier: CN

Number: Sclf
Effect: No damage

Duration: Constant
Use: Constant

Descriprion: The mutant has become immune to cercain Intensities
of a specific type of energy attack. Any Intensities less than his mutation
score will cause no damage to the character. Those equal 1o or greater
than his score he may add his mutation score to his CN when saving to
avoid the special effects of the energy. Things that a creature mighr be

immune to include:

Light Drugs Paralysis Electricity
Hear Poison Control Microwayes
Cold Disease Suffocation  Sonics
Corrosives Biogenetics ~ Mental Artacks Radiation
Infravision (S)

Range: 10 meters Dumrtion: Constant Number: Self
Modifier: IN Use: Constant Effect: See Heat

Description: The mutant has the power to see any heat-producing
source, regardless of normal visibility conditions. Instead of making an
IN mll to identify the item, he must make a Muration roll. Intense
blasts of heat at close range (lasers, explosions, fires, etc.) require the
charicter to make a Mutation Save vs the attack or be blinded for 1d6
minutes,

== —————
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Invisibility (C)
Range: Body Duration: Special Number: Self
Modifier: MS Use: 1 per 10 minutes  Effect: Invisibile

Description: The murtant’s body possesses cells that may be altered
through concentration, so that light passes right through them making
the character transparent and potentially invisible. An invisible creature
also masks its heat source and while invisible may make a Muration Save
vs the sensing roll of the creature looking for them, When a creature
wants to become invisible, he must concentrare, and a Mutation roll is
made. The result of that roll defines the degree of difficulty thar exises
when trying to detect the creature. Turning invisible inflicts 5 points of
damage on the creature. He may try to change the degree of invisibility

by rolling again.

Kinetic Negation (S)
Range: Body Duration: Constant Number: Self
Modifier: None  Use: Constant Effect: Special

Description: The mutant possesses resilient cells that can adapr to
physical impact. He must make a Mutation Save und negates 3 points of
damage times the result factor. This mutant is not affecred by Slams.

Light Generation (C)

Range: 15 meters Duration: 1 tum
Modifier: None  Use: 1 per hour

Number: Var
Effect: Blind

Description: The mutant can generate an intense flash of scaring
light that causes base damage equal to 1/4x the Muration score. In addi-
tion, all victims within range must make an IN Save vs the attack or be
blinded for 6 turns. At greater ranges than shore the Save may be made
at 1RF less per additional range.

Mane or Bristles (S)
Range: Body Duration: Constant Number: Self
Modifier: None  Use: Constant Effect: Special

Description: The mutant has a thick mane or brstly hair that pro-
vides a natural AC value of 1(—5). This value is only available when not

wearing other armor. These bristles may also function as a Heighrened
Sense: Touch.

Metamorphosis (C)
Range: Touch Duration: Variable Number: Self
Modifier: CN Use: 1 per hour Effect: Change

Description: The mutant has the power to eransform his body 10
match that of any creature he rouches. This transformation is instanta-
neous. The mutant gains any mutations possessed by the form he is cop-
ying while in that form, but he rerains all of his original Rank and hit
point scores ability scores of the form he is copying. Bur he retains his
own and loses his own naturzl powers.

To transform, the mutant must touch the creature he is copying and
make a Mutation score. The chance of success is dependent on how dif-
ferent the creature is from the character’s original form, based on size,
form, and powers. The GM assigns a difficulty rating. If successful, the
being metamorphoses into the new form. He may retain this form as
long as he desires.

In addition to this shapechanging powet, the being can copy encrgy,
but only while in his own form. He must make a Mutarion Save vs the
attack and if successful, he suffers no damage and may fire 2 similar en-
ergy blast at another rarget on the next turn using his Mutation score as
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his Artack Rank.

This mutation can not copy inorganic or partially organic beings.
Modified Body Parts (S)
Range: Body Duration: Constant Number: Self
Modifier: None  Use: Constant Effect: Special

Description: The mutant possesses an altered body part thar gives
him a new power. The player may invent this change but must consult
with the GM to make sure it is allowable. The game effect of this mora-
tion will either add the Muration score to an existing ability, replace the
use of the score in cerain situations or be required to determine the
chance of success when using the new ability. Some examples are given:

Changed Appendix: Provides Immunity to most poisons.

Changed Flesh: Repels a single form of energy.

Changed Nerves: Faster reflexes or heightened sense.

Patagia: Glider membranes.

Pineal Eye: Allows being to see through other creatures' eyes,

Large Legs: Doubles leaping distances,

Muitiple Body Parts (S)

Range: Body Duration: Constant
Modifier: None  Use: Constant

Number: Self
Effect: Special

Description: The mutant possesses 1d6 additional appendages or or-
gan of some type. The ability to use these additional parts is the Muta-
tion score. This may not affect the brain. If this mutation is multiple
limbs, the character may gain the ability to make additional melee and
unarmed combart atracks. Some possibilities include:

Mulciple Eyes/Ears Multiple Arms/Legs
Multiple Fingers Multiple Hearts

Multple Teeth Muldiple Lungs

New Body Parts (S)

Range: Body Durartion: Constant Number: Self
Modifier: None  Use: Constant Effect: Special

Description: The mutant possesses some body part nor typically
found in his species, To use this muration to perform uncertain actions
requires 2 Mutation roll. This item may be chosen by the player, but
should be confirmed by the GM. Some possibilities include:

Wings Tentacles Tail

Antennae

Extra Eye Different Head Fur/Scales

Facered Eye

Trunk Claws Mantle

Light Organ

Photosynthetic Skin (S)

Range: Body Duration: Constant  Number: Sclf
Modifier: CN Use: Constant Effect: Food Reduction

Description: The mutant has skin thae produces nurrients chat serve
the creature's need with 1/4th the normal food and water consumption
and sunlight, He heals at twice the normal rate and may make a Muta-
tion roll to artempt to recover from a crippling injury, or a disease. He
may even regenerate limbs by tripling his food intake and making an
Ormnge difficulty roll. However, he suffers a penalty of +5 points to the
base damuge of a cold or heat attack.

Physical Reflection (S)
Range: Body Duration: Constant Number: Self
Modifie: None  Use: Coustant Effect: Specia

Description; This mutant's skin reflects even the most intense forms
of a particular energy type away in a random direction (GM decides di-
rection). He suffers no damage from this type of artack. The reflected
cncrgt-_ly attacks using this Mutation's score. Possible categories of energy
include:

Heat Laser

Radiation

Cold Electrical

Somc

Poison Generation (S & C)

Range: Touch Duration: Constant Number; One
Modifier: None  Use: 1 per turn Effect: (Critical)

Description: The murant car: generate 2 special poison which it may
deliver using one of its natural artack methods. The Intensity of the poi-
son cquals the Mutation score, and the base damage is 1/2x the score. A
Red result is always a Critical injury. The special effect of the poison in-
clude one of these.

1. Drugged 3. Progressive Damage 5. Knockout
2. Sickens 4. Paralysis 6. Delusion

Quills or Spines (C)

Range: 5 meters Duration: Constant Number: Self

Modifier: DX Use: Constant Effect: Missiles

Description: The mutant has quills all over his body, or spines have
grown along his back and tail, if any. There are a total of 1d100 quills or
spines and these may be flung at a target, up to four a turn. The Muta-
tion score is used as their Attack Rank, Quills and Spines cause a basc
damage cqual to 1/4x the score, If a creature makes an unarmed artack
against this creature he is automatically attacked four times at +1RE
Spent quills and spines will grow back in two weeks,

Radar/Sonar (C)

Range: 15 meters Duration: Constant
Modifier: IN Use: Constant

Number: Self
Effect: New Sense

Description: The mutant has either enlarged ears or antennae that
allow him to see by using sound waves. When using this mutation to
identify an item, make a Mutation roll instead of an IN roll, Loud
noises, myriad moving objects and much metal may interfere with this
mutation, making it more difficult o identify items and their move-
ment. Radar can see invisible crearures.

This mutation also gives the mutant a +1CS in melee combat.

Radiation Eyes (C)
Range: 15 meters Duration: Constant Number: One
Modifier: PS Use: 1 per hour Effect: Radiaton

Description: The mutant can emit a blast of radiation from his eyes
equal in Intensity to the Mutation score,

Regeneration (C)
Range: Body Duration: Constant Number: Self
Modifier: CN Use: 5 per day Effect: Healing
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Description: The mutant has the power to regenerate 2 number of
hit points equal to this mutation's score twice a day. Instead of regener-
ating hit pains, this ability may be used to attempr to cure 4 personal
crippling injuty, disease or poisoning by making a Mutation roll ar a
Difticulty level assigned by the GM. When 2 character uses this muta-
tion he must consume twice the standard rations and water for that day
or suffer Exhaustion.

Descriprion: The mutant can assume the shape of any mammal, in-
sect or reptile thart he has seen. The chance of success is determined by
the GM based on how different the size and shape is from the being's
original form. This change allows the being to use any of the natural
physical abilities of the assumed form, such 2s wings to fly; but does not
duplicate mutations or internal abilities, such as poison. It takes one
turn to transform. None of the being’s geat or clothing will transform
with him. While changed, a creature retains his own Artack Rank and
hir points, and his physical scores. The GM will have to decide if he re-
tains any of his physical mutations while transformed. The mutant may
use all of his mental murations.

If a character wants to change back to normal form before the end of
the duration. he must make a Mutarion roll. If he fails he is stuck in the
shape the rest of the durartion.

Shorter (S)
Range: Body Duration: Constant Number: Self
Modifier: DX Use: Constant Effect: Smaller

Description: The mutant is smaller than normal for his species. Di-
vide the species’ normal height be 10 and roll 1d6. The being is that
many units smaller than normal. This change causes atackers o trear
the creature as if the next smalles size category. Treat this as double the
combat modifier for tiny creatures. The mutant uses this score instead of
his DX score when dodging and hiding. He adds this score 1o his DX
when trying to squeeze through a space. Subtract this scote from the be-
ing's PS when derermining leaping distance. This mutant suffers from
Increased Metabolism.

Skeletal Enhancement (S)
Range: Body Duration: Constant Number: Self
Modifier: PS Use: Constant Effect: —1RF

Description: The mutant’s skeleton is reinforced and he takes less
damage (= 1RF) from all melec and unarmed combar artacks doing
crushing and bashing damage. He also gains — IRF vs crashes, crushing
weights and falls, This score is added to the being's CN when resisting
Slams and Crushing Attacks. Duc to the hardy narure of this crearure,
he heals 5 points naturally per day, instead of 3.

Sonic Blast (C)

Range: 20 meters Durmtion: Constant
Modifier: CN Use: Constant

Number: Var
Effect: Sonic At

Description: The mutant can generate high frequency sound waves
that cause damage to exposed tissue. Use this Mutation score for the Ar-
tack Rank; it causes a base damage equal to 1/ 2x the score. Non-organic
targets gain a — 1RF to the damage they suffer.

Sound Imitation (C)
Range: Murtation Duration: Constant Number; Var
Modifier: CH Use: Constant Effect: Special

Description: The mutant can aticmpt to imitate any sound. The GM
must assign a difficulty level to the sound being imitated, and then a
Muration roll must be made to determine success. The base range of this
sound is 2 number of meters equal to the Muration score. Even a Sonic
attack may be imitated, but he suffers a — IRF result and the base dam-
age is limired o 1/2 the ability score, He can only duplicate 2 sound he
has heard in the last 24 hours. This mutant is immune to sonic attacks.
He has an excellent memory and may recall exactly anything he has ever
heard by making a Mutation roll.

Taller (S)
Range: Body Duration: Constant Number: Self
Modifier: PS Use: Constant Effect: Larger

Description: The mutant is taller than normal for his species. Divide
the standard height by 2. Roll 1d6 times this measure and this is how
much taller the creature is. This results in the creature being treated as
the next larger size category. A huge creature is double the combat size
modifier. Taller mutants gain + 1RF ro their melee and unarmed PS
combat Spectrum results. Add this scote to the creature’s PS when de-
termining how far he can leap. and to the being’s CN when resisting
Slams and Knockdowns. Subtract this score from the crearure's DX
when trying to squeeze through a space. This crearure requires rwice the
normal ration and water daily needs.

Total Healing (C)
Range: Body Duration: Constant Number: Sclf
Modifier; CN Use: 2 per day Effect; Heals

Description: The murant can accelerate his healing process to heal
himself in one rurn. He must make a Mutation roll. but gains a + 1RE
He heals 20% of his losses per result factor. On any result but a Red, he
is then Stunned for one turn. This mutation may also be used to try o
heal crippling injuries, disease and poison, by rolling against the Diffi-
culey factor of that injury as assigned by the GM. The mutant gains + 1
result shift, He must consume twice the normal rations and water needs
for each day that he uses this mutation to heal,

Ultravision (S)

Range: 20 meters Duration: Constant
Modifier: IN Use; Constant

Number: Self
Effect: Dark Vision

Description: The murant has the power to see into the ultraviolet
spectrum, which allows him to see in the dark, and to see Radiation and
identify its Intensity. The Mutation score is used to identify an item
when using this sense, rather than IN. Large emissions of radiation, so-
lar flares and cold will interfere with this sense. With this mutation, a
being can detect the amount of energy remaining within an energy cell.

Wings or Gas Bags (S)
Range: Body Duration: Constant Number: Self
Modifier: DX Use: Constant Effect: Flight

Description: The mutant has working wings or bags that may be in-
flated with 2 naturally produced hot gas thar allows the being to fly ata
rate of 120. When maneuverting while flying, the Mutation score is used
instead of DX.. Gas bags are most common in reptiles and allow the mu-
tant to ride the wind currents.

The mutant can carry twice his weight while flying.
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MENTAL MUTATIONS

Humanoid Animal

Mutation

Roll on the Defects Chart
Absorption

Beguiling

Confusion

Death Field Generation
Density Control (others)
Devolution

Directional Sense
Empathy

Fear Generation

Force Field Generation
Gamma Eye

Genius Capability
Heightened Brain Talent
Heightened Intelligence
Ilusion Generation
Intuition

Levitation

Life Leech

Light Manipulation
Magnetic Control

Mass Mind

Mental Blast

Mental Control

Mental Control of Body
Mental Invisibility
Mental Multiplier
Mental Paralysis
Mental Shield
Molecular Disruption
Molecular Sense

Planar Opening

Plant Control
Precognition
Psychometry

Pyro/ Cryokinesis
Reflection

Repelling Force
Repulsion Field
Stunning Force
Summoning

Symbiotic Attachment
Telekinesis

Telekinetic Arm
Telekinetic Flight
Telepathy

Teleporr Object
Teleportation

Temporal Fugue
Thought Imitarion
Time Distortion

Time Manipulation
Time Phasing

Total Healing

Weather Manipulation
Will Force

New Mutation

Pick any One Mutartion
Pick any Two Mutations

Absorption (C)
Range: Body Duration: Constant Number: Self
Modifier: MS Use: Constant Effect: Special

Description: The mutant can mentally transform one type of energy
to cure himself. The GM should select the type of energy the creature
may affect, The being must make a Mutation roll when attacked by this
type of energy. Any Spectrum result, instead of the atrack causing dam-
age cures a number of hit points equal 1o the base damage score times
the result facror. The being may also try to absorb energy from a benign
source, such as a battery and gains a +1RE

Beguiling (C)
Range: 30 meters  Duration: 2 tums Number: Variable
Modifier: CH Use: Constant Effect: Tricks

Description: The mutant makes a separate mutation roll against all
creatures in range, any Spectrum result indicating success. Those beings
affected will use their least powerful areack if attacking or must subrract
the Mutation score from their IN or Morale Raung when making a Re-
sponse check. After every two turns, the affected beings may make a MS
check with an Orange result meaning they have broken free of the ef-
fect.

Confusion (C)
Range: 30 meters  Duration: 3 turns Number: One
Modifier: MS Use: | per hour Effect: Confusion

Description: The murant can cause confusion and disorientation in
others, Use the Mutation score as the Artack Rank. The results of a suc-

cessful artack include the following:

Result Effect

Red Flees for 3 turns

Orange Stunned for 3 rurns

Yellow Does nothing but defend

Green Attacks ar —2CS for 3 turns

Blue Attacks largest thing

Death Field Generation (C)

Range: Mutation  Duration: Constant Number: Variable
Modifier: MS Use: 2 per 24hrs Effect: Special

Description: The murant can generate an anti-life field that destroys
all but one hit point of all creature’s within a range 2 number of meters
equal to the Mutation score, An Artack roll using the Mutation score is
made to define the save coler. Then all vicrims may make an MS Save to
reduce the effect of the field so that they only lose half their hit points.
The mutant is immune to this effect, bur will be unable to perform any
actions for 1d20 turns after using the muration.

Density Control (Others) (C)

Duration: 1 hour
Use: 1 per hour

Number: One
Effect: Special

Range: 6 meters
Modifier: MS

Description: The mutant has the ability to increase and decrease the
size of another creature, by altering the density of the crearure’s body.
This has double the effects of Density Control (Self) the physical muta-
tion,
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Devolution (C)

Range: Muration
Modifier: MS

Number: Onc
Effect: Mutation Loss

Duration: Permancnt

Use: 3 per 24hrs

Description: The mutant has the mental power to strip mutations
and abilities from a creature by regressing the victim to an carlier ances-
tral form. Use the Mutation score as the Attack Rank. The victim is then
permitted a MS Save to avoid the effect. The victim will also suffer dam-
age equal to 1/4x the Muration score. When a being is regressed he loses
one point per result factor from his highest ability score, or his highest
mutation. A Red result indicates the loss of the entire mutation or dou-
ble the point loss for an Ability score. If one’s CN is reduced, his hit
points will remain the same.

Directional Sense (S)
Range: Body Duration: Constant Number: Self
Modifier: None Use: 1 per hour Effect: Navigation

Descriprion: The mutant possesses the power to find his way back to
his base or to any place he has visited in the last 48 hours, by making a

successful Mutation roll. Further, this score is subtracted from the
chance to become lost when exploring,

Empathy (S & C)

Duration: Constant
Use: Constant

Number: Variable
Effect: Read Emotions

Range: Muration
Modifier: CH

Description: The mutant can sense the presence of creatures within
range. He can also determine there emotional stage by making a suc-
cessful Murtation roll. By this means, the being can detect a character’s
perceived health or if he is lying. A Mutation roll is also necessary to de-
tect the presence of & nonorganic being.

Fear Generation (C)
Range: Muration Duration: 5 tums Number: One
Modifier: MS Use: 1 per 10 min Effect: Fear

Description: The mutant may cause fear in a target within range.
Use the Mutation score for the Attack Rank. If successful the vierim
must make an MS roll minus the mutation score, and consult the Fear
table to determine the effect. If unable ro respond as indicated, the
creature will fall unconscious for 1d20 minutes.

Force Field Generation (C)
Range: Body Duration: Variable Number: Self
Modifier: None Use: Constant Effect; Field

Description: The mutant can creatc a mental foree ficld equal
= 1RF per result factor gained from a Mutation roll. The mutant may
make physical artacks from the force ficld but may not use any other
mental mutation while the field is up. A mental forcefield may be re-
duced and destroyed the same way other forccficlds arc, Red attack
resules drop it by — IRE

Gamma Eye (C)

Range: Mutation
Modifier: MS

Number: One
Effect: Mental Shock

Duration: 6 turns
Use: 1 per 24hrs

Description: The mutant can emit an chony light from its eyes which
cause any creature hit by the light to make 2 Mental Shock roll using its
MS score. Use the Mutation score in place of Artack Rank.

Genius Capability (S)
Range: Body Duration: Constant Number: Sclf
Modifier; IN Use: Constant Effect: Special

Description: The mutant’s mind is particularly acute when dealing
with information in a specific area. When dealing with this specific
area, this score is added to the creature's IN score. Further bonuses may
be gained.

1. Military: Gains a + 1RF on all atracks and all Special Effects are
treated as one result higher for purposes of Saves. Also adds +1 to his
roll when examining military items or problems.

2. Mechanical: Add +4 to his die roll when examining vehicles and
machines. Any weapor he fashions gives a bonus of +1CS to the Attack
Rank.

3. Economic: When bartering he may add this score to his Charisma
sc?l:: Further he will usually gain double normal value for items he
sells.

4. Biological: This mutant knows how to placate an enraged or hun-
gry creature, He may subtract this score from the creatures Response
score, before determining responses. The mutant can only use his muta-
tion once per creature per day,

Heightened Brain Talent (S)
Range: Body Duration: Constant Number: Self
Modifier: None Use: Constant Effect: Special

Description: The murant has heightened mental capabilities in one
of the three mental abilities.

1. Mental Serength: The mutant may add this score to his MS score
when resisting mental atracks and trying to control some crearure. He
also gains +5 points to his base mental damage scores.

2. Intelligence: The murant may add this score to his IN score when
checking for Surprise, and making IN Saves or using awareness. He also
gains a +2CS when using devices modified by IN.

3. Charisma: The mutant may add this score to his CH score when at-
tempting to persuade or impress a creature. He also may subtract 5CS
from any creature’s Response score.

Heightened Intelligence (S)
Range: Body Duration: Constant Number: Self
Modifier: IN Use: Constant Effect: Smarter

Description: The mutant is smarter and may add this score to his IN
score when trying to control things. He also gains a +5 to his rolls when
cxamining an item.

lllusion Generation (C)

Range: Sight
Modifier: MS

Number: Variable
Effect: [llusions

Duration: 5 minutes
Use: 1 per hour

Description: The murant has the power to create illusions that can be
seen, heard and smelled. To create the illusion a Mutation roll must be
made. The illusion will last one minute per result factor of the roll, A
White result indicates the illusion only lasts for one tum. Those who sec
the illusion must make an MS Save vs the color reésult of the creation,
and if successful may ignore the illusion. Those who fail will treat the il-
lusion as real, The illusion will appear to respond 1o attacks, bur can
causc no real damage itself, though it may disguise another danger,

Intuition (S)
Range: Body Duration: Constant Number: Self
Modifier: IN Use: Constant Effect: Special
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Description: The murant is subconsciously aware of the intentions of
those around him, especially during combar. He gains +1 on Initiative
rolls and + 3 on his Anack Rank. Intuition will also warn the mutant if
he may suffer damage from some action before he does it if he makes a
successful roll. The mutant may add this score to his IN score when
checking for Surprise.

Levitation (C)
Range: 2xScore Duration: Special Number: One
Modifier: MS Use: 2 per 4hrs Effect: Levitates

Description: The mutant can mentally lift himself or an item equal
to 2x his weight into the air. [fusing this asan attack form he must make
a Mutation roll. He may hold the thing aloft for 2 number of minures
equal to his score. At the end of this time, or when he stops concentrar-
ing. the item will slowly drift to the ground. Levitated items and crea-
rures are subject to high winds.

Life Leech (C)
Range: Muration Duration: 24 hours Number; Variable
Modifier: MS Use: 1 per turn Effect: Point Drain

Description: The mutant can drain 6 hit points each from other ani-
mals and humans, but not from plants, and add these points o his to-
tal. The user must roll to hir each creature in range using the Mutation
score as the Attack Rank. A mutant cannotabsorb more than 300 points
ina 24 hour period. The artack will drain both friends and foes within
the range.

Light Manipulation (C)
Range: | em Duration: Special Number: Sclf
Modifier: MS Use: 2 per 24hrs Effect: Defense

Description: The mutant can cause light to bend around his body,
making him potentially invisible. He remains invisible for 2 number of
minurtes equal to the Muration score. When artacked by light energy, he
may make a Mutation Save ar +1 result shift, 1o avoid rhe effect (in-
cludes lasers and black ray pistols).

Magnetic Control (C)
Range: 30 meters  Duration: 2 tums Number: One
Modifier: MS Use: 1 per hour Effect: Special

Description: The mutant can create and control magnetic fields to
repel, attract or otherwise move at ferrous metal objects. A Blue diffi-
culey fear will allow him to move an weight equal to 5 times his MS in
kilograms. Each additional increment of 5x is an additional Difficulty
level. He may move something weighing up to his MS score automati-
cally. If objects are used as missile weapons they cause a buse damage
equal 10 1/2x the score plus 1 per 100 kilograms of weight.

The mutant may also create 2 magnetic shield against metal weapons,
and is allowed 1o maintain this shield while performing some other
acuon, once the shield has been created. The shield will last for a num-
ber of tums equal to the score. This shield allows the murant to make a
Mutation Save vs every metal atack 1o avoid the effect.

Mass Mind (C)
Range: Touch Duration: Variable Number: Variable
Modifier: None Use: Constant Effect: Mind Link

Description: The mutant may link his mind with another murant
and enhance that mutant’s mental murtations by one per result factor of

the Mutation roll. He must make further mutation rolls every minute he
stays linked. A Black resule anytime indicates the character has suffered
a Crirical injury and must make an MS roll and compare the resuls on
the Crtical Chart. The mutant can perform no other acrion while
mindlinked,

Mental Blast (C)

Duration: Constant
Use: 1 per 3 tums

Number: One
Effect: Mental Damage

Description: The mutant may attack with a Mental Blast which
causes damage equal to 1/2x the Muration score. Use the Muration score
as the Attack Rank. The victim must make an MS Save or also suffer
Mental Damage.

Range: Muration
Modifier: MS

Mental Control (C)
Range: 250 meters  Duration: 24hrs Number: One
Modifier: MS Use: | per 24hrs Effcct: Domination

Description: The mutant can send his psyche to gain control of an-
other creature's body, while his lies dormant. He must make an attack at
2x his Mutation score minus the MS of his victim. Control lasts for a
number of hours equal to the result factor, After this time, the victim
may attempt to regain control of its body by making a 1/2 MS Save. If
the victim re-establishes control, the murant may retuen to its own body
if in range, or may atrack for control again, each time the body loses 1/
4th its hit points.

The creature being controlled, must initially be in range, bur after
that period it may wander beyond the range. The mutant is only aware
of the condition of his current body. He can only return to his original
body when within range. If the body he inhabits dies while our of
range, he dies too. The mutant retains his mental mutations and scores,
but also gains the mental murations of his new form and the physical
abilities and murations.

Mental Control of Body (C)

Range: Body Duration: 2d20 min.
Muodifier; MS Use: 2 per 24hrs

Number: Self
Effect: Special

Desaription; The mutant may override physical pain and alter him-
self internally to cure 3 hit points per result factor on a successful Muta-
tion roll, In extreme situations, he may also use this Muration to
increase his PS, DX and Speed by 3 per result factor. The mutant falls
unconscious for 1d6 minutes after using this mutation,

Mental Invisibility (C)

Duration: Variable
Use: 2 per 24hrs

Number: Variable
Effect: Invisibility

Range: Mutation
Modifier: MS

Description: The mutant can affect the minds of all those within
range to make himself unnoticeable. Only one roll using the Mutation
score needs to be made to wrn invisible. However, if the mutant does
something to attract arcention or a new creature enters the range, the
creature is allowed to make an MS Save against the Invisibility Difficulty
to see the mutant. The invisibility lasts a number of turns equal to the
Mutation score.

Mental Multiplier (C)
Range; Mutation  Durarion: Variable Number: Onc
Modifier: MS Use: Constant Effecr: Double Mental

Description: The mutant may double any mental score of an ally, by
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making a successful Mutation roll. He cannot do anything else while do-
ing this. This mutant’s emotions, mental powers and intentions can not

be detected.
Further, he subconsciously adds + 1 to all mental powers of allies that

are within range, and causcs all foes in range to attack ar —1.

Mental Paralysis (C)

Range: Mutation
Modifier: MS

Number: One
Effect: Paralysis

Duration: Variable
Use: Constant

Description: The murant can affect an opponent’s nervous system
slowing his reflexes and causing a —1CS per result factor of the arrack.
Use the Mutation score for the Attack Rank. Further, those suffering
from the attack must make an MS Save vs the attack or be Paralyzed,
making the victim incapable of physical or menral actions. The mutant
can maintain this paralyzation by concentrating each subsequent tum.
After 5 turns of paralysis the victim must make a CN check for 2 Critical
lnjury every turn until released or dead. Plants need nor rall for Crirical
injuries.

Mental Shield (S & C)
Range: Mind Duration: Constant Number: Self
Modifier: None Use: Constant Effect; Special

Description: The mutant may automatically sense any creature with
a mental mutation that approaches within 2 number of meters equal to
the mutation score. Beyond that range requires a Mutation roll at
greater ranges. When making MS Saves, the mutant may add this score
to their MS. He may also consciously attempt to use this murtation to
block the effects of one mental attack a turn by making a Mutation
Save.

Molecular Disruption (C)

Range: Touch
Modifier: MS

Number: One
Effect: Disintegrates

Duration: Permanent
Use: 1 per 24hrs

Description: The mutant can disintegrate anything up to 500 kilo-
grams of weight. He must make a Mutation actack roll, and disinte-
grates 20% of the irem's hit points per result factor. The mutant must
then make an MS Save vs his own attack or fall unconscious for 1d6
hours, The GM may assign a Difficulty factor to this artack if the tem is
a particularly dense material. If the rarger is a sentient crearure he may
make a DX save to reduce the damage to half, Armor does not stop this
attack, though a force field or shield will.

Material Difficulry

Metal Red

Stone Orange

Plastic Yellow

Vegetation Green

Flesh Blue

Molecular Sense (S)

Range: Touch Duration: Constant Number: One
Modifier: IN Use: Constant Effect: Sense

Description: The mutant instinctively understands the structure of
anything he touches. Headds +5 to his basc damage score when attack-
ing something he has successfully touched. He may add 3 o his dice
rolls when examining an artifact. He may also attempr to circumvent a
security device by making 2 Muration roll at a Difficulty factor equal to
the Code level of the device (thus a Code I = Blucand a Code V = a
Red Difficulty).

Planar Opening (C)

Range: 15 meters  Durarion: 1d6 min.
Modifier: None Use: 2 per 24his

Number: Variable
Effect: Dimensional Door

Description: The murtant can create a three meter square door into
an alternate plane of existence, anywhere within range. The mutant
may then manipulate this plane to strike any creature within range on a
successful Mutation attack roll. This contact causes base damage equal
to 1/2x the score, and the victim must make a DX Save vs the artack or
fall through the door. Creatures may attempr to find their way our as
long as the door is open by making an IN Save once each minute and
getting a Red resulr. Once the door is closed the ereatute is lost and will
not returmn. If 2 Black result is rolled when materializing a new doorway,
the mutant has accidentally opened a door for one of the creatures he
previously trapped and that ereature may try to escape again.

The mutant may also use these planes to teleport randomly. He and
those touching him may step through one plane and back into the
Gamma World through another. The GM may determine where the
character teleports to. A Mutztion roll should be made to determine the
distance rravelled.

Result Distance

Red 1d6 x 1000 kilomerers

Orange 1d6 x 100 kiloemeters

Yellow 1d6 x 10 kilometers

Green 1d6 x 1 kilometer

Blue 1d6 x 100 meters

White 1d6 x 10 meters + 10 meters above ground
Black 1d6 x 1 meter + lost for 1410 days
Plant Control (C)

Range: 15 meters  Duration: 1d6 min. Number: One
Modifier: MS Use: 1 per hour Effect: Control

Description: The mutant may control the actions of one plant within
range if a successful roll is made. Intelligent plants may make an MS
Save vs the attack to avoid control, but if successful, must roll for Mental
Shock. This mutation works llke 2 domination attack. Intelligent plants
may actempt to break free of control, but unintelligent plants may nor.
However the mutant can only control one plant at a time.

Precognition (S)

Range: Murarion  Duration: Constant
Modifier; Nonc Use: 1 per 30min,

Number: Self
Effect: Warning

Descriprion: The mutant can sense danger before it strikes. He
knows the direction of the danger but not its identity. The mutant may
also use this ability to attempt to sec one minute into the furure, but the
clarity of what he sees is dependent on the color of the resule. If he sees
physical damage for himiclf, and possible death, the mutant must
make a M$ Save vs the mutation roll or fall unconcious for 1d6 minutes
and lose 50% of his current hir points.

Psychometry (C)

Range: Touch Duration: Constant
Modifier: None Use: 1 per 24hrs

Number: One
Effect: Reading

Description: The mutant may read the past of any item he rouches.
He can learn the history, funcrions, purpose, origins and where the item
has been in a past number of years equal to 10 per result factor. Mutants
with this ability treat an item they are examining as 3 complexity levels
simpler than that indicated if it has been successfully used within the
time period.
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Pyro/Cryokinesis (C)
Range: Mutation Durarion: Variable Number: One
Modifier: MS Use: 1 per tum Effect: Special

Description: The mutant has the ability w cither increase or decrease
the temperature within an arca. He may use this ability to attack a crea-
ture by making a Mutation attack roll. The base damage equals 1/2x the
score. For cach consccutive attack on the same target, the mutant gains

+1RE After three turns of exposure to heat, flammable items will ig-
nite. And after three turns of exposure 1o cold, water will freeze, and
pottery, plastic and crystal will tumn brittle and become AC 0.

The mutant may also atcempt to control fire or icc depending on the
Intensity of the item. For every factor of the danger equal to the Mura-
tion score, this is treated as one Difficulty level higher, Control allows
the murant to double or halve the item’s Intensity for onc rurn. A pyro-
kinetic can cause smoke, sparks, flares and colored fire as well as control
the direction of the fircspreading, A cryokinetic can shape the ice, cause
it to splinter, create more ice and change its color.

The mutant is immune to either heat or cold damage.

Reflection (C)
Range: Body Duration: Constant Number: Sclf
Modifier: None Use: Constant Effect: Reflect

Description: The mutant can reflect a specific form of encrgy atrack
back at the attacker by making a successful Mutation Save vs the attack
witha +1 result shift. This mutation can only be used as one action dut-
ing a turn,

Repelling Force (C)
Range: 1 meter Duration: Variable Number: Variable
Modifier: MS Use: 2 per 24hrs Effect: Special

Descriprion: The mutant can create a force field 2 meters wide that
will block all physical artacks from any item less than 300 kilograms or
x3 result factor. The mutant makes a Mutation roll and the field will last
for 2 turns per result factor. ltems bounce off the field. This effect is
good against crushing attacks, crashes, collisions and falling. Any attack
equal to or greater than this may harm all characters within the force
field. The murant must make a Mutation roll and may subtract IRF per
result factor from the damage caused. If this still causes damage, the
field collapses.

Repulsion Field (C)

Range: 15 meters  Duration: Variable
Modifier: MS Use: 2 per 24hrs

Number: Variable
Effect: Special

Description: This muration is similar to Repelling Force, except it
works against mental artacks. The mutant must make a Mutacion roll
and the field will last for 2 turns per result factor, A 3 meter spherical
force field can be created around any point within range. Only attacks
causing x3 or more results need be rolled for, The damage from these at-
tacks is reduced by 1RF per result factor of the Mutation defense roll and

if any damage is still caused, the ficld collapses.

Stunning Force (C)
Range: 30 meters  Duration: Variable Number: One
Modifier: MS Use: 1 per hour Effect: Special

Description: The mutant may make a mutation attack using the mu-
tation score as the Arrack Rank. Those successfully hit are Stunned fora
number of umns equal to 1/ 2x the score times the result factor. The vic-

tim must also make a MS Save or be knocked out.

Summoning (C)
Range: 1 km Duration: Variable Number: One
Modifier: MS Use: 1 per 2dhr Effect: Command

Description: The murant may arremprt to summon and command an
unintelligent beast within range by making a successful Mucation roll.
He may automatically summon one creature whose hit dice are less than
half the mutation score. It requires a Blue result to summon any crea-
ture whose hit dice are up to the muraton score. And for each addi-
tional dic above the score, the roll is treated as one Difficulty factor
higher. The mutant must state what type of creature he is attempting to
summons. The creature will obey the mutant's commands for a number
of minutes equal to one times the result factor of the roll. Afrer thar
time, the creature will leave and avoid further summoning.

Symbiotic Attachment (C)
Range: Touch Duration; Variable Number: One
Modifier: MS Use: Constant Effect: Control

Description: The mutant can control a creature if he can successfully
touch it and make a successful muration roll. He may then control the
creature’s actions and cause it to use its powers and mutations at his
command. As Jong as this contact is maintained, mental and physical
control is possible for a 24 hour period. The controlled creatufe may at-
tempt to break free every 4 hours by making a 1/2 MS roll. At the end of
the control, the victim suffers from mental exhaustion for 1d6 minutes.

1f the controlled figure dies while the mutant is in control the murant
also dies, It takes three turns 1o break the connection,

Telekinesis (C)

Range: 15 meters
Modifier: MS

Duration: 10 minutes Number: One
Use: Vanable Effect: Move Object

Description: The murant can mentally lift other objects into the air
and move them about. This requires a successful Mutation roll. The
mutant can move & number of kilograms equal to 2x his muration score
per Difficulty level. He can make careful maneuvers with the item by
mazking subsequent muration rolls. If the item moved is a creature, the
creature may make an MS Save vs the artack to avoid movement, but is
then Knocked Down.

Telekinetic Arm (C)
Range: Mutation Duration: Mutation Number: One
Modifier: MS Use: Variable Effect: Special

Description: The mutant can create a shimmering arm and hand of
force, ten meters long, The arm is similar to the mutant's own, and will
last a number of minutes equal to the mutation score. This arm may be

manipulsted like a real limb and may not be damaged. However, when-
ever the arm is struck with an energy artack, the mutant must make a
MS Save plus the mutation score or the arm disappears. The PS and DX
strengeh of this limb equals the muration score.

Telekinetic Flight (C)
Range: Body Durarion: 1 hour Number: Self
Modifier: MS Use: Variable Effect: Flight

Description: The mutant may fly through the air telekinetically, His
speed equals 2x his land speed and he may carry up to 2x his mutation
score. When maneuvering use the mutation score. The murant may fly




for 60 minures during 2 24 hour period. He may perform other actions
while flying, but may nort use other mental mutations.

Telepathy (C)
Range: Murtation
Modifier: MS

Number: One
Effect: Communication

Duration; Constant
Use: Constant

Description: The mutant may communicate with other creatures
through projected thoughts and emotions. This mutation transcends
languages and works with all creatures. Common beasts will oaly grasp
simple messages. The mutant may also read the thoughits and emotions
of another creature by making a successful mutation roll.

Teleport Object (C)
Range: 10 meters  Duration: Constant Number: One
Modifier: MS Use: 1 per hour Effect: Special

Description: The mutant can cause any objecr weighing no more
than a number of kilograms equal to 1/2x the mutation score, that is in
range to teleport into his hand. If the item is in a creature’s hands he
may make a DX Save vs the attack to hold on to the item. The mutant
must be able to see the item he is tying 1o eleport.

Teleportation (C)

Range: Variable
Modifier: None

Number: One
Effect: Telepont

Duration: Constant
Use: 1 per hour

Description: The mutant can teleport himself and his gear up to a
number of kilometers equal to his muration score. However, if he has
not spent at least 8 hours memorizing his landing spot, he will suffer
damage equal to 10 times the result factor of the muration roll, ltems in
the landing area and energy fields prevent teleporration.

Temporal Fugue (C)

Range: Body Duration: 4 hours
Modifier: MS Use: 1 per 72 hours

Number: Self
Effect: Duplicates

Description: The mutant can create one perfect copy of himself per
result factor of the muration roll, by moving back and forth through
time. Should any of these duplicates be slain the mutant instantly loses
25% of his hit points and falls unconscious for 1d6 hours. At the end of
the duration the duplicates and their equipment vanish,

Thought Imitation (C)
Range: Body Duration: Variable Number: Self
Modifier: MS Use: Constant Effect: Special

Deseription: The mutant can attempt to imitate any thought or
mental attack directed at him in the last 24 hours. The GM should as-
sign a Difficulty factor to the thoughts thar the mutant is trying to imi-
rate, and he must then make a Muration toll o succeed. He may
attempt to imitate 2 mental attack, bur uses this muration score and a
base damage of 1/2x this score for the mental ateack. These arracks suf-
fera —1RE He only suffers half dumage from mental attacks.

Time Distortion (C)
Range: Body Duration: Variable Numbet: Self
Modifier: MS Use: 1 per 24hrs Effect: Slows Time

Description: The mutant can distort the effects of time on his body
so that he can gain onc addigonal action per result factor per turn. He

Mental Mutations

must make a mutation attack using the mutation score as the Arrack
Rank. However he also suffers 3 points of damage per result factor. This
effect lasts for a number of rurns equal ro 1/2x the muration score. Note
that mechanical objects and encrgy systems are not speeded and the
character can only use these once an Action Turn, but may make multi-
ple melee and unarmed combar as well as mutational attacks.

Time Manipulation (C)

Range: Touch
Modifier: None

Number: One
Effect: Negates Act

Duration: Permanent
Use: 1 per 24hrs

Description: The mutant can attempr to negate one action that took
place the previous turn by making a successful Mutation roll. This
action may only include the mutant and one item or creature, and chis
manipulation can only happen if the murant is alive after the act.

Time Phasing (C)
Range: Touch Duration: Constant Number: One
Modifier: None Use: 1 per week Effect: Repair

Description: The mutant can manipulate time to repair a hroken
item, by reaching back to a time when the item was new. This requiresa
mutation roll. This may restore energy to a drained item or fix broken
functions, The mutant must first have an idea of what is wrong with the
item before it can be fixed.

Total Healing (C)
Range: Body Duration: Constant Number: Self
Modifier: MS Use: 2 per day Effect: Heals

Descnption: The mutant can accelerate his healing process to heal
himself in one tum. He makes a mutation roll and gains 2 +1RF to his
results. He heals 20% of his loses per result factor. On any result but a
Red, he is then mentally exhausted for 146 turns. This mutation may
also be used to heal crippling injuries, discase and poison by rolling the
Difficulty factor of the injury as assigned by the GM.

Weather Manipulation (C)

Range: 100 meters  Duration: 6 turns
Modifier: None Use: 1 per 2dhrs

Number: Variable
Effect: Weather Creation

Description: The mutant ¢an create and control the weather outdoors
in a 100 meter radius, with varying effects based on the type of weather
present. He must make a mutation roll to change the weather, based on
the Difficulty factor chosen by to GM 1o represent the difference be-
tween the two types of weather. Temperature can be made to vary by 10
degrees Celsius (18 degrees Fahrenheit) and winds can be doubled or
halved in speed or created at a speed equal to the mutation score.

Will Force (C)
Range: Body Duration: Vatiable Number: Self
Madifier: None Use: 1 per 24hrs Effect: Doubles

Description: The mutant can exert his will power once every 24 hours
to double one ability or muration score for one tumn per result facror of
the mutation roll.
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PLANT PHYSICAL MUTATION

Independent Symbiot Mutation

01-05 01-05 Roll on the Defecs Chart
06-07 06-07 Absorption

08 08 Accelerate Growth

— 09 Adaptation

09 10 Allurement

10-11 — Animal Pars

12-13 11-12 Anu-Life Leech

14-15 13-14 Aromatic Powers

16 15-16 Bacterial Symbiosis
17-20 17-19 Bark or Spines

21-22 20-21 Beguiling

23-25 22-24 Berries

26-28 25-26 Body Change

29-30 27-29 Chameleon Powers
31-32 30-32 Contact Poison

33-35 33-35 Control Birds

36-37 36-38 Control Insects

38 39 Death Ficld Genention
39-40 40-41 Displacement

41-42 — Dissalving Juices

4345 42-43 Divisional Segments
46-47 44-46 Electrical Generation
48.49 47-49 Energy Negauon

50-52 - Explosive Fruit/Seeds
— 50-51 Heat Generation

33-55 52-56 Immunity

56-57 57-59 Increased Sense

58-59 60-62 Mimicry

60 63 Mobility*

61-62 64-66 Modified Leaves

63-67 — Modified Vines & Roots
58-69 67-68 New Body Parts

70-71 69-71 New Senses

72 72 Physical Reflection

73 73 Radiated Fiber

74 74 Regeneration

75-76 75-77 Seed Mobility

77-78 78 Shorter

79 79 Sound Imitation

80 80-81 Spore Cloud

81 82-84 Symbiotic Attachment
82-84 85 Taller

85-86 86-88 Thorns or Spikes
87-89 89 Wings/Gas Bag

90 90 New Mutation

91-96 91-96 Pick any One Mutation
97-00 97-00 Pick any Two Murations

* If this is a player character, he already possesses this mutation and
the player should roll again.

Absorption (C)
Range: Body Duration: Variable
Use: Constant Damage: Nil

Number: Self

Effects: The plant can absorb the damage of one particular energy
type and convert that damage into hir point healing energy for itself.
Every time it has absorbed twice its hit point total in that energy form it
grows one-half merer in length. The GM should roll to determine the
type of damage absorbed from their list of energy weapons.

Adaptation (S)

Range: Touch Duration: Permanent Number: Self
Use: Constant Damage: Nil

Effects: The plant can develop an immunity to some type of physical
attack not involving edged weapons once it has survived thar type of at-
tack one time. The plant can never be immune to haying its stem or
stalks hacked off by weapons. It never gains immunity ro mental attacks
but it can gain immunity to all ocher types of attacks. This immune
process takes 5 days to develop after being exposed to the energy attack
form.

Allurement (C)

Range: 15 meters Duration: Constant  Number: Variable
Use: Constant Damage: 13 (for working)

Effects: The plant’s fragrance has a hypnotic effect on incelligent be-
ings, artracting them to the plant and seducing them into thinking it is
beneficial to be around the plant. This cffect lasts until the plant makes
any type of attack. Those beings allured may roll on the 5 Combat
Column every 5 days to try and resist the effects of the plant.

Anti-Life Leech (S)

Range: Body
Use: Constant

Number: Var

Duration: Constant
Damage: Nil

Effects: Anui-Life Leech for plants is similar to the physical mutation
except plants get 12 hit points per attack instead of 6.
Aromatic Powers (C)
Range: 20 meters Duration: 60 seconds Number:
Use: 1 perhour  Damage: 10 (Special)

Effects: This mutant acts like the physical mutation “Gas Genera-
tion"" except the plant’s chemicals are stronger.
Bacterial Symbiosis (S)

Range: Touch Duration: Constant
Use: 5 per 72 hours Damage: Nil

Number; Var

Effects: Plants with this mutation form a symbiotic relationship with
powerful micro-organisms living just beneath the outer skin of the
plant, When the plant is damaged these micro-organisms are released
into the air around the plant instantly infecting all hostile living orga-
nisms in a meter area around the plant. A successful roll on the 10 Com-
bat Column for each organic being forces them to be the mental slave of
the plant for 24 hours and immediately stop artacking the plant if that is
what they were doing. This mental enslavement will force the being to
serve the plant but not do dangerous feats. These micro-organisms ef-
fect friend and foe alike. The infection will occur for 5 punctures to the
plantin a 72 hours ime period,

Beguiling (S)

Range: 15 meters  Duration: 24 hours  Number: Var
Use: Constant Damage: 15 (for working, damage nil)

Effects: This plant murstion is similar to the mental mutation but
the plant does it with an odorless gas and the effects when successful last
for 2d4 days.
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Berries (C) Electrical Generation (C)
Range: Body Duration: ansrzur Number: Var Range: Touch Duradon: Constant  Number: Var
Use: Constant Damage: Variable Use: Constant Damage: 12 Combat Column

Effects: The plant is able 1o grow special types of berries twice in a
petiod of 300 days. It receives 1d100 berrics and takes 1d6 weeks to grow
them. During this time if the plant takes more than one-half its hit
points in damage its berry producing systems will become inactive for
150 days destroying any potential berries for thar erop. Roll a 1d8 to de-
termine the type of berries the plant can produce and these are the only
ones it can make, The plant can rake into its system its own berries for
the same effects.

1) Purple berries heal 1d10 hit points of damage instantly.

2) Blue berries heal all damage like a total heal.

3) Green berries increase mental strength to 18 for a 24 hour period after
eating,

4) Violer berries are a 19 intensity poison.

3) Orange berries create random effects designed by the GM.

6) Golden berries create a toal immunity w the harmful effects of radi-
ation for 24 hours afier cating.

7) Red berries are an antidote for all types of poisons.

8) Black berries provide an immunity to all forms of mental artack for 24
hours after cating.

Berries lose potency within 1d10 days of picking, berries stay ripe on
the plant for 1d10 days, and unripened berries don't do anything but
make the eater sick for a time.

Contact Poison Sap (S)

Range: Touch Duration: Constant  Number: Var
Use: Constant Damage: 10 (for hitting, damage special)

Effects: The plantsecretes a contact poison of variable intensity. The
GM must roll a 1d20 when the plant is touched for the intensity of the
poison at that time, If the poison rouches naked flesh its harmful effects
instantly activate. The poison itself will become inactive within 20 min-
utes of leaving the surface of the plant.

Death Field Generation (C)

Range: 15 meters Dumtion: Constant  Number: Var
Use: 1 per 24 hours Damage: 19 Combar Column

Effects: The plant emits an energy field of force thar acts exactly like
the mental mutation of the same name. In non- intelligenr plants the
ficld's gencration is up to the GM.,

Dissolving Juices (C)

Range: Touch Duration: Constant  Number: Var
Use: Constant Damage: 16 Combat Column

Effects: The plantsecretes an acidic substance damaging to anything
it touches save the plantitself. The juice may coac the leaves or trunk or
be squirted under pressure at the desire of the plant.

Divisional Body Segments (C)

Range: 60 meters  Duration: Constant  Number: Self
Use: Constant Damage: Nil

Effects; The plant’s tendnls, vines, limbs, trunk, stalk, or whatever (as
deemed appropriate by the GM) have become segmented so thar they can
separate themselves from the parent body and move abour independently
to the maximum range of the plant. These appendages can grasp and use
items and make scparute atracks apart from the parent body.

Effects: This mutation works all the time and acrivates when the
plant wishes. Those touching the plant will receive the shock. The elec-
tric forces the plant can generate do triple damage to electric circuits and
the containers protecting these circuirs.

Explosive Fruit/Seeds (S)

Range: Variable
Use: Constant

Duradon: Constant  Number: Var
Damage: 6 Combar Column

Effects: Some of the plant’s fruit or secds are explosive. 10d10 of
them are generated in 2 300 day period. These growths remain potent
for 1d10 days on the vine and 5d6 days after picking. There is a meter
blast radius with the explosion and they erupt upon impact.

Heat Generation (C)

Range: Touch
Use: Constant

Duration: Constant  Number: Var
Damage: 10 Combar Column

Effects: This mutation acts in plants just like it does for other mu-
tants,

Modified Leaves (S)

Range: Touch
Use: Constant

Duration: Constant  Number: Var

Damage: 5 (Special)

Effects: The plant's modified leaves can do damage to thosc coming
in contact with them. To determine the exact modification for the plant
roll a 1d4.

1) BARBED LEAVES: The leaves are ringed with hardened barbed
hooks causing a +1 Result Shift in damage after hitting.

2) SAW-EDGED SILICA LEAVES: The leaves are in clusters of 8-10 and
stay hidden until touched and then they spring our causing a +1
Column Shift for hitting and a + 1 Result Shift for damage.

3) RAZOR HARDENED LEAVES: Clusters of 6-8 mzor:cdged leaves
surround the plant doing a + 1 Column Shift for hitting and damage.
4) MISSILED VERSIONS: At the mutant’s choice they have one of the
above types that they can throw up to 20 meters away as a missile
weapon.

Modified Vines/Roots (S)
Range: Variable
Use: Constant

Duration: Constant  Number; Var

Damage: 4 (Special)

Effects: The plant has a network of modified vines or roots surround-
ing it. They are always camouflaged by ground cover or hang from
nearby growth. This network extends for 3 meters around small plants,
12 meters around man-sized plants, and 30 meters around tree-sized
plants. Unintelligent plants will use these growrhs w arttack anyrching
that touches them. Intelligent plants can be selective in what they at-
tack. If the plant is mobile so is its network of vines and roots, To deter-
mine the exact nature of the nerwork, roll 1d10. It rakes 2d 10 days to
completely grow back a severed vine.

1) POISON VINES: The plant has a network of tendrils dotted with
sharp poisoned thorns. The poison intensity is rolled for only once and
remains thar way (1d10).

2) TANGLE VINES: The plant has a network of thin, interlaced vines
and if they strike they trip up the victim. Two successful hits completely
immobilizes any victim until the victim or the plant is dead.
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3) SQUEEZE VINES/ROOTS: The plant has 1d12 vines or roots (mu-
tant’s choice) that spring up when activated and whip about until they
successfully strike a victim. They wrap around and squeeze until they
destroy the victim or are themselves destroyed. After the first successful
hit (the plant gees onc try per vine) there is no need o roll againand the
plant will do a + 1 Column Shift in damage on every new Combat Tumn
for each squeezing vine until the 20th Column is reached. If the victim
is still alive after a squeczing effect at the 20th Combat level the plant
must release its victim because that vine becomes exhausted.

4) MANIPULATION VINES: The plant has 2d4 tough gripping vincs.
These do no damage themselves bur can act like hands and manipulate
devices any hand could usc.

5) SUCKER VINES: The plant has 4d6 vines edges with suckers that af-
fix themselves to a victim on a successful hit. Each vine then does dam-
age and one new vine a Combat Turn can automarically atrach iself to
the vicrim.

6) CARNIVOROUS JAWS: The plant has 2d6 mouth-like feeders and
each are atthe end of 15-metert tendrils. The maws are lined with spines
and produce an acid. If the plant has hit with tendrils or anything else it
can automatically stnke with one of these jaws. Extra Column rolls must
be made to hit with more than one jaw.

7)SPEAR VINES: The plant has 4d6 hardencd spear-like vines they can
toss at will and in any number up to their per plant total. The plant has
a mnge of 20 meters.

8)ENERGY SAP MIST: The plant can produce a mist around itself that
will completely negate all weapon energy artacks for 1d8 minutes. The
mist can be created 4 times in a 24 hour period,

9) The plant gets their choice of one of the above.

10) The plant gers their choice of two of the above.

New Body Parts (S)

Rangc: Bady
Use: Constant

Duration: Constant  Number: Sclf

Damage: Nil
Effects: This is just like the physical muration of the same name.

Radiated Fiber (C)

Duration: Constant  Number: 1
Damage: 10 (for hitting)

Range: 15 meters
Use: Constant

Effects: The plant emits a blast of random intensity radiation (1d20
per attack) in @ narrow beam, This mumton makes the plant mutant
immune to harm from adiacion.

Seed Mobility (S)

Range: 60 meters  Duration: Constant
Use: Constant Damage: Nil

Number: Var

Effects: The plant has mobile seed pods physically or mentally linked
tothe parent plant. All specimens of the plant in the area will be linked,
These seeds can carry things to the plant or manipulate devices like
hands or can just acr as scouts for the parent. They can move at the speed
of the parent plant.

Spore Cloud (C)

Range: 15 meters  Duravon: Constant  Number: Var
Use: Constant Damage: 10 Combat Column

Effects: The plant has motion-sensitive mancuverable pods that can
shoot spores. Anything moving nearby can be struck at a +1 Result
Shift for damage. The successfully striking spores will bore into the flesh
or shell of the victim and do an apromatic Column 10 ser of dumage.

54

Victims cannot heal until they do something to gee rid of the spore in-
fection.

Symbiotic Attachment (C)
Range: Touch Duration: Constant  Number: 1
Use: Constant Damage: 5 (for hitng)

Effects; This plant mutation is exactly like the mental muration ver-
sion.

Taller (S)

Range: Body
Use: Constant

Duration: Constant  Number: Self

Damage: Nil
Effects: This plant mutation is exactly like the physical mutation.

Texture Change (S)

Range: Body
Use: Constant

Duration: Constant  Number: Self

Damage: Nil

Effects: At the choice of the plant murant the ourer coaring of the
creature is either unusually slippery or unusually fibrous and touch.
This causes a — | Column Shift for hirting the plant and 2 — 1 Column
Shift for damage when the planc is hic.

Thorns/Spikes (S)

Range: Touch
Use: Constant

Duration: Constant  Number; 1
Damage: 3 Combat Column

Effects: The plant has a bushy growth of spikes or thorns at 1es choice.
When the plant is struck by a paw or fang attack it does automatic dam-
age to the atracker. The plant can also make an artack with them besides
any other artack it is allowed to make.

Throwing Thorns (C)

Range: 30 meters Duration: Constant  Number: Var
Use: 2 per day Damage: 4 Combat Column

Effects: The plant has massive numbers of thorns it can throw in a
wide area (causing the plant character to roll for hitting every victim in
the area). The plant can grow back ane throwing batch of thorns in 1d6
days. If the plant mutant has poison in its makeup the throwing thomns
will be poisoned as well.

Wings/Gas Bag (S)

Range: Body
Use: Constant

Number: Sclf

Duration: Constant

Damage: Nil

Effects: All plant mutants having thorns and this mutation will have
gas bags otherwise the plants with this mutation have funcrional wings;
This mutation acts just like the physical mutation of the same name.
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==
MUTATION DEFECTS
Humanoid Anmimal Plant Mutation
01-05 01-02 01-02 Achille’s Heel
06-12 03-10 03-08 Allergy
13-18 11-16 09-11 Amphibious
19-23 17-19 12-16 Artraction Odor
24-28 20-26 17-24 Body Weakness
29-37 27-35 25-34 Diminished Sense
38-41 36-39 — Hostility Field
42-.44 40-44 35-40 Increased /Decreased Merabo-
lism
45-46 45-46 = Inhibiting Field
47-49 47-48 - Insanity
50-52 4950 4147 Light Dependency
33-57 51-55 48-52 Mental Block
58-60 56-60 53-57 Meatal Weakness
61-62 61-62 — Narcolepsy
63-65 63-64 58-62 No Pain
66-70 65-69 63-65 Nocturnal
71-72 70-71 66-68 Periodic Amnesia
73-82 72-82 69-77 Phobia/Fear
83-87 83-86 78-85 Temperature Sensitivity
88-95 87-95  86-95  Vulnerability
06 06 06 New Defect
97-00 97-00 97-00 GM picks any One Defect

Mutational Defects also possess scores. To determine the score of a de-
fect, a player rolls 3d6 and subtracts his character’s CN modifier.

Low Defect scores are better than high oncs. A player may decrease
his character’s defect scores by one point by spending XP in a similar
manner to that used for increasing ability scores. The cost equals 100 XP
times 20 minus the Defect score.

A Defect score may never be reduced below zero, However, reducing
a Defect’s score to zero does not eliminate the defect.

All Defects are [subconscious] mutationsand cannot be controlled by
the character.

Achilles Heel
Range: Body Duration: Constant Number: Seif
Modifier: CN Use: Constant Effect: Slam

Description: The mutant has a crucial weakness in his body. When-
ever this specific spot is struck, he suffers double damage from that ar-
tack, and must make a CN Check minus the Defect score or suffer the
effects of a Slam. When an attack is specifically aimed to strike this
weakness, the damage seduction of the mutant’s armor is reduced 10
just the AC score. Roll 1d6 to determine the location of this vital spot,
or the GM may create its location.

Roll Locaton Roll Location
1 Back of Skull 4 Some Joint (shoulder)
2 Forchead 5  Belly/Chest
3  Jaw 6  Bottom of Foor
Allergy

Number: Self

Range: 30 meters  Duration: Special
Effect: (System Shock)

Modifier; CN Use: Constant

Description: The mutant suffers an allesgic reaction to some foreign
substance. He must make a CN Check minus his Defecr score. He suf-
fers a penalry of —5CS plus the result factor of his roll times +1CS
when he approaches within 30 meters of the substance he is allergic to.
Stronger concentrations of this substance ora closer presence to the crea-

ture may result in higher penalties. A Red result means the creature is
suffering from System Shock.

The allergic reaction lasts for 1d10 minutes after escaping contact
with dthc substance. Those substances that a creature might be allergic to
include:

Amphibious
Range: Body Duration: Constant Number: Sclf
Modifier: CN Use: Constant Effect: (Critical)

Description: The mutant's skin s covered with a thin mucous mem-
brane that must be kept moist by immersing in water once every four
hours. When this need is not met he must make a Defect roll and suffers
a base damage of 5 times the result factor each hour exceeding the four
hour time limit.

Attraction Odor
Range: 100 meters Duration: Constant Number: Self
Modifier: None ~ Use: Constant Effect: (Frenzy)

Description: This creature exudes a strong odor thar actraces other
crearures within a base 100 meter range, double this range on 2 windy
day. To determine if a creature of the type indicated is attracted, 2 roll
using this Defect score is made based on the range of the creature for
Difficulty rating. A White result is treated as half range. A Red resule
means the creature attracted has flown into a frenzy of activity and all its
actions suffer a —5CS, but it will not leave the murant unil slain or

knocked out.

1 Carnivore 5 Insects 9 Herbivores

2 Androids/Borgs 6 Mobile Plants 10 Humaans

3 Repriles 7 Swarming Insects 11 Opposite Sex
4 Birds 8 Curious Rodents 12 Friends

If 2 mutant possessing this mutation is with a party, check twice for a
random event every four houss.

Body Weakness

Range: Body
Duration: Constant
Number: Self
Modifier: CN Use: Constant Effect; Compl. C

Description: The mutant suffers from some weakness in his skin,
muscles, bones, nerves, or immune system. Every time the being is
struck a crushing blow, he must make a2 CN Check minus this mutation
score or suffer from Complications C. In addition further penalties oc-
cur due to the type of weakness,

1. Weak Stamina: Any actions requiring endurance may be per-
formed only half the normal length of time.

2. Sensitive: Loud noises, heat, cold and radiation cause the being to
suffer from intense Pain, as the effect.

3. Bruising: The mutant is an albino and is sensitive to bright lights
{— 1CS to act) and suffers Bruising from damage as described in the ef-
fect

4. Skin Melting: The mutant's skin is very sensitive, and nondistilled
water is treated as an acid of Intensity 4(2) cach turn his flesh is exposed
1o it.

5. Poor Immunity: The mutant must make a Defect roll whenever ex-
posed to cold or rain for more then a few minures. A suceessful roll indicates
the being has contracted a cold; wreat as a Sickness as per the effect.

6. Brittle Bones: Whenever the being must make a crippling roll, his
defect score is added to the attack score,




Mutation Defects

Diminished Sense
Range: Body Duration: Constant Number: Self
Modifier: IN Use: Constant Effect: Special

Description: One of the being's sense is impaired. If this sense is ever
used ro detect something, the defect scare is subtracted from the IN
scofe to determine the column to foll on.

1. Nearsightedness: The mutant cani't focus on objects at distances
greater than his IN scote minus his defect score. He can only see things
at point blank range at night. Arracks at greater distances are treated as
half rank.

2. Farsightedness: The mutant can't focus on objects at distances less
than 3 meters plus his defect score. Arracks ar closer ranges are treated as
half rank.

3. Depth Perception: Mutant can not determine the distance of ob-
jects and suffers a penalty of —5CS on all actions requiring he be able 1o
judge the distance of something,

4. Tunnel Vision: Mutant has lictle peripheral vision and when
checking for surprise suffers a — 1 resule shift. Foes attacking from the
side gain double that modifier.

5, Color Blind: Mutant can not distinguish berween green and red,
ot yellow and blue, ormay even be unable to see things that area cerain
color. Suberact 2 from his die roll when examining items.

6. Sensitive Hearing: Murant hears many of the background noises
causing constant confusion ( = 1CS to all actions) if not muffled. He also
suffers double damage from sonic areacks.

7. Hard of Hearing: Mutant can only hear things within short range.
He suffers a —2 resul; shift when checking if he is surprised. He suffers
only half damage from sonic attacks,

8. Impaired Smelling: Mutant loses all sense of smell, and gains no
olfactory warnings of toxic gases. He is immune to the affects of atomas
used to entice, however.

9. Impaired Taste: Mutant has no sense of taste, and can't distin-
guish if food 15 spoiled or poisoned. However, he is not subject to nausea
due to taste or odor.

10. Impaired Touch: Murant's sense of touch is impaired and he suf-
fers a penalty of —1 when examining an item, and can not feel vibra-
tions in the ground or air.

Hostility Field
Range: 30 meters  Duration: Constant
Modifier: IN Use: Constant

Number: Var
Effect: Ourtrage

Description: The mutant radiates a mental energy ficld making cv-
eryone in range imritable and quarrelsome. This causes a penalry of +3
to any Response check from other creatures. Further, if the situation be-
comes tense, 4 roll is made using the defect score; any successful result
indicares that 1 being per result factor has grown angry and hostile.
These beings may include friends. Each being may make an IN Check to
avoid this effect. Anyone who has spent 1d10 days with the characrer
gains a + IRT on his [N Check, and can resist the ficld's effects in nor-
mal situations.

Increased/Decreased Metabolism

Number: Self
Effect: Slow/Quicken

Duration: Constant
Use: Constant

Descrption: The mutant’s metabolism has been speeded up or
slowed down. This has weakened the creature’s healing ability and all
attacks requiring ¢ Complications roll, subtract this defect score from
the being’s CN score when making that check.

Increased Metabolism: The creature must consume twice the daily
ration and water requirement. After every full encounter he must rest

for 30 minutes or suffer from Exhavstion. He may add + 3 to his reac-
tion speed rolls.

Decreased Metabolism: The mutant nced only consume half the
daily ration and water requirement. However, he moves at half speed
and suffersa — 3 penalry to his reaction speed rolls. Due to his decreased
metabolism he may make 2 Defect check to avoid detection by heat sen-
sors and gains +3 when performing slow, careful maneuvers.

Inhibiting Field

Range: 15 meters  Durarion: Constant Number: Var
Modifier: MS Use: Constant Effect: Special

Description: The mutant emits 2 mental ficld that inhibits the func-
tion of al] mental murations, including his own. This defect score is sub-
tracted from other mental murations when attempting to function
within range of this creature. This defect does not affect Mental Artacks
originating beyond its range. However, this character can not be reached
by telepathy or mental control.

Insanity
Range: Body Duradion: Variable Number: Self
Modifier: IN Use: Variable Effect: Special

Description: The mutant is suffering from a brain tumor that causes
bours of erratic behaviour. Whenever subjected to stress a defect wll
must be made, and if successful, the being will become irrational per-
forming one of the actions noted following. This defect enhances MS
and IN Checks by +3.

1. Despondent: Overcome with hopelessness of situation, may be-
come suicidal, or attack blindly in hopes of relief through pain, for 1d10
minutes.

2. Catatonia: Stands morionless for 1d6 minutes.

3. Depression: Mutant falls down sobbing uncontrollably for 1d10
turns. Then his actions are as if suffering from Pain for 1d10 minures.

4, Manic: Mutant stands in place screaming, defending himself and
only arcacking those who come near, but gaining +2 to his Atrack
Rank, for 1d10 tusns,

5. Attacks Friend: Attempts wo restrain friend from harming himself
through the performance of any action. Possibly atrempting to knock-
out friend, for 2d10 minutes.

6. Hysterical: Mutant laughs hysterically, secing all actions as silly.
He may even do bizarre chings for 1d6 minutes.

7. Grim: Mutant will not artack anyone, but will silently and grimly
defend one he considers a friend for 10 minures, He gains +5 to all de-
fensive actions, but suffersa =1 penalty for Initiative.

8. Destructive: Mutant will attempt 1o destroy equipment, tools or
structures for 1d10 + 5 tums.

9. Aggressive: Mutant leaps to atrack the weakest beings around.

10. Egotistical: Mutant thinks he has the answers ro all problems and
will take great risks, even artacking his most powerful foe.

Light Dependency
Range: Body Duration: Constant Number: Self
Modifier: MS Use: Constant Effect: Special

Description: The mutantis totally blind in dim or weak light, He can
not be blinded by bnght light, When making reasoning rolls while in
the dark, he must subtract the defect score from his IN.




Mutation Defects

Mental Block
Range: Mind Duration: Constant Number: Self
Modifier: IN Use: Constant Effect: Special

Description: The mutant’s mind refuses 1o accept the existence of
some type of being or item (GM's choice or use Phobia chart). When-
ever this item is encountered, a defect roll must be made, and if success-
ful, he will be unable to see or sense this item. If the roll fails, he suffers
& —3CS to all actions while in the presence of this monstrous item. If
forced to confront this itemn he suffers + 1 to any base damage the item
inflicts on him.

Mental Weakness
Range: Mind Duration: Constant Number: Self
Modifier: MS Use: Constant Effect: Special

Deseription: The mutant suffers from mental defensclessness and
must subtract the score of this defect from his MS score whenever mak-
ing an MS save or using MS to defend against an attack. Further, che
creature suffers twice the duration of a mental control and suffersa +1
B&Iﬂglt Shift penalty when someone is trying to detect emotions or if he
is lying.

Narcolepsy

Range: Mind
Modifier: IN

Duration: Constant
Use: Constant

Number: Self
Effect: Knockout

Description: The murant suffers from a rendency to fall into 2 deep
sleep during moments of routine activity or inactivity. A defect roll must
be made to determine if the being falls asleep. He may be roused 1s de-
scribed under the Knockout rules, but subrracts his defect score from his
CN score when rolling to wake up. Once awakened, he will be drowsy
for 1d10 minutes (1/2x all actions).

No Pain
Range: Body Duration: Constant Number: Sclf
Modifier: IN Use: Constant Effect: Special

Descriprion: The mutant lacks sensory nerve endings and does not
suffer from the effects of Pain. He must make an IN Check minus his
defect score whenever heis injured, approached from behind or suffer-
ing from environmental exposure to even know he is in danger.

Nocturnal (Light Sensitivity)
Range: Mind Duration: Constant
Modifier: IN Use: Constant

Number: Self
Effect: Special

Description: The mutant is active at night and in the dark, and tends
to avoid daylight, sleeping during this period and arising ar dusk. In
bright light he suffers extreme nervousness and is nearly blind (= 5CS to
all actions). When using IN to perform some action in light, he must
subtract his defect score. Further, he actually fears light, and must make
a defect roll when first encountering bright light, and every hour travel-
ling in daylight; if successful, he will refuse 1o leave the shadows.

Periodic Amnesia
Range: Mind Duration: Constant Number: Self
Modifier: MS Use; Constant Effect: Amnesia

Description: The character must make a defect roll at the start of
every day and in stressful situations. If the roll succeeds, he will forger

one previous day (10 minutes in encounters) per result factor. His mem-
ory will slowly return at the rate of one factor an hour.

PhobialFear
Range: Mind Duration: Constant Number: Self
Modifier: IN Use: Constant Effect: Fear

Description: The mutant suffers from an unreasoning fear. He must
make an MS Check, minus his defect score whenevet he is confronted by
the item he fears most, using the Fear Charr to determine the results.
Same phobias may be too overwhelming fora PC and the GM may wish
to exclude these. In other cases the GM may wish to select a specific item

from the group indicated.

1 Open Spaces 6 Infection 11 Warer 16 Repriles
2 Bright Light 7 Touching 12 Heighrs 17 Insects

3 Darkness 8 Blood 13 Large Groups 18 Spiders
4 Bright Color 9 Plants 14 Strangers 19 Machines
5 Loud Noises 10 Fire 15 Animals 20 Robots
Temperature Sensitivity

Range: Body Duration: Constant Number: Sclf
Modifier: CN Use: Constant Effect: Special

Description: The mutant is extremely sensitive to heat or cold or
both. He suffers +2 points to the base damage score of hear or cold at-
tacks. Further, he must make a CN Check minus his defect score vs the
arttack, to avoid being Stunned for one turn in addition to other effects.
A Black result indicates System Shock.

Vulnerability

Range: Body/10 m Duration: Constant
Modifier: CN Use: Constant

Number: Self
Effect: Invalid

Description: The mutant is particularly vulnerable to a particular
item. A list of categories has been provided, and where a category is
large, the GM may want to choose one single item from thar category
(e.g., Animal Fur: Cats).

When the murant is exposed to the item he is vulnerable to, he im-
mediately begins to suffer damage, once every 10 minutes (or every
minute depending on item concentration). The GM should pick assign
an Intensity score to the concentration of the item. The base damage
score equals 1/4x the Intensity score, and should range from 2 to 12
points, A defect attack is made each round of time that the GM has de-
cided is appropriate. This atrack adds + 1RF so that a White result
causes x1, Each attack, the victim must make a CN Check minus his de-
fect score vs the attack or become an Invalid unil he evades the item. A
Red resul is treated as Complications A.

If the item a mutant is vulnerable to already causes damage. he in-
stead suffers +2 points to the base damage score. Possible vulnerabili-
ties include:

1 Energy 6 Radiation/UV 11 Poison 16 Plastic
2 Warer 7 Biogenetics 12 Drugs 17 Sonics
3 Wood 8 Insect venom 13 Minerals 18 Heat
4 Meral 9 Electricity 14 Clay 19 Cold
5 Salt 10 Animal Fur 15 Feathers 20 Ol




PART VIll: EXAMPLE OF PLAY

The following example illustrates a small portion of an adventure, using
the characters Karp, Cleve, and Rahn. Rahn is a Rank 3 pure strain hu-
man armed with a battle axe and autopistol. Karp and Cleve are Rank 2
humanoids, Karp has mental control, telekinetic flight, and ultravision
and is armed with a scattergun and short sword. Cleve has bodily con-
trol, precognition, and temporal fugue and is armed with a battle axe
and crossbow. All three are Armor Class 4. '"GM"" indicates words spo-
ken by the GM and “C"' indicates words spoken by Cleve's player, who
has been chosen callerfor the party. The caller is the player whe commu-
nicates the group's questions and decisions to the GM in an effort to
help organize the group’s actions and to minimize confusion for the
GM.

As we pick up the sction, the characters have marched for four hours
after an cight-hour rest, They are burdened, moving at normal speed,
and are approaching the outskirs of Pitz Burke.

GM: “You've been following the Nanty Glo Road for four hours. Do
ol want to rest or continue?”

C: "We'll continue."

GM: Rolls against against a terrain rating of 4 for wooded hills, gets a
74—an an event or encounter will occur during the march. Rolls 1d100
and the resalt of 45 means it occurs during the second hour.

“The road winds through a shallow, quiet valley. You cover two kilo-
meters in an hour”'

C: “We're on guard...moving normally"

GM: Rolls 1d20, getsa 15—an omen. He rolls 1d10 and his resulr is a 3,
ascene of carnage. Uncerrain what caused this carnage he decides it isa
caravan wreckage. “You cross another two kilometers and come upon
the charred wreckage of several burnt wagons off to the side of the road.
The agents of this destruction are not to be seen. A scartering of over-
grown rubble lie beside the road.”

C: " Are there any marks or indication of whar atracked these wagons?"'
GM: "'Several broken crosshow shafts stick out of the wood "'

C: “This must be a fairly recent attack, the wagons are still smoking.
We'd better be alert, guys”

GM: “There appears to be little of value here, the scavengers have long
since picked everything clean

C: “We'll keep our eyes peeled for interesting structures.”

GM: "Arc you going to slow down?"

C: “No...we'll keep moving at normal speed

GM: “During the next two kilometers, you don't see any intact build-
ings, but the ruins do seem to be getring closer together. The road be-
gins climbing a rocky gotge. The walls of the gorge rise abour you,
cutting off the sun. Do you want to rest or continue?"’

C: "'We'll continue. We hope to catch sight of Pitz Burke before dark.”
GM: He rolls against the rocky hills’ rermin rating (2 9) and recéives a
61—another chance for an eacounter. He rolls 1d100 and receivesa 15,
so the encounter occurs during the first hour.

“The gorge is narrow and steep, but the road is fairly level now.”

He rolls 1d20 for the ruins encounrer and the result is a 7—a creature
encounter. Before rolling randomly on the chare, he checks hisarca key a
discovers that he previously placed a clan of badders in this area. He de-
cides the PCs have stumbled onto a badder camp. Remembering the
omen encounter, he decides that a badder raiding party ambushed the
caravan, and is now celebracing the vicrary,

“As you round 2 bend in the road, you notice a squat, square stone
ruin, abour 20 meters off the right side of the road.” C: "How big is it?
Can we sce any doors or windows?"

GM: “It's abour six meters tall, and maybe twice that on each side. It's
covered with vines, bur there seems to be an area on the side closest to
the road where the vines have been cleared away”” Meanwhile, he con-
sults the badderentry in the creature descriptions. He decidesthat a fair
challenge for this group would be three badders.

C: “We'll check it out”" He quickly checks with the ocher players on
how to approach the building.

GM: Rolls 6d6 ro determine the badders’ hit points, and gets 21. For
the sake of fast play, he decides that all three badders have 21 hit points
50 he does not have to roll for cach one. He will use typical PS and MS
ability scores.

"“Whar are you going to do?”

C: "“We'll approach the front of the building. Rahn and Karp have their
guns out and I have my axe ready. What do we see when we get close? Is
there a door?”

GM: “Who's in front?"

C: “We're advancing all three abreast.”

GM: “The bare spot appears 1o be a slab of wood. There's a metal han-
dle on it!" He decides that since the characters are approaching a famil-
far creature with weapons ready that there is no chance for the PCs to be
surprised. Even though the badders have empathy as 2 muration, there
is a chance they will be caughe up in their celebration and he makes a
surprise check for them. Using their MS average score of 16 for the
check, his roll is a white result. This indicates that the badders are sur-
prised.

C: "1 will pull on the picce of metal while Kasp and Rahn stand just to
either side. Their guns are aimed at the door.”

GM: Deciding that the door is latched on the other side, he has Cleve
make g PS Check at a green difficulty level. He rolls a 45 with his 18 PS,
and just succeeds.

“There is a splintering of wood and Cleve yanks the door open. You see
the backs of three huddled furry figures. They turn at the sound of the
breaking wood, wine spilling from their mugs.”

C: "Oh, just great,’ After a quick discussion with the other players:
“We'll let 'em have it!”

GM: “Whar exactly did you let them have?”

C: “Karp and Rahn shoot, while I step away from the doorway.

GM: “The three scrabble for their crossbows, and one snarls 2 waming
towards the back room "

Each player rolls to see if he hits, after taking into account all appro-
priate combat modifiers. Rahn rolls a 72 and hits with a blue result,
causing his weapon's base damage (12 points). Karg fires his scartergun
ar the same target and rolls 98, causing 40 points of damage at short
range because he must treat the result as onc color less since his Tech
Level is ITand the weapon's is 1. Rahn's action for the turn was to open
the door. The lead badder suffers 52 points of damage minus its AC of
25, for 27 points and so it falls over dead.

“The target falls down and does not move.”

C: “'What else is going on in there?"

GM: ""You see two more of the furry humanoids moving toward you.”
C: "“We'll shoot at them, too!”

GM: “Hold it! Make an Initiative Roll!" He rolls 1d6, with a 6 result.
C: Rolls a 1. "'Oh no!"

GM: “There'sasharp crack and a sizzling hiss. You're shot at with a slug
thrower and a laser!"

He rolls 1d6 to randomly determine who the badders fire at: 1,2 =
Karp; 3.4 = Rahn; 5,6 = Cleve. The results are two 5s, so Cleve is the
target of both attacks. The GM rolls two artacks on column 6, the bad-
ders Hit Dice number. He rolls a 99 with the slug pistol and a 27 with
the lascr,

"“A crimson beam of light sizzles past Cleve’s head, but a round of
plastic pellets strikes him in the chest and inflicts 45 points of damage.”
C: Cleve suffers 25 points of damage (45 - 20 points from his armor.
“Uh, guys, maybe this wasn't such a good ideal”

Play continues like this until the combat is over. Cleve is seriously
hurt, but the three badders are dead. The players rake a search cyce o
loot their foe's bodies and bandage Cleve. They then resume their
march into Pitz Burke.
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PART X: ROBOTS

Types of Robots

Robotic, programmed machines fall into three different categories:
artificial Jife, arnfical intelligence and programmed machine,

Artificial Life comprises droids and borgs because they are formed by
deliberate manipulation of generic cade and are composed of a pro-
grammed organic brain, with the strength of machines. Arnificial life
views itself as living and superior to narurally generated life.

Arificial Intelligence include all machines with the limited capabil-
ity to analyze, learn, think creatively and reason. This category includes
robots and computers possessing the capability to interpret and fespond
to a human's desires. They are limited to actions wichin the caregories of
their programming,

Programmed Machines include all vehicles and machines thar can re-
peat 2 programmed list of limited actions, but that cannot learn inde-
pendently or reason.

Robots and Immunity: Most robors (those that fall into the catego-
ries of machines and artificial intelligence) are not affected by many spe-
cial effects. These include Biogenics, Burns, Knockout Pojson,
Radiarion, Suffocation Drugs, Complications A, Complications B,
Gases, and Panic.

Borgs can be affecied by Biogenics, Knockout Poison, Suffocation
Drugs, and Gases provided the arracker is able 1o locate an intake valve
or other means by which to inject the substance directly into the borg's
closed system. Merely dropping a gas grenade at a borg’s feer means the
artacker will be gassed, bur not the borg. However, if the anacker puts
that grenade directly in the borg's intake, the gas will affect the borg.

Robot Reactions

Robots react like NPCs except thar the mobot’s mode affects its reac-
tion, Non-funcrional robots are inanimate and do nor react. They have
no mode,

Functional robots may be in programmed, wild, or controlled
mode. Programmed robots are powered units still performing preas-
signed tasks, Lacking new programming, they keep doing whateverthey
were doing before the holocaust (planting seeds from an empty hoppcr
checking IDs, ctc.). They notice the presence of others only if pro-
grammed to do so and will then reacr according to their programming.
Only the simplest robors (those without saphisticated logic circuits) will
be in this mode.

Wild robots are those whase logic circults or memory banks have been
damaged. They may fail to respond to control, omit some part of their
programi, or behave irrationally. The GM makes a Response Check (in
the same way as for NPCsj when robots in this mode are cncountered.
All robot types (regardless of construction or sophistication) may be in
this mode.

Controlled tobots are undert the direction of other robots possessing
high-order logic and decision-making capacity or of other characrers.
Their programming has been changed to fit the controller’s needs and it
is necessary for the GM to make a Response Check for them (in the same
way as for NPCs). All sobot types can be controlled, but usually only un-
sophisticared types are in this mode.

The GM decides what mode a robot Is in when he brings it into play,
If it is in contolled mode, he decides who is controlling it. He also de-
cides the narure of the robot's programming and of any malfunctions if
itis in wild mode. As a rule of thumb, robots found in Installacions are
funcrional 40% of the time and those found elsewhere are functional
109 of the time. Those found in Installations have a 10% chance of be-
ing in wild mode and those found clsewhere have a 30% chance. Fune-
tional robots not in wild mode have a 30% chance of being controlled if
found in Installations and 2 10% chanee if found elsewhere. Functional
robots thar aren't wild or controlled are progmmmed. If a strong con-
volling brain is present (a Think Tank, for example) 1ll non-wild obors
in the vicinity are controlled by that intelligence.

Only the GM knows the operating mode of cach robot and what func-
tions it can perform until it reveals this information through its actions
ot is hooked up to a Cybernctic Installation or Think Tank that can ana-
lyze the robot. The players must puzzle out this information by observa-
tion and analysis,

Also unlike NPCs, presenting an ID to be scanncd by the robor may
affect the robot’s response based on the Code of ID displayed. Most pro-
grammed or controlled robots respond to the showing of ID by awaiting
the verbal orders of whomever shows it. Once an 1D is shown, it need
not be shown again in order to give the robot ordess. The robor will have
identified the user’s voice pattetn as that of someone authorized to give
it orders. If two or more authorized pessons try to give it orders, the ro-
bot follows the last orders given by an authorized party.

Most robots respond to ID of their appropriate code or higher. They
never respond to a lower code ID. Thus, a Robot that can be controlled
by a Code 111 ID could also be controtled by Code I'V and V IDs but not
by Codc I and I1 IDs. Howevet, robots in wild mode may (20% chance)
have lost programming so that they respond to all 1D or ro no ID. Many
security and specialized robots require special ID and won't respond to
common types.

Robots are unlike NPCs in that the type of character preseating an [D
affects the robot's tesponses to it. An ID will always be accepred from
pure strain humans, but will only be accepted from humanoids if they
closely resemble pure strain humans and the ID is Code IV or less. An
ID of Code IV or higher will never be accepted from a murated animal,
plant, or a humanoid which does not closely resemble 2 pure strain hu-
man unless the robot has been reprogrammed or medified ro accept [D
from these types. There is 2 30% chance that a robot will accept Code I
or lower ID from these types.

Programming Robots

Chatacters can gain conttol of 2 robor by presenting it with an appro-
priate ID and speaking to it. Once verbal control is established, the ro-
bot will thereafter recognize and obey the character. However, it will
still be able to perform only those functions for which it has been pro-
grammed. Only Cybemetic Installarions and Think Tanks can repro-
gram robots. They may do so independently or under direction of a pure
strain human whom they are willing to obey.

A robat can be programmed to ignore common [Ds and take orders
only from specific sources, Militaty or security rypes won't normally at-
tack pure strain humans (or humanoids passing for pure strain humans)
even if they are in wild mode. There are simply too many commands
built into most robot programs forbidding the subject to harm humans.
Plants, murated animals, and most humanoids are not subject to this
protection. However, non-milirary and non-security robots can be pro-
grammed to ignore even this restriction. A robot must be directly con-
nected ro the unit that is reprogramming it. Simple reprogramming
takes abour ane hour per robor.

If a robot is being reprogrammed to perform activity radically differ-
ent from that for which it was designed (converting an ecology bot o se-
curity functions, for example), partially rebuilding may be necessary. It
takes one to three days to rebuild 1 robot into something functionally
different (bur similar in size and shape). All Cybernétic Installations are
equipped for this rask. Think Tanks aren't so equipped. A rebuilt robot
converted 1o a task for which it was not originally designed will perform
differently from robots designed for that task. The GM defines exact
differences in performance, though the players set forth general per-
formance guidelines when a robor is rebuilt at their request.

Designing Robots

The Robot Descriptions portion of this section lists the different types
of robots commonly found in post-holocaust America. These are basic
types and individual examples of each type will have widely varying




characteristics. The GM should use these descriptions as guidelines for
designing his own robots. Specific charactetistics will depend on the
function each robot is designed to fulfill, but all robots have the same
basic design elements.
To insure that all of these elements are raken into account, follow
these steps when designing 2 new robot:
1. Decide the robot's type and general purpose.
2. Decide how it is controlled and the type of ID to which it will re-
spond.
Determine the geaeral duties and list the abilities and tools that
would be necessary for that robot to perform its funcrion.
Select average scores for the robot. Borgs and droids will have high
Mental Strength and Program Raungs (PR). Intelligent robors will
have high Program Rarings and Dexterity ratings and may possess
Physical Strength in an average range of 12 10 125. P, ed
machines will have high Physiczf Strength and low Mental
Strength and Program Ratings.
Decide on size and shape.
. Select Hit Dice forthe robot. Rule of Thumb: assign 1 Hic Dic per
2 Physical Strength poines. This should actually be a function of
mass, but char may be difficult to calculate, Hit Dice are also used
to indicate Constitution for machines. On that subject, if a robot
is likely to malfuncrion or break, use one quarter irs Physical
Strength. If it is more durable assign 2 Hit Dice per 3 Physical
Strength points.
Assign an AC value. Robots made of meral average an AC of 7.
Borgs and those built of plastic will be AC 5 on the average.
Decide the robor's means of attack and other special equipment it
might possess.
. Decide 1ts means of locomotion and its base speeds. Use vehicles
for an additional guide when deciding.
Decide what type of Power it uses,
Decide whar types of Sensors it would need to have.
Sclect a range for the number that may be encountered rogether,
Since most robors are very powerful, this range is usually bestas 1
o 2.
List any program limits and eraits peculiar to this type.
Write a description of the robot using the same formar as that
used here.

3.
4.

10.
11.
12.

13.
14,

Nearly all robots are powered by broadeast power beamed from huge
urban broadcast stations or installarion broadcast stations. They almost
always have one or more additional powert sources to which they can
switch if broadcast power is interrupted. Most have human-like sensors
with special microscopic or infrared sensors being used in units with a
special purpose. Almost all robots respond to vocal control if the proper
ID is presented, but some will only answer to electronic signals from 2
Think Tank or Cybesnetic Installation. Most robots are Armor Class 7,
Military and security types may be Armor Class 9 or 10 (especially if they
arc made of duralloy which is & ligheweight, 2lmost indestructible metal
from the Shadow Years). Most robots have 1 Hit Die per cubic meter of
size. Small household types may have fewer points and military types
will often have more.

Robot Descriptions

Following are the descriptions of several common types of robos.
They are listed in alphabetical order. The descriptions are divided into
the following categories:

Type: This is the general type as determined by the robot's function.

Number: This is the number of this type of robot that may be en-
countered together.

Hit Dice: This is the number and type of dice used to determine the
robot's Hit Point score.

Control: This is how the robor is controlled. Control systems in-
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clude: Code I ID through Code V ID(A) — present ID and give verbal
command; Code I1 ID(B) — present ID and use electronic signals from
Comm Unit or computer to give commands; or use only a single desig-
nated control unit to give electronic signals that encode commands (C).
If this last system is used, the character must convince the designated
¢ontrol unit (a Think Tank or Cybernetic Installation) to transmit che or-
ders for him. Borgs have organic brains and will respond to proper ID by
taking orders only 25 % of the rimc. The rost of the time, they will react
independently of their programming and should be treated as NPCs in-
stead of robots for purposes of response, hiring, and recruitment. Borgs
under the control of a Think Tank. Cybernetic Installation, or Building
Computer are treated as followers of that unit.

Sensors: These are the types of sensors a robot can possess.

*H = Human Visual & Audio Ranges.

* U = Infrared and Ultravioler.

* 8§ = Microscopic.

*T = Telescopic.

* A = Audio, 3x Human Hearing

* R = Radar/Sonar

* C = Communications, Radiowaves

* F =Feeling, 3x Human Stndards (Touch, Smell, Electronic Aura)

* M = Magnetic (as Feeling Range)

* V = Vibrauons (as Fecling Range)

Power: This is the robot’s source of power, Those that run on broad-
cast power may possess auxiliary backup systems such as Chemical or
Hydrogen Cells. These include:

* A = Aromic Energy Cells

* B = Broadcast Power

* C = Chemical Cells

* H = Hydrogen Cells

* N = Nuclear Power Plant

* § = Solar Energy Cells

If a number follows a power source, this is the number of hours of
continuous operation that the power source provides,

Ability Scores: This lists the average robot's ability scores and may
vary by as much as plus or minus five points. The scores of a robot in-
clude:

Menral Strengeh (MS): This score is primarily used to modify mental
attacks against robors. The typical Mental Scrength of machines is 6( —
2),
Program Rating (PR): This score is used in place of Intelligence and
Morale for a robot. It also identifies the optimal pumber of pro-
grammed responses in the robot. A robot's Program Rating is used to
determine if a robot will respond ro a character’s actions if the robort is
only an arificial intelligence or machine.

Dexterity (DX): his represents the reaction speed and agility of the
robot.

Physical Strength (PS): Roborts possess physical strength in excess of
human and animal norms. The modifier for Physical Strength is added
to the creature’s base damage when determining damage from grap-
pling and melee atracks.

Endurance ; This is the cquivalent of Constitution for creatures. For
simplicity, a robot’s Endurance equals his Hir Dice.

Charisma (CH): This score is not needed by most robots. Only Borgs
and Droids possess Charisma. If Charisma is needed during an adven-
ture, use the robot's Mental Strength score or roll 4dé.

Speed: This lists the robot's type of locomorion and the base speed.
Robots move like vehicles. Their Acceleration and Deceleration rates al-
ways equal one half their speed and they all possess twenty Brake factors
that will reduce speed by an additional 50 units.

Types of locomotion include: pods (built-in ant-grav pods), treads
(steel or rubber tractor treads), legs (articulared metal limbs used for
walking upright), hoverfans (used only by heavy equipment), wheels
(stmilar to vehicles), and rotors (horizontal propellers used for flying).




Robots

The robots listed are all designed for land movement or low hovening.
Some are sealed for underwater work but are not equipped for much
movement in that environment.

Description: A description of the robot lists any special systems or
weapons it possesses. The most common such term will be rentacles
which the robot uses to grip weapons and equipment, lift weights, orat-
tack enemies. Unless otherwise noted, teatacles can lift up to 50 kilo-
grams. The basc damage for rentacles varies with the length; these

include:

Length Base Damage

1 mcter long [ 5)

3 meters long (10)

6 meters long (15)

[2 meters long (20)

18 meters long (30)

Type: Autobot

Number: 1 to 6 Armor: 2(=10)
Hit Dice: 6 Control; 11 A
Sensors: H,C Power: C.S

PS: 25(+4) DX: 18(+2) MS:6(-2) PR: 15(+1)
Speed: 3 Wheels = 120 or 3 Legs = 72

Description: Autobots are 1-meter-tall personal servant robors. The
body is constructed of a plastic shell with hydraulic muscles and solid-
state circuitry, They may either possess three legs or three wheeled struts
which are used for locomotion and balance.

Autobors will have plug-in power tools pertinent to their pro-
grammed task awtached to compartments in the midsection. These tools
can be atrached 1o and powered by the rwo robotic arm jacks. Such tools
include vacuum hoses, flamethrowers, drills, water and wax jets,
buffers, vibrosaw, and so forth. Few aurobots have survived the holo-
caust, and most need new barreries,

Type: Automachine

Number: 1 to B Armor: 3(—15)

Hit Dice: 4 Control; C

Sensors: [U,SM,C Power: B

PS: 120(+4) DX:9(—1) MS: 0( —4) PR: 6( =2)

Speed: 1 Tread = 16 er 1 Pod = 40

Description: Automachines may vary from | metersquare to 3 meters
square. Automachines are tobotic machines with very limited program-
ming used as the work foree of induserial plants and maintenance crews.
Automachines have a2 minimal response level, and most are pro-
grammed just to avoid obstacles as they proceed with their work. An
automachine may be reprogrammed by replacing the microcircuitry
chipboard. Some even possess a 60-key miniature pad mounted some-
where on them, that a creature with the properaccess code can use to re-
program them.

Maost automachines are equipped with 1 to 12 robor limbs or 3-meter
long rentacles, especially adapted to their assigned tasks. They may also be
equipped with one of the following: rivet guns (creat as shug pistol B), weld-
ing torches, paint spray, hear famps (trear as laser pistols for damage), meral
punch (treat as knives), wire binder, or water jets and brushes.

Type: Automaton

Number: 1 Armor: 4(—20)

Hit Dice: 12 Control: IV A

Sensors: H.IU, A C.F Power: N

PS: 50( +4) DX: 15(+1) MS: 18(+2) PR: 50(+4)
Speed: 2 Legs = 72 1 Pod = 40

Description: Automatons are Z-meter-tall humanoid robots, built of
metal and plastic. Designed to be companions and rutors to humans,
automatons may also serve as body guards if a security robot is not
present. An auromaton is usually programmed with a strong motivation
for self-survival too, so long as this survival does not endanger humans.

An automaton possesses the equivalent of 2 small library of informa-
tion in memory chips housed in its legs and chest units. It may be ques-
tioned as if 2 Tech V Base for any information within Ancient history, up
to one hundred years before the cataclysm, and anything within its own
personal history using the Research rules found in Part VIL, Campaigns.

Automatons may use any Tech IV weapons. They can repair themsel-
ves at the rate of 5 pointsa day until half-damaged, afterwhich they re-
pairat a rate of 1 point a day.

The following picces of equipment are built into an automaton: a
searchlight, a loudspeaker, 50 meters of plastic line on an automartic
reel, a electromagnet capable of lifting 200 kilograms of weight, a laser
scanner/ printer capable of creating two-dimensional color versions of
things viewed by its optic centers, an electronics repair kit including five
universal jacks ro plug into other machines, an electric lighter, five doses

of adhesive and a half-stength medkir.

Type: Cyborg

Number: 1 to 4 Armor: 4( —20)

Hit Dice: 15 Control: None

Sensors: H,IU, A EC Power: N

PS: 75(+4) DX:21(+3) MS:21(+3) PR:18(+2)

Speed: 2 to 8 Legs = 120 or 2 Treads =

Description: Cyborgs were once Ancient humans who, in order to sur-
vive, had many of their fleshy pars replaced with robot parts. They still pos-
sess near-human minds and should be treated as NPCs. But the years have
taken their toll, and many cyborgs have become insane or roboric in nature.
Some cyborgs have even become cannibals, eating any flesh they can cap-
ture. Cyborgs are built of mezzl, plastic and protected flesh. Cyborg form
can vary greatly, so only some common features are described,

Cyborgs have enhanced their strength and reaction speed. They are
still living creatures and require half the normal food and drink, but al-
ways carry at least a week’s worth of ratons in the form of artificial
foods. Cyborgs have also enhanced their senses.

Most cyborgs possess reinforced arms with manipulative digits. They
may also have 1d6 1-meter-long tentacles and 1d6/2 obor tool arms.
Cyborg weaponry is built into their form and they can make two artacks
a rurn as if possessing dual brains. They may also treat their Artack Rank
as an Experience Rank to gain addicional attacks by dividing their Rank.

Cyborgs will be armed with two laser pistols mounted internally but
focused by a fiber opuic that leads to two swivel mounted lenses, They
carry 2d6 grenades of varying types, concentrating mostly on concussion
grenades, poison and rear gas grenades, since they are immune to gas,
They also have a welding torch, sonic screwdriver, vibrosaw, and protein
analyzer. Cyborgs may be armed with other weapons that they use with
their human hands. Cyborgs are rarely encountered and may be in com-
mand of other robors.

Type: Death Machine

Number: 1 Armor: 9(—43) —
Hit Dice: 200 Control: C
Sensors: H.IU, TR.,C PowerS: NS

PS: 650(+6) DX:25(+4) MS: 10 PR: 2

Speed: 8 Pods = 240 8 Treads = 120

Description: This killing machine is 15 meters long, 9 meters wide,
and 3 meters tall. It is covered with knobby projections housing sensots
and weapons.




Its main weapons are two blaster cannons that cause base damage of
35 points at a base range of 300 meters. For close defense it has six black
ray guns with 2 base range of 60 meters, four trek guns that do the same
damage as trek bombs and have a base range of 35 merers, and 16 mark
VII blaster batteries of four guns each. Other weapons include eight la-
ser batteries (five guns each) that do base damage of 30 points per bat-
tery at a base range of 300 meters and can fire simultaneously, six
mini-missile launchers with 5d20 missiles fired individually and a fu-
sion bomb launcher with 5d10 fusion bombs. Both the missiles and the
fusion bombs have a base range of 600 meters.

It is protected by a trple strength encrgy scrcen.

A Death Machine can normally atrack with only six weapons a rurn,
To make additional attacks, the Death Machine must divide its Attack
Rank among all of the arracks it makes. It will not arrack at less than
Rank 10 with any weapons. Asa Death Machine's Endurance is reduced
(reduced by 1 per 4 hit points of damage it suffers, as with Vehicles) its
Artack Rank is affecred.

A Death Machine may automatically repair 5 points of damage a turn
until it is half-damaged. Once half-damaged, it may only repair 1 point
per turn. When reduced to less than 50 hit points it can only repair 1
point 2 minute. Some death machines may shut down when reduced to
20 hir points so that they may repair themselves and attack later.

An energy-damping ficld fuses the circuits of robots coming within
60 meters of the death machine and causes a base 20 points damage to
all those wearing enctgy screens (except itself) within that range. Death
machines are very rare and will only be found near Cybemnetic Installa-
tions that they are assigned to defend and from which they take orders.
They almost always attack those who can’t show Code V ID.

Type: Defense Borg

Number: 1 to 2 Armor: 9(—45)
Hit Dice: 125 Control: C
Sensors: H,IU,T.E,C Power: N .S

PS: 180(+5) DX:21(+3) MS:10 PR: 1

Speed: 3 Pods = 160 6 Legs = 80 Hoverfan = 48

Description: This 3-meter-diameter sphere has 2 1-meter turret on
top and two 6-meter-long tenracles. It also has a force field and twin
tractor/ pressor beams that can move 500 kilograms at a 60-meter range.,
Its main weapons ate three batterics of five lasers each. All three batrer-
ics can be fired at once, have a base range of 180 meters, and cause base
damage of 30 points per battery.

Other weapons include three grenade launchers with 4d10 grenades
each of mixed types (all launchers can be fired simultancously) and two
micro-missile launchers with 2d20 missiles apiece (which must be fired
separately). Grenade launchers have a base range of 60 meters and
micro-missiles have a base range of 600 meters.

A Defense borg may make additional attacks by dividing his sttack
rank between his various attacks. However, his Rank decreases as his En-
durance decreases from damage (loss of 1 per 4 hit points damage). A
Defense borg can repair | point of damage per turn until it suffers half
damage; then it can only repair 1 point per minute.

A rarity has been found of a Defense borg whose brain has murtated
and possesses one mental mutation.

Defense Borgs possess organic brains and will almost always be as-
signed to defend an Installation under the supervision of a Cybemetic
Unit (Cyberneric Installation) or Supervisory Borg. They are nearly as
rare as death machines.

Type: Ecology Bot—Agricultural

Number: 1 t0 8 Armor: 7(—35)
Hit Dice: 12 Control: I A
Sensors: H,IU,S.E Power: B.5,C72

Robots

PS: 120(+4) DX:15(+1) MS:6(=2)
Speed: 2 Treads = 40 Hoverfan = 80

PR: 15(+1)

Description: These 3x6x1-meter ovoids have 1d6 tentacles, each 6
meters long and tipped with touch sensors and three-pronged manipu-
lative claws. There is 2 50% chance that each tenracle has an electric
stun device (works by touch with the same effect as a Stun Grenade) in
the end aswell. Special devices that retract into the robot’s body include
a soil analysis lab, plow, disc, rake, mower, flamethrower, vibro saw,
and nozzles with a 9-meter range containing water, herbicides, fungi-
cides, fertilizers and insccticides,

These robots are common in rural areas.

Type: Ecology—Bot Wilderness

Number: | to 4 Armor: 7(=35)

Hit Dice: 16 Control: IT A

Sensors: H,IU, S, TA R Power: B or §

PS: 150(+5) DX:18(+2) MS:6(—2) PR: 15(+1)

Speed: 2 Treads = 80 2 Hoverfans = 160

Description: This mechanical forest ranger is about the same size and
shape as the ecology bot-agricultural. It has two 6-meter-long tentacles
and four 3-meter-long tentacles. All are cquipped the same as the tenta-
cles of the ecology bor-agricultural (but there is an 80% chance they
have electrical stun). All have soil, air, and water analysis labs, nozzles
for spraying the same liquids as ecology bot-agricultural (but with defo-
liants in addition), a senic torch, laser torch, flame gun and vibro saw.

Each has caprure equipment including a paralysis field with a base
range of six meters (wotks likc a stun grenade), a launcher with three
weighted throw-nets and a base range of four meters, and a collapsible
man-sized duralloy cage. A veterinary medi-kit is included that works
on mutated animals the way a normal medi-kit does on pure strain hu-
mans. The kit also has surgical tools for the robot's use. This robot 15
usually found in forests or mountains in a programmed state.

Type: Engineering Bot—Heavy

Number: | 10 3 Armor: 8( —40)
Hit Dice: 40 Control; IT1 A
Sensors: H,IU,5,R Power: B,H90

PS; 150(+5) DX: 11 MS: 6(—2) PR:6

Speed: 4 Pods = 80 4 Treads = 120

Description; This cigar-shaped unit is 18 meters long and 6 meters in
diameter. Its four retracting 12-meter-long cranes can life 2,000 kilo-
grams cach and its heavy duty 18-meter-long tentacles can handle 800
kilograms each. The robot also has four 6-meter tentacles for handling
human cquipment. A tractor/ pressor beam can lift 2,000 kilogramsata
base range of six meters. Special equipment includes batteries of 1d6
sonic torches, lasers, atomic torches, and power tools. Most units also
have 6d10 triangular duralloy sheets and a supply of assorted rivets,
plates, or bolts, plus the special tools needed to use them. All units are
sealed for underwater use.

Type: Engineering Bot—Light

Numbes: 1 to 6 Armor: 7(—33)
Hit Dice: B Control: II A
Sensors: H,IU,S,R Power: B,H18

This bot is 12 meters long, and has a 12-meter-long crane with a three-
pronged claw mounting that can lift 4,000 kilograms. It also has four 6-
meter tentacles that can lift 500 kilograms each and a tractor/ pressor
beam that can lift 1,800 kilograms at a 30-meter range. A 6-meter-
square platform is used to carry cargo.




Type: Large Cargo Transport

Number: 1t 2 Armor: 7(—33)

Hit Dice: 75 Control: | A

Sensors: R,IU.C Power: B,5,C8

PS: 1500(+6) DX:7(-1) MS: 6(-2) PR: (—3)

Speed: 2 Pods = 80 2 Trcads = 120

Description: This unit is the same size and shape as the heavy cargo
lifrer and carries the following on a front-mounted, 3-meter by 6-meter
platform: four 6-meter tentacles thar can lift 500 kilograms each and 2
tractor/ pressor beam that can life 1,800 kilograms at a 30-meter range.
Each unit can be clectronically coupled to other units of the same type
for convoy movements.

Type: Light Cargo Lifter

Number: 1 to 3 Armor: 7(=35)

Hit Dice: 24 Control: [1 A & B
Sensors: IU.R. M Power: B,C12

PS: 600(+5) DX:7(-1) MS: 6(—2) PR: 7(~1)

Speed: 4 Pods = 160 2 Treads = 120

Description: This 6-by-3-by-1-meter unit has  front-mounted 1-by-
3-meter equipment platform carrying the following: 2 6-meter crane
with a three-pronged claw able to lift 900 kilograms, four 6-meter tenta-
cles able to lift 500 kilograms each, and a tractor/ pressor beam able o
lifr 1,600 kilograms at a 30-meter range.

Type: Medical Robot

Number: 1d4-2 Armor: 7(—35)

Hit Dice: 9 Control: lI A, II B
Sensors: H,IU,§ FA Power: B,H24

PS: 65(+4) DX:13(+1) MS: B(=1) PR:18(+2)

Speed: 1 Tread = 160 2 Legs = 24

Description: This upright-walking 2-meter-tall unit is humanoid in
shape. It has two arms and two 2-meter tentacles, each of which is
equipped for handling precision instruments, Special equipment in-
cludes all normal medi-kiz tools and materials (in five times the quan-
tity found in 2 medi-kit) plus more extensive medical labs than are in
the medi-kit. A medical robot can perform complex surgery, if neces-
sary. It heals characters at the same rate as 2 med-kit,

Type: Security Robot

Numbes: 1d4-1 Armor: 8( —40)

Hit Dice: 16 Control: IVA, C
Sensors: H,IU,T.A . R,.C M,V Power: B.N

PS: 100(+4) DX:13(+1) MS:8(=1)  PR: 25(+4)

Speed: 2 to 4 Legs = 24 2 Pods = 160

Description: These units look like medical robots, but each of their
tentacles can lift 200 kilograms and each robot has a pair of tractor/
pressor beams that can [ift 200 kilograms apiece at a 30-meter range.
Weapons include four paralysis rods (each with a 3-meter extension), a
slug thrower A (with 10 clips of ammunition), and & grenade launcher
(60-meter range) with 1d6 tear gas grenades and 2d6 stun grenades.
These units will usually be programmed to subduc all life forms acting
violently or entering restricted areas. They have command circuits that
allow them to summon medical robots and engineering robotsas neces-

sary.

Type: Small Cargo Transport

Number: 1 10 6 Armor: 7( —35)

Hit Dice: 22 Control; 1 A

Sensors: IU,R. M Power: B.S

PS: 550(+5) DX:7(—1) MS: 6(—2) PR:2(-3)

Speed: 3 Hoverfans = 240 Treads = 160

Description: This unit is the same size and shape as the Light Cargo
Lifter. It has two 6-merer tentacles, each ablc to lift 100 kilograms and a
tractor/pressor beam able to lift 1800 kilograms at a 12-meter range.
Each can be elecrronically coupled to other units of the same type for
convoy movement.

Type: Supervisory Borg

Number: 110 2 Armor: 5(=20)

Hit Dice: 22 Control: V A

Sensors: H,IU.F Power: N

PS: 45(+4) DX:13(+1) MS:18(+2) PR:15(+1)

Speed: 3 ro 5 Legs = 48 1 Hoverfan = 160 2 Pods = 80

Description: This unit's l-meter-tall humanaoid trunk rests on a 1-
meter-squate base. It has two humanoid arms able to manipulate any
tools or equipment designed for human use. Supervisory borgs have ra-
dio circuits that allow them ro control all other robots as if they had 2
Code IV ID. They can communicate with Think Tanks and Cybemetic
Installations on whose behalf they will usually function.

Type: Warbot

Number: 1d4-2 Armor: 12( =60)

Hit Dice: 100 Control: C

Sensorst H,IU,TR,C Power: N

PS: 150(+4) DX:12 MS: 10 PR: 16(+2)

Speed: 4 Rotors = 600 6 Pods = 240 6 Treads = 120

Description: This vaguely murde-shaped unit is 9 meters long by 6
meters wide by 3 meters tall. It has four micro-missile launchers, six rorc
grenade launchers (base range 100 meters) and 3d20 torc grenades, four
black ray guns (base range 50 meters), eight mark VII blaster batteries of
three guns cach, one matter bomb launcher (base range 50 meters) and
6d6 matter bombs, and six laser batteries of five guns each (base range
of 300 meters, basc damage 25 points per battery), All warbots have a
double strength forcefield.

A Warbot may make addirional attacks by dividing his arrack rank
among his various attacks. However, his Rank decreases as his Endur-
ance decreases from damage (loss of one per four hit points damage). A
Warbot can repair 2 points of damage per turn until it suffers half dam-
age, then it can only repair 2 points per minute,



The Tale of Elder Twilyght

.1 recall the first time I heard the tale of the Changing.

We students sat on the silkmoss-covered hillside; the graying dusk was lit by
the golden glowing gorse and the new evening stars,

We had finished meditarions to clear cur minds for the lesson, when Master
Laur silently began to instruct us.

One might almost mistake the goodly Laur for one of the True Children, the
direct descendants of the Ancients, for the dim light masked the green hue o
his skin and his four-fingered hands, But Laur was one of the few Changed who
had managed to join the ranks of the Keepers. When he spoke, the wind
hushed, and his soft voice carried to each of our cars like a private whisper.

“Learn now the lessans of the past and the great goal set for our lives.

"Before the sky glowed red, before the seas of grass waved blue and deadly,
there was a time when the world was a wonder! Mighty cities of metl rose
toward the heavens, flying chariots sped across the plains, and man’s compan-
ionis were creatures of sreel. All this was the Ancients” domain.

“Those Ancients, the forefathers of our world, were mighty beings and all
the Earth was theirs o command. But this was not enough, they soughr greater
challenges, new fronuers. And so, theirshamans, the legendary Scientists, built
vessels of power to explore the Grear Void iwself. And thus, their glory was
spread among all the stars,

“Yer from these mighty achievements, @ haughty pride grew and dissatisfac-
tion 1ok root in thart rich soil. Man grew jealous of his brother and nation bick-
ered with nation.

"W hat spark at last ignited the nations’ angets, we do not know. Some Keep-
ers hold that man grew reckless or thar some Cosmic Force sought to reach the
world 4 lesson; others believe that outsiders feared the might of man's natons
and tried to eradicite them, Still others fear it was the result of a colossal acci-
dent or miscaloulation.

"However it came about, a2 mighty conflict raged and man scoured the carth
with awesome tools of destruction. Fire destroyed the cities of man and winds
cleansed the debris. When the ash settled, the Age of the Ancients was past.

“Then began the time of Long Diying. thar we call the Shadow Years. From
out of their shelters crawled the last of the Ancients to behold the destruction
they had wrought. They were repentent and called into the Void for their breth-
ren to recurn. But if any heard, none answered. They had sealed their own
doom. In the years that followed, the glow-that-burned blanketed the land,
and many of the survivors sickened and died. Yer some tew survived to begin the
long climb back to avilization.

"It was the Ancients’ greatest terror that proved to be their most precious gift
o us. The very carth poison, whose deathiglow slew thousands, was the key that

unlocked the porenual of all ereatures. The gates on the stations of life were
thrown wide and plant and animal leamed to change their form and o survive
in this changed world.

"These changes were as varied as ice crystals. Some changed their shape,
color, or natural defenses. Some gained vastly improved minds, discovering new
powers of life and dearh, while still others changed beyond the Ancients’ recog-
nition

"Thus from humble beginnings sprang our four races, the children of the
Ancients, From the plants grew the Earch’s Children; from the lowly beasis
evalved the inrelligent Man Brothers; the Changed had rminsformed into the
form of man and were able to use both man's tools and the weapons of their
bodies; and finally there are the True Children, the unchanged, direct descen-
dants of the Ancients.

“We are of many shapes, bur we are all children and heirs of the Ancients.
And to us has passed their legacy, We have a second chance, 1 chance to rebuild,
to restore the old glory, and to prove ourselves worthy of our heritage. For only
then will we ar last escape the wilderness and be welcomed back into the Cities
of Man!"

My memory of the rendition fades, and I admit to a distraction ar thar time,
for | had recently passed the rites of manhood. Yet | recall thar below the hill
spread a panorama of the world thatis so familiar to us, It was hard w imagine a
world where the plains were not wild blue waving grasses, where forests grew
without the towering red watchwoods, where the night was dark and pale,
where the violer glow of the Deathlands was absent.

My gaze traveled across the vale, to the Feather Forest whose giant cicadias
and immense red roses offered shade 1o the monstrous manttaps and the dare-
ing drakeflies. Beyond lay the Muck Marsh, bubbling orange and acidic; only
the meral storks and floating sweetpads dare wade those waters. And there,
lying at the foor of the ochre-mantled mountains, surrounded by the
deathglow, nestled a silver-green ruin of the Ancients, a treasury of hidden mys-
teries,

A winged drayfish, its mouth filled with myriad venomous barbs, soared
through the red sky secking prey.

The dmyfisb sputtcd its prey and dived towards a ﬂuturing flock of flame
moths. I chuckled, for in the beast's hunger-driven haste it had made a faral
mistake! The moths scattered before the diving creature and beams of ruby light
flashed from their eyes, lancing the beast. The diner had just become dinner

Ah well! As the elders say, “Life is tough, and then you die!"”

Estelroth Twilyght
Keeper of the Everlasting Light
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PART VI: RITE OF PASSAGE

INTRODUCTION

The town of Restore is a small Restorationist
stronghold in a valley thar separates a long
mountain range from plains to the south.
Lately Restore has come under artack from
large bands of carrin birds and badder mu-
tants, These bands have been forced down
from the mountins and your Restoration
Council feels that these new enemies must be
stopped at all costs. The town has just received
information that a raid is going to descend on
Restore in just seven days. You arc being scnt
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 occurred. You want to answer
that question on your quest, if you can.

This adventure, Rire of Passage, will intro-
duce you to the GAMMA WORLD® game.
New game masters (GMs) and players can be-
gin with this adventure and learn the game as
they play. It requires no referee and can be
played by one to four people, or s GM can use
this adventure to help him run a campaign for
his players and to get a berrer feel for how to
be a GM.

The players take on the oles of @ band of
Restorationists assigned to explore the moun-
tains and find ancient artifacts. Although we
suggest using the pre-generated characters
listed on the cover of the Player's Screen, play-
ers who know the game may create their own
characters if they desire (see “Character
Types” and "How ro Create a Characrer”' in
the Rule Book).

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

What You Need to Play

1) The GAMMA WORLD® game Rule Book

2) The Player's and Game Master’s Screens
and the Adventure Book (you're hold-
ing it now)

3) The dice fiom the box

4) A photocopied Adventure Record Sheet

5) Pencils and some time to play the game

Entries

This adventure consists of many scparatc
sections called entries, Each entry is desig-
nated by a lereer-number combination and
describes a place or situation that the player
characters (PCs) might encounter. As you read
each entry, you must choose what you think is
the best course of action from the list of op-
tions. There are no “'correct” choices, bur if
you are not careful, you could end up in some
very difficule situations. Each option directs

you to a new entry that describes the results of
your choice,

Example: At the beginning of the adven-
ture you have to choose whether to seck out
your clders for more information or quickly
leave the village and begin your adventure,
Seeking more information 1s Entry Bl and if
you take this choice you move ro that section
of the adventure 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-
venture and read that entry Both of these
choices direct you to some other entry and the
adventure continues.

Players should note that the entries make
no sense if they are read in strict numerical or-
der. It is imporant that you read only the en-
trics you are directed to read. If you read other
entries, you may become confused, and you
will cerrainly spoil the fun and adventure of
the game,

Keeping Track
of the Adventure

Whenever you read an entry it will be help-
ful to use the Adventure Record Sheet to keep
track of where you have been and what hap-
pened. You may want to make several copies
of this sheet because you may need more writ-
ing room than just the spaces provided on one
sheer.

The “Hit Points/Wounds Suffered" sec-
tion on the Record Sheet is used to record the
numbet of points of damage you have raken
during the adventure (see “Hit Poines and
Damage" in the Rule Book). In the “Last En-
try' section, you can keep track of which en-
tries you have tried. There may be times when
you have to go back to an entry and try again.
The players should keep a separate sheet of
paper to note items acquired during the ad-
venture,

Decision Making

The players must make all decisions as a
party, except during combat. This means that
the majority of the players must agree on an
action before the party acts. During combat
cach player may choose a different action as

long as those actions do not refer them to scp-
atate entry aumbers.

Rolling Randomly

During the course of a combat or from the di-
rections of an entry, you may find it necessary to
determine who 4 non-player character (NPC) at-
tacks or works with by rolling randomly. You roll
randomly when you can see no logical reason for
a non-player character to choose one course of
action over another. Arbitrarily assign numbers
on a six-sided die 1o determine whar the charac-
ter does. Example: The character attacks Ren on
al, Raz ona 2, Sheesh on a 3, Wroll ona 4, or

tries to artack both Ren and Raz on a 5. or
Sheesh and Wroll on a 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)
to sclect the path you want to take. Then
move from hex to hex until you entera labeled
arca. For every six hexes you move, roll 1d6.
On a 6, refer to 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 yourself
with the terms used for encounters through-
out this advenrure,

Combat

This adventure presents the player charac-
ters with many combat opportunities, It is a
good idea to carefully read the “Combar'’ sec-
tion in the Rule Book before going further

Getting Healed

The PCs have seyven days to accomplish
their mission before the raid against Restore.
If a character is seriously wounded, he can go
back to the village and be healed complerely
by the clders of the Restorationists. A round
trip between the mountains and the village
takes one day. A PC can leave his group and
find them again because of the trail markings
they are leaving, But he cannot rejoin them
until a day passes for the other PCs and he
cannot leave and adventure by himself in
other entries, The PC should only be inter-
ested in finding his comrades and continuing
the adventure.

If your character loses all of his hit points
then he is dead. You can then play the part of
the non-player characters and foes in the ad-
venture and role play their confrontations
with the players’ characrers.

Ending the Adventure

The entries in the adventure will tell you if
your actions help the Restorationists win their
battle against the mutants. If all of your char-
acters die, you have obviously lost and Restore
is oyerrun by the mutant invaders. If you do
not return to your village with the necessary
weapons within seven days, you have also lost.

Feel free to stop playing av any time and
pick up where you left off at a later time.

The Characters

Read the chamacter descriptions on Player's
Screen and refer to the "Mutations” section and
the “Equipment and Weapons” section in the
Rule Book to understand the characters and their

devices can do.
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VICTORY
CONDITIONS

Weapons: If you take back more than 15
weapons, or get others to take back more than
15 weapons, within the rime limit, you win a
Minor Victory.

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

Information: If you bring back informa-
tion abour the locations of the cyborg menace
plus 15 or more weapons, you win a Clear Vic-
tory.
Future Allies: If you have entered a fightrto
save the life of another, they will help you in
the futare, This plus 15 or more weapons gives
you a Clear Victory.

Major Victory: If you fulfill all four of the
conditions abave, you win a Major Victory.

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

Start

For the Readers: When you come within
onc hex of a2 number on the map, you must
read that numbered carry, If there is more
than one type of terrain in that hex, choose
whichever terrain is most favorable to you. As
you come into a new terrain hex, read the en-
try for that terrain as noted at the bortom of
the map. In other words, the first time you en-
rer a forest hex, read the forest eatry, etc.

For the Player Characters: Your gquest be-
gins at dawn of the first day, You have been
given « rough map of the mountains thar mu-
tants in the town have created for you. Your
mission is to acquire energy weapons of the
Ancients, but you also want to discover why
your lands have been recently invaded. You
could leave immediately (C11) or you could
take a few hours and ask questions of those
who have recently scouted in the hills (C92),

Al The road travels through a narrow pass
berween two hills and there is a log roadblock
a hundred meters ahead, You can go off the
road and into the hills or you can check out
the blockade (C71).

A2 You avel through the grasslands in
this valley until you notce a large, stone struc-
ture nestled in the hillside to the cast. You
come within three hundred meters of it when
a meter-tall oval robor flies out from the
building and approaches you. Do you shoot
the robot (F37), ler 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 out

of the water. It mentally attacks each of you,
striving to control you (HD 15; hp 123; MS
15; mutations—mental control (one try for
each of your party, any falling under its con-
trol begin fighting the rest with their best
weapons), mental paralysis (if held for five
action turns the victim dies, the paralysis is au-
tomatic after the first successful arcack, rhe
creature can make other attacks while one of
your number is mentally paralyzed), stunning
force (one try for cach of your party, if the ar-
tack works, that party member is stunned for
the rest of the bartle), heat generation from
tentacles (Dm 5).

This creature attacks every party member
every action turn until you run away (see D29)
or defeat it. You cannot run away if any party
members ate stunned, paralyzed, or mentally
controlled.

A4 You hear the sound of an engine rev-
ving. There is a black plume of smoke rising
about a hundred metes off in the grasslands.
If you want to check it out turn to B4S (this
rakes one hour),

A5 Our on the grasslands you hear a
scream for help (or is it a battle cry?). If you
rush to see what it is, turn to C58. If you do
not want to investigate, just continue your
trek across the map.

A6 Scveral hundred meters off the road
stands a towering statue of a pure strain hu-
man female. She is wearing a strange dress
and is holding a rorch in one hand and a large
book in the other. There is a glowing entrance
at the statue’s feer. If you leave the rad to
check it out, go to A95. This takes two hours,

A7 The door opens into a large toom that
lights up from glowing spots on the ceiling as
you enter. A voice speaks in a language you
have never heard before, but you do recognize
some numbers in the speech. The voice scems
to come from all around you. On three walls
of this room are large, open boxes at hip
height. Above each of them is a window of
some sort. Each of you must roll an Intelli-
gence Check, If even one of you succeeds, turn
to B73. If none of you succeeds, wm w F34,

A8 This i1s a box canyon and you have
reached the end of it, but instead of the nor-
mal rocks, you discover a huge meral door. It
stands 20 meters tall by 15 meters wide, There
isa large pile of skeletal remains at the base of
the door. Exploring this area will take two
hours.

If you wish o check our the bones and
equipment you see just lying here, go to A96.
To check out the door, turn to AG6.

A9 You move down the road from your vil-

lage ready for action. You only travel a shorr
distance down the mountain pass when you
see a rider on a brutorz moving up the road ro-
ward you. He is a stranger and looks somewhat
beat up. He is bleeding from several wounds,
but still locks tough in his broad-brimmed,
black hat and strange, blanket-like clothing.
You can ler him pass and continue to your next
encounter, or you can try to talk to him about
what lies ahead (A99).

A10 Nothing untoward happens asyou en-
teran area of sand dunes and discover ruins of
the Ancients buried in the sand! These build-
ings could be filled with the weapons you
need. It will take you two hours to explore
cach building. You may explore one of the fol-
lowing: onc almost completely buried (A63),
one that appears to be mostly intact (A97), or
one least buried by sand (A80).

All Deep in the forest you sense the pres-
ence of eyes warching you. The trees that sur-
round you are old and they seem bent and
threatening, Suddenly you hear a roar and
each of you fires your most powerful weapon
at the noise. Then you hear giggling. The lil
are playing tricks again,

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

A12 There's a strange smell in the air. It's
like meat that's been out in the sun too long.
You are on the border between forest and
grasslands and there is a stream to the south of
you. You are considering going into the woods
when you see the bodies. There are three
green-skinned humanoid bodies with robotic
heads on them (cyborgs). Each body is trans-
fixed by at least 10 long spears. You could
check out the bodies (C44), or leave the area
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 what is approach-
ing. In a few minutes you sce twenty android
warriors all armored in energy suits of some
type and carrying unusually large laser weap-
ons. As you watch, an orlen rushes from con-
cealment and trics to get across the road.
Twenty laser rifles blast out in unison and rurn
the orlen 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 to the top of this
mountain peak because it is the highest point
in the area. You discover a building of the An-
cients. There is some type of light on the roof
that begins flashing brightly as you approach.




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 something
to ear?"”

If you want 1o go right in, turn to C45. If
you want to hide and see whar happens, tum
to B33,

Al5 You have discovered a cyborg com-
pound in the hills. Ir is surrounded by a
strange coiled wire. As you watch, the wind
blows a tree limb into the wire. The limb is si-
lently severed and falls onw the wire 1o be
sliced inro a thousand pieces.

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

At the center of the compound is 2 huge
spacecraft. The spacecraft and every other
structure in the compound is made of crystal.
Everything is dome shaped and you are all cu-
rious about whar 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 callected
their heads, you could gut them and put them
on and walk in. Refer to the Compound Map
entries if you do this.

If you have mot encountered and killed
enough cyborgs to do this, you must leave this
area and warn your elders abour it.

Al16 You hear the sound of an engine turn-
ing over but not carching. As you carefully ap-
pmach, you sec a turbine truck in trouble.
There is 2 meral-headed humanoid trying to
start it and not having any luck at all. You hear
it asking for assistance over a2 radio, You sec
there is a load of something in the tuck, buta
large cloth covers it entirely.

You can try to help the cyborg (A87), atack
it (B56), wait to see what help arrives (F48), or
leave and wander through the wilderness once
again,

A17 You are in the hills and haven't seen
anything for a long time. Climbing to the top
of a ridge, you just realize that there is an odd
lack of vegetation here. Reaching down ro
check out the soil, you discover that the entire
hill is arrificial!

Suddealy a holc opens up in the earth and
you all fall into ix! Tarn ro C46.

Al18 You have come to the foothills by the
source of 2 small river and you sec a group of
five small humanoids chained together.
Standing over them are two heavily armed hu-
manoid cyborgs! You can run away (return to

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

Al19 Moving through the forest (remember
to check for unusual trees from entry A43),
you find an animal rrail and follow it. After a
while of traveling down the trail, you see a pis-
tol lying in front of you. Thinking it might be
a trap, you check the area bur see no one.
Picking up the pistol, you cannot scem to fig-
ure it out. It has no visible moving parts, but
it looks like a pistol—it has a grip, a trigger,
and a barrel. As you look around, you see
more of these pistols off the path, just lying on
the ground. If you wish to collect them, tum
to F50. Or if you think the area seems too sus-
picious, continue on the Wilderness Map.

A20 You are on & wide trail berween low
mountains and in the distance you see a log
cabin to the side of the road. You approach it
carefully and there in 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 to
sce the inside of the cabin, ralking to them

scems to be the only way—tutn 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 a bit unsettling because
you've never seen such blooms, You can check
themn out (B55), or you can avoid the area and
CORTINLE On YOUT Way,

A22 There is a massive bridge spanning the
wide river. There is also 4 huge robot standing
in the middle of the bridge. It bristles with
weapons, mini-missile launchers, and rockets.
If you utry 1o cross the bridge you must deal
with the robot. On borh sides of the bridge
you can see blast areas where the robor must
have foughr 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 enuy C73; if
it comes up multi-tailed, turn o B48.
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A23 You arc taveling by the lake when a
tree-like being suddenly erupts from the water
and starts shooting an amazing varicty of
weapons at you!

This is a seroon lous (HD 18; hp 100; this
plant can fire all its weapons at once;
weapons—two laser pistols (Tech IV, Dm 8,
three shots left in each pistol), four crossbows
(Tech 11, Dm 10/5), one type A slug pistol
(Tech 11, Dm 10, 11 shots left), one type B
slug pistol (Tech III, Dm 15, nine shots left),
one type C slug 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 entry
D29.

A24 In the grasslands you come across the
trail of 2 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 ac-
mored vehicle of the Ancients. There are
many different types of gun ports and they all
look ready rto fire. If you wanr to check it our,
turn w B60. Otherwise you leave the area and
wander through the wilderness.

A25 You have come to the edge of the for-
est and there is 2 vast tunnel sloping into the
ground. At the tunnel’s mouth you seca glint
of metal. If you go ro check it out, rurm to
B39. Or you can leave nor wanting to face
something that could bore a tunnel that large.

A26 The path berween the hills narrows
here and you can see a roadblock in the dis-
rance ahead of you. When you ger within 100
meters of it, a voice shours out, "Stop where
you are and come no farther. There is a dan-
gerous plague in this valley. You must turn
back.”

Yo‘u can leave and continue to adventure in
the wilds, or you can attack the roadblock
(B38).

A27 You've come upon the remains of a
hisser village. [t consists of semicircular
mounds of packed carth that lead to under-
ground homes. But the village is 2 smoking
ruin and hisser heads arc lying all over the
place. There must have been a bartle here and
the hissers lost. You scarch several of the un-
derground homes bur find only bumt rin.
There are no bodies and you wonder if the
badders and carrins had a hand in this. It
makes you more resolved than ever to find
weapons for your village.

A28 At the edge of the forest you see a
metal shed and a lot of orange-winged lil
working to clear the surrounding underbrush
and trees. You know thac lil are tricky creatures

that often steal things from others, Bur thar
shed looks interesting. It shines in the sun and
doesn't show a speck of rust. You can check it
out {AB4), 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
his sling. Your parry fires from a distance and
then rushes into the bartle. The carrins are
surprised and you get two more action turns to
shoot at them. Then they fly off into the
mountains 1o the west.

The human you have saved is very grateful
and offers to aid you in your quest. 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 in this area.

(Pute strain human: Rank 10; 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 ection rum).)

A30 You have discovered a large area full of
ruined buildings of the Ancients. You cannot
hope to search it all in the time you have re-
maining. There are two interesting-looking
arcas where you think you might find some-
thing useful.

It takes three hours to check out each of
these interesting arcas.

Thete is a tall black ruin by a lake (B74). Or
you can scarch along a road that runs north
and south (F32).

A31 You follow the road and discover that
it ends in rubble and boulders. Thete are no
paths through the mountains 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 2 time (A75). Or you could just leave
the area,

A32 You hear a loud crackling sound to the
west of you in the grass. You cautiously ap-
proach and see a fallen figure. Fearing a trap
you observe the body for a tume. It twitches
and you see spatks coming from its head,
making the crackling sound, Going over you
find a badly wounded thinker android,

T am dying,” it says, "but before 1 rerurn
to the ooze from which I came, | must give
you something. We androids are waging a war
against the cyborgs. My part of this bartle is at
an end, but I have something thar will allow
you to continue my fight”

He takes two black ray pistols (Tech V, Dm 40,
four-shot energy cells) from his robes. He reaches
you how to use them, gives you a spare energy
cell for cach, and then dissclves into a red gel.

A33 Rising our of the warter at the edge of
the lake and marsh is a large building of the
Ancients. A door is visible on the side facing
the lake. As you venture closer, you can see 15
tentacled creatures sticking to the door. They
are ugly lictle brutes that wave their tentacles
threateningly at you all as you approach.

You cannot tell what the walls of the build-
ing are made of—it is different from any stone
or metal you have seen. There are no windows
and the large, black door is the only entrance.
Burt you are leery of tangling with those tenta-
cled things.

If you decide to artack the creatures, go to
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 2 plume of smoke in the dis-
tance. You cautiously approach and sight a
dabber camp. These raccoon humanoids are
known for their sly ways. They are ull armed
with laser rifles (Tech IV, 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-
tinue through the wilds.

A36 In the middle of the mountains you
discover a huge statue of a falcon with its
wings spread. The thing stands many man-
heights tall and at its base is a huge stack of
items of the Ancients. You rccognize some
weapons, but there are many other things you
have never scen before. Naturally the thought
of carrins comes to 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 to take 2 look at the equipment,
turn to B67. If you want nothing to do with
this place, wander again through the wilds.

A37 You've moved into the hills and the
going is prerty rough. You arc considering
moving into the grasslands when you are at-
tacked by a band of six flying carrins (HD 15;
hp 90, 70, 55, 54, 33, 52; MS 13; weapons—
laser pistol (Tech 111, Dm 8, five shots); short
bows and twenty arrows (Tech 1, Dm 14)).
They concentrate their laser shots on those
with power armor. After they usc up the laser
charges, they concentrate their bow shots on
those without armor. They continue to fight
until all cheir missile weapons are used up and
then they fly away. If you run, you must gee
TWO Succ run resules to get away from
these (see D29).

A38 You hear loud engine noises and cau-
tiously approach a point where you can see the
machines. You see 2 huge machine of the An-
cients digging a road into the mountainside.




The machine is as large as your entire village.
It is just removing rock from in fronr and
pushing it off o the sides. You can sce it has
already made quite 2 long road from the low
mountains to here. You can go down and try
to deal with it (B65), or you can continue in
the wilds.

A39 You release the robor and it immedi-
ately arracks Wroll. (If Wroll is not here, this
robot follows your party and only atracks ani-
mals that artack your party.)

(Wilderness ecology bot: HD 16; hp 90; ar-
mor absorbs the first 20 points of physical
damage in an action rum; paralysis field (asa
stun pistol, if it hits it stuns for base two min-
utes); defoliant spray (Dm 10, works on vege-
tation of all types); caprure mer (if it hits it
entangles the figure for base two minutes);
sonic torch (Dm 8); laser torch (Dm 15); flame
gun (Dm 10); the bot's vibro saw 1s not work-
ing right now). If the robot does not stun
Wroll on the fisst action rurn, it attacks simul-
taneously with all of its weapons. It cannor at-
tack Ren, but it can reply w artacks from any
other members of the party. If you run away,
turn to D29, but you will have to leave the
compound.

A40 These ate small, slow-moving streams
that can be crossed easily. There are crearures
swimming in the water that your elders have
warned are highly dangerous. At any point
where trees touch the water’s edge, you can
use them to cross safely, Roll a Dexrterity
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. tum to (A94).

A41 When you release the first robor, it
immediately begins firing av crystal domes in
all directions. You run from the compound for
your life and know you have released a terrible
creature of destruction on the cyborgs.

A42 There are three different types of
mountains. Moving through them takes a
great deal of time., [t takes two houss to cross a
low mountain hex, four hours ro cross a me-
dium mountain hex, and nine hours to cross a
high mountain hex.

A43 You can rravel one hex per two hours
while in the woods. For each new wood hex
vou enter, you risk having to fight through
mutated trees. Roll 2 1d6. On & 1-3 you meet
normal trees. On a 4 you face thom throwers
(HD 5, Dm 6, and they attack far the first
action rurn and then you may try to tun (go to
D29)). On a5 you face life leeching trees (HD
15, strip six points from cach party member if
successful ‘and they arrack for the first acdon

turn and then you may try 1o run away (go to
D29)). On a6 you face intelligenc trader trees,
They try to mentally charm each party mem-
ber into trading the best tech weapon he has
for a Tech 11 crossbow. This charm is a Rank 3
mental attack. Only when you are away from
their influence do you realize thas you have
been cheated by the trees.

A44 The ground of the marsh is spongy
and you sometimes sink up to your knees
while crossing. It takes four hours to cross 2
marsh hex. You can see the ruins of a city of
the Ancients lying in the marsh, bur you
doubt if it is worth the risk to enter the place.

Ad45 The nver flows too fast and is too wide
to swim or float across. You will have to look
for a ford or find an area where the trees lean
over the water. Each woods hex bordering a
river contains trees that lean over the rver. At
these points it is possible to use the overhang-
ing trees to get across. Roll a Dexterity Check
for each chatacrer 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 or raft until you see the huge eels and
other creatures thatr infest the lake. They
could easily swallow your craft whole.

A47 After searching these ruins, you con-
clude that there are only three places really
worth checking out. All of them show signs of
still having functioning energy sources of the
Ancients. Each of the three buildings takes
three hours to search. The first area is a lit tun-
nel that leads underground (A92). The next is
a door in the rocks thar has a still-functioning
light on it (B43). The last is a robot that is
working around a huge pile of rubble (C70).

A48 The road bends to the north and
winds between two very tall cliff faces. You
hear the sound of some type of machinery. It
moves and the nois¢ echoes in the rocks. To
continuc on quickly down the road, go to
A98; 1o climb around the area, go to A63.

A49 You encounter a large stretch of roll-
ing sand dunes, You suddenly see a small dog
running over a dune about twenty meters
from you. There are three fins rippling just
undes the sand behind . In a heartbeat a
huge saw-toothed maw rises up out of the
sand and swallows the dog whole, Maybe this
is not the territory for you. You can feturn to
the Wilderness Map or you can walk out into
the dunes (A10),

A50 In the grasslands ar the edge of the
forest, you discover a recently buile brick

building. If you move closer, rum to C69.

AS51 You sec the smoking remains of a
hover car on the road. If you approach closer,
read C67.

A52 You are moving as quickly as you can
when suddenly you stop as a huge stone wall
suddenly fills your vision and blocks yourway.
“You will stop and you will pay a toll)" comes
the mental conract.

"Whao are we mlking to?" one of you asks.

Befare your eyes the wall vanishes and five
black-winged lif fly up to you.

“We keep this area free of androids, cy-
borgs, and robots. Are you going 1o pay or
not? The toll is one Tech III item from each of
you,”

If you pay and talk o che lil, turn o C68. If
you run or arcack, wirn o B38.

A53 You have discovered an arex of lil
brambles. You know that these creatures are
whimsical and sometimes dangerous, At the
least they could steal important equipment. If
you wish to try to talk to them, wum 10 C40.

A54 Seven orange-winged lil are fighting
an ugly, tentacled 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 2 hand in the battle (B40).

AS55 You are traveling in the grasslands
when in the distance you see a huge band of
lil. There are several hundred of them and sev-
eral groups are mounted on arns (large flying
insects). They have not seen you yet so you
could leave the arca. These are black-winged
lil and you know how dangerous it can be to
talk to them. You might find yourselves with-
out any weapons, If you talk to them, you
must use the Interrogation Chart (D30). Mark
this place and return to ivafter you have rolled
to sec how they like you: Favorable (C61),
Cautious (B26), Indignant (F39), Hostile
(B69).

A56 You are at the border berween the
grasslands and the hills when you hear the
sound of shouring in the distance, Cautiously
mvestigating, you see a band of 15 hoops ar-
guing with each other. These creatures are es-
pecially nasty because they can tumn metal
items to tubber with a touch, They are only
armed with swords, but each one is in chain
mail. You could go down and talk to them,
bur that would be very dangerous. If you goto
talk, turn to BG8. If you decide to leave, con-
tinue on your journey.

A57 Of the road is an oasis in the grass-
lands. From a distance you can see a large pool




of water surrounded by a grove of yellow teees.
There isa metal vehicle of some type there and
you can see two figures moving around a
camp. If you want to check things out, tum o
C75; otherwisc conunuc using the map. It
takes one hour to check out the oasis.

A58 You can travel two hexes per hour
while on a road. Whenever you leave the road,
consult the other termin notes to see what the
movement rates 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 hour, You must rest six hours every
night, except for the seventh day when you
may push yourself to complere your mission.

A59 The ruins of the Ancients® eity are
thickly overgrown with vegetation. You see
hundreds of burnt-our shells of buildings and
several intact structures rising out of the forest
and hills of the area. You instantly have a ran-
dom encounter: roll 1d6 to determine which
creature you meet from the firse six on the
Random Crearuses table, Then refer to the
“A" number for those ruins to determine
what you do next. You spend two hours
scarchmg and then refer to the “E" map (An-
cient Ruins) for the other encounters in this
area.

A60 You see row upon row of mutated
trees. Several rows consist of mobile trees that
have been tghdy chained to the ground.
Thete are ather rows of trees with large holes
in their sides as if explosions occurred here re-
cently. It takes one hour to completely check
the grove and all of its choices. If you wish to
check out any of the following, mum o the
proper entry: the mobile trees (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 mmg to prunc sev-
eral purple fruit trees. Every time ir cuts a
branch some fruir falls off and explodes. If
Ren is with you, turn to C20; if he is not here,
turn to C91.

A62 You challenge him, but before you
can even move your weapons he has two slug
throwers in his hands and he fires (Rank 15,
hp 140, Dexterity 18 (+2), chainmail vest
(=15 points peraction turn), two type A slug
pistols (Tech I1I, Dm10, —7 CS for the right-
hand weapon and —35 CS for the left-hand
weapon). You can run away after the first
action turn (go to D29), or you can fight. If
you win the barde, tum w C88.

A63 You must enter the mountains to get
around the machinery. Read A42 and con-
tinue traveling on the Wilderness Map.

A58

A64 Roll 1d6. On a 5 or 6 the guns fire for
two more action turns before you get 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 o
uncover an entrance to what appears to be the
roof. The meral door opens onto a long stair-
way down. You see a light source of the An-
cients still working. This building must have
an active power source somewhere below! If
you wish fo continue tum to C62 or you may
go back to A10 and make another choice,

A66 The door is solid and does not budge
no matter what you do. When you experi-
ment with an enesgy weapon on the door, it
starts 1o tick. You can run away and return
the Wilderness Map or you can continue in-
vestigating (turn to C76).

A67 You have been captured by the cy-
borgs and taken to their base camp in the
mountains at Area Al5 (see the Wildemess
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 tree limb
against a bit of it and the limb is sliced into 2
thousand picces. There is no escape through
that stuff.

At the gate you see a humanoid cyborg
armed with a laser rifle. It is a huge creature
and its cyborg head looks strange on the large
body. The thing opens the gate and you are
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 2 huge spacecraft. You
recogrize it from the stories you have heard
your cldets tell. There are huge blasting cones
underneath to give the ship the power to lift
into the sky. There are few figures moving
about the camp and all of these are cyborg
creatures.

You are taken to a large dome at one end of
the camp (Area D4 on the map). Inside is a
chamber filled with cages, You see two cyborgs
spnymgn.gasonahclplcsmaum The
creatute screams in pain and then falls uncon-
scious. The eyborgs do the same to each of your
party but the gas does not make you go to
sleep—all it does is inflict 5 points of damage.
But you pretend to slump to the floor uncon-
scious and the cyborgs place cach of you in sepa-
rate cages. Your equipment is tossed onto a big
pile of equipment in the center of the chamber.
You wait untl it is quicter and think about what
you saw in the camp. You have to escape, but
there 1s 2 huge ship in the middle of the complex
that looks like it could fly into space. You really
want a look inside. Tum o B94.

7

A68 You try talking with the robot. If Ren
is with the group, turn to C66. If he is not
with the party, the robot attacks you all (B42).

A69 In examining the more normal trecsin
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 into the grove. You can go back
to A6 and make another choice or check out
the explosions (A61).

A70 You have disabled the robot. Maybe
you can recover 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 ate weap-
ons, 91 drained hydrogen energy cells, 19
powered solar energy cells, a huge anti-gravity
sled thar Ren knows how to operate. With this
you can carry 20 metric rons of material if you
can pile it high enough. You cannot use it for
transportation, but you can use it like a wagon
and pull it behind you.

AT71 You give them nothing and you learn
nothing from them. You are politely forced
out and teld not to return again. You know
there are too many of them to fight. You can
go back to A47 and make another choice or
just leave this area,

A72 The shed contains the following: two
large glass wbes filled with a black liquid,
four small black sacks filled with a dark pow-
der, assorred toals for working with soil (shov-
els, picks, rakes, hoes, etc.), a rack of 10
pistols and 50 tubes that fit into the grips of
the pistols, and twenty small boxes filled with
a green crystal powder. You may each rake one
item of your choice and leave (you may take all
of the guns and the tubes if one of you chooses
those items). Turn to B62 for an explanation
of what you have.

A73 You take the down-sloping passage
and travel deep into the earth. You are begin-
ning to wonder how far chis goes and
feel more than alitte apprehensive when icfi-
nally apens up into a large underground cav-
em 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 you are going to be sorry”

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

A74 Gertingcloser you see the remains of a
badder fortress. You have heard stories about
them and know therc is 2 lagge arca of under-
ground warrens bencath the buming log
structure. Something has come in and ar-
tacked the fort and destroyed it. Those atrack-
ers might still be around,
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If you want to explore the area to see if there
is anything of valuc lcft, go o F43, If you
leave the area, resume your journey across the
Wilderness map.

A75 It takes three hours to dig through the
rocks. You eventually find a runnel entrance
made by the Ancients, but it is blocked with
rubble. You are abour to give up in disgust
when you find a body with a meral cyborg
head. It has been there for a while. The body
has a broken Mark VII rifle and a black ray pis-
tol thar scems in working order (Tech IV, Dm
40, four shots from the chemical energy cell,
this one has a drained cell), You take the head
and the pistol, but leave the problem of the
runnel for another time.

A76 You blast away at the metal door and
shoot another 11 umes until several bullets fi-
nally shoot through che door. You hear the
sound of glass breaking inside. Well, at least
the door is open. Tum to A72, remembering
that the bottles are now broken.

AT77 You wait and in a few minutes feel
sleepy and o tired. You fall asleep and are
barely aware that five metal-headed creatures
come in and cart you away. This was a trap.
Tam o AGT.

A78 Very carefully you approach the trees
with explosion holes. Each member of the
party must roll an Intelligence Check. If any
of you make it, tumn to C89; if you all fail,
wrn to C26.

A79 You artack the gun emplacements and
your fire does nothing. The lasers attack you
for two more action turns and then you decide
to run past the lasers (A64),

A80 Going o the ruin least buried by
sand, you discover a structure with several lev-
els. All of the windows are broken and the
place has the look of having been picked
clean. You enter through the door. If Sheesh is
with you, tum to C30; if he is not with the
party, you discover nothing here, You can
choose again from A 10 or journey somewhere
else on the map.

A81 The doors slam shut and you feel the
entire chamber move. Aftera few seconds the
doors open again and a huge robot artacks. Its
energy screens stop all of your weapons, it pre-
vents you from passing by, and it fires for two
tumns before your mad buuon pushing gets
the doors closed again.

The robot is using laser nfles that shoot
fram its main body. There are 16 of them, but
only two can firc on cach party member per
rurn (Rank 10, Dm 12) and it has two action
turns of fire before the doors close again.

Those who survive the fight leave the statue
immediately, not wanting to face any morc
SUIpIIscs.

AB82 A humanoid as tall as Sheesh meets
you near the doorway before you can get a me-
ter into the chamber. He is wearing a long
flowing robe and has a sword in his hand that
is twice as long as Ren.

“*Welcome to the Archives! What technol-
ogy of the Ancienrs have you brought us?”

If you each give them something of Tech [
or IV, turn to C65. If you give them nothing,
tum to A71.

AB3 You are going to follow the androids.
You travel down the road for two miles and
then they veer off and march into the grass-
lands to the southwest. From out of the grass a
huge metal tank-like thing attacks the an-
droids. There is afurious baule for many min-
utes. You stay well away and watch from cover.
When the dust clears, three andrwids are
blasted along with their equipment and the
tank is burning and tipped over. The androids
just walk on. You can search the tank (C43)
and lose track of the androids, or you can con-
tinue to follow the androids (A89).

AB4 A swarm of 10 lil come out to talk 1o
you. You discover they are setting up a lil
thomn patch in the area around the shed and
arc having trouble clearing out the trees. They
offer to make a deal with you. If you will work
for one day and help clear out the trees in the
area they will let each of you have your pick of
whatever is in the shed. If you accepr their of-
fer, tum to B61. If you say, “thanks, bur no
thanks," you leave and continue your journey.

A85 You go deeper into the tunnel and
your worst fears are realized as six cal thens
beetles over rtwo meters long erupr from the
tunnel sides and atrack (Rank 8; hp 44 (x 6);
bite (Dm 15); artack those with glowing en-
ergy screens first; their murations make them
tmmune to heat or cold atracks),

If you want to run away, tum to D29. If you
fight and win the bartle, you find many bones

but nothing else.

AB6 This blockade has been ser up for
quite 2 while. It has a latge cache of captured
weapons: six laser pistols (Dm 8), four Mark
VII blaster rifles (Dm 15), 19 short bows and
198 arrows (Dm 8/4), three vibro daggets
without energy cells (Dm 4).

AB7 You have decided to tty to help. At
first the cyborg is wary, but after awhile it is
pleased by your offer and you do get the truck
started. It offers you a ride to wherever you
want to go after it drops off its load just a few
miles from here. If you rake it up on its offer,

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

A88 That night about rwo hours before
you camp, you throw your medallions into the
grass. As you later make camp miles away, you
see strange lights in the sky that head roward
where you were and land about where you left
the medallions. The lights leave and rerum
the way they came after a few minutes,

A89 You travel into the grasslands uvaril
you come to a fast-flowing river and a forest.
From out of the woods comes energy and slug
rifle firc and once again the androids go into
battle. Their beams cut into the forest and
they charge. When the battle is over, all the
androids are dead and their equipment has
been destroyed. You never saw what they were
atracking and now the forest and grass arc
bumning from the effect of the battle, 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 cur ar right angles away from the fire
(B35).

A90 The door has 77 hit points—you must
inflict thar much damage to get it to open. If
you continue trying to open the door, trn to
Bs1.

Or you can continue to journey on the Wil-
demness Map.

A91 The bumt hover car contains the fol-

lowing:

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

2) 12 powered hydrogen energy cells

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

4) Two plare mail vests (absorb 20 points)

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

You have searched the car and taken what
you want when one of the heads begins to
ralk!

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

If you stay and ralk, tum to C48. If you run
for your lives, continue following the Wilder-
ness Map.

A92 You approach the lit stairwell thar
leads down into the carch. Now thar you are
closer you see picked-clean skeletons around
the entrance. This place is either very danger-
ous of its inhabitants are unusually neat. You
start down the stairs and a breeze brushes your
face from below. It carries with it the smell of
burnt flesh and hair. At a 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




A93

dark corridor and you sec the light from a glow
cube flash briefly. As if that isn"t bad enough,
the longest robot you have ever seen is coming
roward you from the lit tunnel.

If you answer the cry for help. turmn to B41.
1f you prefer to deal with the long robor, go to
C63.

A93 You deade to fight these horrible
creatures! If you have to run away during the
battle, turn to D29.

Serf Cyborg: Rank 4, hp 50, Dexterity 19
(+4), fires his Mark V11 (Tech TV, Dm 15, de-
scription in the Rule Book) for two action
turns and then takes out his vibro ax (Tech IV,
Dm 12, two hydrogen energy cells power it for
five successful strikes), In the same action turn
it arracks with a laser beam from its cyborg
head (Dm 8).

16).

Otlen cyborg: Rank 4, hp 70, uses a Mark
VII rifle in the 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 VII rifle in the same turn itattacks with a
laser beam from its cyborg head (Dm 8). If
you defeat the creatures, turn to C74.

A94 You are halfway across the stream
when erts artack and try 1o tum you to stone
(HD 4, Dm 4, petify | 12 (Constitution
Check)). They get two action turmns of bites be-
fore you decide 1o uy another way and leap
back to shore.

A95 You are approaching a huge, copper-
colored statue, You find a large open chamber

on the south side of the statue and small doors
on the east and west sides of the state. To
check ourt the large chamber, tum to C86; to
go to onc of the side doors, see C32; to leave,
return to the wildermess map.

A96 There is useful equipment here, but
under every bone is a centimeters-long beetle
with huge mandibles. They artack the pany!
(Rank 2, collective hp 25, collective damage
Dm 6 to cach party member, immung to laser
fire, bullets are ineffective, can be crushed us-
ing the punching rules in the Rule Book), If
you run away, tum to D29; if you win the bat-
tle, tum ro C56.

A97 You move over to the most intact ruin
you can see. It is 2 huge, sand-speckled dome.
When you draw nearer you discover thar it is
an egg! If you study this egg turn o C55. Oth-
erwise you can choose again from A10 or you
can leave the area,

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

Dm 15 cach). You suffer one action turn of
fire and then make a choice. Do you attack
(A79) or make a run past the lasers (A64)?

A99 You approach him and he appears to
be a pure strain human. He is smoking a
strange black weed and his hands are hidden
in his blanker clothing. His brutorz snorts at
you, warning you away. The man looks half
asleep and he says, "Go away punks, you
bother me,” and he continues riding. You can
ignore him or challenge him. If you choose to
fighe, wrn to AG2.

A100 You go to check our the mobile trees
thart are chained down. If Sheesh is with you,
turn o C21, otherwise turn to C90.

B1 The doors of the crystal dome open as
you come up and you see a huge chamber
filled with glowing chairs, Cyborgs sit in more
than 100 of these chairs. There are many dif-
ferent types of bodies, 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-
gate further and you leave for another portion
of the compound.

B2 Asyou leave Area A15 you discover all
the cyborgs are inactive and their metal heads
are smoldering. You continue running from
the area fearing a big cxplosion sometime
soon. Go to B90.

B3 You fire on another crystal, this time in
humanoid shape, but this one doesn't attack
back. As you draw near you see it is connected
to a row 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 at-
tacks you made on the crystal shape,

You can run away, or you can face the final
encounter at the hearr of the saucer (E40).

B4 You discover the nexe ring is much nat-
rower and has a smaller circumference. The
walls are covered by red crystals. The floorand
low ceiling consist of white crystals. Again you
think about leaving the saucer and getring out
of there.

B5 You are artacking a massive crystal pillar
about two meters wide and 12 meters tall. In
the artack you discover the following: energy
attacks have no effect upon the pillar; slugs in-
flict double damage; physical arracks receive 2
+1RE

Tarn to entry F12 ro continue attacking, or
run for your lives.

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

feeds on this energy (the damage turns into
extra hit points for the creature). Roll for ini-
tiative and begin the next action tum.

(Android: HD 10; hp 100 (plus any energy
damage you put on it); 20 crystal clingers
(Tech IV, Dm 5). These are small, star-shaped
crystals that can be thrown two at a time, they
are reusable until they hir and cause damage,
if they hit they inflict progressive damage for
each of the next five action turns, to remove a
crystal requires a successful Dexterity Check.)

If you run away, rurn to D29 (you leave the
ship).

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

B7 You walk into the saucer and find a new
world filled with color and crystals. The floor
and ceiling are made of a soft, spongy sub-
stance. The interior walls are covered by col-
ored crystals that flash with energy. You guess
that every color and crystal facet has a mean-
ing but you can’t tell what they are. Sound is
muffled in these circular halls. Beside the en-
trance are 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 unul you arc
well away from this area. When you are safely
out these crystals can be identified by turning
to B90. You continue walking down the hall of
the ship.

B8 You have the initiative this action turn.

(Cyborg: hp 70; weapons—cyborg head la-
ser (Tech IV, Dm 15), three vibro blades (Tech
IV, Dm 12). If you win the battle in one action
turn, all you have to deal with is the energy
field of the door—rturn to E32. If you do not
kill the cyborg in one action tum you must
also fight the encounters from E33 and E34
starting in the second action tum,

B9 You discover the following: 22 type A
slug pistols, each with a single 50-short clip
(Tech IV, Dm 10), 11 type C slug pistols, each
with a single 12-shot clip, (Tech IV, Dm 15),
and 10 duralloy shields (=4 CS vs. energy at-
tacks, —1 CS vs. physical arracks).

B10 The huts are plant creatures thar lure
victms 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. Attacks on them are made at point
blank range.

B1l You arttack the Sleeths (HD 18; hp
140, 138, 130, 122, 121, 120; PS 20 ( +3); MS
15 (+1): mutations—plant control, telepa-
thy, total healing, mental blast (Dm 15), they
negate energy shields of all rypes auromati-
cally; weapons—war hammer (Dm §/4), stun
pistol (Tech IV, a hit stuns victim for base 2




B12

minutes, there is a 10-shot clip for the solar
enecgy cell).

If you win the battle, rurn to F47. If you run
away. turn to D29. You cannot run if there isa
stunned party member,

B12 You try to command the robot not 10
fire on the lil and it works, You learn enough
abour the controls to send it back to 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 into the sky in a fit of giggles.

B13 You kill the parn and continue cutting
away the brush around the robot. This takes
you two hours. Finally you have the robor
clear and try to get it started. Each panty mem-
ber rolls an Intelligence Chedk, I anyonc suc-
ceeds, wm tw Fl16, If you all fail, you can
never get the robor started.

B14 Itis late in the day and you are consid-
ering 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,
triangular-shaped metal plates about 2 meter
long on a side.

These plates glow all night and become
slightly dimmer towards the end of night.
During the day they are torally black. The
longer they are in the sun, the brighter they
glow in the dark. Each one weighs very litte
and will not bend no mateer how much pres-
sure you apply. You can each take 17 if you
wish.,

B15 The source of the blackness is in the
center of the area. You have been walking ina
field of low-intensity radiation. Tum to the
Rule Book to determine 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 gruesome
scenc. The badder body has been caren by
zamn beetles and suddenly you are attacked by
them. They are only thirty centimeters long,
but you have heard thar they are highly dan-
gerous (HD 10; hp 15, 13, 12, 11; PS 2; MS 6;
mutation—paralytic peison spit (see “Murta-
tions” in Rule Book), The beetles artack the
parry until they or the parry die. If you win the
bartle, you discover nothing of value in the
arca besides the armor (AC 6, — 30 points of
damage per rumn). You cannot run away if a
party member is paralyzed.

B17 On the third day the remaining berries
mentally communicate with you, “Plant me
or diel” so you either throw them away or
plant them. If you plant them rurn to F17.

B18 It takes the weapons under the water
and menrally communicates, My dear chaps,
killing cyborgs is easy. All you have to do is
drop one metric ton of anything on their
heads and it kills them every time."

The creature refuses to communicate with
you further.

B19 As one of you reaches for the pistols
(stug type C, 12-shot clips, Dm 20), he discov-
ers an elecrric field in the ground (causes 35
points of damage per action turn and he take
two action tums to get 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 threc shots before the
person leaves its mnge).

B20 The abb ignores you and flieson. You
can sull artack (F22),

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

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

B22 The kamodos scteams a terrible artack
while you are diving for cover. (Kamodos: HD
25; PS 120; MS 14) Its sonic blast (Dm 35)
flattens you. Those of you who are still alive
must foll an Intelligence Check. Those who
fail receive another sonic blast. Characters
who failed must continue to roll Intelligence
Checks and receive sonic blast damage until
they finally succeed or die. The lizard thun-
ders off into the ruins once all characters are
dead or under cover.

B23 You sec your friends in the jaws of
huge plants. They have weapons out and arte
firing into the plants. You do the same and
gaina + | CS on all attacks with weapons. You
continue firing unril the plants are dead.

See entry E46 for the plants' statistics.




B24 You have given it your best shot and it
was not enough, You intend o come back
here someday and ger this thing open if it 1s
the last thing you do.

B25 You toss in an cnergy cell and the win-
dow above the hole lights up with 2 picrure of
that cell. In 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 vou would like more of
(some things may not duplicate and are lost).
Turn to F29 for 2 list of the things the room
will duplicate. (Each type of item will only be
duplicated once per day.)

B26 These lil are very suspicious of you,
They say they are moving south because of the
dangers of the nonth. 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 [l or IV items, tum
to F38.

B27 You move into the narrow tunnel and
in a few moments discovera badder trap. In it
are rwo humanoids with cyborg heads. They
tripped a hidden spear trap. Their holsters are
empty. Traveling further in the tunnel conld
be dangerous. If you continue, um to F41.
Or you could return ro F43.

B28 You begin cutting down the trees and
ask the lil to open the door. They give you
some strange cutting equipment that works to
quickly cut down trees. You are almost done
when the lil finally get the door open. As you
rush to the shed, the lil are taking out some
black sacks and two long glass tubes. You will
get your pick of what's lefr. Tumn 1o A72.

B29 You wait for another two hous and no
help atrives. Go back to A16 and make an-
other choice.

B30 You can tell the robor thinks you are
lying. Lucky for you it is programmed not 1o
kill. It strips you of all your Tech IIl and IV
equipment and forces you outside their
mountam.

B31 You keep the medallions and that
night make camp. A strange sleep falls over
the entire party and you wake up the next
morning captured by the cyborgs. Turn 1o
A6T.

B32 If Ren is with you, the following hap-
pens. (Otherwise you are all released unharmed
and rotally healed, but receive no more
assistance—retum to the Wildemess Map.)

If Ren is with you the robots totally believe
your story and immediately send help to your
village. They also provide you with transporta-
tion in the form of a rurbine truck that Ren is
taught to drive. It can cross eight hexes per
hour in the clear and four low mountin or
woods hexes per hour and will run for sixty
days withour refueling.

B33 You hide and wait. Several times the
voice calls out asking if you want something to
cat and an hour later the door closes. If you
stand up, the door o the building opens
again and the light begins flashing again on
the building’s roof. If you want to go in, turn
o C45. If you wait another hour, turn to B53.
If you want to leave, return to the Wilderness

Map.

B34 You grab the two energy rifles (Mark
V11 blasters, Tech IV, Dm 15, two shots left in
cach). Ten spears fly out at cach of you before
you escape their range (Rank 4, Dm 35).

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

B36 Your group goes out to face the an-
droids. Naturally Ren is in the lead. The an-
droids stop and look ar you, but don’t bum
you down (yet). "*Whart is your mission, an-
droids?"" Ren asks.

"“We have been sent to destroy the cyborg
menace,” they all intone at once. *“We must
sce to out mission now,” and with that they all
continue marching south.

That sounds interesting to you. It would be
casy to follow them and see where they go
(A83). On the other hand, walking ncar
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; Dexterirty
18 (+3); weapons—cyborg head laser beam
(Dm 8), slug pistol (type B, Tech IlI, Dm 15,
30-shot clip).

The cyborgs have a portable communica-
tions set (Tech IV) that you cannot figure out
and rthere are several sers of lighrs flashing on
it. If you win the battle, read C42. If you run
from the fight, tum to D29.

B38 No one can make you pay a toll 1o
wander in the wilderness! Bur when you move
1o do something about ir, the lil disappear! In
a heartbeat you feel tiny hands move over your
body no mattet what you do. Each patty
member rolls an Intelligence Check against
his [ntelligence times two. failure means that
a random item was taken from that PC. You
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all escape unharmed.

B39 You attack the sleeth for the right to
the objects in the hover car! (Sleeth: HD 18;
hp 111; mutations—plant control. telepathy,
total healing; three special energy javelins
(Tech IV, Dm 10, hydrogen energy cell is used
up only if they hit); physical strength 19
(+4); huge hammer to use in bartle if the jav-
clins are all thrown (Tech [1, Dm 8)). If Sheesh
is present, the sleeth mentally controls it from
the first action tumn. Sheesh will fight against
his allies until the slecth is dead. The second
action turn the sleeth will total heal if badly
wounded and will continue to heal whenever
it falls below 40 hit points. If you run away,
turn to D29; if you win the bartle, you are free
to take the javelins and check out the car
(A91).

B40 The monster (HD 10; hp 82;
mutations—mental blast (Dm 15), absorp-
tion (laser light), stunning force, total cara-
pace (—2 CS to damage when atracked);
arracks with four tentacles (cach Dm 6)). If
you run away, tarmn to 1329, if you win the bat-
tle, you may talk to the surviving lil (C64).

B41 Using whatever illumination you
have, you run down the dark corridor ro dis-
cover a pute strain human female cornered by
16 of the largest rodents you have ever seen.
These monsters nirn when you arrive and at-
tack you!

Squeckers: HD 6, hp 35 (x 1), 30 (x 11), 25
(X 4), bite (Dm 3), two claws (Dm 2), eight of
them attack Ren every action tum. If you run
away, you leave this arca entirely and may
choose again at A47. If you win the bartle;
turn to entry C38.

B42 You move in to fight the robot! Light
engineering bot: Rank 6, hp 48, its metal hull
negates the first 15 points of physical damage
each action turn, it attacks everyone bur pure
strain humans, three attacks per action tum:
sonic torch (Dm 10). micro-laser (Dm 6), and
a tractor/ pressor beam that is used to incapac-
itate an attacker. If the beam hits that victim
cannot attack in the next action tum (Dm 2).
If you run away, turn to D29; if you fighr and
win, turn to A70 for whar you find.

B43 There 15 a narrow stairway to the rock
face with the daor. As you near the door, you
can hear the sound of chanting inside. You
smell wood smoke secping ourt of the door.
Carcfully you open it to find a huge chamber
lit by torches. In the center of the chamber are
five robots within a circle of lit candles.
Around the robots are many short humanoids
chanting in a strange clicking language. This
could be a dangerous place. You can step in to
talk with this group (A82). You can leave and




e e e e e R e ey
B44

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

B44 You've decided 1o fight the dabbess.
Eight dabbers: Rank 4, hp 24, 21 (X 7), MS
14, crossbow (Tech I, Dm 10/35, they are so
skillful they fire twice per action turmn), leader
has a stun ray rifle (Tech IV, if it hits it stuns,
the dabber has 12 shots and then must use a
crosshow),

Their barricade acts as cover for a —1
column shift when you try o hit. If you run
back the way you came tum o D29,

B45 Moving carefully through the man-tall
grass you hear shouting up ahead. Finally you
get close enough to make out the words.

“By all the bombs ever dropped on this
planct! If someone would come along and
help me now, I swear | would take them any-
where they wanted to go!”

Parting the grass you sec 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 rurbine truck whose back wheels
are bogged down in mud. You also note a pis-
tol at his hip and a huge afle strapped to his
back. You think you also sce the glint of chain-
mail under his large leather coar. You can talk
to him (C60), vou can fight him (C36), or you
can ignore him and continue 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 o
C59 if the jaget survived; otherwise continue
your journey.

B47 Those of you free of the trap webs see a
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 ri-
fle (Tech IV, Dm 12)).

You can attack the webs to free those cap-
tured (C72), of you can search the area for the
maker of the webs so as not to be surprised
(C34),

B48 The instant you mave onto the bridge
the robot cuts loose with its weapons systems.
You hear the missile launchers go click-click-
click. You hear the rocker launchers go click-
click-click. You hear bank upon bank of slug
throwess go click-click-click.

You are starting to feel really good z2bour
this when the four laser rifles kick in and fire
(Rank 10, Dm 12), If you try to run past the
robot, tum to C57; if you stand and fight, go
ro C33. If you decide to run back the way you
came, see D29.

B49 You try to ralk with these creatures and
at first they are surprised to see you, then they
are overjoyed at this meeting, They listen po-
litely while you rell them of your quest, They
know where a huge stockpile of Ancient weap-
ons is and they will gladly take you there.

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

Perhaps you think you can manage on your
own. You leave and they tell you to come back
any tme. Continue using the wilderness map.

B50 You climb up to the head of the statue
and discover a large chamber. The eyes of the
head are huge windows and look 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 aircraft ap-
proaches from the southwest and lands at the
oasis, Beyond a large lake are the ruins of a
small citv. There are lights flashing in these ru-
ins and signs of some type of enesgy 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 from. You are taken
prisoner; tum to A67.

B52 You jump into the water to evade the
fire. The blaze passes bur before you can leave
the depths of the swiftly flowing river, huge
ropey teatacles reach out and grab you. Each
player must roll a Physical Strength Check.
Any who fail receive 10 points of damage and
must foll again for the next action rurn. Keep
rolling (and suffering damage) until you suc-
ceed. Once you succeed, you are free and es-
cape to the burned beach.

B53 After thirty minutes, 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 sec 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 offers to send some assistance to your vil-

. You are given a box of 10 energy gre-
nadcs (Tech IV, Dm 10, including
instructions) and a slug pistol for each of you
(type B, Tech 111, Dm 15, 30-shot clip, includ-
ing instrucrions).

B55 These flowers emit blasts of Intensity
10 radiation pollen toward each party mem-
ber. Use Rank 10 to determine whether any-
one is hit. If the pollen hits tun to the
Radiation section in the Rule Book, page w0
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determine the effects,

BS6 You artack and get an action turn of
surprise on the cyborg. It is in the cab of the
truck and has the advantage of cover (one
column shift to the left on the Action Table),

(Cyborg: Rank 4; hp 120; weapons—
cyborg head shoots a laser beam (Dm 8), it
also has a Mark V pistol (Tech IV, Dm 12).) If
you run away, turm to D29. If you fight and
win the bartle, turn ro F52.

B57 You travel through the forest and into
the mountains. In just a few miles you come
across 2 huge, high-mountain camp crawling
with cyborgs. Suddenly twenty of them ap-
pear around you, energy weapons pointed
straight at you. You wisely decide not to fight.
Turn to AG7.

B58 You discover that three cyborgs are
manning a log barricade, They start shooting
when you are two action turns away (Rank 4;
hp 109, 100, 92; weapons—ruby eye shoots 2
laser beam (Dm 8), Mark V blaster (Tech IV,
Dm 12)). Arracks against the cyborgs suffer a
one column shift to the left because they are in
cover,

If you win the battle, you search the area
(A86). If you run away, wm 10 D29,

B59 You discoyer a laser pistol with a
drained energy cell (Dm B). Looking down the
tunnel, you see that it tavels decp into the
ground. Ac the limit of your vision, you see
another glint of metal. You can go into the
tunnel or use some means to bring the metal
to you (F46). or you can leave and continue
your travels,

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

It takes two hours to explore the tank.

You can try to open it (F45), or you can
leave and begin using the Wildemess map
again,

B61 The shed is locked and the 1il don't
know how to open it. They just found it and
decided to make ic the center of their new
home. The door looks quite formidable and
you have ro use force. You try shooting the
lock off the door. After three shots it is hardly
scratched! You can continue shooting (A76),
try any mutational powers that might help
(F44), or get the lil to do it (B28).

B62 If the tubes are unbroken and not
taken by the lil, you discover that they each
contain a powerful liquid plant stimulant




with 10 applications that heal 2 totl of 50
points of damage to any plant. If the black
sacks remain, you discover that the powderisa
powerful hetbicide. Each sack contains 10 ap-
plications, each of which inflicts 25 points of
damage to any plant,

The pistols (Tech 1) are some type of
marker. They shoot a pellet of paint that
splashes and marks the first targer it hits.
There are 15 pellets in each clip. The gun hasa
small air pump on it and has a range of fifty
meters. Each of the rwenty boxes with crystals
is a powerful plant food thar will make planes
grow to maturity in 2 night and doubles their
normal height with another application. Each
box has 10 applicarions.

B63 Digging takes a good deal of time but
in the end you are rewarded by finding a
metal door, Breaking it open takes two blasts
from cach of your most advanced weapons
and you discover a badder armory. Several of
the racks are empty, but there are many racks
of crossbows and quarrels, pole arms, and
swords of all types. What you find most inter-
esting is the large steel chest in one corner. Itis
locked but a pistol shot takes care of that. In-
side are boxes of grenades. You do a quick in-
ventory as you take it out of the badder
warrens into the open air. There are 25
fragmentation grenades (Tech III, Dm 8), 10
chemex grenades (Tech ITT, Dim 15). seven en-
ergy grenades (Tech [V, Dm 10), 11 poison gas
grenades (Tech 111, Dm 4, special—fumes).
You can't believe the luck of your find and
brictly consider going home right now.

B64 Rising out of the lake is a large, renta-
cled creature. I am the Menin," the thing
mentally communicates. “'l can see you are
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 to
find me so you will be the first to help me
strike back a: the cyborgs, Take these.”

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

“These are all 1 have now, bur returmn or
send others 10 my pool and 1 will have more
later. If you come within touching distance of
a cyborg, the shell will destroy itself and the
cyborg's brain. Each shell will kill one cyborg.
1 do nor usually make them very fast, but I can
when I'm very angry. Now go, | am weak.”

You leave the badder warrens almost feeling
sorry for the cyborgs: They have made a pow-
erful enemy. You plan on sending scouts from
your village here for more shells,

B65 You try to deal with the machine in
every way you can think of. You even climb on
and try to get inside the body, but have no
luck. It just continues digging. You leave this

mystery for a later tme.

B66 If Wroll or Raa are with you, the dab-
bers talk to you (tutn to F40). If those party
members are not with you, the dabbers send
you away.

B67 You are within 50 meters of the statuc
when fins sweep through the ground and at-
tack. This statuc is guarded by land sharks
(seps)! You run for your lives, but the sharks
attack each party member twice per action
turn for three action tuens (HD 17; bite (Dm
12)). If you are in a vehicle, they totally wreck
it before you escape into the rocks. There is no
fighting these things—there are too many of
them, They can even leap out of the ground so
that an acrial attempt to grab items from the
base of the starue is also dangerous.

B68 You take a big risk and go down to talk
to the hoops. They immediately stop arguing
and draw their weapons at the sight of you.
You talk to them and they gradually calm
down, but they want some of your items.
Checking over your equipment, you give
them either all of the party’s combat knives or
two grenades. This pleases them and as they
leave you they promise to travel to your village
to help fight. But who knows if you can be-
lieve them.,

B69 You said something to infuriate the lil.
They begin artacking mentally, Roll three
umes on column 13 of the Action Table. For
every red result you must successfully roll a
Dexterity Check or lose an energy weapon
from your party. You run away because there
are just too many of them to fight,

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

If you follow the robor, um to F36; other-
wise go back into the wilds.

B71 The creatures react differently o dif-
ferent types of artacks: turn to F35 if you at-
tack with missiles; turn to F33 if you atack
mentally; tuen to F31 if you artack with physi-
cal weapons,

B72 You continue the fight! Mark off the
hit points for the damage you have already
donc to these creatures and continue fighting.

(Fifteen tentacled horrors: HD 9; hp 31 (x
15); PS 9; MS 9; mutations—special reflective
ability already mentioned, clectrical genera-
tion (Dm 10).

These beasties cannot affect you if you run
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away. If you win the battle and destroy all of

::.\hcm. vou ¢an casily open the door (turn to
7).

B73 If one of you has a charged energy cell
you toss it into one of the holes in the walls
B25. If no one has any energy cells left you
must tum to F34.

B74 On your way to the building by the
lake, you spend some time searching the ruins
but find nothing of value. When you reach
the black building you discover, much to your
dismay, that it is the home of a group of
orange-winged lil. Fearing for your valuables,
you decide not to get any closer.

‘You start to circle around the building when
you sec the side of the building that faces the
lake. The lil 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 you came on and also no-
tice other landmarks. There are several
notations you cannot decipher. They might be
worth checking our. You draw a crude sketch
of the lil map and go back into the ruins 1o
check out the matked areas. You may now ex-
plore the entties on the "E" map in the map
matked A30.

B75 You arrack the jawed plant-monster
(HD 3, hp 97, PS 13, MS 3, murations—
absorption (lasers), dissolving juices (Dm 8, it
squirts this in a single stream per action wrn),
heat gencration (Dm 10), seven carnivorous
jaws used cach action tumn (Dm 5, any red
result means that the victim is swallowed and
cannot make physical attacks until someonc
cuts him out). If you run away from this hor-
ror, turn to D29, If you fight and win, tum o
F30.

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

You have encountered Intensity 12 radia-
tion. Check the radiarion charts in the Rule
Book and record whatever damage the rolls in-
dicate.

B77 Using a mutation or a missile weapon,
you check out these odd plants from a dis-
tance. With the fist touch the affected plant
explodes with tremendous force and several
other plants nearbyalso explode. Other plants
around these exploding ones scem to sigh
with pleasure.

You can go closer (E43), or you can leave

arca.

B78 You spend an hour 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 Ed4.

B79 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, *']
am unit X84, [ will serve you as best [ can.”

The bot then starts detailing its functions in
a language you can’t undemstand. All you
know for sure is that you have 2 tobot to help
you, but you have no idea of what it can do.
You leave the area when you find that only
pure strain humans can conuol a robot.
Through experimentation you discover the
following:

(Bot: Rank 15; hp 50; body armor absorbs
the first 10 points of physical damage; it hasa
laser atrack (Dm 4); it is powered by solar en-
ergy and can move but not fight during the
last six hours of every night; it has a small light
beam for illumination.) It is at the command
of Ren and cannor arrack humans or human-
oids.

B80 As you approach, the small spheres
risc once more and this time they shoot lasers
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. Although the androids do nor talk,
you soon discover thart they take simple direc-
tions from Ren. He can make them do what he
wants. This is grear!

Ren makes them follow and you have some
allies in your quest. After two days, turn to
E47.

(Androids: HD 10; hp 70 (x 5); weapons—
picks and mauls (Tech [, Dm 3); they follow
orders, but are simple creatures with limited
intelligence)

B82 Naturally while you are checking out
the camp, the badders spring their surprise at-
vack! They gain a free acrion tumn with their
missile weapons before closing to fight.

(Nine badders: HD 6; hp 36, 32 (x8); PS 18
(+3); M8 16; steel plate armor (absorbs 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))

There will always be at least three badders
artacking Raa. the badders fire one action turn
of missiles and then close to use their melee
weapons. The sick badder can do nothing. If
you run away, turn to D29. If you win the bat-
tle, turn to E49,

B83 If you kill two of them before they kill
any of you, they all fly away. If they have killed

one of you, they keep artacking until you or
they are dead.

B84 The case for the vials is constructed to
absorb impacts. When you do get down the
party checks out the vials without 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 throw them from close
range to make sure they hit, turn to F23. If
you hold them to crack against your enemy in
a melee, rum to B21. You can also save them
for your town elders to figure our.

B85 You attack the orlens and discover that
they are tough adversaries (HD 15; hp 90, 89,
82; PS 11; MS 15; slug throwers (type B, Tech
111, Dm 15, 30-shot clip); chainmail vests (ab-
sorb first 15 points of physical damage per
action turn); mutations—telepathy, will
force; they concentrate their fire on those with
€ncIgy armor.

B86 (Keeshin: HD 7; hp 42; PS 11; MS 16;
mutations—cryokinesis (see "Mutations” in
the Rule Book), life leech (sucks 6 hit points
from each party member), mental blast (Dm
16), reflecrion (see Rule Book.)

After your first attacks, you discover the
creature by the warer is only a statue. The true
keeshin appears ar the ather side of the pool
and gets a free action tum of attacks against
you. If you run away, tumn to D29; if you fight
and win, wrmn to F52.

B87 Two days later the berries all um
bright green. Roll 1d6 for each berry you have
left and on a 6 it explodes and inflices 15
points of damage to the one carrying it. You
consider getting rid of the rest. If you decide
to keep them, wrn to B17.

B88 You let the large atrack bou fire its
weapons, but the lil are not affected by the
massive encrgies 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 1s a huge hulk. You will have 1o tell
your elders where it is and try to deal wich it
later. The lil laugh and go their own way.

B89 The object you throw in goes through
the screen in a flash of light. 1t 1ands on the
floor on the other side of the screen and is
warped and burnt beyond recognition. Re-
turn to E32 and make another choice.

B90 After getting safely away you spend
two hours checking out the long red ;
They seem to be some sort of disintegration
device. (Tech IV, Dm 135, Special—
Disintegrate) You have no idea what powers
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them, but every time they are fired they turn a
lighter shade of red. You think each has
cnough power for about 8 shots.

B91 When you try our the fist-sized green
crystals, you discover they enhance your natu-
ral abilities in some unknown manner. Each
crystal has the following effects: increases your
chance to hit by +1 column (one column to
the right); decreases the chance of success of
mental attacks against you by —1 column
(one column to the left); they must sray
within one meter of you for 24 hours for you
to get them to work (they sap $ hit points from
you each day for powers).

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

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

If you drop it immediately, just continue
exploring the ship. If you continue to hald the
crystal, tum o F11,

B94 You watch the cyborgs work for many
hours. They are taking bodies of all shapes
and sizes and surgically grafring cyborg heads
on them. Then they place the new cyborg in
some sort of powerplant. After several hours
the cyborg gets up and leaves. A plan begins
to form as you lie in your cages. The sun sets
and the cyborgs all leave, Through the use of
mutational powers, you ger all of your cages
open. You cannort rouse the nine other crea-
tures in their cages. You get your equipment
and discover several other useful items that
have been taken from others and thrown here.

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

Wroll finds three medikits and a special vet-
erinary medikit that can restore up to 100 hit
poiats to nonhumanoid creaures,

Raa finds a box of 12 cnergy grenades (Tech
IV, Dm 10). He also finds a stun ray pistol
(Tech 1V, 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
encrgy cell can charge five quarrels. These
bolts inflict Dm 15, but are fired like regular
crossbow quarrels. Sheesh finds 10 of these
special crystal quarrels. (These boles have 2
50% chance of being ruined on impact.)

These 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




RANDOM ENCOUNTERS

RANDOM
ENCOUNTERS

Terms and abbreviations used in this table:

Tech: This indicares the group’s level of technol-
ogy. If a PC falls during bactle, it is perfectly logical
for the enemy to use 2 turn to pick up 2 dropped
weapon it is technologically familiar with and use it
against the party,

hp: These numbers are the hit points of the crea-
ture, When there is 2 “(x #)"" listed, it means that
each of “#" creatdres has thar many hit points.

Attributes, Abilities, Mutations, ctc.: Most
members of the group have the same valuesin these
caregories (but see ““Special” below).

Special: These listings are the attributes and
iremns of the crearure with the most hit points of the
group.

Mutations: These are the mutations the mon-
sters have in common.,

Armor: The armor thar all the monsters have.
The players should refer to the armor table on the
Player's Screen for the protecrion and Tech Level of
armor.

Weapons: These are the weapons used by all che
members of the group.

D#: This is the damage base of any given attack.
Each color band on the ACT represents either a miss
or a multiple of the base damage (e.g., blue is x1,
green is x2, ete.),

Example: a club has 2 Dm 6 damage base against
PSH-sized crearures. If its user is Rank 5 (atracks on
the 5 column on the ACT) and an 88 is rolled, then
the club hits and does 2x base damage (a preen
result is 2x), or 12 points of damage.

Talk: This is the entry the players must go to if
they want to ty to talk with the creatures they face,
If there is no “‘talk™ listing. the creatures will fight.
The party may only try wo talk on the first action um
and only if they are not surprised.

1) Five Arks: Tech IT; HD 8; hp 45, 39 (x 3), 31;
Physical Strength 16; muudons—liﬂ: leech, teleki-
nesis, weather manipulation; armor—medium
plastic shicld [ —2 CS); weapon—clubs (Tech I, Dm
6/3); Talk—C1

2) Venus Fly Trap: Tech I; Rank 10; hp 145;
mutations—light manipulaton, toml healing,
modified vines (six carnivorous jaws (Dm 10 each)),
spikes (if the plant takes a claw or fang arrack, the
attacker receives Dm 8 rimes color multiplier in
damage), a red result with a jaw attack means that
victim is completely inside the jaws of the plant,
cannot act until the planc dies, and suffers 20 points
of damage every action turn; the plant & invisible
until the party approaches and then attacks, surpris-
ing the pary; there are seven short swords and 19
crossbow quarrels stuck in the branches of the 10-
meter-tall plant

3) Thinker Android Cyharg: Tech IV; HD 10: hp
80; Mental Strength 19; metallic cyborg head shoots
a ruby red eye (Tech IV, Dm 8), it also usesa Mark V
blaster (Tech IV, Dm 12); the creature can only use
one wezpon at a time; it has a backpack open ar its
feet and you can see four laser pistols without energy
cells inside; Talk—C2

4) Seven Badders: Tech IT; HD 6; hp 33, 30 (x 3),
22, mumtion—empathy; armor—plate mail (stops
first 20 points in a physical attack); medium metal
shield (=3 CS); weapon—flail (Tech [1, Dm 10/
20); special weapon—stun whip (Tech IV, if it hits it
stuns for base two minutes); Talk—C3. The armor

only fits Ren, bur the shield can be used by all.

5) Four Carnins: Tech I1; HD 15; hp 100, 92, 90,
89; Menal Strength 14; mutations—genius (eco-
nomic), heightened intelligence, mental shield, te-
lepathy; poison quills (damage base for quills plus
poison is Dm 13, they can throw 1d4 quills at one
rarget per action wirn, quills must be thrown from
less than two meters away); Talk—C19; each of the
birds has a red braceler around its lower talon (if you
destroy them and take the bracelets refer to D1
wheneyet you encounter a robot).

6) Five Brurarz: Tech I; HD 14; hp 84, 70 (x 3),
60; Physical Strength 80; Dexterity 10; mutations—
precognition, telepathy; weapon—bite (Dm 3),
two kicks (Dm 4 each); cach of them has been ina
battle and are 20 points below the totals given here;
Talk—C4

7) Three Cal Thens: HD 8; hp 43, 39, 31; Physi-
cal Strength 15; immune to weapons using heat or
cold, bite atrack (Dm 15) 8) Two Worker An-
droids: Tech II; HD 10; hp 70, 69: Physical
Strength 19; weapon—huge war hammers (Tech II,
Dm 8/4}; there are nine hydrogen and five solar en-
ergy cells on their belts; Talk—C5

9) Three Dabbers: Tech I1; HD 4, special HD §;
hp 23, 20 (x 2); mutanons—empathy, illusion gen-
eration, light geaeration, repulsion field, telepa-
thy: armor—chain mail vests (stops first 15 points in
a physical attack); weapon—laser nfles (Tech IV,
Dm 12); Talk—C§

10) Six Fens: If you are not within two hexes of
water, ignore this encounter; Tech I1; HD 10, special
HD 13; hp 60, 39 (x 4), 22: mutation—
shapechange; weapon—speass (Tech I, Dm 5/10),
at the same time they get a finartack (Dm 8); special
weapon—laser 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);
mounted on brutorz hp 50 (x 4); the knighes firscat-
tack with thrown fragmentation grenades (Tech 111,
Dm 8, they each have three of these); after the first
two action tums they begins using their slug pistols
while their brutorz attack with bite and hooves (see
brutorz above this listing for their atracks); slug pis-
wls (A)(Tech IV, Dm 10); Talk—Cs8

12) Three Healers: Rank 3, special Rank 10; hp
120, 45, 31; there isa pure strain human and two
human-looking humanoids in this group; the mu-
tants have the following mutrtions—life leech, te-
lepathy, toral heal, and mental conuol;
weapon—stun ray pistols (hit stuns for base two
minutes); Talk—C9

13) Four hissers: Roll for a different encounter
unless you are in  yellow hex; Tech II; HD 13, spe-
cial HD 17; hp 75, 60 (x 3); Physical Strengch 21;
mutations—immune to lasers and sonice, mass
mind, sonic blast, telepathy; armor—chain mail
(stops first 15 point of physical damage per action
turn); weapon—javelins (Tech 1, Dm 5, 20 each);
Talk—C10

14) Hoop Cyborg: Tech IV; HD 15: hp 80; Physi-
cal Swength 11; mumations—leap, mass mind, te-
lepathy,  transform metal to  rubber;
weapons—cyborg head shoots a ruby red eye (Tech
IV, Dm 8), it also uses a Mark V blaster (Tech IV, Dm
12), the creature can only use one weapon at a time;
ir has a backpack open at its feet and you can see

four laser pistols withour energy cells inside; Talk—
Cz2

15) Four Hawkoids: Tech [I; HD 8, special HD
10; hp 35, 30, 28, 24; Mental Strength 15;
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mutations—fear generation, levitation, repulsion;
armor—medium duralloy shields ( - 1 C5 vs. physi-
cal artacks, —4 CS vs. encegy atracks); weapon—
javelins (Tech 1, DS, 20 each); Talk—C12

16) Four Jagets: Tech 115 HD B; hp 32 (x 4); Men-
tal Strength 16; mutations—attmction odor,
generation, fear of plants, levitation, poison weak-
ness, precognition, telekinesis, relepathy; the jages
cannot attack plant PCs; weapon—vibro dagger
(Tech IV, Dm 4); Talk—C13

Onc of their number is caught in a quicksand-like
pool and the others are trying to get him out. You
could attack and have the advantage of surprise for
the first action turn.

17) Fifteen Lil: Tech IT; HD 6; hp 20 (x 15); Men-
al Strength 15; mutations—anti-life leech, dual
brain, empathy, force field generartion, illusion gen-
eration, light generation, mass mind, physical re-
flection (lasers), twelepachy, toml healing, wings;
because of their unusual abilities, 50% of the PCs’
successful arracks miss against the lil. Roll percentile
dice after a successful hit—a roll of less than 50%
means they did something to make you miss;
weapons—their natural wit, javelins (Tech I, Dm §,
20 each)

Talk—Each encounter with the Lil is unique.
They are a whimsical race and prone to play tncks on
everyone, Keep track of the number of times you
face them in random encounters: Isttalk—C14, 2d
talk—C23, 3d ulk—C96, 4th Talk—C51, 5th
Talk—C80.

18) Three Kai Lins: Tech I; HD 12, special HD 14;
hp 72, 50 (x 2); mutations—actraction odor, electri-
cal generation, immune to radiation, radiation
eyes; these plant creatures are busy consuming a
body when the PCs see them—they can be attacked
or ignored. If you win the first battle, tutn to entty
C16; for the second encounter with these, tum o
entry C95; for the third and subsequent encounters,
turn to C52.

19) Keeshin: Tech IT; if the party is notwithin one
hex of water the encounter does not eccur; HD 7; hp
38; Mental Serength 17; mntauons—uyohnm
devolution, force field generarion, life leech, men-
tal blast, reflection, relekinesis, telekinetic arm,
telekinetic flight; Talk—C17

20) Three Wardents: They have a pile of Tech 111
equipment at their feet; if you fight, wun to Entry
C18, if you talk the following entries are used for
each new encounter: Ist C93; 2d C24; 3d C81.




Adventure Record Sheet
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have a decision 1o make. You know you can
get out of the area and escape—just walk our,
pretending to be cyborgs, and escape.

But if you want to explore the compound,
consult the Compound Map and entnes.

B95 Cyborg giant: HD 15; hp 190;
weapons—laser rifle (Tech IV, Dm 12, 10-shot
clip, he has several extra clips); cyborg ruby
eye (Dm 8). If you win the battle, vou can eas-
ily open the wire gate,

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

Each of you takes up an unknown weapon
and learns how to use it. Ren learns from entry
F9, Raa from enuy F8, Shecsh from entry F7,
and Wroll from entry F6. The training pic-
tures are so complete that the characters can
use the weapons without going through the
normal system for figuring our new weapons.

B97 You attack the pillar wich your weap-
ons. Most of the creature cyborgs fall to the
ground, burt four of them on the edge of the
group roar in anger and attack!

Four hisser cyborgs: HD 11; hp 71, 70, 69,
68; mutations—immune to lasers and sonic
blasts; weapons—cyborg head laser (Dm 8);
Mark V blaster pistol (Tech IV, Dm 12, hydro-
gen cnergy cells powers the weapon for six
shots). There is nio running from this bartle,

If you win, tum to F3.

B98 When you release the first robot, it
quictly rolls up to the spacecraft in the middle
of the compound. In the next instant it re-
leases an incredible barrage of energy rays,
rockets, and missiles into the crystal body of
the ship. You see the domed spacecraft disin-
tegrate before your eyes. This is enough for
you and you run from the compound for your
lives.

B99 You release the first robot and the un-
grateful thing arracks Sheesh. (If Sheesh is nor
here it follows the party and areacks any plant
life that attacks you from now on.)

(Agricultural ecology bor: HD 12; hp 70;
flame gun (Dm 10); vibro saw (Dm 15); the
creature directs all its artacks on Sheesh unril ic
or Sheesh is destroyed. If you run away, turn to
D29, but vou must leave the compound.

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

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

Cl If Ren is with your party, the arks
launch themselves into battle. If Ren is not
here, the arks deal amiably with the group—
turn to entry C100.

C2 The cyborg is happy to see some intelli-
gent faces for a change. It notices you eyeing
its pack and says that 1t knows where there are
lots more, bur it cannot ger to them all. It
would be happy to take you to them. Either
fight the creature 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 enough
to get four of their band in position to artack
the human while the others keep your party
busy (or plant, wolf, humanoid in that order
if the human is missing from the party). The
badders keep attacking until their prime tar-
get is incapacitated and then there is 2 general
melee.

C4 They have just been in a battle, but are
willing to serve as mounts if you can heal each
of them a little bir. They fight alongside you,
but never go into buildings or ruins. If you
leave them alone while you enter a building or
ruin they disappear. They increase your speed
such that you can ignore the next two “'a day
has passed'’ nocifications in the module.
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 attack. Ren can get them to
rurn over their energy cells. These androids
turn to red jelly at the end of the next day.

C6 Theyare friendly enough and willing to
trade information for two combat knives. If
vou trade, tum o C98; if you do not trade,
both groups part peacefully.

C7 The fens trade information for Tech 11
or Tech 11 items, For each item they tell you
abour one area, in this order; A22 (see C97),
A3 (see C50), A3 (see C22), A30 (see C79).

C8 [f Ren is with you, cverything is fine; if
he is absent, they artack and try to kill you all.
Thesc knights are patrolling new territory and
cannot help much, but they are willing to
trade Tech 111 weapons for frag grenades on a

19

one-for-one basis.

€9 They are very friendly and are able to
heal three of your group of half their hit point
damage—adjust your hir point torals accord-
ingly. They have been roaming like your-
selves, but have stuyed away from the west and
south because of mmors of horrible monsters
cutting off the heads of anything they find
and stealing the bodies.

C10 If a plant or wolf character is with you
they ralk. otherwise they try to kill you. These
creatures are advance scouts for a mass exodus
of their race. It seems monsters from the west
and south have 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 encrgy
screen that works on a hydrogen energy cell for
24 hours and negates the first 10 points of
damage inany action turn. Raa is given an en-
ergy mace (Tech IV, Dm 8, uses a chemical cell
for five successful hits). Sheesh is given a spe-
cial blend of chemicals that instantly heals
damage to his plant structure (five applica-
tions, 10 points per applicarion). Wroll is
given a specially made skull cap that makes
the wolf impervious to menral control and pa-
ralysis of all types. This allows him to ignore
these encounters in the module and to help
his allies get through them.

The old man is sad to see his son leave and
allows you to depart without saying a word.
Your trip now begins for real and you take the
road our of town [A58).

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

C13 You talk with the jagets and they ask
you to help pull their leader out of the bog.
For this service they give you one of their vibro
daggers (with no power charge). They know
nothing about the area and are fleeing the ru-
mors of a horrible menace in the mountains to
the west and south of here.

C14 You try to talk with these creatures,
bur your manner seems to frighten them.
They all disappear in a blaze of light. You feel
small, invisible hands tug at your clothes for a
moment and when you check, one clip of am-
munition of one battery (whatever you have
the most of) is missing and the lil have left

giggling.
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C15 The lil have traded you a personal
force field. A hydrogen energy cell powers this
shield for 24 hours of operation. It inflicts a
—1 RF on all antacks against its wearer, but a
red result burns it out.

C16 If you defear the kai lins, you discover
the remarns of a purc strain human who was
not as lucky. He has a pouch with four chemex
grenades (Tech 111, Dm 15).

C17 The creature is quite marter of face: If
you do not give it a piece of Tech 111 or IV tech-
nology, it will kill you all. If you do mn over
something, it gives you a bit of information
(see C94).

C18 You want to fight the wardents, but
the creatures show amazing mental powers.
They disappear, raking all the party's loose en-
ergy cells,

C19 The carrins are in a murdcrous meod.
They demand that you give them all your en-
ergy and slug weapons. You can tumn over your
weapons and go on your way, or you can fight
them.

C20 The robot notes your group and comes
over. It offers Ren an amazing variety of fruit
and buds from the surrounding trees. You
may take 20 of the following choices (record
what you take in your characrer file): flowers
(C25), yellow fruir (C53), black seeds (C78),
orange stems (CB2), After you rake what you
want, the robot leaves faster than you can fol-
low.

C21 Sheesh goes up o the mobile trees
and can instantly communicate with them. It
seems thar 2 crazed robor has chained them
and milks them for sap every week. Sheesh is
naturally upset by this and begins uprooting
all the chains. If you all help, ram to C83; if
you just watch, turn 1o C28,

C22 The fens tell you that at Al5 robot
heads are being grafied onto the bodies of
dead crearures.

€23 Knowing how easy they frighten, you
are more careful with them this time and you
get some information out of the umid lil. Al4
is said to be an old tower thar lights up at
night.

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

C25 The flowers repulse insects. Ignore the

next insect encounter you have as if you had
defeated them.

C26 While checking out the trees, you
have gotren much too close. The foliage reacts
to your presence by throwing explosive fruir!
Three large. red balls are thrown at you, All of
you are caught in cach blast thart hits (Rank 5,
Dm 5). You quickly flec 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
can use the chainmail vest,

C28 Sheesh continues to fiee the trees
(probably somewhar upset at the party’s lack
of concern). The trees give Sheesh three large
explosive fruits to use in battle (Dm 10).

€29 You are carefully opening the door to
peer inside when a robotic tentacle slithers out
from behind the door and begins firing a laser
at yous parcy (Rank 8, Dm 8)! If you run away,
go to D29; if you fight, tum ro C84.

C30 Sheesh notices thar the sunlighe
streams through one part of the building inan
unusuil way. When you investigate vou dis-
cover that parr of the wall is really a sliding
panel, Behind it are thiry fist-sized white
crystals. 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 hor arall. When you pry a crystal from the
floor, it emits a beam of light that blows a
huge hale in the wall on the other side of the
chamber! You have 4 powerful weapon, but
you cannof seem fo get it o work again.
Maybe the elders of your rown can figure them
out. You can take them with you, but since
you do not know if they will work again, you
should continue with your quest.

C31 Playing with the keyboard causes the
door to tick faster and hear up to a tempera-
ture that is too hot to touch. You run for your
lives and never retum!

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
structure. You can climb the stairs (B50), go to
the large chamber on the south side (C86), or
leave the area.

C33 You are going to slug it out toe-to-toe
with this hulking metal monster. The four la-
ser rifles fire each acdon rurn (Rank 10, Dm
12). The monster has 175 hit points.

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

C34 It takes you two action rurns to search

the entire web area and its surroundings. You
fail to find the web maker. During that ume

everyone in the web takes rwo 10-point jolts of
clectricity. You can either work on the webs
(C72) or toss some grenades into the webbing,
hoping for the best (B46).

C35 For two mote action turns you cut at
the webs and two more elecerical jolts cause a
eotal of 20 additional poine of dumage, but
you do get everyone free. The jaget is dead,
but its rifle is useful. You quickly leave this
area hoping to avoid the web maker.

C36 You attack and surprise him on the
first turn and then he atracks back with
lightning-quick reflexes.

Pure strain human: Rank 11, hp 144, fu-
sion rifle (Tech TV, 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 points/tum).

In the event thar you defear him, you get
his weapons, his turbine rruck and the load of
mutated grain he is hauling in his truck.

Ren can drive the truck and you can move
through the counttyside ar the rate of six hexes
per hour in clear terrain and three hexes per
hour in woods or low mountains, It cannot
ford the large river, bur it could handle the
small ones.

C37 You call out to them and they reply.
You quickly discover they really do not want to
do bartle. They are impressed by the strength
of your pary. If you will pay a toll of one Tech
11 or IV irem they will let you by. If you do not
pay they fight (B44).

C38 The woman you have saved is the last
remaining human dweller of this complex, It
seems that thousands of squeckers, as she calls
the giant rodents, invaded her underground
village and attacked. Only she managed to es-
cape with her life. She is going to leave to find
relatives elsewhere, but to repay you she gives
you a map of the muined city (the Ruins Map)
her village has been exploring for several years
now. The villagers have been staying out of
the matked areas because there are dangerous
things in each of them, Tirn to El to see the
map.

C39 You allow the Sleeth to take what it
will from the hover car and talk to it about
whar it has seen. It is the last surviving mem-
ber of its tribe. It seems many of these cars
swooped down on its village in the middle of
the night. The cyborgs attacked with lasers fir-
ing out of their metallic heads and hand-held
weapons of the Ancients. It has sworn to
avenge cach member of its tribe by killing
three cyborgs for each loved one. So far it has
killed 98, Tt does not want to join your party,
bur is honored if you ask. It rakes one of the
first three things from entry A91 and leaves.
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You can take the remainder after searching the
car yourself,

C40 At first you wonder how to make the
lil come our of their 10-meter-tall thom
hedge. Then you think abour theit love of
manufactured items, Out of your supplies you
take several things and lay them close to the
thorn pawch. A few minutes later you see them
slide by themselves into the patch and you
hear giggling. It worked. In seconds you have
swarms of orange-winged lil flying around you
and pulling at your clothes. You learn that the
cyborgs are trying to take bodies up to their
mountain camp and turn them into more cy-
borgs. Cyborgs have been doing this for weeks
now., The lil arc able to tam off the power of
the cyborgs and have not been attacked. But
that 15 all you learn from them as they tire of
you and frolic away into the razor-sharp
thorns of their hedge.

C41 To get away from the lil, you move
faster through the trees, Suddenly you see 2
kamodos lizard burst through the trees,
breaking them with its front claws as if they
are wothpicks. You again use all of your most
powerful weapons and the monster bursts into
hundreds of giggling Lil. You have to leave
something behind for them and each of you
looks over your equipment for a piece of Tech
111 or IV material.

C42 You have freed a band of Archivists
who have been working in this arca. They
think the water that flows from this stream is
being arificially pumped from the carth.
They want you to help them dig for the source
and say it will only take a year or two to dis-
cover the answer. You take what things you
want from the cyborgs and leave.

C43 You search the rank and discover sev-
eral uscful things. The tank was driven by two
cyborgs, now dead. They each had slug pistols
(type A, Tech 111, Dm 10, 50-short clip). The
tank is equipped with infrared and ultravioler
goggles (two sets), a case with 10 fragmenta-
uon grenades (Tech I, Dm 8), and thereisa
casc of 12 charged hydrogen enegy cells.
You've lost the androids, so you continue on
the Wilderness Map.

C44 The bodics rest 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 or 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-
upped spears fly from the oees and suike the
earth at your feet. They mean business,

You could grab 2 weapon and meke 2 run

for 1t (B34), or you could just do what they say
and leave without touching anything.

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

As you enter you see no one about.

“I am a computer and your host, Others
will be coming shortly to see to your needs. So
please sit down and relax until they arrive”

This is all very odd and you aren’t sure you
like it. If you wait, the machine ralks until
they atrive—rurn to A77. If you do not want
0 wait, retufn to journeying through the Wil-
derness Map.

Cd6 You've discovered a sull-funcrioning
automated mining operation of the Ancients,
but these robots have reprogrammed themsel-
ves, You are in a huge complex with robots
running all over the place. You can see assem-
bly lines building more robots and stacks and
stacks of metal bars everywhere.

Bur right now you are locking at the ugliest
black wbort you could ever hope to see. You
are too terrified ro act! The robor ties you all
up and now it is going to ask you some hard
questions. Tum to the Interrogation Chart in
D30 to determine whart happens to you. After
you have been questioned, come back to this
enuy and tum 1o the result of your interroga-
tion: Favorable (B32), Cautious (B54), Indig-
nant (C47), Hosule (B30).

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

C48 You talk to the cyborg head. You find
out that all the cyborgs call themselves
shreelon. They have been peacefully trying o
contact villages in the area because they need
help in building their city. In every village
they have been ateacked and have had ro retal-
iate.

This conversation goes on for thirty minutes
and you do not learn much more when sud-
denly you are surrounded by twenty hover cars
and far too many cyborgs with weapons to try
to run away. You are taken prisoner (A67).

C49 Your party gets into the chamber and
one of you starts pushing buttons. Large pan-
els begin to close off the exit. You can still run
out if you wish and leave this area. If you stay,
draw your weapons and turn to A8IL.

C50 The fens tell you that in Area A3
white monsters often crawl out of the stream
and atruck tavelers.

C51 These lil have been flying over the
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great lake and tell you there are huge ruins un-
der its waters where man-fish live.

C52 If you defear the kai lins, you discover
the remains of 2 humanoid murant. He has a
long sword on his body (Tech I, Dm 8/16).

€53 The yellow fruit quickly turns to mush
and its acid burns whoever is holding it for five

points of damage,

C54 You carefully investigate this door. It is
covered by some kind of muln-colored fun-
gus. You also notice that all the cracks are
jammed tight with a red fungus that wiggles
cvery time you move toward it, If you open
the door, go to C85. You can also continue
d:wn) the stairs (C77) or leave the building
(A10).

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

C56 In the packs of the dead you discover
the following: three burnt-out hydrogen en-
ergy cells, two fully charged hydrogen energy
cells, several moming stars (Tech I, Dm 8},
and 19 large bars of gold.

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

C58 You rush to where you heard the
screaming. Each of you rolls 2 Dexterity
Check; if you fail you are trapped in sticky
webs raised just above the grass. If any of you
are free, turn to B47. Any who are caught may
make a Physical Strength Check ata =3 pen-
alty to break vour bonds. Those who break
their bonds should alse 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 grareful. It is scouting a
new tetritory for its tribe. The mountains of
the south and west have become dangerous o
all intelligent life and its tribe must move. It
also tells you thar strange meral creatures are
giving away laserrifles in the ruins beyond the

river.




C60 You step out and volunteer o help
him with his difficuley. At first he is narurally
suspicious, but you win his confidence and
succeed in pulling his truck our of the hole,
Then he offers to drive you anywhere you
want to go. He will nor fight your battles for
you, but he will drive you to your next stop
{(encounter number) as long as you don'r cross
any rivers,

Ignore random encounters, and in just two
hours of break-neck speed driving you are
there.

C61 You ger along great with these lil.
They listen to your problem and offer to send
some warriors down o help in your fight.
They are migrating in seacch of 2 new place to
live. It seems the north is too dangerous even
for them. One of the lil leadess even offers to
come along with you on your quest (Rank 10;
hp 20; mutations—anti-life leech, dual brain,
force field genention, physical reflection (la-
sers and light), telepathy, mental blast (Dm
15), and total healing. While traveling with
these lil, lil encounters are never harmful,

C62 At the first landing you discoyer a
door, more stairs down, and a humanoid skel-
cton. There is a neat hole in the middle of its
skull, lts equipment proves ifiteresting: one
large hammer, 20 metal spikes, 50 feet of
thick chain. dried vegetables: a match cylin-
der with 20 marches, and a Tech I1I blowrorch
that shoots a five-meter-long flame and can
melt through steel (Dm 10, 15 minutes of op-
eration from the cylinder). If you move down
the stairs, go to C87. If you open the door, no
matter how careful you are, go to C29. You
can always go back and leave this area.

C63 Yougo to meet the giant robot and the
first thing it does is flash a blue ray over all of
your weapons. In seconds all the energy cells
in your weapons are totally depleted. Your
bullets and crosbow bolts have been made
too sticky to fire. This robot is far 100 powerful
foryou to take on. You run for your lives out of
this area. Make another choice at A47, or con-
tinue adventuring in the wilderness.

C64 These lil want ro leave quickly, but
they do wam vou to never trust a black-
winged Lil. They also rell you that in the high
mountains lies a terrible ancient force of tech-
nology that is attacking all the mrelligent
races in the area. If Sheesh is stll with the
group, they give it three green berries. Each
berry heals 10 points of damage 1o 2 plant in-
stantly.

€65 You turn over items from your packs,
but do not like the idea. Then you arc shawn
to the leader of the Archivists and you tell the
small 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 to tum back
the mountain invaders. If there is still time,
you can adventure in another part of the map
before the seven days are up to rake more
things back to your village.

The small Archivist gives you 4 map of the
nearby ruins and says that you may search for
more weapons in that area if you wish. Ob-
taining this map ecnables you to use the
"A47" Ruins Map in the four-page pull-out
scerion in the center of this adventure, All the
numbers on this map refer o "E" numbered
entries (turn to the “E” section in this book).
You can also use the Wilderness Map 1o con-
tinue adventuring there.

C66 It is clear the robot does not under-
stand you. One of vou goes 1o take some of the
equipment in the pile and the robot moves to
stop you. There are levers and buttons all over
the body of the robor and you decide to give
them a try.

You flip the GAMMA WORLD® game
equivalent of a coin and hope for the best. If it
comes up mulu-headed, wum w cawy B42, If
it comes up multi-tailed, win to entry A70.

€67 There are two dead cyborgs inside.
They have the bodies of badders and the
single-eyed heads of robors. Suddenly a voice
shouts from somewhere, “1did this and I get

first pick. do you have problems with thar?”'
Looking around, you sce a sleeth with several
huge, glowing javelins in its hands. Sure
enough, sticking out of the lower area of the
hover craft is a javelin, Will you let it take
what it wants (C39), or contest its right to the
spails (B39)?

C68 You pay the toll and in ralking with
the lil gain some valuable advice. The cyborgs
have a base somewhere in the mountains.
Their flying devices can be seen constantly
moving about during the day. The cyborgs are
collecting bodies for some reason that the lils
cannot figure out. Every cyborg is armed with
a weapon of the Ancients and fires laser beams
from its eyes, The lil also rell 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
nearet, you begin to hear a beeping noise from
within, You can run back into the wilderness
(use Wilderness Map), or you can ury to break
apen the door (A%0).

C70 The robot has cleared out the mbble
of a large building. It has carcfully piled the
ruined building materials in one place and the
items that were in the building in another sec-
tion. You see a great deal of undamaged tech-
nical equipment in one pile. The robot does
not seem to have any visible weapons on its
body. You could talk with it (A68), fight it
(B42), or leave, but you have spent a lot of
time in this area to just leave.

C71 There are cight dabbers (mutared ra-
coons) behind that wall and they demand you
turn over all of your weapons or die. You can
talk (C37) or you can fight (B44).

C72 Looking overthe situation, you decide
to start cutting at the webs. In the first action
turn, however, a jolt of energy inflicts 10
points of damage to those trapped and those
cutring at the webs. You have only managed
to cut 4 few of the many webs holding the vic-
tims. You can try throwing some grenades
(B46) ar continue cutting (C35).

C73 The robot does nothing. In fact it is
hard to tell if it is even activated. You cross the
bridge and continue. You leave the robor
alone for fear it will tum on you and destroy
you.

C74 Exploring the camp you discover there
is nothing there of immediate use except for
the weapons they were using and their urbine
car.

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




C75

hour in woods or low mountzins. The vehicle
cannot ford the large river but it can manage
the small ones. Sheesh must ride on top 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
sce there are three cyborg creatures at the oa-
sis. One cyborg has the body of a seif and a
metal head, another has two metal heads on
the body of an orlen, and the last has the body
of agren and a metal head. Each is armed with
a Mark VII rifle. You can try to ralk (B49), at-
tack (A93), or leave this area,

C76 The door is still ticking, but further
investigation reveals a2 small compartment
hidden in onc of the steel bands. The com-
partment shows 4 small computer keyboard.
You can play with it (C31) or leave.

C77 You continuc down the stairs, The
deeper you go, the more 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 arca.

C78 You discover no use for the black
sceds; maybe you should plant them later,

C79 The fens tcll you that the ruins of A30
have several caches of laser weapons that are
casy to get to.

C80 No matter what you do, you surprise
these lil and they all vanish in a blaze of Light,
taking with them all of your party's chemical
energy cells,

C81 These wardents are flecing the moun-
tain area. Ir seems that strange creatures have
been capruring mutants and raking their
bodies and leaving their heads. If you give
them a gift of one of your recently scquired
items, they give each of you a fully powered
hydrogen energy cell.

€82 You have five orange stems and you dis-
cover that they dmin energy cells. You can hit a
powered weapon with one and ie deains all the
encrgy of the weapon cell. (Rank 10 for hirting).
If they strike they make the weapon useless, bug
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 delighted by your plant-
like kindness. Four of them come along with
you to help for a time. In the next two com-
bats, these trees rotally destroy your enemies

and your party takes no damage. The trees

then leave to join their fellows.

C84 For two action turns you battle this
tentacle sticking out of the door (it atracks
twice in this time) and all of your efforts have
not done 2 thing to it! You run down the stairs
(CB7). You run for your life out of this build-

ing. Choose again at A10 or leave rthis area

C85 You open the door and are immedi-
arcly attacked by hormrible fungoid creatures
that come spilling out of the hall behind the
door. The hall is filled with this rentacled fun-
gus life! (Rank 12, Dm 6, one attack on cach
party member). You run for your lives (go to
D29) and the creature arracks until you es-
cape. You run out of the building (A10) and
you can cither re-enter it or go some other way.

C86 The chamber is lit by devices of the
Ancients, but more interesting are the three
recently killed hoop bodies you see 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 is a blinking
panel of buttons on a side wall and the dead
hoops are a clear warning of danger. If you
want ta check sut the panel anyway, see C49.
You can still check out the side dooss (C32) or
you can leave (A95).

C87 You climb down several flights of
stairs and the air gers mustier and more hu-
mid. The sides of the metal walls are covered
with moss and some of it moves with your pas-
sage down the stairs. You come to another
landing with & door (C54) and 2 set of stairs

continuing down (C77).

C88 You have defeated him, but now his
brutorz stands ready to do bartle over his body
(HD 14, hp 74, bite (Dm §) and two kicks
(Dm 4 each)). If you defeat it, mm to entry
ca7.

C89 By carcful deduction you determine
thar the trees drop explosive fruit. You man-
age to steal five of the fruits to use as missile
weapons (Dm 5). You get out of the area un-
hurm,

C90 You approach the trees and sense tele-
pathically that chey are wild with rage at being
chained. The plants see your party and in-
stantly throw five javelin limbs (Rank 5, Dm
6). After this first artack you leave the area.
You can do nothing for them.

C91 The old horticultural robot artacks!
(Rank 7, hp 82, metal plating absorbs 20
points of damage every action rurn, weapons
can be used all at once—a herbicide (Dm 10 to
plants), a saw tentacle (Dm 20), a whipping
teatacle (Dm 15).) If you run away, go to D29;
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if you defeat the robot, turn to €20 and check
out the trays of plants you find.

C92 Talking to scouts in the village gains
you valuable information abour the area to
the west. It scems that some ancient technal-
ogy has activated itself on both sides of the
motntain pass and you are advised to avoid
the pass. Also, several of the scouts have mun
into trouble with masses of nasty crearures,
They advise using the strongest weapon you
have because there is a lot of equipment out in
the wilds just waiting to be picked up. The last
scout you talk to gives you a small sack of pow-
der. It contains a powerful vegicide that will
instantly kill one hostile plant (works auto-
matically). Your tip now begins in eamnest
and you take the road out of town (A58).

C93 These wardents need matches, If you
trade them all of your party’s marches, they
give you one chemex grenade (Tech 111, Dm
15).

C94 The keeshin rtells you that in the
mountains to the southwest (see the southwest
corner of the Wilderness Map) are horrible be-
ings that take the bodies of creatures and place
robot heads on them. The keeshin gives each
of you a special ring that hampers the ability
of the robot heads to see you (halve all damage
a cyborg inflicts 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 pure strain human, but the head of
a robot. There is a package of four unpowered
vibro blades on the creature (Tech IV, Dm 12).

C96 These lil are going home and will
trade with you, but have no information.
They want to trade a single, small glitrery
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 a huge metal crearure guarding the
bridge and often it kills strangers.

C98 They acquired their laser rifles in the
ruins of A30, but many horrible monsters
roam that arca.

€99 You chose 1o follow the cyborg and it
takes you to entry A57. Roll for random en-
counters as you travel there.

C100 The arks are running from a band of
horrible creatures thar lopped off the heads of
several arks and took their bodies. All they
know about these creatures is that they have
metal heads on somewhat normal-looking
bodies. These heads shoot laser rays from a
single red eye.
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D1 The bracelets you took from the carrins
start to glow and pulse. The rate of pulsation
matches that of the pulse in the lenses of the
robot you face. [t doesn't seem rto 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 lets you through. If you chose to fight
this creature, tum w BO5.

D3 You have made the mistake of going
through this gate and your luck has run our.
There arc two bear cyborgs coming in the gate
and your disguises do not fool them and they
attack! Since they artack, the guard cyborg
also arracks you (refer to entry B9S for the
guards stacstucs). Two bear cyborgs: HD
123; hp 86, 81; weapons—cyborg ruby eye
(Dm 8); two bear claw attacks (Dm 5). If you
run away, tumn to D29,

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

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

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

Wroll finds threc medikits and a special vet-
crinary medikit that can restore up to 100 hit
points to nonhumanoid crearures,

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 base rwo minutes).

Sheesh discovers an unusual crossbow that
shoots energized crystal quarrels. A hydrogen
energy cell can charge five quarrels. These
bolts inflict Dm 15, but are fired like regular
crosshow bolts. Sheesh finds 10 of these spe-
cial crystal quarrels. (These quarrels have a
50% chance of being ruined on impact.)

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

D5 The building, like the rest, ismadeof a
carystalline marterial. The wide door opens
when you approach. Inside you find vehicles
of the Ancients. You find military ground cars
and rurbine cars that Ren can drive. There are
flic cass, "E" cars, and hover cars that you can
tell are all ready to go. You have never scen so
many vehicles. Ren could drive one of the first
two types of cars right away, or you could try to
figure our ane of the more advanced cars. Any
of the vehicles here allow you to move eight
hexes in clear ot road terrain and six hexes in

mountains or woods.

D6 This crystal building is shaped like all
the rest, but from a distance you have seen
several cyborgs enter. You briefly consider not
going in. Turmn to Bl if you want to see what
the cyborgs are doing.

D7 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 to enter this
dome, tum to BoA.

D8 You are approaching the spacecraft and
see that it has only one opening, guarded of
course. If you enter, use the E map and begin
with the outermost E entry.

D9 This dome is crowded with cyborgs.
There is a huge crystal 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), but you
realize it could backfire on you.

1f you artack the pillar from a distance, tarn
to BY7.

D10 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 to get out and you consider
blasting away at the crystals that are generar-
ing the force ficld.

Turn to A39 to release the robor.

D11 You discover an energy cage halding
an obviously powered and active robot. You
have never seen this type of rabot before, bur
it obviously wants to get out and you consider
blasting away ar the crystals that are generar-
ing the force ficld.

This robot has weapons systems that look like
lasers and are generaring their own energy field.

Turn to A4l to release the robor,

D12 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 to get our and you consider
blasting away at the crystals thar are generat-
ing the force fields,

It is firing several weapons systems at the
encrgy ficlds that cage them, bur to no avail.
Tarn w B98 1o release the robot.

D13 You discover an energy cage holding
onc obviously powered and active robot. You
have never seen this type of robot before, but
it obviously wanis to get out and you consider
blasting away at the crystals thar are generat-
ing the force fields.

Turn to B99 to release it.
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D14 You come to a large and long crystal
domie. Its door opens as you approach, reveal-
ing 2 rabot chat atcacks you!

(Robot guard: HD 18; hp 55; ammor absotbs
the fist 30 poinis of physical damage in an
action tum; weapons—stun rentacle (if it hits it
stuns for base two minutes); robotic rentacle
(Dm 10)) The robot cannot leave the chamber. If
you decide not to fight, the door closes, bur the
robot gets one action turn of attacks.

If you win the battle, turn to F4,

D15 This is some type of crystal 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 someonc wants to
use mutations to take some of the crystals,
turn to F3; otherwise you leave the chamber.

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

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

If you mun away, the door closes behind you,
but the lasers ger one action turn of attacks. All
you have time t see is a series 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 ir. While you warch, two thinkeran-
droid cyborgs arc in the process of creating two
maore warrior andeoids. You leave not wanung
to face them in an open battle,

D18 In this dome you discover a volcanic pit
and three cyborg humanoids that artack you!

(Cyborg pure strain humans: Rank 4; hp
142, 138, 119; weapons—cyborg laser eye
(Dm 8); stug pistol (type B, Tech 11T, Dm 15,
30-shorclip). If you run away, turmn to D29 and
you leave the compound. If you fightand win
the battle, tum tw F1.

D19 This is an equipment storage dome.
There are shelves and shelves of almost every-
thing you can imagine. There are hundreds of
types of the following items: campmg equip-
ment, clothes, energy cells o f all types, min-
ing cquipment, shelves and shelves of
equipmcnt of the Ancients that you do not
recognize, houschold furniture, and Tech 11
weapons of many different types. You take
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, bur you don't
know if you want to take on the two crearures
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you see working there.

You can leave and explore the rest of the com-
pound, or you can fire at the creatures and gain
one action fum of surprise attacks (tum to E52).

D21 Asyou carefully open the container, two
of the seeds escape and bore holes into the first
object they hit, Seconds later these holes sprout
tiny leaves and the object is ripped apart as roots
and vines grow from the seeds. You rake the rest
of the seede back 1o your town to try to figure out
how to use them as weapons.

D22 The single large, glowing seed absorbs
energy at a fanrasric rate. Energy blasts within
10 meters of the seed are torlly absorbed by
the seed. (If the seed recewves over 200 hit
points in energy, it splits and instantly sprouts
roots and digs into the ground. There are no
other effects, as far 48 you can tell.

D23 There are 100 seeds in this container and
cach radiates Intensity 3 radiation. Use the radia-
tion chart 1o derermine how much damage they

D24 There are 20 pistol-shaped sceds in
this conrainer. If you squeeze the seed’s shell,
a small thomn sced shoots out up to 20 meters
away (Tech 1, the damage is Intensity 10 poi-
son, check the poison chart for the damage,
there are five seeds in each pistol).

D25 You talk with the carrin and badder
and discover that they are the leaders of cheir
tribes. These groups have been hunied by the
cyborgs for their bodies. They agree that if you
free them they will convince their respective
tribes not to atrack your town. You free them
and give them what extra weapons you can
and they escape from the compound. You also
consider escaping,

D26 The crystals shatter a5 you fire your
weapons at them. Keep track of the hit point
damage you inflict upon the crysrals. After
you have done 500 points wosth, you have de-
stroyed one-fourth of the pulsating blue erys-
tals, You notice the glow on the walls has
dimmed a little. If you continue, turn to E51.

D27 The soot, ash, and heat of the new
mountain of lava is choking you. You suffer 20
points of damage while you are flecing. Roll
another Constitution Check and if you fail
you take znother 20 points of damage before
you escape. If you survive, turn to D28.

D28 You flee the area and sec that you have
created 2 new volcano. The cyborg camp is
completely destroyed and you do not feel wo
bad about that. You continuc your quest
knowing you have done something very im-
portant for the survival of your town,

D29 Running Away: Anytime you run you
must roll 1d20 for both sides. If you beat the die
roll of the aracking creature, you all get away
and it does not follow. If the ereature’s toll is
higher, it gets a free artack on you as you escape.

D30 Generic Interrogation Chart
This chart is consulted whenever there is a
questioning session between two groups that
do not know cach other. This questioning
process usually rakes one hour (two hours if
the Hostile section of the chart is reached),
To derermine how the questioning pro-
ceeds, you will roll 1420 five times, applying
all of the appropriate modifiess to the roll
each time. Before you roll, look over the mod-
ifiers and the tables you will be rolling on so
you understand whar is going on.
Positive Dic Roll Modifiers
+1 Mutant or PSH questioning the other
+1 Caughe where you shouldn't be
+1 Either side is heavily armed
+1 In the home territory of the questioner
+1 Other has things questioner wants
+2 Fighting berween the groups before
questioning
+2 Onc group is held prisoner
+2 One group belongs to a Cryptic Alliance

+2 The groups are working against each other
+2 One group is hiding information

Negative Die Roll Modifiers *

=1 Groups know each other

=1 Groups are in neutral terrirory

=1 Robots in either group

—1 Valuable gifts given right away

—1 Onc group needs the other

—2 Both groups are Restorationists

—2 One group wants to be friendly

=2 Neither group is hiding anything

—2 One member has Intelligence 16 or
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 prisoner of the other,

Once you determine which of the modifiers
apply to your situation, roll the first d20 and
consult the First Die Roll table below. This
gives you the section of the Subsequent Die
Roll 1mble 1o roll on for the second d20 roll.
The second die roll will indicate a Section
Shift (last column in table) of A, B, or C. A
section shift resulvof “ A" means your next roll
occuss on the section above (more favorable)
the one you just rolled on, A result of “B”
means that your nexe roll is in the same section

‘you just rolled on. A resultof “C" means your

next roll is on the section below(less favorable)
the section you just rolled on,

This continues until the fifth roll, the result
of which is interpreted on the Final Interroga-
ton Results table to determine the end result
of the interrogation.

After cach roll (excepr the fifth roll), check
the Intermediate Results to PCs table to see
how the other group reacts to your charactess,
Then recompure the modifiers and roll the
next d20. The fifth roll is the last and after it
you refer to the Final Results table to see how
the other group feels about your group when
the meéting or interrogation cnds.

First Die Roll

D20 Roll  Section for Second Roll

1-5 Favorable

6-10 Cautious

11-15 Indignant

16-20 Hostile

Subsequent Die Rolls

Rolls Section

Section 2d 3d 4th 5th Shift

Favorable 1-10 1-13 1-16 1-18 B
11-20 14-20 17-20 19-20 L

Cautious 1-2 1-2 1.2 1-2 A
3-15 3-15 3-15 3-15 B
16-20 16-20 16-20 16-20 C

Indignane 1-2 12 12 1.2 A
315 3-15 315 3-15 B
16-20 16-20 16-20 16-20 C

Hostile 14 1-3 1.2 1 A
5-20 4-20 3-20 2-20 B

Intermediate Results to PCs

Favorable — other group offers to repair PCs'
weapons or trade on terms favor-
able to PCs

Cautious—other group heals 1d4 points of
damage to each PC

Indignant—other group kicks PCs around for

1d4 points of damage

Hostile *—other group destroys PCs' four
best weapons

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

Final Interrogation Result

Favorable—groups work rogether amiably
Cautious—groups leave and set up a time to
talk larer
Indignant—groups do not like cach other, but
there is no fighting
Hostile “—groups cither fight or one group

runs away

* Treat as Indignant unless one group is
held prisoner by the other group.
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E1 The ruins of the ary are so large that
you never would have found anything useful
here withour a map. Bur now that you havea
map of the area. you can easily locate the
points of interest,

E2 Deep in the brush you hear the sound
of weapon fire. You approach and sec a robot
shoating up straw dummies twisted into the
shape of humans. There are hundreds of these
dummies around and many of their heads are
burning. You can approach the robot (E41), or
leave it alone 1o search the rest of the ruins.

E3 In the middle of the forest stands an in-
tact building of the Ancients. The forest has
been burnt away for fifty meters all around.
There are huge, glowing panels on the roof
and you can see a small robot cleaning the out-
side walls. As you warch, a humanoid steps
out from the woods into the clearing 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 50 long—it can protecr itself!

You have an idea that the building only
deals with pure strain humans. If Ren is with
the party, you might uy to deal with the
building (E42). If he is not here, you leave this
building for safer arcas.

E4 In amongst the ruins is a large patch 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 area is unu-
sual colors of gold and silver,

If you go to check out the hole, turn 1o B76,
Ot you can leave and scarch the rest of the ru-
ins.

ES Traveling through the forested ruins
you suddenly hear the sound of moaning in
the distance. You cautiously approach and
part the brush in front of you to sec a vast arca
of strange plants. These are man-tall, thin
plants that move with the slightest brecze.
Their huge petals resemble heads. These
heads emit a moaning sound that makes it
scem like the plants are in pain. You can check
out the plants from s distance (B77), or you
can get closer and try to communicate with
them (E43).

E6 You discover a glowing dome of huge
size in the middle of the ruins. As you near,
you can see that many others have been here
before you. There are scratches and bum
marks all over the sides of the dome. There are
unusual, different-colored stains in pawches
on its surface,

You can see & door and there is a path
beaten through the forest to it. You can tell
the door has never been opened, but there are
indications all over the door thar it has been

shot at, lasered, grenaded, bombed, etc.
Whatever is in this thing 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 cannor believe your eyes. There by
the lake is a water-powered machine. A robot
is operating it and you can sec it is making la-
ser rifles. While you watch, a jager comes out
of the forest, walks bold.ly up to the piled
crates of rifles, and takes onc and gocs back
into the woods. Your problems are solved.
There must be over two hundred crates of laser
rifles there. The robot calmly takes the rifles
from the machine thar is creating them, places
an unusually large energy cell into the
weapon, and crates the weapon in a box of
ten.

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

(Laser rifle; Tech IV, Dm 12, energy cell is
good for six shots.) There is 2 drawback to
these weapons. The machine that makes them
has started to go slightly awry, Whenever one
of these laser rifles is fired, roll 14100 against
the ACT column corresponding to your Rank.
On a black result, the rifle explodes, inflicting
4d6 pomnts of damage to you and anyone
within three meters.

E8 There is the huge shell of a building
breaking through the forest. There is no vege-
tation inside this building, unlike the others
you have seen. When you approach you sec
the remains of a huge chamber and in the
chamber are 50 one-meter-tall spheres. The
floor here is completely clean and you briefly
wonder if these are cleaning robots all stacked
and ready to work. If Ren is with your parry,
tarn to B79. If Ren is not with you, turn to
E45.

E9 Have all party members roll Mental
Strength Checks. Those who fail go running
into the forest to the west. If none fails, you
continue on into the wilds.

Those who succeeded can follow any who
failed to see what happens to them and try to
protect them.

If only some of the party members failed
the check, rum to B23. If all of the party
failed, turn to E46.

E10 You come upon five androids making
a road in the forest. They are huge things that
wield their picks and mauls with superhuman
strength. You have heard stories of androids
from your elders. For hundreds of meters they
have cur a large path through the ruins and
forest.

If Ren is with you and youapproach, tumn to
B81. I Ren is not with you and you approach,
turn to F26,

E11 You are arracked by a band of arks,
huge dogmen, roll for surprise! (Eight arks:
HD 8; hp 40 (x 8); PS 19 ( +4); MS 12; plate
mail vests (absorb 20 points per action turn),
wicker shields (— 1 CS); murations—life leech
(see “Mutations” section, Dm 6, the arks only
use this attack when they are down to two
party members); stone clubs (Tech I, Dm 5);
half of the arks always attack Ren).

If you run away, turn to D29.

E12 A huge metal pole of the Ancients has
a still-funcrioning light at the top. As you
near, the arca around the light seems to spark
and flash. If you climb the pole or otherwise
check it our, turn to F25.

E13 You come upon a badder encamp-
ment, A tent in the middle of the camp con-
tains what appears to be a very sick badder.
You can leave, fearing there might be more of
them around, or you can check out the camp
to see if there might be something useful here
(B82).

El4 You discover a huge purple thom
pacch in the middle of the ruins. At first you
think it could be a lil patch, bur then you see
the bones and dead things in the thoms.
Many beings have died in the patch. You sus-
pect poisun of some type on the thorns, but
aren't sure you want to check it out. Looking
more closely. you sce some green goo drip
from the thorns. This area isn't for you and
you mave on.

E15 Carrins attack out of the sky with mis-
sile weapons! Check for surprise. (Seven car-
rins: HD 15; hp 75, 60 (x 6); short bows (Tech
1, Dm 8); leader has a slug pistol (type A, Tech
IT1, Dm 10, 20 shots left in the clip).

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

E16 A huge thunder lizard taller than most
trees walks through the ruins roward you. You
all dive for cover because the monster is oo
large to fight. Roll an Intelligence Check.
Those who fail are seen by the monster. Turn
to B22 for the arrack.

E17 You hear it long before you see it and
then you can hardly believe your eyes. Just
above the tree tops a flying car is moving
around in a circle. As you draw closer you see a
dead pure strain human hanging out of the
door. You can try to climb a tree and get in as
the vehicle circles (F24) or you can avoid the
thing,
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E18 An obb (a huge bac-winged creature)
flies over your group. If you atrtack, wrn o
F22; if you want ro talk, rum to B20.

E19 You discover a burial mound of sorrs
There are over 100 graves and each of them
has a weapon and a marker for a headstone.
There are many swords, maces, and hammers,
bur the thing that artracts your attention are
the two holstered pistols by one grave. You
consider going 1o ger them, bur then you
wonder why all of these things have never
been stolen before. If you try for the pistols,
turn to F21.

E20 You meet three orlens who instantly
notice you. You can talk (F20), atack (B85),
or ignore them,

E21 You sece a large grove of white trees
Each one has exactly five berries that sparkle in
the light. Those that are in shadow scem to
glow with their own tadiance. [t is very likely
going to be dangerous to check these things
out. but if you want to. turn o F18.

E22 You discoverseveral bodies lying in the
ruins of an unusually shiny building. The
structure seems to be made of metal walls.
The bodies are wearing full suits of plare mail,
but you wonder if it may be 2 trap. You can
check them our (B16), or you can ignore them
and continue on into the wilds.

E23 You come tw a parn of the forested ru-
ins that is different from all the others you
have scen. Everything is shiny black. The
plants; the ruins, the trails, and even the earth
ia the arca 15 black, but not from soor orother
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 area: no insecrs, birds, or climbing
creatures, If you wish ro find the cause of this
phenomenon, turn to BiS.

E24 In these ruins you discover a lazge pool
of water. Basking in the sun beside it is 2 huge
white lizard that mentally communicates with
you.
“Hello there, do comc over! | love malking
to travelers.”

There is something dangerous looking
abour this creature and you zre not fooled at
all.

You attack it (B86)! You talk ro 1t (F19). You
leave iv alone and quickly leave the area,

E25 If iv isat least 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 our more
closely you see they are rusted hulks of no

E18

value, Unfortupately, while looking them
over you arc surprised (have a random
encounter—you are surprised and they are
not).

E27 You discovera black-hulled combat ro-
bat in the brush-at the side of the road. There
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are several blasted hulks of other vehicles in
the area. You are just starting o clear off the
plant growth from the area when you are sur-
prised by a pam.

(Parn: HD 13; hp 70; atacks with two sets
of four-sword fronds, each ser attacks the same
individual (Dm 5); it throws two huge spines
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at the same individual (Dm 3); its body armor
absorbs the first 15 points of physical damage
in an action turn. )

If you run away, go w D29 (the wbor is
gone if you come back liter), If you win the
bartle, tum to B13.

E28 You hear the sound of pounding long
before you see what is making the noise. After
a cautious approach, you see six sleeths, giant
lizardmen, hard at work pounding a robort o
pieces. You can artack (B11), try to talk to
them (F13), or ignore them and go on your
way.

E29 Far back in the wilds you discovera se-
ries of small huts. There is the glint of meral
inside cach of them. You all roll a Mengal
Strength Check. Any who fail each envera dif-
ferent housc—tumn to B10. Those who suc-
ceed artack the plant creatures that are
disguised as hurs.

E30 In a stroke of luck you discover 2 hid-
den cache of weapons of the Ancicnts. As you
look them over you are attacked by their right-
ful owners. Consult the Random Encounter
Chan and roll until you get creatures that are
aggressive and want to fight.

If you run away, turn to D29 (you do not get
any weapons). If you fight and win, nirn to
B9.

E31 In front of the flyng saucer is a single
cyborg guard. It is a multi-armed, snake-
bodicd creature and it is holding three vibro
blades.

The door to the spacecraft is open and you
can tell there is an cacrgy screen covering the
entrance. To ger inside you are going to have
to take out the guard in one lightning-guick
attack. If you botch it up, you suspect cyborgs
will appear from all over the place.

You can ignore this area and continue on 1o
other places, or you can attack (BS).

E32 You have eliminated the guard, bur
now you face a force field of unknown power.
You have to act quickly because you may be
detected ar any moment.

If you leap in, risking all, go to F53. If you
throw something in first ro see what happens,
tum to B89, If you fire on the sides of the door
with your weapons, hoping to ruin the screen
gencrator, see F14. You can also leave this arca
if you are afraid of dealing with whatever is in
the flying saucer.

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

(Alien android guard—the android is to-
tally white and humanoid in shape, but over
nine meters tall and all appendages are un-

usually thin: HD 10; hp 200; weapons—20
erystal clingers (Tech V, Dm 5). These are
small, star-shaped crystals that can be thrown
TWO &t a time, crystals thar 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 roll a successful Dexterity
Check; armor—energy screen thar absorbs the
first 20 points of energy damage received in an
action turn.)

If you run away, turn o D29 (you leave the
ship if you run away). If you win the bartle,
you can use the remaining crystal clingers.
Turn w entry F13.

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

This android is asquat cylinder of a crearure
with three long tentacle arms, You have sur-
prised ir. After your surprise action turn, turn
to B6.

E35 Sure there will be guards at the en-
trance you see zhead of your position, and
wanting to go farther into the spacecraft, you
all arrack simultaneously at the entrance with
the best weapons and mutations you have.
Turn to BS.

E36 You discover row upon row of small,
green, fist-sized crystals in piles on the floor.
You do nov have the time to figure them our.
You may take up to five each and continue on
your way, Turn to entry B91 when you can take
the time to figure them out in safety,

E37 You discover another huge pile of crys-
tals. This time they are head sized and bright
bluc. You can cach take three of them and
save testing them for when it is safer. Turn to
B92 when you are 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 effort of
will that you pick one up. If you do take one
with you, turn 1o B93. Otherwise leave them
alone and continue.

E39 Suspecting there is another entrance
and probably another guard, you prepare to
attack. You all leap around the cornerand fire
your weapons. Turn to B3.

E40 You enter a chamber filled with puls-
ing purple crystals, In the center of the cham-
ber is 2 huge black crystal in the shape of 2
human brain. It communicates telepathically
with you,

"] have watched you enter my ship, It has
been most amusing, You lower life forms try
so very hard and it is all for nothing.”

At this point you attack (using the weapons

you fired in Entry B3). Theyare all ineffective.
“I am immune to your methods of destruc-
tion. Do you wish to talk or die?"
If you want to talk, turn 1o B2, If you fight
turn to F10.

E41 If Ren is with you, turn to F27; if he is
not, then the robot (Rank 12) attacks your
party. It has two laser attacks (Dm 8) and a
slug throwerattack (Dm 10). You do not think
of attacking back—it looks too tough. You all
run away (turn to D29).

E42 Ren boldly goes up to the front door
and it opens by itself. When the rest of you
start toenter the clearing to join him, the laser
units on the building move toward you. Looks
like Ren will have to manage all by himself
(turn to F28).

E43 You go close to one and try to figure it
out. Maybe you can communicare with ir. For
some reason, scveral of the plants you are
nearing explode and splater all over you.
Suddenly you feel a burning sensation en your
face. You have been exposed 1o Intensity 9 ra-
diaton, Check the radiation charts and record
whatever damage the rolls indicate.

E44 After the second hour of digging and
bashing and using mental abilities you still
have not opened it. This looks like it could
take forever and maybe you should give it up
and go on to other areas. Bur if you want o
spend another hour here, turn to B24.

E45 As your group approaches, the spheres
all rise off the ground. Each sphere shoots a
ray of light (no damagc) ar your pary and
then sertles down to the ground again. If you
wish to approach closer, turn o BS0.

E46 You have all 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 wo strong and you arc all
being controlled. You find yourselves walking
into the jaws of several huge-petaled plants.

Although your legs are controlled, the rest
of your body is free 1o act. You get our your
most potent weapons and use them as you
walk into the jaws of the plants,

There isa plant for cach of you. (Plants: HD
5; hp 50; PS 20; MS 15; Dm 8) Damage to
Sheesh is halved because of the willow's huge
size, Because you are inside the plant, you re-
ceive a +2 CS for all your weapon attacks. As
members of your party kill their plants, turn
to B23 to continue the battle to free the whole
party.

E47 The androids begin to shiver and
shake. Suddenly they turn all red and then
mele into a red jelly-like substance. You have
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no idea why this happened.

E48 Natunally you have to rake off all ar-
mor to climb the pole and while you are
climbing you check out the arez using your
map. You see that Area 14 has some unusual
vegetation while there is 2 meral flying ma-
chine in Area 17. When you finally reach the
top of the light, you cannor figure out any-
thing to do 1o it and when it inflicts 10 points
of electrical damage to you, you climb down
and leave the arca.

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

E50 Inside the car you find a case of 10 red
vials. One of them is broken. You think this
must be whar killed the occupant, You try to
make the vehicle land bur all you can do is
make it go faster. You find nothing else of in-
terest. If you take the vials and jump our of
the vehicle, turn ro B84,

E51 Continue shooting until you do an-
other 500 points of damage and then you have
destroyed all of the pulsating blue crystals
around the lava pool. Immediately the pool
begins to pulse and spurt. Those crystals must
have been some sort of controlling unit and
now the lava is going wild! You all run for your
lives as the molten rock flows everywhere.
Each character must roll a Constitution
Check. Those who fail tum 1w D27. Those
who succeed turn 1o D28,

E52 (Two cyborg humanoids: Rank 4; hp
92, 76; weapons—cybarg laser eye (Dm 8);
slug pistol (type B, Tech 1II, Dm 15, 30-shot
clip). If you run away, rum © D29 and you
leave the compound.

Ifyou win the battle, you usc their weapons
to totally ruin the area. Crystal shards are scas-
tered all over and you feel you have accom-
plished something very useful for your side.
You also think you had becter run from the
compound because someone or something is
bound to come looking for you after this. Re-
turn to the Wilderness Map.

F1 In this dome you find 2 huge pool of
lava with pulsating blue crystals floating in it.
You norice thar the walls of this dome are also
covered with the blue crystals, bur these are
just brightly glowing, nor pulsating. You sus-
pect this could be the power system for the en-
tire complex. If you touch one of the crystals,
it tams whatever rouched it to cindess. It oc-
cuss to you thar if you shoor this place up, you
could really disrupr the efforts of the cyborgs.
If you attack the blue crystals with your weap-
ons, turm to D26,

F2 You discover @ prison arca. The only
prisoners you find are the biggest badder and
carrin you have ever seen, They are in adjoin-
ing cellsand you can tell they have been figh-
ing. They look at you sullenly. You could talk
with them (D25), but you are worried that
you tripped all sorts of alarms when you de-
stroyed those laser units.

F3 You use your telekinetic arm to grab one
of the growing crystals. Much to your horror
you discover it absorbs any type of energy. If
you have any type of energy cells on your per-
son they are totally drained. This crystal can
be used as weapons. If you threw it at a 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-
stroved if it hits. If it misses there is 2 25%
chance that it sharters and becomes useless,

¥4 The dome is lined with crystal shelves,
cach 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 that 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 (o
take a few of these conrainers, but they are
quite large and you do not want to open any
of them—who knows whar the seeds might
do. Each conrainer is a cube half a meteron a
side. You cither leave them or grab one and
then leave.

Tum tw one of the following selections
when you are outside the compound and have
rime to study the conrainers and rheirseeds. A
container with moving seeds 1s D21. A con-
ainer with a single glowing seed is D22. A
containgr with seeds that glow in dim lighe is
D23. Acontainer with seeds that look like pis-
tols is D24.

F5 You have killed your enemies and there
is 4 good chance you have ruined the pillar in
the dome. It has stopped cmirting energy and
none of the other cyborgs are gerting up. But
you think there is 1 good chance you have trig-
gered an alarm somewhere. You run from the
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 IV, a fist-sized crystal is thrown
and when it hits a living object, it emits an en-
ergy field for 10 action turns. The field pre-
vents movement and surrounds the being in a
30-hit-point energy screen that also prevents
mental energy from passing through. The
charge of the crystal lasts for 30 action turns. If

the crystal misses it does not expend irs
charge, the device cannor hit beings thar have
COCIRY screens up)

Wroll rakes six of these in his special packs.

F7 Sheesh learns how to use a stun whip.
(Stun Whip: Tech IV, if it hits, it stuns any be-
ing for 1d20 minutes, the chemical energy cell
is good for 30 minures of use)

F8 Raa learns 1o use a vibro blade. After
the session he takes the blade and an extra hy-
drogen energy cell. (Vibro blade: Tech IV, Dm
12)

F9 Ren learns how to use « Mark VII blascer
rife. After the session he rakes the rifle and an
extra sct of hydrogen energy cells, (Mark VII:
Tech IV, Dm 15, two cells good for six shats)

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

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

Dé

Roll Attack

1 It expends § hit points on each party

member.

2 It expends 20 hit points on a random

party member.

3-5 It expends 50 hit points on the party
member who caused the most damage
on the last action turn.

6 It expends 10 hit peints on each party

member.

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

1f you win the battle, the ship begins vibrat-
ing and stares falling apart, You must try to
escape—rurn to B2,

Fi1 The energy of the crystal heals up to 10
points of damage you haye previously suffered
and it fades to a dark grey crystal. There must
be thousands of these crystals here! You heal
yourselves, burt after all of your party is com-
pletely healed, you discover there is no way to
take the crystals from the pile withour causing
the encrgy to fade, turning the crystal grey.
You can each take up to 100 of them and con-
tinue,

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

If you run away, tutn to D29 (you leave the
saucer). If you win the battle, you complerely
destroy the pillar and can enter the next ring
(B4).




F13

F13 You have entered the second nng of
the spacecraft and its walls are filled with crys-
tals different from those of the fimst ring,
These are large, single-faceted stones that
show the surrounding camp and countryside
in many details. There are hundreds of these
crystals on both walls.

You can continue into the heart of the ship,
bur the challenges there may be even tougher.
You can leave if you wish.

Fi4 You continuc firing on the doorway
until you have caused 120 points 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 robor killed three of them
and they are destroying it to prevent more
deaths. You try to talk them out of it, but they
are adamant. As is their custom, they give you
the weapons of their fallen comrades as gifts.
You collect two frag grenades (Tech [, Dm 8)
and two large spears (Tech I, Dm 5/10). You
all part friends.

F16 You succeed in getting the thing
started, but you are not sure how to control it.
The robot begins to move and you follow it
out of the ruinsand into the hills to the south-
cast. Suddenly it comes across a band of five
black-winged lil. You just know it 1s going to
fire its weapons and blow them apart. If you
try and stop it, turn o B12. If you let it fire,
turmn to BES.

F17 Planting the seeds is the right move.
They communicate to you once more.

"We know you need weapons of the An-
cients, You can find a working robor at (the
seeds mentally give you the location of E27)
this thing will aid you."

F18 You discover that the berries explode
when an energy field is within one meter of
them. So if you are within one meter of a crea-
ture with an enesgy screen or a force field, the
berries explode automarically and inflice 15
points of damage that are not stopped by any
type of armor or prorection. You naturally
cannot have a force ficld up while you carry
one of these berries.

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

F19 Talking to the keeshin is interesting. It
gets you to tell abour your troubles and claims
to know 4 great deal abour badders and car-
rins. It tells you they are not the problem. It
says that cyborgs (metal-headed humanoids)
have been hunting creatures everywhere and
taking them back to their camp 1o the south-

west of here. It also offers to sell you the secret
of how to stop cyborgs for the sum of one Tech
IH ot IV weapon per party member, If you
want to know the secret, give the keeshin the
weapons and um w B1a.

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

F21 As you step into the area you hear 2
voice speak in several different languages and
then in your language. "Warning, trespassers
of the grave site will be destroyed. You may
bury your dead, but that is all. This is your last
warning.”

Then you notice something you overlooked
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 part of the grave-
yard. Maybe the pistols are not worth the risk.

If you still want ro go after the pistols, tum
w B19.

¥22 You artack the obb. It is totally resist-
ant to radiation, heat, light, and laser atracks.
The creature attacks you with its radiation eyes
mutation. If anyone dics from this attack, it
continues attacking; otherwise it flies off into
the wilds (use the run eotry (D29)).

(Obb: HD §; 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 column 1o
roll against, Dm 25 for damage to the creature
you crushed the vial against and then you and
anyone within ten meters of your rarger re-
ceive Dm 25 points of damage.

F24 Roll a Dexterity Check. If you fail, you
fall and suffer 20 points of damage (20-merer
fall; [ 3; Special—Comp. C; Red = Crirical). If
you succeed, you enter the (turn to E50),

F25 Your weapons lcave no marks on the
surface of the pole and about all there is left to
do is climb it. If you want to climb 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 ar-
tack and their size alone would make them
dangerous. You decide t leave and let them
continue whatever they are doing.

F27 The robor talks and is more than will-
ing to deal with Ren. It has been recently acti-

30

vated and was trying to sharpen up its combat
skills. It will come along wath you and try o
protect you as best as it can. (Robot: Rank 12;
hp 100; armor absorbs 30 points of damage
per action tum; the robot cannot pperate for
the six hours in the dead of night as it uses so-
lar encrgy and its storage capacity 15 limited;
the robot has cracked optics and there is a
25% chance per action turn of combat that
one of its weapons fires on an ally.) If you
don’t want the robot with your party because
of this oprtic liability, you must fight and de-
stroy it.

F28 Ren goes in and discovers 1 wondrous
chamber of the Ancients. There is fumniture
made of amazing furs. He has never seen ani-
mal peles like this. There is a large screen on
the back wall and a voice invites him to sit
down. He can only understand about one
word in four of the speech.

The computer ralks amazingly fast, but you
begin to get the drift of the message. It wants
to sell you solar-powered weapons. It says
things like "“no moncy down” and “easy pay-
ments,” whatever those are. All it asks you to
do is take a bracelet and pur it around your
:rist and begin payments in domars in ninety

ays.

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

You are a bit worried about getting that
bracelet off, but thar will have 1o wait until
later. For now you have the weapons your
town needs.

You have 50 solar pistols (Tech IV, Dm 35,
fully-charged solar energy cell allows five
shots, to recharge open charging ports to sun-
light for two hours, long range is 100 meters).

The anti-gravity sled carrying the crates is
yours to keep. It can be pushed or towed with
case and has a ninety-day charge to its battery.

F29 Any nonpowered/nonweapon item
you can create as 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, ncedlers, lasers); Tech I and 11 weap-
ons in any quantity you desire.

You spend one hour here for every three
items you have the room duplicate (round up
to the nearest whole hour),

The ruins that you are searching are heavily
forested. It is only by using the road as a land-
mark that you can find anything ar all. You
have searched many of the ruins already and
found nothing. You now hope that the points
of interest on the map lead to finds chat will
help your town. It is very slow going and each



searched section takes one hour.

F30 You have saved an insect humanoid,
but the crearure is dying from its wounds. It
mentally communicates its thanks and its last
act is to give you amap of the nearby area. You
may now explore the entries on the “E" map
(Ruins Map) in the map marked A47.

F31 You inflict double damage when you
artack with normal or mutational physical at-
tacks, but you automancally take 15 points of
damage from some type of reflected encrgy
from the crearures every rime you hit them. If
an energy grenade was used, the actacker suf-
fers 15 points of damage from each of the crea-
tures in the blast area. Tum to B72 o continue
the battle.

F32 Your search yiclds nothing of use in
this area. You are abour to give up when you
hear the sound of gunfire in the distance.
Running that way you sec a huge, many-
mouthed plant with & humanoid caughet in
one of its jaws.

To run in and attack, see B75. Otherwise
you can leave the arca and continue your jour-
ney across the map.

F33 Mental attacks have no effect on these
creatures, There is something about them that
totally resists damage from any type of mental
attack. Tum to B72 to continue attacking,

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

F35 The energy missile attacks that hir do
damage, bur half of the damage is sent di-
rectly back to the artacker. Roll on the same
Action Table (ACT) column to derermine if
the backlash hits (successful strikes do half the
damage of the onginal artack). Physical mis-
siles inflict double normal damage on these
creatures. Energy grenades cause 15 points of
damage to be sent from each of the creatures
to the user. Turn to B72 to continue attacking.

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

“Hello!"" he says, shaking your hands,
paws, and roots. “I'm 'I'nldcrjim and it's al-
ways good to 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 mutants

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 thar the trader finds ro-
bots and repairs them. This is what keeps his
place from being overrun by hostile murants.

When you tell him about the badders and
carrins, he tells you that they are attacking be-
cause cyborgs have been raiding their villages.
It seems these meml-headed creatures have
been taking bodies and putting cyborg heads
on them, He has been atracked several times,
but his two attack robots have always driven
the cyborgs off.

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

F37 You shoot at the robot with everything
you have and an energy screen deflects all your
attacks. Mental attacks have no effect on the
robot, Suddenly it eruprs with beams of its
own. Those withoutr epergy screens are
stunned. Then the robot speaks. "Take your
friends and clear our of my valley. Your kind
ate not welcome around here."”

You leave and three hours later the stunned
characters awaken. You leave this area for
someone else to worry about,

F38 They give you a small necklace of
golden metal and tell you thar if you ever
meet black-winged lil, this will prevent them
from taking things from you (you can ignore
harmful encounters with black-winged lil).
You must give up one of yourenergy weapons.

¥39 You have irritated the lil. They swarm
around you and drive you off away.

F40 These are a band of adventuring dab-
bers. 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 I or IV weapons (besides laser ri-
fles). If you agree to pay, and have the weap-
ons right now, they starc our for Restore
immediately. 'I'hey assure you they will get
there in time,

F41 Venruring into the narrow tunnel, you
discover a cave-in and see the feet of another
humanoid buried in the rocks and earth. Pull-
ing it out you discover another cyborg with a
laser rifle (Tech [V, Dm 12). Whatever is down
this tunnel is well guarded, but if you want o
continue you must dig out the runnel. To dig
a passage through the earth will wake four
hours. If this is your choice, turn to B63.

n

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 2 small
mountain valley two miles away where there is
a huge herd of brutorz. You take the fifty chil-
dren and the herd of over one hundred bru-
torz back to your village. The brutorz, at the
very least, are powerful allics. The young bad-
ders can be brought up by your village and
will prove to be loyal friends. The large size of
your party scares away all random encounters,
but you can have numbered encounters en the
way home. In these the young badder chil-
dren and the brutorz may help.

F43 It will take three hours to explore this
area.

The fires are still raging above ground, but
you discover the main entrance to the under-
ground area. There are signs of bartle down
here as well. There are no bodies, but tunnels
have been blasted and there are energy scorch
marks everywhere. Badder weapons lic all over
the place. You can pick up any number of
short swords, flails, maces, and crossbows with
their quarrels. You come to a crossroads in the
underground tunnels and must make a deci-
sion on which way to go. Turn to B100 to tra-
vel the widest path. Tumn to B27 to travel the
narfowest path (you see the glint of metal
down thar tunnel). Turn to A73 to explore a
tunnel that slopes down even lower into the
warrens.

F44 Irisimmune to mutational influences,
but when one of you shouts in frustration,
“Open up!” the door does just thar. Turn to
A72.

F45 After a time you get it open and find
there are five chairs inside, cach covered witha
red gel that you don't want to touch. Beside
each chair is a pistol bele with a slug thrower
(type A, Tech III, Dm 10, 50-shot ¢lip). From
the minimal amount of testing you do, you
can tell the tank has no energy left, You must
leave the mystery of this vehicle until laver,

F46 You find a huge four-handed sword.
An orlen must have been here—those two-
headed humanoids ate famed for their large
swords. The weapon is far too big for any of
you to use effectively. If you want to know
more, you have to continue down the tunnel
(A85). Or you can leave and journey through
the wilds.

F47 You take the uscful weapons on the
sleeths, but they have really done 2 number
on the robot, it is useless. You continue on.

F48 You wait for an hour warching and
nothing happens. You can go back to A16and
make another choice, or you can continue




F49

watching (B29).

F49 Talking with the cyborgsscems to be a
good idea. They cell you they are looking for
help in building a city. Every ume they ap-
proach a village they are arracked and must
then defend themsclves. You tell them your
problem and they are very sympathetic. They
give cach you a wondedul gold medallion and
say that if you ever nced any help just call on
them. You leave wondering if this was such a
good idea. The medallions are artifacts of the
Ancients, but they could be dangerous. If you
throw them away, rurn to A88. If you keep
themn, turn to B31

F50 There must be over a hundred pistois
just lying around in the trees. Whar a stroke of
luck! All of you start gathering them in. Sud-
denly roots snap up from the ground and you
all are artacked!

You have fallen inro the snare of a woods
kep plant (HD 20; hp 101; attacks with two
roots {Dm 8) and two tanglevines against each
party member (specil—tangle); refer to the
Random Encounter Charr for more info). If
you run away, turn o D29,

If you survive the bartle, you discover thar
the pistols are kep plant sceds thatr have
shaped themselves 1o look like pistols.

F51 Youthrow it from a distance and noth-
ing happens. If you survive the battle, you
cannot locate the vial later on,

F52 You have defeated the creature but
find nothing for your troubles

F53 Thosc pamy members with accivared
energy screens find that the screens have been
permanently destroyed (the character suffers
no damage, however). All others take 15
points of electrical energy damage. When you
leave you will have to suffer this damage
again. To enter the spacceraft, turn to B7.
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rules supplement and are making itavailable freeto
provide you with the most complete science fantasy
SVETEM pu«':h-'rf within the -'\.I.'|I-l-'~'! mme

The GAMMA WORLD® game has been around
for many years, and is literally the oldest derailed
science fantasy role playing game. Now it has re-
turned in this new incarmation, brought back in re-
sponse (o popular demand from fans such as
yourself

The new GAMMA WOLRD® game includes one
of the most comprehensive games vet, It provides

AMMA WORLD

complete rules capable of dealing with almost any
game situation varying from a derailed history back-
ground to real wahoo! adventures. While it is tied o
a dark furure, the GAMMA WORLD® game brings
a return of wonder 1o @ mundane civilized world.
where players will dlways face the new and unex-
;cuﬂl This supplement contains the following:
Complete crmata 1o the third edition rules,
- New Plant Mutations
- New Robors
- Ciypuic Alliarice details
- Skills {Oprional Rule)
- Barter Rules
Price Lists
- Equipment descriptions
Vehicles
Structural Hit Points
Typical Dangers & Hazards
\K’har lies in the furure for the GAMMA
WORLD® game? Top names in the role playing
tield have pooled their talents to creare a saga that is
both grand and provides wide open play. Already
available at local oy, hobby and book stores is
GW6, Alpha Factor the start of a new adventure se-
rics - an awesome tiial to build a mighrty Sky Chariat
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and the TSR logo are rrademarks owned by TSE, Ind

BN K80 “1986 TSR, Inc
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1o reach the fabled Cities of Man, a chance to regain
the glory of the Ancients. The adventure continues
in:
GW7. Bera Panciple A rial to thwart the sinis-
ter strategies of the Nameless Beast
GWS, Gamma Base A test of diplomacy, cun-
ning and might ro capture one of the Ancient’s
operating installations,
GW9, Delta Fragment A journey into foreign
wastelands to recover the knowledge needed 1o
control the legended Sky Charior. Here also is
the first GAMMA WORLD* rules expansions
including new beasts, equipment, skill speciali-
zation, and wonders
And beyond. towirds the looming shadow of
Project; Omega.

We look forwird to taking this trip with you, and
welcome you to the new frontiers of the GAMMA
WORLD® game

Good (aanlung to All,

Qearsa m\BNA “‘ S‘\WM}M

TSA, Inc.
PROGUCTS OF YOUR IMAGINATION



CLARIFICATIONS & ADDITIONS

We have taken the opportunity of this rules supple.
ment 1o furnish you with any corrections or clarifica-
tions which have been found for the original rules
and reference books. This beokler is organized in
the same ordet as the GAMMA WORLD® rules set,
Any eortectione or clarifications to the rules are fal-
lowed by a page number on which the refered rule
can be found.

A Campaign Setting

Three full-color maps have been provided in the
third edivon of the GAMMA WORLD® game to
provide a starting GM with a place for his first cam-
paign. It was origioally intcided thut a detatled key
of political organizations and lairs of major beasts
would be provided, repnnted from the second-
cdition GAMMA WORLD game, However, there
was pot enough roam to include thar 12-page sec-
tion. Still, with the maps provided and the instruc-
tions for building a campaign setting as explained in
Pans V and V1, you possess the 1ouls needed ro cre-

ate your own cAmpaign secting.

Result Factors (page 5)

This rule wus misstated and incorrectly combined
with a similar rule dealing with Result Shifts (RS).

A Result Facror (RF) shift does not change the
color of the resul; it only increases or decreases the
multiplier for that colored band. Therefore, a
+1RF applicd to 2 Bluc result increases the mulri-
plier from x| 1ox2, bur the result is saill blue. A Red
result would become x6 with 2 + IRF, while a White
result becomes x1 from x0. A Black result is novaf-
fecied by an RF shifr. An RF shifr does not change
the chances of success, it adjusts the magnitude of
the resule. Further, specialeffect saving throws re-
mun unaffected even though the multiplier may
chanpe

A result shifr (RS), on the other hand, does shift the
color of the result up or down a number of coler bands
equal to the modificr. This effecuvely increases a char-
acter’s chances of succeeding ar a task, but it never ex-
ceeds the limits of a Black or Red result and the
atrendant multipliers,

Ked and Black results on the Action Control Table
are special, for they always indicare success or fail-
ure, as well as the gain or los of some advantage. A
Red or Black result should impart a 1<tumn advan-
tage for the character or the chamcrer's foe. The GM
decides the exact nature of the advantage. These re-
sulis do not indicate the suromatic defeut or -
umph of a foe, though they may provide an avenue
for the opponent to quickly win or lose. Each advan-
tage should be simple and narrow in is effect: a Red
result might disarm a foe, a Black result mighe indi-
cate 3 weapon jam.

Automatic Actions (page 5)
lo addition to the rules given, an automatic action
gainsz + IRF, so thatall multipliers are treated asx1

greater. In this case 2 White result gains a multiplier
of x1.

Character Types (page 6)

Since a Symbiotic Plant also gatns the hit poas of his
host creature, the symbiotic plan player suffers a pen-
alty of —2 per die when rolling its Hit Dice o deter-
mine its own hit poirts, No die 15 reduced to less than a
score of 1. A symbiotic plant can only possess a com-
mon animal with @ number of Hit Dice thar does not
exoced half the plunt’s total Hit Dice.

o create the host crearure's ability scores, use the
following method.

1) Select the wnimal host type.

2) Choose' one of the six basic abilities as the
ptime score, the score which is considered the most
powerful in this creature (it may nor be IN), Roll
5d6 and ignore the lowest die o determine that
score.

3) Far the remaining five abilities, roll 3d6 five
times, and choose where to place each dice roll toral.

4) The GM should assign any natural abilities to
the common animal host that are appropriate to the
type.

Whenever the symbiotic plant s atcacked. physi-

cal damage is divided in two, and both the hostand.

the symbior suffer only half the damage. The sym-
biot suffers full damage from any mental aiack

Gaining Information (page 8)

The column of the Action Table on which t6 roll
when checking for success in gaining aid or informa-
tion equals the Tech Level + 10, The cost of this aid
15 10 gold rimes the result facror,

The Hero Factor (page 9)

There are times duting an adventure when a player
fecls that he must succeed atan action for hischanic-
ter to survive or 10 complete an important task, At
these tmes, a player may spend his saved XP 1o
make the extra cffort needed o succeed. This is
called the ""hero factor™

To make this effort. a player must spend 500 XP
orall of his remaining XP, whicheyer is less. He may
not elect 1o spend mare, nor may he ever spend less
than the lesser of these two amounts, The chance of
success depends on how many XP are actually spent.

A red result must be gained to perform an im-
probable task for the action to succeed totally. Lesser
colors result in only partial success. For every 100 XP
spent, the color result of the dice rall is increased by
onc color. If fewer than 100 XP are speat, only a red
resule succeeds. It 500 XP are spent, only a black re-
sult fails.

Terrain Effects (page 14)

Terrain effects on movement, a5 explained in Part [V
— Encounters, affects all types of land movement.
not just vehicle movement.

Rallying Troops (page 17)

Command Range: The range a character may be
from his hired troops and still command them
equals 5x his Chansma score in meters, For every ad-
ditional increment of 2 number of meters equal 1o
his Charisma score, he suffersa = 2CS from his com-
mand rank. He may not command & unit beyond
10x his CH score urless he has elecrronic communi-
cations of some sort.

Rallying Troops: If a troop’s bartle momle be-
comes Uncertain, Distupred, Retreating, or
Routed, a commander who is within a distance of 5%
his CH score from his troops may attempt to rally
them the next tum by rolling less than their Marale
Raring (MR score) on 2d 10, A rallied troop istreated
as if the next higher bautle morale result, Thus, a
distupted unit becomes merely wncertain and
shaken. An atrempr to rally is counted as an action
for 1 turn.

Point Blank Range (page 20)

Point Blank range equals any targetswithin 2 meters
of an attacker.

Throwing Modifiers (page 21)

When atracking with thrown weapons, the anack-
er's PS modifieris added to the base damage score of
thrown weapons.

Examination (page 32)
The IN modifier 15 also added to the roll.

Background Radiation (page 33)

Forevery 4 hours speat exploring a Deachland, each
character has a 20% chance of being exposed 1o a
random level of Radiation, | 3d6.

Character Status (page 37)

A character’s Sarus Rank is only good within 20 ki-
lometers of his community, Otherwise he 15 treated
as Status Rank 1 when in a foreign community, un-
less clevared by verified tales of his grear adventures.

Metamorphosis (page 43)

When a character assumesa new shape, he gains any
mutations and ability scares of the new form he is
copying. However, he retains his own Rank for at-
tacking, his talents, and his hit poin toral, but does
not gain the new forms, talents, or memories, Fur-
ther, he tetains the power to use this mutation, bur
otherwise loses all his other natural mutations dur-
ing the rmnsformation duration,

Allergy (page 55)

Lise the chart given under Vulnerability to select an

allergy.
Creatures (page R3)

Attacks: Typical damage scores ar listed for crea-
rures that use weapons. If the GM chooses to assign
a specific weapon to one of these creatures, then use
the base damage score (or that weapon instead,

Android, Workers: IN. 7( —1).

Medical Equipment (page R15)

Medical equipment only works rarely on plant char-
acters, rather than never.
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CRYPTIC ALLIANCES

In addition o the vanous Tech Level societies, sev-
eral secrer societics known as Alliances, have devel-
oped. These Crypric Alliances ate organizations
whete every member holds the same beliefs and
goals mgarding che future of the world. Cryptic Al-
litnce plots and projects are often the creators of
conflict in this world, and act as friends and foes to
the player characters.

A character from any Tech Level society may se-
cretly or openly also be a member of a Crypric Alli-
ance, if of high enongh status rank. The Alliance to
which a chugacter belongs affects his goals. The GM
should always pre-place on his regional arca map
any Cryptic Alliance bases he wants in an adventure
ot campaign. The GM may then choose to replace
any random encounter in that area with 2 special
Cryptic Alliance encounter, Each Cryptic Alliance
descriprion includes the following:

Name: This is the organizanon’s name, a nwck-
name is given in parcntheses,

Tech: This s the typical Tech Level of equipment
possessed.

Members: This lists membership chance by char-
acter type. Each type is followed by a percentage
chance of acceptance.

PSH = Pure Strain Human P = Plant
H = Humanoid A = Apndroids
MA = Mutred Animal 0 = Cnhers

Number: This is the average number of Alliance
members commonly encountered. It is given as a
dice roll range.

Base: The types of bases each Crypric Alliance
muay normally operate are nored here with the fal-
lowing letters

C = Ciyy N = Nomad Camp

F = Feudal Castle 5 = Shnnel
Monastery

I = Ancient Installation T = Town

M = Military Camp V = Village

The number of members commonly found at each
type of base is indicated by a dice roll.

Secret Sign: A specral emblem is used by all
members of an Alliance to note their membership.
In addition, secrer signs-and acrions may be used to
identify one's membership to another character.

Description: An explanation of cach organiza-
tion's goals, special chamereristics and membership
requirements (if any) follow.

A list of typical members of each Alliance is pro-
vided. There xre three listings for each Alliance: the
first is for common members, the second is used for
warriors and scouts, and the third represents the
elite and typical leaders. A lisuing of typical mura-
tions is provided for use with any Mutant members,
though different mutarions may be possessed.

Abbreviations:

MR = Morale

HD/RK = Hit Dice/Rank

PS = Paysical Strength
AC * Armor

Dm = Base dumuge score
MS = Mental Strength

TYPICAL ALLIANCE MEMBERS
Type MR AC HD/RK Dm PS MS Wpas Typical Mutations (if any)
ARCHIVISTS
Laymens 10 2 5 {8) 11 13 Crosshow & club (P) Chameleon, Elecrrical Gen. (M) Mass Mind
Descons 13 4 10 (10) 13 15 Rifle & knife (P) Puwer Hands (M) Mag. Control, Mnt. Shicld
Elder 15 6 15 (12) 14 18 Autopisiol & 2H swoed (P) Energy Absorption, Physical Reflection (Heat)
(M)Psychometry
BROTHERHOOD
Biothes & 0 2 (3) 6 15 Longsword (P) Energy Absorh (M) Force Field, Mnt. Paralysis
Clegy 12 3 6 (10) 11 18 Slug pisol & mace (P) Partial Carapace (M) Reflection, Repulsion
Bishops 16 3 18 (15) 13 21 Lacers & prenades (P) Energy Metamorphuosis
(M) Mental Coptrol, Time Distartion
FOLLOWERS
loputters 5 0 3 (3) 6 135 Revalver & Pam. rod (P) Four Arms, Quills (M) Teleporiation
Users 8 2 10 (8) 9 17 Luser pisol (P) Radistion Absorption, Sonie Blast
(M) Light Manipulation
Managers 12 4 20 (20) 18 19 Mark V & grenades (P) Hunds of Power
(M) Magnetir Conerol, Moleculsr Sense
ENTROPY
Couriers 12 4 £ (10) 13 13 Scutespun & revolver (P) Horns, Sonic Blast (M) Stunning Fotce
Warrios 16 8 12 (15) 15 15 Shig pistol & Aurorifle (P) Spines (M) Life Leech, Pyrmkinesis
Elire 0 12 18 {20) 0 0 Black Ray & Mark V11 (P) Anti-Life Leech, Kinetic Negation
' (M) Devalution
HEALERS
Students 12 5 10 (23 11 11 Som pisol (P) Pisplacement, lmm 1o Energy, Regenemtion
Teachess 15 10 13 (5 13 13 Paralyls rod (P) Energy Metamorph (M) Devolve, Total Heal
Doctors 20 15 20 (10) 16 16 Energy mace & wrappers (P) Energy Metaniorphosis (M) Beguiling,
ion, Time Manipulation
KNIGHTS
Squirs 10 2 5 (4) 11 5 Shomsword & revolver (P)imm. ro Radiation (M) Dircctional Sense
Knighs 15 & 12 (8) 13 9 Lang sword, Laser & (P) lmm. o Hear, Regenesation (M) Confusi
Lance {P) Immune to Encrgy
Barons 20 10 18 (12) 18 12 2H Sword, Mark V & (M) Beguile, Dusl Brain
Lance
RADIOACTIVISTS
Novices 8 3 5 (3) 11 13 Spear & sling (#) Immune 1o Radiation, Modified Body
(M) Gamma Eyes, Life Leech
Seniops 12 6 10 (10) 13 16 Mace & bow {P) Anti-Life Leech, Hands of Power,
Imm. to Radiation /Heat, Mod. Body
Masters 13 9 13 (13) 16 19 Vibroblide & javeling (P) Immune o Radiation/Encrgy, Mod. Body
(M} Death Field, Menral Blas
RESTORATIONISTS
Builders 8 2 [ (B) 11 11 Revolver & short sword (P) Hear Generation, Infravision (M) [ntuition
Fotemmen 13 5 12 (12) 15 15 Slug pistol & grenades (F) Energy Absurprion (M) Beguiling, Will Foree
Architect 15 & 18 (15) 18 18 Needler & minimissile (P) Kinetic Negation
(M) Mechamcal Genius, Molecular Disraption
SEFKERS
Smdents 6 3 4 {4) 11 11 Club & net (P} Bady Control, Hid. Speed (M) lllusion
Questers 12 6 B (8) 13 13 Long sword & wiupper () Anti-Life Lecch, Shapechange
(M) Menral Paralysis
Judges 15 9 16 (12) 16 16 Tender touch & Helix (P) Duality (M) Biological Genius, Gamma Eye
CREATED
Uniz 13 3 13 {8) 18 14 Lasers& grenades None
Overseer 15 7 25 (13) 25 15 Lisers & minimissile None
Contrel 18 12 130 (20) 125 16 Mark V, tenmce, & None
bombs
IRON SOCIETY
Stags 12 3 7 (10) 14 14 Hammer & sling (P} Radiarion Eyes (M) Life Leech, Telekinesis
Gruns 15 & 15 (15117 17 Crosshow & longsword (P} Anni-Life Leech (M) Gamma Eyes, Tele. Arm
lods 18 9 21 {20) 20 20 Lasers, chain & gre- (P) Anni-Life Leech
nade (M) Molecular Disruption, Time Phasing
RANKS OF THE FIT
Soldiers 7 2 7 (5) 12 12 Shorsword & bow (P) Beistles, Hear Generation (M) Beflection
Capuins 13 4 14 (B) 14 14 Musker & longsword (P} Tnwisibility (M) Absorprion, Menmal Blug
General 15 7 21 (10) 16 16 Auterifle & vibroblade (P) Duality, Kinetic Neg, (M) Military Genius
ZOOPREMISISTS
Culis T 6 (5) 9 13 Knife& grenades {P) Chameleon, Reflection (Kin.j (M) Beguiling
Clansmen 8 3 10 {9) 11 17 Needler & vibodugger (P} Invisibility, Shapechange (M) Life Leech
Leader 11 5 4 (12) 15 19 Mark V & bombs (P} Meramorphosis (M) Deadhl Field, Mental

Control




CRYPTIC ALLIANCES
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Archivises (Servanes of the Eye) Tech: 11
Members: PSH (100): H (85); MA (05); P (50);
A (25); 0 (05)
Number: 2d6 + 15 Base: C tmd:on]: S (20d6)
Secret Sign: A stylized eye inside a pyramid.

Description: This cult of technology worshipers ex-
iS5 in many prmitive areas and s especially appeal-
ing to unsophisticared humanoids. The group
collects (but racely uses) artifaces, especially rabots,
which they uy 1o deactivate and mount in their rem-
ples as gods, Members are nich in domars and pay
highly for arrifaces that they cannot steal. Archivists
can be recruited if they feel the task leads to the ac-
quisition of more arifacts.

Brothethood of Thought Tech: 11
All Races: (100)
Number: 3d6 + 3 Base: N (6d10); V (12d10)

Secret Sign: This is an infinity symbol traced on the
forchead.

Description: The Brotherhood is dedicated o fur-
thering a spirit of beaevolence among intelligent
species. Its evangelists operate in groups of three
{PSH, MA, & P or A) and they seck convens wher-
ever they go. All members cooperate with Seekers,
bur actively oppose Knights of Genetic Purity, Pu-
rists, and Friends of Eatropy.

Followers of the Voice (Programmers)  Tech: 1
Members: PSH (100); H (25); MA (15); P (05);
A (100); O (05).
Number: 3d10 Base: § (3d20); 1 (1d100)
Secrer Sign: A floppy computer disc.

Description: Programmers believe the world was
created by computers, They reject all preholocaust
history and believe salvation can be found in return-
mg 1w a sate of obedience 1o computer masters,
Programmers work diligently o restore their former
masters to their onginal conditon and can only be
recruited if spare pans are in the offing, They never
check Morale in bartle.

Friends of Entropy (The Bed Death)  Tech: Il
Members: PSH (0); H (90): MA (90). P(0). A (0):
Q (0).
Number: 2d100 Base: N (4d100)
Secret Sign: The symbol of this Alliance is a skull
and crossbones. Membets often identify cach other
by cleaning a blade with a red cloth.

Description: The Red Death seeks the extinction of
all life and mechanical activity on the earth that
isn't its. Members live as nomads, ravaging the areas
through which they pass, Members never allow
themselves to be hired by other alliance groups.
They are devored to the destruction of Healers, Ro-
bots, and Androtds,

Healers (The White Hand) Tech: [1
Members: PSH (100); H (95); MA (90); P (85)
A (10); O (80)

Number: 1d6 + 4 Base; S(1d100): 1 (3d100)
Secret Sign: Mcmbers wear white clothing of all
types and use 2 caduceus s a sign of meeting places
or membership.

Description: This quasi-monastic, pacifistic order is
dedicated to tending the il of all species, Members
toam over the Gamma World, helping where they
are allowed. Each new member is given a special sil-
ver cowl thar allows him 1o electronically heal a be-

ing totally. This device operates twice a day from the
clectric field gencrated from the body of its wearer,
While the order is Tech Level I, generally members
are Tech Level [V when it comes to the an of heal-
ing, but through extensive studies, they can use all
types of medical equipment from all Tech Leyels.

Kaights of Genetic Purigy (Purists)  Tech: 111
Members: PSH (100); H (05): MA (0): P(0); A (0);

0 (0).
Number: 5d10

C (104100 x 10)
Secret Sign: Puricts use a red square emblazoned on
a shield, armor, or clothes and an unbalanced scale
of justice.

Base: M (2d100); F (5d100);

Description: Knights are devoted to preserving the
“purity” of the human race by stamping out all hu-
manoids; They don't consider mutated, uninrelh-
gent animals as impure. They mainrain a feudal
culture and may work with the Restorationists' to
bring back man’s ancient rechnology,

Radioactivists Tech: Il
Members: PSH: (0); H (100); MA (100); P (100);
A (100); O (100).
Number: 1d6 + 12 Base: N (1d100)
Secret Sign: Their common symbal is a stylized
atom. Meeting places may be denoted by old radio-
active warning signs.

Description: This small religious cult worships the
power and radiant glory of the "atom™ in all of its
forms. This worship includes exposure 1o radioactyv-
ity and biogenetic drugs in celebration of the “boon
of muration.” Radicactivist docrrine considers de-
fects from this practice to be a sign of lack of faith.
Members have triple the normal number of muta-
tions.

Restorationists Tech: 11
Members: PSH (100). H (80). MA (50}, P (50);
A (50): O (50)
Number: 2d20

C{lod100x 10)
Secret Sign: The dove s used by all groups of this al-
linrice as their symbol. Local groups use quotations
from famous novels as passcodes.

Base: V (1d100); T (10d100);

Description: This alliance is predominately human
or humanoid, and all its members are totally dedi-
cated ro restoring the warld's lost eivilization. Mem-
bers encountered outside their bases have a 25%
chance of robotic companions assisting them. This
alliance is the common denominator all over the
blasted lands of che U.S. They stimulate coopera-
tion berween other groups and can be found nearall
the major rains in the US,

Seckers (New Dawn) Tech: 11
Members: PSH (100); H (100); MA (80). P (80,
A (0): O (05)
Numbet: 3d20 Base: N (1d100); V (4d100)

Secret Sign: The most frequent signal is the scan-
ning of the hotizon and remarking on what a nice
day it is. Meeting places are marked with a swlk of
grain,

Descniption: Seckers aie dedicated 1o promorting co-
operation between Purc Strain Humans and hu-
manoids of all types. They seck to build a new order
different from the ancients. To do this they work @
destroy the vestiges of ancient technology wherever
they find it. They have made large strides in creat-
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ing an organic, natural rechnology iotally different
from the sciences of the past.

The Created (Machinists) Tech: IV
Members: A (100); O (100)
Number: 2d20 Base: | (10d100)

Secret Sign: A raised clenched fist or curled roboric
tentacle is the sign of this order. Metting places are
marked by ancient Civil Defense symbals.

Description: This alliance is open only to androids,
cyborgs, robots, and computers of any type. Itslead-
ers are all compurers that have misprogrammed
themselves to believe they should scuvely stamp out
or enstave all intelligent organic life forms. Special
members ofien enter another alliance with the in-
tent to take over and lead these groups astray.

The Iron Society (Mutationisis) Tech: U
Members: H (100); MA (80); P (25); O (50)
Number: 2d20 Base: M (2d100); V (54100)
Secret Sign: A stylized hammer is tattooed on mem-
bet's foreheads.

Description: This humanoid organization is de-
voted o stamping our Pure Strain Humans, Bases of
thus alliance can only be found near areas of high
background radiation.

The Ranks of the Fit (Bonapartists) Tech: 11
Members: PSH (100), H (85): MA (55); P (33):

A (53); O(53)
Number: 24100 Base: M (2d100); T (10d100)
Secret Sign: A tricorn har is worn by all members.
Groups carry banners of all types to meetings and in
the field. Uniforms all have a gammadion (a cross
composed of four Gamma letters superimpased on
the white part of the field).

Description: The Ranks of the Fic was founded by
Emperor Napoleon |, a mutated bearwith delusions
of rime and place. It is a revolutionary organization
totally dedicated to acquiring powerand land. Only
murated animals and animal humanoids can hold
positions of high rank, Their armies are mostly
armed with bows, spears, and muskets, bur each in-
dependent catps of 500 rroops has a supply of high-
tech missiles of some type. In addition, thére is one
Tech Level 11T weapon in any group of 100 troops.
The Bonapartists successful military machine has
helped them extend their rule over large areas, in-
cluding « number of important city-stares: Omaha,
Demoyn, Kanzaz City, and Teverzua,

Zoopremisists (Animal Liberation Front) Tech: 11
Members: MA (100): P (100); O (100)
Number: 4d20 Base: N (1d100): V (3d100)
Secret Sign: A ram's head tarrooed on some part of
the body.

Description: This terrorist arganization secks the
destruction of all human and humanoid societies.
Although the organization is small. it has an unusu-
ally efficient spy nerwork in all civilized lands, The
organization rains and uses hit squads' to 1error-
ize all opposition among groups they are wying
dominate.




This section gives clarifications and corrections as
well as new information for plant mutations
Whenever a mutation is used, an Action toll using
the mutation score must be made, Ignore the dam-
age listing given in this mules secrion. Base damage
for attack mutations equals half the mutarion seore.
The mutation score is aleo used 35 seid. poison or ma-
diation intensity and as the base range when not
mentioned

Absorption (C)

This 1s double the menral mutation.

Accelerate Growth (C)

Rog: Muration  Dur: Permanent Num: Vanable
Mod: None Use: 1 per 24hrs  Eff: Plane Growth

Deseription: The mutant can cause uningelligent plante
to grow faster and bigger in & shom time. The number
of hit dice of plants within range that are affected
equals the mutation score. This growth acceleration
may be used to gain scveral different resules.

Enmangle: Plants may grow into 4 tangling thicket
with a 5T equal 1o the mutation plus one per resule fac-
tor. It takes 2 tumns 1o entangle.

Blossom or Bear Fruit: Plants may blossom or bear 1
fruit per RF in 10 minues.

Shape: Plants can grow into & specific shape wsing a
Difficulty factor 1o define the chance of success, ar 1
hour per difficulty factor,

Adaptation (S) Mod: CN

Description: The chance to gain an immunity requires 8
Mutation Save vs. the artack. The plant becomes im-
mune to any attacks of an Intensity less than the Muta-
tien, and may add this scote to s CN when making
saves to avoid special effects of higher Intensiry.

Allurement (C) Mod: CH

Description: The plant’s fragrance has a hypnotic effect
if vicrimns fail to make a 23N roll minus this mutation”s
score. These hypnorized by the plant are automatically
Surprised on the first combat rarn.

Animal Parts (S)
Rng: Body Dur: Constunt Num: Self
Mod: None Use: Constant  Eff: Change

Description: The plant has gained some body pan that

resembles that of an animal. The player may invent

what effect this mutanion has, but should consult with

the GM, Possible new parts include:
Tail

Teeth Fur/Feathers

Claws Trunk A heart

Ears Wings Web Spinner
Aromatic Powers (C)

Possible types include:
1. Attraction Odor: Similar to the mutation defect.
2. Drugged: All acrions suffera —1d6 CS penalty,
3. Delusion: Causes delusions; sec the special effect.
4. System Shock: Vicim must roll System Shock
5. Tremors: Victim suffers from chronic seizures,
6. Knockout: Victim falls unconscious.

Bacterial Symbiosis (S}

Description: All beings are attacked using the Mutation
score and causing only a base damage of 1, but ignoring
armor. Trear a5 3 domimtion wreack 1o resist.

Bark or Spines (S)
Rng: Body Dur: Constant  Num: Self
Mod: DX Use: Constany Eif; Armor

Description: The plant is covered with & special bark.
Bark: Gives the plant AC 2( — 10}, it may add
this score 1o jts CN when checking to avoid Infection

PLANT MUTATIONS (pgcs 52-54)

and Disease.

Spines: Treat these as the physical muration Quills
and Spines.

Rubbery Hide: Reduces all bashing, crushing, and
slicing blows by = IRF and adds to the mutant’s CN
when avoiding these attacks’ special effects:

Beguiling (C) Dur: 2 turms Mod: CH

Description: Victims can attempt to escape this effect
once every 10 minutes.

Berries & Nuts (S)

Descripuion: Dunng cold weather fruit production
ends, and during hot weather this production is halved.
Additional nores:
2, Blue: Acts asan double Intensity Fatal Poison.
3, Green; lincicises MS by 1d6 for an 8 hour period.
4. Violer: Creates delusion causing Cricical damage.
9. Whire: Heals 2d10 butn damage.
10. Brown: Knock out for 1dé hours.

Body Change (S)

Deseription; This mutation is similar 1o the physical
mutation.
1. Color change

7. Sap or Oil
1. Bark texuiite change

8. Leuf Shape Change

3. Odar 9. Manipulative Tendrils
4. Blossom/Fruit Color 10, Hidden Cavities
5. Sheds Hide 11. Pods with Eycs

12. Reinforced Limbs
Chameleon Powers (C) Thi: mutation is the

same as the physical mutation, Plants gain a +1 resuls
shuft.

6. Aquatic Adaptation

Contact Poison (S)

A Red result is always a Complications A. The special
effect of the poison varies.

1. Pain 4. Rotting Flesh

2. Panic 5. Mental Shock

3. Delirium 6. Pasalysis

Control Birds (C)

Rng: 20 meters Dur: 1d6 min.  Num: Varizble
Mod: MS Use: 1 per dhes  Eff: Conrrol

Description: The plane may control the actions of a
number of bidlike creatures whose total hit dice do not
exceed the muration score. Otherwise it is the same as
the mental mutation Plane Conrrol,

Control Insects (C)

This mutation works the same s control birds.

Death Field (C)
Mod: MS Use: 2 per 24 hours

Description: This is an ant-life pollen cdoud that is pre-
vented by force figlds, and can only arrack nonplant
creatures.

Displacement (S &C)

Half range of the physical mutanion.

Dissolving Juices (C)

Description; The caustic juices dissolves one of thesc
categories: flesh, wood, plastic, or mesal. Android and
Borg flesh is wredred as plastic. The plane is immune to
its own juices,

Dissolves Flesh: Half-damage 1o wood and plastic,
none to metal and stone.

Dissolves Wood: Half-damage to flesh and plastic,
none to metal and sione.

Dissolves Plasuc: Double damage 1o flesh, half o
wood, metal, and stone,

Dissolves Metal: Double damage 1o flesh and plastic,
half to wood and stone. No damage to glass or ceramic.

Divisional Body Segments (S) Mod: Ms

Description: The plant can not effectively be poisoned
or drugped, because only one segment i3 affected ata
tme, It heals ar twice the normal rate, and may add this
mutation score 1o its CN when trying to avoid the af-
feces of disease and crippling.

The plant mainrains a mental conract with all seg-
ments and may intentionully separate a segment and
leaye 1rasa sensor It loses § it points per sense and the
ability it wishes ro imbue the se segment with.
The chance of using or manipulating this scgment re-

uires a muration roll, based b the range the plant is

rom his segment. Metal and stone barriers halve effec-
tive ranges. The segment lives only 2 number of min-
ures equal to the hit points given to it. A segment with
mobility can manipulate items, and make separate at-
[acks.

Electrical Generation (C)
Mod: DX Use: 1 per 2 min, Ef: (Compl C)
Deseription: Same as physical mutation.

Energy Negation (S & C)

Rng: Mutation  Dur: Constant  Num: Variahle
Mod: None Use: Consrant  Eff: Special

Description: The plant intetferes with a type of energy
thar is within a range. The degree of interference fluco-
ates every 10 minutes, and @ mutation roll is made ro de-
termine iis effect. The results of using energy artacks of
the affected type is reduced by one per result facror of dhis
roll. If this is & powered tool, machine, orvehicle, an En-
dunance Save vs. the colorsesult must be made in order o
operate. Once a powered item leaves the range, it wotks
again normally within 1d6 turns. A plant may choose 10
intentionally repress this muration, bur this counts as if
moving at 1/2x speed for purposes of combar.

1. Radio waves 6. Chemical /Solar Energy

2, Sonicy 7. Hydrogen Power
3. Light/Lasers 8. Elecuricity

4. Hemt 9. Broadecast Power
5. Microwaves 1. Atomic Power
Explosive Fruit or Seeds (S)

If the weather is hot, fruit production is halved, and if
cold, this production stops.

Heat Generation (C)

Rag: 1 metet Mod: DX Use; | per 3 tums
This is the same as the physical mutation,
Immunity (S)

This s the same as the physical mutarion.
Increased Sense (S)

Rng: Body Dur: Constant ~ Num: Self
Mod: IN Use: Constant  Eff: Special

Descripion: The plant possesses 3 sensory range that is
superior to the norm. This mutation improves the
range of the specific sense by 1d6/2 RF (e.g.. an im-
provement of 3 means that cach range is x3 greacer).
This mutation also provides greater acusey with that
sense, and the mutation score may be added ra che IN
score when anempting to identify an item or action.
This mutation may affect any of the plant’s senses. The
affect on normal senses includes:

1. Sight: Gives the plant the equivalent of Micro-
scopic vision, able to see things at a power equal to the
mutation score. The plant suffers double damage from
light attacks and must use this score when saving to
avoid special light artack effects,

2. Hearing: The mutant can use sound in place of
sight. It 15 necurare in defining actions, identities, and
emaonians of any item. Heaning can not idenufy a two-
dimensional picture or writing. The plant suffers dou-
ble damage from sonic attacks and must use this score
when Saving against sonics.
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3. Smell: The plant can identify items by odors and
may track a5 if possessing the Talent, but uses the muga-
tion score instead of the Experience Rank. The murant
is affected by odor atracks ar twice their Intensity, and
uses this score instead of CN when trying to avoid the
effecrs of gases.

4. Toudh: The plant guins + 3 on dice rolls when ex-
amining gems. It also senses chings by vibrations ar a
ringe equal to ite mutation wcore. The plant suffers Pain
when only 25% of its hit points are lost.

Mimicry (C)

Rng: Body Dug: Constant Num: Self
Mod: DX Use: | per week Eff: Shapechunge

Description: The murant can aleer its body through
growth toassume the shupe of any crearure or item. The
degree of Difficulty s decided by the GM. The plant
may not alter its size. This change allows the being to
use any of the natural physical powers of thar form,
such a8 sails wo carch the wind or & lasso 1o grapple
items. This change does not duplicace internal powers,
such as resstance 1o poison. I tzkes 1 hour and 3x the
normal amount of food and warer to transform. Origi-
nal mutations and powers are rorined. A plant can
only usc one form at a tine and may not combine sev-

cral different forms without a physical model 1o study.

Mobility (S)

Rag: Body Num: Self
Mod: DX Eff: Movement

Deseription: The plant has gained an adaprazion that
Penmits irto move at & rate equal 1o it mutition score,
This means of mobility may include reinforced roots,
creeping vines, wimbling along, lightweight mantle ot
wind tassles 1o fly with the wind, or screw-shaped roots
that move by rotation. Mobility may be specially
adapred 1 3 type of environment, such as water, bur-
rowing, of cimbing rocks, and is reduced o half when
crossing other types. This score i used instead of DX
when attempting o dodge or perform actions requining
nimblenes,

Dur: Constant
Use: Constant

Modified Leaves (S)
Rog: Touch Dur: Constant ~ Num: Variable
Mod: None Use: Constant  Eff: Special

Description: Use the mutation score 25 the Anack Rank,
This mutaton adds +1RF to atacks, por resitle shifis
where noted only when a Specrnam resul s gained. This
addition it nur applied 1o White ot Black reaulis.

1. Barbed Leaves: When wrestling, treat each hold as
onc result berter.

2, Saw-Edged Leaves: When the leaves areack. they
treat the AC of a creature 28 two leoss than the actual ar-
maor.

3. Razor-Hardened Leaves: These speardike, leaves
guna +1RE

4. Missile Weapons: The plant may fHing up to 2
leaves a wum

5. Vibrating: These leaves vibmte on contact with
their target, causing Sonic damage.

6. Eavelops: These long thin leaves enmangle their
targer and hold it with 3 5T equil w the mutation
score. A DX Save must be made vs. the arack, or the
victm is also temporanly blinded by the leaves

Modified Vines/Roots (8) Mod: s

Description: If the plant is mohile; the tenracles are
1d6/2 merers long. 1 the plant isimmobile, these vines
or roots form a nerwork within a range cqual o the mu-
tation score, wround the plant Each plant possesses 2d6
of these vines or roots. and each has a hit paint twotal
equal to the mutation score and an AC that is 2 worsc
thun the plant. Damage to the rentacles does pot harm
the plant, unless s tentacle is destroyed, and then the
plant suffers 2 loss of 2 points. If the plant possesses
senses, it may direct the atrack of its roots and vines. If
not, the roots and vines arrack snyching thar applics
pressure 1o it

] L. Poisoned Vines: The poison special effect 1sto Par-
alyze

2. Tangle Yines: A tangled victim is held with 2 §T
equal to the mutation score,

3. Squeeze Vines/Roots: These vines cause progres-
sive damage on each wurn after they strike. They hold
their victim with 2 ST equal 1o the mutartion score.
Their artack scote does not increase each turn.

4. Manipulation Vines: Each possesses one sense for
the plant to control it.

5. Sucker Vines: The suckers have a holding sirength
cqual to 2% the mutation score. If 2 victim rears free, he
suffers the base damage from the suckers.

6. Carnivorous Jaws: These jaws bite a targer and
then attack with ‘an acidic secretion on subsequent
tums, with an Intensity equal to the mution score.
The PS of the faws equals the half the mutgtion score.
See Dissolving Juices,

7. Spear Vines: The plant has double the normal
number of vines and may fling these like a spear 1o 3
range equal to the mutation score.

8. Boring Tendrils: The plant possesses tendrils that
use abrasive pads and special 4cids 10 eat through al-
most anything. The length of time needed to car
through something depends on its substance. The base
sate for damaging flesh is one attack at the end of every
3 turns, Plastic and wood take 2x as long, stone 5% as
long, metal 10x 2s long, and dumlloy 100x a5 long,
{The entry an Energy Mist is moved 1o Spore Cloud),

New Body Parts (S)

Aquatic Adapration Water Retention
Fruit/ Nuts/ Seeds Windparachute
Multiple Blossoms Homy Claws

Vines/ Tendrils Esctta Limbs

Extra Sensory Organs Webbing

Pods Needles/Pinecones
New Senses (S)

Rog: Body Dur: Constant  Num: Scif
Mod: IN Use: Constant  Eff: Special

Deseription: The plant has a new sensc nog typical ta
most living creatures. Use the mutation score instead of
the IN score when using chis sense.

1. Chemical Sense: This sense operates like Heanng,
1f the plant is touching an shject, it may deretmine the
Intensity.

2. Energy: This sense funcrions like Hearing. Energy
intensity may be determined by ouch.

3. Infrared/Uliraviolet: This sense funcrions like
Sight. The plam dewecs things by hea or adiaion
level. It may even determine the Intensity level.

4. Lifeforce: This sense functions like Hearing. It de-
reets the presence of nonplant creatures by their life aura,

5. Magnetic: Thissense detects fecrous merals. It may
also detect elecerical fields, energy fields, and their
strengths, This sense functions like a Feeling

6. Mental Waves: This sease funcrions like a Feeling,
It can detect emotional states.

7. Microscopic: This sense funcrions like a Fecling.

8. Radur/Sonar: This sense funcrions like Hearing. It
devects objects by their density and movement. Dense
iterns screen less dense anes,

9, Ultrasonics: This sense functions like a Feeling. [¢
can be used o examine things by their relative densi-
ties, permitting the plint to see through things it can
touch. The range is half normal.

10. Vibrations: Thissense functions like a Fecling, 1o
detects things by the vibracions they canse. It may also
detect recurzing vibrations such as moror sounds, heart-
beats, erc.

Physical Reflection (S)
This is the same as the physical muration.

Radiated Fiber or Seeds (C)

Description: The Intensity cquals the mutarion score.
The plant has immunity to radiation.

Regeneration (C)
This is idenncal 1o the physical muttion.

Seed Mobility (S)

Descripdan: There may be 1d6 pods, and each may
possess thiee abilities of the parent. These pods have a
nuinber of hit poins equal 1o the store, and the muta-
tion score 1§ used when manipulating these pods. If a
pod is destrayed., the parent suffers 1d6 points of dam.
age. A pod may be regrown in 2d6 days.

Shorter (8) This is similir 10 the physical muta-
von; but, the plant does not suffer from increased me-
tbolism.

Sound Imitation (C) This is similas w the phys-
ical mutation; but, the plant can only duplicate 4 sound
it has heard in the last 12 hours

Sporo Cloud (C) Rng: | meter

Description! The base dumage caused by these spores
equals 1/4x the mutation score. This cloud of spores
may have varying effects.

L Infestation: These spores burrow into the skinand
Sickens him,

2. Enetgy Damper: These spores do not eause dam-
age, but cavse all energy devices in range (o stop func-
tioning for 1d6 wmms. Robots and Computers zre
affected as if this was a mental mution

3. brritant: These spores cause an allesgic reaction for
10 turns, causing a — 1CS penaly per tesult factor

4. Distortion: These spores fill the air for 6 tuins
causing 4 distortion so that the plunt appests ro be 2
feer away from its accual position. Each creature's fisst
attack against this plant misses, Then the foc suffers a
— 5 CS the next tum, this penalry reducing by LCS per
subsequent attacks mude by the same foe, unril the dis-
tortion fades.

5. Burning: These spores explode into 4 ball of flame.

6. Vuolnerahility: These spores cause the victim o
make a CN Save or suffer from a temparary Vulnerabil-
ity ma the Muration Defecr for 2 wrns per result factor.

e vulnenbility is usually linked to another of the
plant’s areacks:

Symbiotic Attachment (C) Mod: Ms

Description: By making a successful attack using the mu-
tation sgare, the plint can control one creature by plant-
ing a pod on this being. If the vicum is intelligent, it may
mike an MS Save to avoid the rontw! As long as thas
control is mainmined and the creature remains within a
range equal to the mutagion score, mental and physical
control is pessible for a 12-hour period. Arthe end of this
conrrol, the victim suffers from physical exhaustion for
1d6 minutes. [f the controlled creature dies while che
plant is in contrel, the plant must make a 1/2/ CN'Save,
and if it fails dies, Tt takes 3 tirns (o break control

Taller (S) This is identical 1o the shysical muration
Textured Change (S) (Sc- Bark)

Thorns & Spikes (S & C) Mod: DX

Description: Thtowing thotns is included with this mu-
taton.
Thoens: The plant may add this base damage to his
unarmed dimage when using unarmed combar.
Spikes: These spikes may be shot at a target at s base
range equal to the muation score, The plant possesses
2d6 clusters,

Wings/Gas Bags (S & C) Mod: DX

Deseription: The plant possesses [éafy vanes(wings or
chemically inflated air sacs thar permir flight, Vanes are
mast cammon to independent plantsand give the plane
a flight speed cqual 1o its ground rate plus its mutasion
score, Aif sacs afe most common in symbiotic plants.




SKILLS

ROBOTS

MOVEMENT

Skills (Optional Rule)

Skills are abiliries that require intensive maiping to
improve their chance of success. Each skill hasan in-
dividual score that can only be improved by spend-
ing XP for additiomal training. A skill must be
leamed from 2 master, some being who already pos-
sesses the desired skill at a level greater then the
character’s. The GM may permir a characrer o learn
or improve a skill by other methods, such as ateach-
ing machine or by requiring thar the character re-
search the skills, using the Rescarch rules in Parc TV,
but doubling all costs.

The GM may develop any <kills appropriate 1o
Tech levels and circumstances surrounding his game
world.

A chamcter may sturt 1o learn skills only after he
reaches Experience Rank 5. The character may never
possess more Skills than his IN score, but he may
improve each Skill score to a maximum of Level 5,

Skills are both new ability scores and modify ex-
isting abilitics. The Skill level is added directly to
the ability it 1s modifying, or 1o a base number, ©
determine the column on which 1o rall. Skills func-
tion like other abilities

Skills may be created for any area, but shoold be
kept natrow und specific, 5o as not to outrank muta-
tions and Experience Rank. For example, if 2 com-
bat skill is chosen. it should only be good when
using 4 certain type of weapon or a scientific skill
should only cover a specific field, such as chemisty,

There arc three categories of Skills. and the GM is
encournaged to develop and define the exact limirs of
any Skills he permits in cach category. These three
groups are: caombat. abilities, and professions.

Combat Skills can be developed for each speafic
weapon and style of combar. Each Skill score is
added 1o the Artack Rank when using thar weapon
or style of combat. The Skill score is ulso added o
the base damage caused,

Ability Skills specifically enhance the use of an
ability or talent in a particular area of performance
that requites dedication and training. These areas
might include umbling, wirewalking, and trapeze
swinging for Dexternty, weightlifting and breaking
items for PS, and so forth.

Professional Skills require the use of specific ools
and knowledge. Professions include engineers,
technicians, scientists, sociologists, and physicians,
Charnicrers possessing a skill in a specific field may
utilize this knowledge in four different ways with
differing chances.

Analyze: The skill can be used to analyze, idenuify,
and diagnose things and siruations thar fll
within the selected field. Use the Skill score +10
when trying to amlyze samething,

Use: The skill can be used 1o attempr ro use or con-
trol things within the range of expertise, A phy-
sician could use surgery and medical devices, an
engineer could operate 2 machine, and 8 techni-
cian could control a device. Use the Skill score

+5 when antempring to use something.

Maintain/Repair: The skill may be used 1o maineain
a toal or item within the specific atea of exper-
tise and ro cffect permanent repairs when the
right tools are available. Use the unmodificd
Skill score when trying to repair of maintain
something,

Build or Change: The skill may be used w build
things within the field of experrise and the Tech
Level of the character. It may slso be used o al-
ter existing items and their use, such as repro-
gramming a fobot. Use Column A plus the Skill
scare when trying to build or change something.

All robots ate reated similarly 1o vehicles when de-
termining movement speeds, maneuvers, and the
effects of dumage. To determine how much a robot
may CarTy at various speeds, use thesame multipliers
for PS asare used for Draft Animals. Characters may
therefore use robots which are larger than man-sized
as 4 LrANSport.

Military and Security programmed robots gain a
bonus of +1CS when attacking humans.

New Robots & Errata
Death Machine: PR: 21 ({ +3)
Defense Borg: Force Field (—1RF); PR 18 ( +2).

Engineering Bot — Light:
PS; 100( +4)DX: 13( +1)MS: 6(—2) PR: 9% —1)
Speed: Hoverfans = 160 or 8 Legs = 48

Type: Engineering Bot-Standard
Number: 1104 Armor: 7(—33)
Hit Dice: 12 Control: 11 A

Sensors: LU, S, R. C Power; B, H12
PS: 350( +35)DX: 13( +1)MS: 6(—2) PR: 10
Speed: 3 Pods = 160 or 6 Treads = 60

Description: This umit 1s a 30-meter cube. It has
two retractable 6.merer cranes able to lift 1,000 kilo-
grums cuch. Each of its four 6<meter tentacles can
lift 250 kilograms, and its tractor/ pressor beam can
lift 500 kilograms ara 10 merer range. Unitc has the
same Spcl.‘id] features as the F.l‘lgin;:rins Bnb[jg}lt‘
and is sealed for underwarer operations.

Type: General Household Robot
Number: 1 to 10 Armaor: € =30)

Hirt Dice: 3 Control: [ A
Sensors: H, IU, R Power: A200, B, C4

PS; 13(+1) DX: 9(—1) MS: 6(-2) PR: 3(-3)
Speed: 206 Legs = 24

Description: These 2-metet-tull humanoid robots
have two short grippers and two I-meter tentacles.
Each has some or all of the following: cleaning and
polishing artachments, maintenarce tools, a trash
COMPACION, & VaCUUIM, an iNCineratar, a storage bin,
and a spray nozzle with small tanks of cleaning flu-
ids, disinfecrants, and insecticades,

Type: Heavy Cargo Lifter

Number: 1103 Armor: 7{ =35)

Hit Dice; 80 Control: [1 A
Sensors: [, M, C Power: A250, B, C8

PS: 1200(+6)DX: 7(~1) MS:6(—~2) PR:§(=2)
Specd: 4 Pods = 80 or 3 Treads = 120

Description: This unitis 6 by 12 metersand 3 me.
ters tll, It has 2 12-merer-long crane with a 3-
pronged claw that can lift 4,000 kilograms. Ir also
has four 6-meter tenracles that can life 500 kilo-
grams cach and a tractor/ pressor beam that can lift
1,800 kilograms ar a 30-merer range.

Large Cargo Transport: PR: 3( = 3)
Type: Robot Vehicle

Number: 1to 2 Armor: 6 = 30)
Hit Dice: 150 Control: [IT A
Sensors: TU, A, C, R, T Power; B N
PS: 250( +5)DX: 21(+ 3)MS: 12
Speed: (Based on speed of vehicle)

PR: 18(+2)

Deseription: A robot vehicle is a normal powered
vehicle with 4 robor brain. Rdbot vehicles possess
booster jets that allow them o move 4x normal
speeds or leap 5 meters into the airfor | minute in-
crements, It takes 10 minutes ro recharge these jeis
once used.

Robot vehicles possess two 3-meter tentacles,
scarchlights, sound synthesizers, the equivalentof a
building computer, and may be sealed aimight with
2 30-miriute air supply. They may be equipped with
two front-mounted and one rear-mounted weapons
of the GM's choice.

Security Robot: This robor also possesses 2 normal
force field (= 1RF),

Warbot: This robot's force field 1s ( — 2RF).

METRIC CONVERSION

Measure = Equivalent

1 Kilometer per hour (KPH) = .62 MPH
1 Mile per Hou (mph) = 1 61 KPH

| Kilometer (km) = .62 Miles

1 Meter (m) = 1.09 Yards

1 Meter {m) = 3.28 Feer

1 Centimeter (cm) = .39 Inch

1 Mile (mi) = L.61 Kilometers

1 Mile (mi) = 5280 Feet

1 Yard (yd) = 91 Meters

1 Inch (in) = 2.34 Centimeters

1 Metric Ton = 1l 1on

| Kilogram (kg) = 2.2 Pounds

1 Gram {g) = 3% Ounce

1 Ton = 91 Metric Ton

1 Pound (Ib) = 45 Kilogramy

1 Pound (1b) = 16 Dunces

1 Liver (1) = .06 Quarts

I Lier (1) = 33.8 Ources

1 Millilieer (ml) = 034 Ounces

I eu Cengimeret (cc) = .06 cu lnches

1. Quare (qt) = 9% Livets

1 Ounce (ox) = 29.6 Milliliters
=

1 cu Inch (cu in) 16.39 cu Centimeters

MOVEMENT TABLE

Speed Unburdened Butdened  Heavy Busdened

(*3y) (% 17y)
Slow k2 8 4
Normal 24 16 B
Fast 48 32 1
Running L 32 16
Crawling 6 4 2
LEAPING & JUMPING*
Leaping =0 -5 m =im
Jumping
Do, — =tm —-rm
Vaulting =0 —1im =Zm
Spring Up -0 =4%m -im
CLIMBING**
Trees & %213 %13
Ropes 4 X314 x1/2
Rocks 2 x1/2 x1/4
SWIMMING
Surface Pl ) =3 -5
Underwater 1/4x PS =1 =<4
Diving (1/2¢ PS)
+ DX —4m =8m

* The burden of a character reduces the disance
leaped
**  Burdens slow the rate of movement by 2 muluplier
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MONEY & BARTER

The basic monetary unit in the Gamma World is the
gold piece (gp). an 8-ounce coin minted in a variety of
shapes and sizes. In addition, the domarand dahler ate
widely used, since they are almost impossible 5o coun-
tedfeit. Domars (dmr) are plastic discs of uniform size
and shape Dahlers (dir) are made of a transtucent
golden plastic and have thice-dimensional picrures on
their surface that may be seen when held up w the
light.

Each gold prcce is worth 10 domars, and every dahler
is worth 5 gold pietes, Occasionally, dahlers may be
found that arc twice the ordinary size, about 5 cm.
These are known as five-dahler pieces and are worth 23
pold pieces

Precious merals and gemstones are also more marely
used as clements of exchange, ranging in average values
from 100 1o 1,000 gold pieces cach.

A large influx of domars and other coinage fnto an
arca resul in 3 depreciation in the reladive value of
euch coin s that from 2 to 10 domars equals the old
value of the domar, This inflation it an automaric result
of available wealth. and the GM may increase prices to
dispose of excess amounts of cash.

Despite this system of currency used by all intelligent
races ucross the face of the wildemess, barter still re-
mains the primary method of tade and exchange. Bar-
ter is the process of wading one item or service for
another item of service, Barter is based on the equiva-
lent rates of exchange of items and on the ahility of the
chamcters rading to successfully bargain a fair price:

How to Bargain

Step 1: Find the Base Unit Price. This equals 1/10 the
item price. The barganing rules track negoriations by
wraling the number of base unir facrors being offered.
The final sale price equals the base unit price times the
total price Factors,

Step 2: Determine NPC Bargain Rating. The NPC's
gnrgziz: Rating (BR) cquals 7 plus his Charisma modi-

el

Step 3: Determine the Opening Offer. The opening of -
fer from the NPC being bargained with equals 15 price
facrors:

+Bargain Rate — If NPC s selling

=Bargain Rare — If NPC is buying

This offer may be adjusied by three value modifiers,

given un the Price List page.
Step 4: Determine Barter Seare. The NPC's barer score
equals his MS plus his CH modifier, minus the PC’s CH
modifier. Results of the bargain roll are interpreted on
the Barter Reacnon Chart.
Step 5: Negouation Modifiers, Each round of bargain-
ing, the player character may counter the offer or use
double talk in an sttemps to gain a favorable adjust-
ment, The GM must decermine how much the PCs®
actions influence the haggling.

Action Modifier
Improve offer greatly =310 —5C3
Improve offer shightddy =1 =2Ch
Plausible reasoning =1t —3CS
Refuses to budge 0
Implasible reasoning +1o +2C8
Insuluing offer *3t0 +5C8

ARMOR

Step 6: Make a Bargain Roll. The following effects ap-

ply.

Red: This result ends the bargaining, possibly on a
haostile note. The NPC does not deal again unless given
2 gifi.

Orange: This result worsens the deal by two factors
(plus if seliing, minus if buying) and gives & dice roll
midifier of +20 for the next bargain roll,

Yellow: This result worsens the deal by one factor and
gives a dice roll modifier of +10:

Green: This resuly does not change the price; it re-
sults in a sob story of how the PC is taking advantage of
the NPC.

Blue: If the dice tall was odd, the deal is worsened by
one; if the dice roll was even, the deal improves by one,
Th;:r: 15 a dice roll modifier of — 100n the nexe bargain
roll.

White: This result improves the deal by one factor
and gives a dice roll modifier of —20 for the next bar-
gan roll.

Black: This result improves the deal by two factors,
and the NPC attempis 1o close the deal, If the PC
refuses he suffers & dice roll modifier of +15.

Step 7: Next Bargaining Round. Repeut this procedure
till the deal is closed or one side refuses 1o bargain fur-
ther.

Though role-playing bargaining can be fun, it can also
detract from sdventore time, Limit the amount of time
spent bargaining for an item to no more than 10 ralls. If
one item is being traded for anothet, set the value of the
item being offered by the PC, and oaly vary the value of
the NPC’s price.

Armor: Only one type of armor may be worn at one
ume. All armor hus an armor cliss muing, or AC. Armor
reduces the amount of rol physical and energy dam.
age suffered cach turn by — 5 polnts times the AC. This
damage is nor subtracied from cach arack, bur from
the total damage of all arracks suffered in 1 wm!

Armor does not affect airborne diseases, gaces, and
sprays. Amtight units are immune to these effeqs. Ar.
mor does not reduce damage from radiation or sonics in
the normal manner. These suffer a —IRF penalty.
Those in metal armor suffer double damage from elec-
wric artacks, though the armor suill reduces damage.
Heat and cold artacks cause + {RE

Armaor comies in three forms. Vests protect anly the
upper torse and vital organs, Suims protect the entine
bady and the head. Barding is designed o protect the
head and forequaners of 2 mount.

Fiber Ammar: Woven mutated plant fibers.

Force Freld Belr: This item provides 3 — [RF defense,

Inernia Field: This crylon fiber-mesh suit has an AC
value of 1 and projects an inecuia field: 1t also has a jet
pack.

Leather Armor: This includes beavy clothing as well
as hardened leather and studded leather atmor.

Natural Armor: This includes armor thar is 2 parr of a
creature’s body. Armor may be made of shed natural
materials,

Metal Ammor: This includes metsl-mesh armor. such
as ring and chain mail, as well as formed metal plate ar-
maor. Metal armor s bulky and tends to slow its wearer.

Plastic Armor: This padded armor is constructed of
plasteel.

Powered Armor: These types of armor dll require a
power sousce 1o function as noted on the Armer Charr.
Only energized armor is capable of nonpowered move-
ment. Powered armor uses a scrics of neuron sensors
and servomators to make it function Like 2 cecond skin,
and the armor's weight can be ignored when acrivated,

All powered armor, excepr energized armor, are air-
tight and have a 72-bour air supply. Some also generate
force ficlds

All powered armot is outfined with U sensors, and

possibly others. Thete is a built-in communicator that
can amplify hearing four times, or dampen loud sounds
{half damage from sonic attacks). A half-sized medkit
may be attached. All atrack forms of powered armor
may be used at the same time during 1 turn, but causea
penalty of —3CS per additional atracks for all sracks.

Alloy Plare: Tris suit doubles a character’s PS score
A punch causes & base (6),

Assawlt: When active, the suit gencrates a —3RF
force field. The wearer’s PS is wripled, and his move-
ment i5 4x. He can bound 30 meers high in one spring.
Built into each arm is 1 laser rifle. Also built into the
helmert isa micromissile launcher with 2 20-missile clip,
There is a back-mounted grenade launchier (bise ange
30 meters), that holds a clip of 15 grenades. The suir
can also punch, causing a base (12),

Ateack! This suit generates a — 2RF force field. This
suit possesses the same weaponry as assault armor, but
the lasers are equal 1o pistals and there are anly 10 mi-
cromissiles and 5 grenades. A punch causes a base (10),
This suit doubles the wearer's PS score, triples speed
and can leap 30 merers

Bartle; This sust generites a — IRF field. It possesses
two built-in type-A slug pistols and 2 back-mounted
famethrower. Each powered fist can suike for a base
(8). This suit doubles the wearer's PS, speed and can
leap 15 meters,

Energized; This bulky frame has an attached jetpack.
The computer systems of this unit give a + 2 CS for me-
lee and missile combar.

Plate: This suir doubles the wearer's PS and cuuses 2
base (5) with 3 punch or kick.

Scout: This suit generatesa —1RF force field. [vdow-
bles the wearer’s PS and quadruples his speed, and can
make 30-merer jumps. The units weapons are two
built-in type-C slug pistols and a stun ray rifle in the
helmer. It also camnes mdar and radio scramblers and
has a smoke generator.

Sheath Armor: This i3 @ heavily padded armor with
plasteel helmer, gaundets, leg guards, and shoulder
pads.

Shields: Shiclds deflect attacks and make the user
harder to hit by & —CS penalty to the arracker’s Rank.
The shield defense modificr cquals i size factor plus its
marerial facor,

Duralloy shiclds ate tiangles of a flexible alloy
highly resistant to energy. The material factor of dural-
loy s added only versus energy artacks, Versus physical
blows, use only its size factor.

Energy Fields: There are rwo types: force fields and
inertia fielts

Force Fields reduce the smount of damage caused by
each attuck by a number of —=RE This results-in the
damage cawsed being x1 less. However, the color of the
result remaing the same for purposes of special-effect
saves. Foree fields dn not affecr aitharne diseases, pases,
radiation, end mental artacks. Verus sanic attacks, &
force field is treated as 1RF reduction less; thus, a —2RF
field is treated as a —1RF field versus sonics,

Inerria Fields: This enetgy field damps kinetic mo-
tian and provides an AC value of 6 versus physical ar-
tacks. In addition, airtbomne disease and gas artacks are
negated entirely, while those involving black rays, radi-
atton, and sonic damage are halved.

Red Results vs, Defenses: An attack with a Red result
may reduce the defensive valiic of an ftem by one factor
at the GM's choice, If there are a vanery of defenses ac-
tive, the atack first applies w fields, then shiclds and
lasily atmot Any lost defense value is permanent until
the item 15 repaired or repowered. Red tesulis apply as
follows:

Armor — AC is reduced by 1{ =3).

Shield — Modifier is reduced by +1CS.

Force Field — Reduced by +1RE

Inentin Field — Reduces AC rating by 1( =5); if this
drops to AC3, gases and diseases can penerrate field,
and damage from black rays, radiarion, and sonics s no
longer halved.
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PRICE LISTS

Price Lists

Following are gold price prices for weapons,
ammunition, armor, fuel and services, and  Weapons Cost Wt Weapons Cost Wi Weapons Cost Wt
trade items. Prices for penetal equipment
and vehicles are listed on their master chans  Auto Pistol 12p 2 Grenade, Fragmenr 75 S Popper Peller - é
ifi the appropriate equipment sections. Auo Rifle 250 13 Grenade, Photon o 2 Revolver 50 [

Battle Axe 50 12 Grenade, Poison Gas 60 2 Rille, bolt 100 12
Asmor Con Wi Biack Ray Pistol -~ 1 Grenude, Stun *(50) 5 Robotic Tentacles *(25)  10/m

Blowgun & Dans 1 1 Grenade, Tear Gas 2% 3 Sap (Black Jack) 1 1
Bark *(30) 0 Blunt Weapon = 10+ Grenade, Tore iz 8 Scartergin 150 18
Chain mail Armar 300 20 Bola 10 5 Handaxe 8 4 Sliver *(1.550) 9
Chain mail Barding 400 30 Bomb, Concussion *(73) 15 Harmaonic Disrupror a3 20 Sling & bullets 3 8
Chain mail Vest 150 10 Bomb, Fission {Clean) - 100 Hose, Fire = 20  Sling & stones 2 6
Carapace, Panial *(30) 15 Bomb, Fission (Dirty) - 100 Javelin 5 1 Slither Helix - 1
Carapace, Tonl "1.250) 35 Bomb, Fusion ™ 850 Lamprey Disk " 1 Slug Pistol (A) *(dD0) b
Energized Armar 3,500 0 Bomb, Mutation - 10 Lance 75 15 Slug Pistol (B) *(500) 4
Fiber Armaor 1,000 10 Bamb, Negation o 10 Laser Pistol *(300) 1 Shug Pistol (C) 300 3
Force Field Belt *{1.000) 5 Bamh, Neurron o 200 Laser Rifle *(500) 8 Smar Dant i 6
Heavy Clothey/Fun 6-25 3 Bomb, Trek - i Lasso (Rope) 5 1 Spear 3 3
Inertia Field 3,000 40 Bow, Short 15 5 Mace 10 14 Sunger Cryseal Lo 1
Leather Armiot 50 10 Club/!Bawn 2 5 Mark V Blaster "750) 5 Srun Ray Pistol *(200) 6
Plistic Armor 1,500 15 Crosshow 25 12 Mark VI Rifle *1.000) 13 Swun Ray Rifle - 1! 12
Plate Armor (steel) 900 i Dagger/Knife 5 | Matier Bomb: Alpha s 20 Seun Whip *(50) 5
Plate Barding (steel) 1,200 b {1 Damage Pack — A -~ 20 Marter Bomb: Beta i 30 Surface Missile " 500
Plate Mail Vest 450 13 Damage Pack — B ba 50 Marter Bomb: Dela L1 40 Sword, Long 25 10
Powered Alloved Plate 3000 40 Damage Pack — Small 100 10 Micromussle . 3 Sword, Shart 10 B
Powered Assault Aanor - 560 Drone Weaver Lo -] Minimissile *(1,000) 10 Sword, lwo-Handed 100 25
Powered Artack Armor i 440 Energy Mace 150 10 Moming Star 20 5  Tender Touch e 1
Poweted Bartle Armor - 300 Fire Extinguisher ] 20 Musker 73 10 Torch/Flaming Brand [ 3
Powered Plute Armor 2,000 100 Flail/ Chain 30 10 Needler *(200) 1 Vibeo Blade *(500) 8
Powered Plais Barding 1,500 200 Flamethrower 230 30 Net 1o b Vibro Dagger *(250) |
Powesed Scout Armot oy 250 Flaregun 200 8 Neural Bite ) 1 War Hammer 5 io
Ring Mail Armor 250 10 Flymg Blades e 1 Noose! Garrore 2 1 Whammer (Thumper) bt 2
Sheath Armor 100 10 Fusion Rifle o 15 Oine-shot Pistol 30 1 Wrapper {Cocoon) e i
Studded Leather Armor 73 13 Gronade, Chemex 200 2 Paralysis Rod *(120) 3 Zapper(Viper) " 1
Studded Leather Barding 100 2 Grenade, Encrgy *(150) 2 Pole Arm 75 13

The GM may create special armmunition.
Shields Cost Wi. Ammunition Cost Wi Ammunition Cost Wi, Armar Piercing: Treat targer as owo AC
less,

MATERIAL COST Arrow, hunting 1 1 Crossbow, flaming bolt 5 2 High Explosive: Ammo explodes causing
Wood or Leather 5 i Arrow, flaming ) 2 Crossbow, special bol 20 3 3 base points with a blast radius of | me-
Plastic or Carspace 10 3 Arrow, fishing & line 10 5 Flare (each) 20 I tet.

Meral 0 3 Arrow, special 20 2 Musket bally (10) 5 1
Duralloy *{50) 2 Autogun, bulle : 0% Musker powdes hom (10} 3 1 Pobsons {10 doses sach jlntensiiy Cosi. Wit

SIZE FACTOR Autogun, clip (7) 20 5 Needler clip (10)* 20 i Drugs b)) 20 1
Small (buckler) 1 xl Autorifle, elip (30) &0 1 Scartergun shell 3 a Sickens L4(2) 4o !
Medium (chest) x2 x2 Bullet, pistol 2 0 Slicer Razor clip (B) 150 2 Progressive Damage | 6(3) 60 |
Large (body) X3 x3 Buller, rifle 3 02 Slug Peller, A-lip (30) 100 5 Paralysis L&4) 80

Bullets, sling (10) 5 1 Slug Peller, B-clip (30) 50 3 Knockout T1os) 100 1
Blowgun darts (20)* 1 3 Slug Peller, C-clip (20) 40 2 Delusion 16) 120 1
Crosshaw, hinting bole | J i etk
: : * Does nov include cost of poison.
Barguin Value Modifiens Poi E ek 5:100
Rarity Value Fuels Cont Wi Meals Baskers, dozen 10+60)
Junk =3 Wood. | cord i 100 Haoe broth!mug of mulled wine A Books/scroll/ maps 50-2500

Comman (Tech 1) 0 Wood alcohol (1 liter) 1 1 Porndge & Bread R Caollector's liems 500-25,000

Uncomman (Tech IT) +1 Oil or perraleum (1 fiter) 2 2 Meat Pic 1 Fush {per 20 pounds) 530

Rare (Tech 11T) +2 Chemical {1 kilogram) j 1 Meat, Bread, Vegetables & Drink 2 Fond {per wun) 30-100

Very Rare (Tech IV) +5 Week's Provisions 10 Fruit (per bushel) 10-60

Umique (Tech V) +10 Services, per dy Furs (per pelt) 10-500

Handy work 0.1-2.0 Lodging Game (per 20 pounds) S-40

i Yo Repair work 110 Stable floor A Gluss (per chest) 50-200

o agaie = Common labor 220 Stable loft 3 Herbs (per bushel) 212

Unmﬂill d a Personal Service 10-60  Canopy, straw & fire 1 Incense {pet pound ) 100-500

bt fH_ " 1 Entermainer 1 =120 Shared room 2 bvary (per rusk) 250-1.0000

M iced Hireling 4 Crafisinan § =100  Privace room (4 people) 3 Metalware {per picce) 3-30

Enﬂ“ﬂfﬂ‘ +3 Professional GM choive  Private room (1 person) 25 Mative an 5-500

s orsy o Hur, per week 100 Ol cask 30-400

i 3 House, per week 1000  Pottery 28

Professional 5 Day’s Room & Bodrd 3 Produce (per bushel) 10-30

Distance Value Week's Room & Board 15 Spites {per bushel) $-50

Less than 20 km 0 Week's Stable & Feed 5 Statuaty 30-3.000

20-80 km +1 Tapestries/ Rugs 10-1,000

B1-160 km +2 * ‘This indicates that this ftem is usually not ayailuble Teatiles {per bolt) 10-40

161-320 km +3 for putchase and must normally be found as weasure, Wine, cusk 10-200

321640 km +4 ** This item cun never be bought and can only be Wisod (per cord) 3-500

641-1280 km +5 found as treasure among ruing or in the hands of ene-

1281+ km +6 miss.
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WEAPONS

M

Primitive & Medieval

These weapons are used by Tech 1 & Tech Il societies.
Most possess two different base damage scores. The
fiest value 15 used when attacking targets man-sized
or smaller, the second for farge and huge targets,

Cut, Thrust, and Bludgeon Weapons: These weap-
ons arc made 1o be used in melec combat.

Cor & Thrusi: Axes, lances, pole arms, and
swords.

Bludgeon: Clubs, flails, hammers; maces, morh-
ing stars, saps, and staves.

Cur, Thrust & Throw: Daggers, hand axes, and
maces.

Rope: Lassos, nooses, garorres, and nets. A lasso
or ner entangles its victim, requinng him o makea
PS Save minus the marerial strength of the rope (ST
6) ta escape or suffer damage each turm, A noose or
gatotte cause minimal damage, bur has 3 facal spe-
cial effece. The target of a noase artack gains a =
3CS 1o the attack if be sees ir coming.

Flaming: Torches act like a dub, bur also cause
burn damage

Primitive Missile Weapons: Thit includes blowguns,
bolas, bows, crossbows, javelins, and slings. Each
weapon has 2 base range factor ind a limiced supply
of ammunition. Blowguns, bohs, and slings also in-
flict special effects if an appropriate ability Save is
fatled.

Bola: This weapon requires 2 turns to use and 5
meters of space o swing

Modern & Futuristic

These include all Tech [T & Tech IV weapans,

Energized Melee Weapons: These weapons create a
damaging energy ficld including the cnergy mace,
paralysis rod, stun whip, vibrodagger and blade.

Energy Mace: This weapon causes electrical dam-
age.

Paralysis Rod & Stun Whip: These weapons use
low-amperage electric fields to paralyze muscles for
1d10 minutes. They may be powered by any type of
energy cell allowing the weapon to strike for 30 suc-
cessful aracks

Vibro Weapons: These weapons create a blade-
shaped field of force that slices through all marrer,
ignioring the prorective effecs of amificial and natu-
ral armor

Special Weapons: These include several items not
orginally weapons,

Fire Extinguisher: This weapon only causes dam-
age 1o plantrand creatures hurmed by cold. Tes base
damage in such cases is (5). If used against another
creature, ivserves to provide 50% concealment for 2
wirns. If used 1o fight @ fire, it can exringuish 10
points of fire each turn for 10 wins,

Fire Hose: This is only effective when attached to
a pressurized water source, chen its concentrated
spray can Slam targets. [t can extinguish 5 points of
fire cach rn.

Flamerhsower: This device shoots-a burning spray
of jellied petrol thar sgnites ombustible objecrs
with a marerial strength of less than 10. The ignited
material then increases the size of the fire by 1/10
the item's hit-point toral.

Flare gun: This sigral device fires pellets thar
burst upon contact with oxygen into @ brght flare of
different colass, burning for 1 minute. Iralso ignites
combustbles.

Guns; These ranged weapons come in both pistol
and longer-ranged, more accurate nifle models,
Each weapon may be fired twice a turn at different
targees if desired, but this resules ina —3CS penalty
to both artacks. Further, these weapons may be used
as blunt weapons to bludgeon.

Projectile Guns: Thisincludes weapons that fire a
single missile per shot: muskets, 1-shot derringers
revolvers, and bolt-action rifles. These bullets use
an explosive propellant to fire. Most of these weap-
ons have the special ability to Stun their target for 1
tum, and the more powerful weapons also cause a
critical wound on & Red result,

Automaric Guns: These weapons also fire projec-
tiles, bur are capable of firing 1 av a tme, or up o
three bullersin | it at the same target at a penalty
of =2CS per bullet, orhalf the clip ina burst. These
include autoguns, which fire bullets, and slug
throwers, which fire metal slugs using a magnetic
field to propel them, They require a Hydrogen cell
ttl) power the magnetic field. The cell is good for 3
clips.

Special Guas: These weapons fire special projec-
tiles. This includes needlers and searterguns. A nee-
dler fires a cluseer of poisoned or drugged needles
that inflict minor damage. A scattergun fires buck-
shot shells. These shells cause a lor of damage ar
short range, bur the damages reduce by (—35) per
range factor.

Energy Guns: These weapons are all powered by
encrgy cells. Their arack form is either 2 beam of
energy of the creation of o field of force. Energy
guns are delicate instruments that become inopera-
tive after being struck twice by Red results These
weapons include:

Fusion Rifle: This gun fires 118 radiation pel-
lets that stain their targer red. The pellets haye 2 10-
yeat half-life. One Atomic cell provides 10 shots.

Laser Pistal & Rifle; These guns fire an intense
heam of coherent light that causes heat damage in
the infrared spectrum. Fog and smoke halve the
damage of the artack. Metal armor deflects ashot on
a Black roll. One Hydrogen cell powers a pistol for 5
shots, whereas two cells power a rifle for 10 shots.

Mark V Blaster & Mark VII Riffe: These weap-
ons create 4 disrupror field that causes damage
anything not proteceed by a foree ficld. Ir treats the
tatget’s armor as half normal value. In addition,
Mark V & VII cause 2 disintegration special effect.
One Hydrogen cell powers a blaster for 5 shots,
while two power 4 rifle for 10 shots,

Slicer: This weapon fites energy discs with a

field of force that slices through armor like a vibro
weapon, One Hydrogen cell and a clip of slicer ra-
zogs powers a slicer for 8 shats,

Seuer Pusrol & Rifle; Though these weapons fire
4 synaptc damper field that causes no apparent
damage, they knock out a targer for a number of
turis equal to the base score times the result factor,
One Salar cell powers a pistal for 6 shots, while two
power a rifle for 10 shots.

Grenades: These are all exploding devices that
must be thrown near their rarger or fired from a gre-
niade launcher. The base throwing range equals the
character’s PS. All grenades have a tnigger device,
and they explode ac the end of the rurn the device is
triggered and thrown or dropped. Most grenades
have a base blust radius of 2 meters (tore grenades
have a base radius of 3 merers). A separate artack is
made against each targer within the area of effect.
Grenades have a wide range of cffects.

Chemex: Searing flame,
Energy: Electrical damage.
Frag- Exploding, stunning shrapnel.

10

Photon: Infrared blast may prove faral ro any-
ane not prorected by a force field,

Poson Gas: Toxic gases lasting 2d10 minutes.

Stun! Electtical jolt paralyzes muscles.

Tear Gas: Causes eye, skin, and lung irritation;
effect lasts 2d 10 minutes. '

Tore; Sonic blast causing +1RF to thosc not
pratected by a force field.

Bombs & Explosives: Each of these weapons is
wriggered by some type of fuse of the GM's choice
(proximity, impact, heat, time delay, erc.), They
lack a delivery system and must be placed or
dropped near the target. Characters unskilled in ex-
plosive use suffers a —3CS when using these weap:
oans,

Cancussion. Bomh: This 30-cm-long canister
releases a knockourt gas with a base blast radius of 12
meters. The gas lasts for 2d6 minutes.

Damage Packs: These arc variously sized canvas
packages of high explosives outfirted with a variety
of triggers. Packs A and B have 1 base radius of 6
merers, while the small pack’s radius is only 3 me-
ters,

Fisian Bambs: These 50-cm black steel spheres
cause a controlled nuclear explosion, This explosion
may be clean (no residual mdiation) or dirty (leaves
radioactive waste, 115, afterwards), The base blast
radiug is 200 meters.

Fusion Bomb: This bomb is a 1-merer black
steel disc. The limited nuclear fusion causes a fire
storm burning all targers. The base blast radius is 12
meters.

Matrer Bombs: Merallic dises of various colors
and sizes, these bombs create a wave of concussive
force, causing damage in an increasing blast radius
based on the size of the bomb. These bombs cause
+2RF to mbots and compurers.

Mutdtion Bomb: A pear-shaped plastic casing,
this bomb unleashes a wave of 112 radiation with a
base blast radius of 6 meters,

Negation Bomb, This 10-cmn aluminum sphere
saps all forms of energy. causing damage even to liv-
ing creatures. Any powered item within the area of
effect must make an Endurance Save or be drained
of all power. The base blast radius is 6 merers.

Neutron Bomb: A 50-cm duralloy sphere, this
bomb has 1 fatal special effect on all living creicures
not proteceed by a force ficld. It does nor harm
meral, equipment, or buildings. lts base blast ra-
dius s 60 meters,

Trek Bomb: A 25-cm black plastc box, this
bomb causes a disintegration special effect, causing

+1RF to items not protecred by a force field and —
I1RF 1o thase so protecred. The base blast adiusis 15
metets.

Missiles: These weapons must have a launcher
and are treated ac artillery. Guidance systems may
be present providing a + 1d6 CS. There is a rocker
backwash from a missile.

Micromissile: This 10-cm missile has a plastic
handgrip/launcher. Mictomissiles are found in clips
of six. Base blast equals 3 meters.

Minimussile: This $0-cm missile has a disposa-
ble shoulder-resi launcher. It is single shor and has a
base blast radius of 6 meters.

Surface Missile: This 5-meter missile is rocker
powered, |t may be onc of four types: concussion,
fission, negation, or neutron — all similar 1o the
bomb. Its base range is 12 kilometers.




TECH LEVEL V DEVICES

Tech V devices are of unknown manufacture and
putpose. Several have been discovered o have
deadly potential when wislded as 2 weapon. Crys-
talline in strucrure, encrgy appears to dance within
their matrices,

When a Tech V artifact is firse discovered, it ap-
pears colorful and alive, and, when first examined,
it functions for 1 tun, Then the item rurns a life-
less, soapy grey coler, foritis unartuned to the mind
waves of i new user, from which it derives its
power.

Since Tech V arifacts are activated by mind
power, the method of examining these devices re-
quires interse concentration and meditation, Inad-
dition to this mental effort. there are facers which
must be rubbed, beads that twist, srands that braid
and interlock, and other physical operations that are
not readily apparent when first found. As the exam-
iner draws closer to understanding che device, it
slowly resumes its own narural coloration, as it be-
comes attuned (o its uset.

These devices require a strang intelligence to con-
vert and control theit unknown energies, Whenever
a Tech V device is examined, a skull and crossbones
indicates thar one Mental ability is crippled for 1d6
days or treat the victim as if menrally exhausred if he
does not possess any mental mutatons. Wavy lines
indicates a Slam result. Using MS instead of CN o
determine the effect, with st effects lasting 1d6 x
10 minutes,

Special considerations for using Tech V devices in
combat are noted in the Combat section. Each de-
vice, in addition to causing damage, also causes a
special effecragainst which the victim must make an
ability save 1o avoid (noted in parentheses after the
effect).

Black Ray Pistol: This looks like a clear plastic
gunstock holding a black crystal, 10-cm lozenge.
When fired at an organic rarget, it causes massive
damage, and the special effecris faml (5:CN). Iisef-
fect is entirely negared by a force field, and it has no
effect on inorganic targets. Each lozenge anly holds
cnough energy for four shots, then it turns clear.

Drone Weaver: This looks like a multcolored
bead on the end of 2 meter-long braided strand of
spun crystal, When activated, it leaps at its target
and hovers in the air, the strand vibrating causing 2
dull drone that drowns all conversation at shore
range. It artucks all eresrures and antifictal intelli-
gences within range, causing damage and causing
each victim to save vs. subsonics (5:MS), It may be
redirected cach tusmn to move a distance equal 1o its
base range.

Flying Blades: These looks like 10-cm shurikens
of varying colors. Upan acrivatian, a flying blade
springs into the air, spinning like 4 buzz saw, and
flies ar i1s targer. Each turmn of concentration, the
blade may atrack a different targer within its base
range, Each wn a target is hit, it must make a save
or else its defenses (AC, shiclds and fields) suffer as
if from a Red result (S:DX).

Harmonic Disrupror: This looks like & 50-meter-
mall cluster of violer cysials, When activated, it
sends out sparkling waves of harmonious sonic wi-
brations thar cause damage to everything within
range. All rargets must make a CN or EN Save or
this damage is ueated as disiotegration.

Lamprey Disc: This 5-cm ovoid amber disc does
not cause physical damage and is only effecrive
against energy-powered devices. Upon adhering to
it tasger, it drains @ number of houts of energy
equal to a base score of 12 when it strikes. After ab-
sorbing 60 hours of energy, the disc turns red and is
useless. The rarget device may make an EN Save to

ID CODES

avoid power drain each tum the device is atrached.

Neural Bite: This looks like a silver metal nng, 20
cm in diamerter, and bears a variety of multicalored
beads along its perimeter. When activated, it oscil-
lates in the air and flies at its targer. Each tum i may
attack a different target with a spark of encrgy that
ignores the effects of armor and force fields. The vic-
tim must make 2 save ot fall under the dominarion
(S:MS) of its controller Only one creature or artifi-
cial intelligence may be controlled ar one time.

Popper Peller: This looks like an cchre kernel,
When activated, it swells into a silver bubble and
floats toward its target. Upon contact with its rarger,
it explodes. If the rarger has an cnergy ficld, it re-
duces the field by one of its defense factors,

Smart Dase: This looks like 2 double-sized fling
arowhead with iridescent edges. When activated
and flung ar a targer, it homes in on the target's
form and aura. The vicum may make 2 DX Save
each turn 1o avoid the dart, but the dant retums to
artack unul it strikes something. When it hits; ir
erupts in & flashing ball of electricity. harming all
within 10 meters.

Slither Helix: This looks like a rainbow-colored
ribbon, 3-meters long. When activated, it animates
and slithers after its targer, attacking with its cacr-
gized rouch. [If struck, a victim must make a DX
Save or the helix has wrapped itself around its victim
and causes progressive damage (5:CN) each wurn
that the victim fails to make a'save. A slither helix
has 50 hp and can only be hatmed by physical dam-
age

Stnger Crystal: This diamond shaped disc is mul-
ticolored. When actvated, it springs into the air,
hovering and spinning at its user's shoulder. [t can
be used either to strike a foe in melee combat or to
block any physical or energy attack, wheteby it suf-
fers the damage itself. When intercepting an attack,
it may be directed to a great distance. The crystal
suffers only half damage from physical and energy
arracks and has 100 hp.

Tender Touch: This looks like an embroidered veil
of spun crystal. It may only be used in melee com-
bat. Any victim struck by the veil suffers damage
and must make a CN Save or suffer as if attacked by
a delirium poison, 120(10) for 1d20 minutes.

Whammer: Also called the “Thumper” ths 52
small hollow cylinder with a resilient membrane
across one end. When activared and the membrane
is thumped, a concussive wave of force artacks all
within a cone that is 2-meters wide at base range and
doubles ar cach additional range. Victims must
make a save or be Slammed (§:CN).

Weapper: Also called 2 "Weaver” or *“Cocoon,”
this is an ivory spindle. When activated, it spinsinto
the air and extrudes a strand of plasteel fiber
(§T120) at an amazing rate. Twirling around its vic-
tim, it attempts w enwrap him. The victim must
save or become rangled (S:PS),

Zapper: Also called 3 “Viper" When acrivared,
this small green coil wiithes along the ground to-
ward its targer. Its sting causes neural damage, and
any powered device struck by it must make an EN
Save or shorr out. Robots reactivate in 2d10 min-
ures.

VEHICLES

Identity Medallions

A vanety of IDs were used by the Ancients. The
most common type consisted of plastic cards to be
inserted into scanning devices. Some, were de-
signed to be scanned by holding them in front of a
monitor. These included bracelets, finger tags, and
necklaces,

IDs are grouped by color codes to identify the
level of secutity that they bypass. Most IDs were de-
signed for use only at specific installations for spe-
cific areas. However, some IDs may be used in most
Ancient ruins. These IDs may be used d20 + 10
times, and then, unless some teprogramming is pos-
sible, the IDs are uscless.

There are five levels of security or Codes.

Code I: Colored yellow or brown, these [Ds were
used by ordinary citizens to establish credit and
maintain records,

Code II: Usually colored cither blue or red and
white, these IDs were used by low-level milizary per-
sonnel, civil servants, and employees of financial or-
ganizations. These are most commonly found in
military ruins,

Code I1: Colored gray, green or white, these IDs
were used by scientists, technical and medical per-
sonnel. They ate rare.

Code IV: Colored red or purple, these 1Ds were
used by Law Enforcement agents,

Code V: Colared red and blue, these 1Ds were
used by civil suthorities and military command per-
sonnel. Passessed only by top officials, these might
be found once in 100 adventures, if even that.

Vehicles

Watercrift

Watercrafr do not possess real braking systems, and
any braking is achieved by stressing pars and sails, or
by reversing engines. When all brake factors are
used up, this device suffers 2 Malfunction.

Large boars, powered boats, and submarines are
designed foruse on rivers, lakes, and oceans. Small
boats and canoes can be used on rivers, ponds,
lakes, shallow swamps, and sircams. Rafts can be
used on rivers and small lakes. Thase crafts not de-
signed for ocean voyaging can be used in oceans,
but all water-hazard scores are doubled.

Powered Bowts: These craft have insct engines
powered by alcohol, perroleum, energy cells, or
atomics. They ate designed for speed and maneu.
vering, and treat water hazards at a —5CS.

Submarines: These craft can maneuver underwa-
ter. While submerged, they can provide enough air
for 48 hours. They can dive ar 2x their acceleration
and climbing rates. The muxinium depth for large
subs is 2.5 km, while minisubs can dive as deep as 5
km before being crushed by water pressure, Subs
with crews greater than 10 men carry aquatic and
aerial weapons.

imal Vehidl
Anirnals can be either ridden or harnessed 1o pull
transpor(s.

The following animals are commeonly used as dray
animals (those that pull wagons) and riding
mounts; ams(riding), brutorz, cenusteeds, hoppers
(nding), pinetos (riding). podogs (tiding), and ra-
koxen (dray only)

Any mount, except centisteeds, also may be used
as 4 pack animal. A pack animal can carry less chan
2x its PS and still be unburdened, and less than 3x
its P§ and be only burdened. Many can even march
all day carrying 4x their PS in kilograms and are only
heavily burdened.
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Powered Ground Vehicles

Dune buggy: This car can cross sandy and snow
terriins with lictle difficulty. It has a rollbar cage
that allows it o survive roll overs and crashes.

Hover Car: These vehicles ride on a cushion of air
that lets them cross land and water.

Jeep (Pickup Truck): Most of these durable cross-
country units have mbotic artachments (crane-arms,
lifting tentacles, etc.)

Tanks: Some few of these vehicles have been con-
verted to rabot control, and rin on broadeast power.
Weaponty varies bur usually includes mo front-
mounted autorifies, a2 mounted flamethrower, a
cannon capable of firing the equivalent of minimis.
siles (20 to 30 rounds), a mounted Mark V blaster,
10 Energy grenades and 6 micromissiles.

Turbine Vehicles: These units are more efficient
than other combustion vehicles. burning fuel ac !fax
the rate of other engines. Solar panels on the roof
power the intemal computer, radar, communica-
vons, searchlights, polarized windows, air recycler,
and other instruments.

Mass transit systems are commonly powered by local
or sarellice-focused broadcas: power or by nuclear
engines. & Code I'ID is required 1o usc the system,
and a specific Code IV ID 1o control it.

Transmats: Of unknown anigin, these units are 2-
metet-tall opagque boxes with crystal and trans-
former attachments. The box service sclection
activates a viewscreen of destinations when someone
enters. If the system is undenstood, a being can tele-
portiself from one transmat box to another at a po-
tenally infinite distance. If the being rises in
alttude from his departure to his destination, he
loses internal encegy and must make a Cold weather
hazard check. If his altitude drops, he gains energy
and must make a Hot and Humid check for dam-
age.

g':-l'nbew:y: A series of rocket-powered trams con-
niect one side of the continent to the other via a se-
rics of subterrancan tubes, each tube tunnel
appearing to be a bottomless pit into which the cars
fall. Code IT1 TDs or lower with high credit limits are
needed to use.

‘Walkways: This rransporation system is network
of moving walkways, statrways, and lifts often with
small chairs or cabs attached. The most efficient sys-
tem uses a series of meral platforms hovering on 2
repelling magnetic field.

Powered Air Vehicles
Aircraft possess two speeds: an air rate and 2 ground
rate. Ground speed equale 1/2x the air speed in
most cases {1/10x for airplanes), The E-Car and
Bubble Car can also funcrion as submarines, and
their submerged speed is 1/4dx their air speed.
Arrcraft can climb ata rate equal o their accelera-
wion and dive ar 2x that mate. About 80% of all air-
craft have radar-avoidance aurocontrols. The
maximum height each can fly is called the ceiling,

Ceiling Aircraft

1 km Anti-Grav Vest, Autogyro, and Jetpack

5 km Balloon, Glider, Helicopter, and Pogo
Plarform

10 km Dirigible and Flit Car

50 km Airplane and Bubble Car

100+ km  E-Car and Suborbital Transport
Airplanes: These small, fixed wing craft require a
strip of land 100 meters long and 2 strong wind for
landing and rakeoff,
Antigrav Vest: Pawered by four chemical cells for
50 hours of operation, this unit allows the weater
adjust his relative gravity to bound 5-50 meters. A

DX Save is necessary to land on one's feet. The vest
also allows slow levitation ar a rate of § meters a
mrn,

Autogyro: With multiple propellers, these wing-
less craft can take off and land in 50 meters and can
wum on & domar in midair,

Balloon & Dirigible: A balloon catrics 200 kilo-
grams of ballast, and a dirigible carries 2,000 kilo-
grams.

Bubble Car: This very rare vehicle has a self-
contained engine that never needs fuel (and ex-
plodes when opened), using the Barth’s magnetic
fields to fly and hover at any height. It is possible to
leave the carth’s atmosphere in such a vehicle, using
a complicated computer program.,

E-Cars: Powered by small nuclear rescrors, these
specially built government cars can operate in space
using a special program. They can hover and work
under waser at limitless depths.

Glider: There are powered and nonpowered ver-
stons. Both require DX Saves at intervals to control
the flight (per 30 minutes powered, 10 non pow-
cred). Powered gliders can launch in a 50-meter
arca; nonpowered units must be owed or dropped
from a height.

Jetpack: These are individual, chemical-powered
units capable of 10 minute flights less 1 minute per
50 kg over 100 kg,

Pogo Platform: A one-man flithoard.

Suborbital Shurtle: This mass transport follows
preprogrammed routes, rocketing into the iono-
sphere and then gliding down 1o the destination.
Shurtles are fueled by liquid hydrox processed from
seawater; thus, their launch sites are located on sea-
COasts,

Vehicle Combat & Damage:

Rules for driving are included in the Movement sec-
tion. Mancuvering ratings plus the driver's rank are
used instead of DX scores when attempring difficult
moves. If a vehicle fails a maneuver save, an EN
Chetk must be made using the Malfunction table.
General rules for {ighting are detiled in the Com-
bat secnion.

Mounted weapons: If any weapon is stiff-
mounted to a vehicle, attacks may only be made in
one direction. Use the Maneuver modifier rather
than DX to modify Rank.

Ramming: Use the collision Special Atrack rules.
The attacker suffers only 1/4x normal crash damage
from an intentional am.

Vehicle & Machine Malfunctions
Resule Malfunction Table
Red Recovery

Orange Breakage

Yellow Distress

Green Sticking

Blue Loss

White Random Action

Black Crash

The exact nature of these effects varies based on
the type of machine. The GM determines exact ef-
fects.

Recovery: The vehicle evades the damage and can
recover 2d10 points if Tech IV or V. [f the item 15 suf-
fering from some continuing effect, such as a fire or
a leakage, thar effect ends.

Breakage: Some small part breaks off the ma-
chine resulring in an obstacle that must be maneu-
vered around at — 2CS. This includes debris, smoke
clouds, and oil slicks, If a character is within short
range, roll an armack using the machine's hit dice as

the Rank with a base damage of (5),
12

Distress: A distressed vehicle suffers + 5 points of
damage each rurn and causes a distraction that re-
duces mancuvering by —5CS, This distress may be
evidenced by smoke and sparks,

Sticking: Some function or element of the ma-
chine has become stuck: Make an EN Save each turn

using the Random Effects.

Random Effects Table

Red Fixed, no further problems
Orange 1o Blue  Works Fine

White Stuck in cutrent mode or random
Black Permanently stuck or random

The function stuck is determined by rolling 1d6.

I. Locomotion: Stuck at current speed for 1 mam.
If acceleraring or braking at chis time, accelerator or
brakes lock.

2. Shocks: lvem ceases to operate smoothly, suf-
fering double the swift move modifier for all actions
(~4CS).

3. Control: Direction becomes stuck in the cur-
rent positon.

4. Repears: The item repeats the previous maneu-
Ver or action.

5. Function: Some function becomes stuck either
on or off or pointing in the last direction. Funcuons
include progrmms, tools, weapons, scnsors, ctc.

6. Power: Power weakens or stalls temporarily re-
sulting in 1/2x speed and other effects.

Loss: This resulr is the complere breaking of some
funcrion. Roll 1d6 and use the previous listto deter-
mine item.

Random Function: The item performs one of its
avatlable actions randomly, despite any contral ef-
forts. Make an EN Save cach turn using the Random
Effects,

Crash: Machines shur down, vehicles crash. If a
machine shuts down, there is a chance thar it ex-
plodes. Roll 1d100, and if the result is fess than its
current hit points, it explodes for & base damage
equal to remaining hit points and with a range of 1
meter per hit points.

Crashes are explained under special attacks. This
section defines the results,

1. Stalls: The machine stops: User must make an
IN Save to start it.

2. Swerves: Machine slows to maintain control.
Speed is reduced to 1710 current speed, and all
actions for a turn suffer a [ —4CS),

3. Spins Out: The machine loses control and
stalls. Vehicles travel 1d10 x 1/ 10 current speedina
random direction, If it hits an obstacle, trearas a
side swipe.

4. Side Swipe: One complete function as defined
in Malfunctions, breaks. Passengers suffera crash at-
tack, but damage incurred is halved.

5. Wrecked: Machine is broken. Passengers suffer
a crash arack.

6, Flip or Roll: A vehicle rolls over its top and
lands uprighronly onaroll of 1 on 1d6. The passen-
gers suffer a crash avtack, and all damage incurred is
x2. Machines are considered irreparable.

7. Burn: A vehicle flips as above, and eithera fire
starts or victim is crushed. This causes 3x nomal
crash damage. Machines explode.

Damage & Repairs:

Vehicles may continue o function ac lesser degrees
of efficiency unless wrecked. Subtrace 1/4x damage
from vehicle Endurance. To repair a vehicle requires
cither the use of some high tech robotic repair unic
or the use of the Inventions & Research rules, page
32,
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Tech & Complexity rankings,

Program Racing (PR): The number of simple
tasks programmable.
Armmor Class (AC): The amount of cover provided
scated passengers.

Hit Points (hp)
Maneuver Rating (MN); This number plus the
Driver's Rank is used to do a wicky maneuver, such

as taking a corner at faster than half normal speed.

Movement (MV); This is normal speed.

Mode: The mode of locomarion,

Accelesation/Deceleration (A/D): A vehicle can
accelerate this rate each wm, up to maximum speed
(2x normal). Damage 10 speed reduces rate by 1710,
A vehiele may slow by this rate each rum,

Brakes: A vehicle can increase its decelerationin 1
wirn by using a brake factor, Once used, a brake fac-
tor is lost until repaired. If all brakes are lost, decel-
eration i$ half normal.

Power: This notes the fuel type, the amount
available, and the usage rate. Energy use is ex-
pressed 1n hours and minutes; fuel consumprion is
given in kilometers per liter (kpl). Oil engines can
burn petrols or alcohol. Steam engines are powered
by atomic cells for 1200 hours.

Fassenger (PASS) & Cargo (LOAD): Interchange-
able 100 kg equals one man.

Cost: This is the gold cost of the item. An asterisk
notes that this item is rarely available for purchase.
Two astetisks note items that can only be found as
treasures,

Water Transparts Tech PR AC HD/EN hp MN MV Mode AID  BRAKES POWER PASS LOAD COST
Boat, Large DI 1S 4(—20) 100 350 B i Ohar/ Sail 10 — PS5/ Wind 60 12,000 50,000
Boat, Small al — 2(—=10) 15 0 12 30 Ohar/ Sail 2 — Ps 1o 600 500
Canoe / Rowboat Bl — 1{—93) 3 23 ¥ PS Oar 2 — ] (] 300 oo
Powered, Lasge GIlI 32 o —45) 130 430 18 120 Screw 10 — Nuclear 600 60,000 b
Powered, Small Ell 4 5(—25) 23 B0 20 80 Screw 20 - 0il.200 L (10 kpl) 10 600 Ll
Raft, Large Bl — (—10) 23 80 6 Total PS Pole "o P — PS 30 6,000 2,300
Raft, Small Al — o 18 60 8 PS Pole 14 PS = P i 700 730
Submurine, Large KII 48 12( - 60) 50 B30 12 B0 Scicw, 20 10({x3) Nuclear 80 £,000 L
Submarine, Small GHL 12 15(—90) 30 oo 16 40 Screw 10 5(x5) 2A 6Chrs 2 200 s
Land Transporrs Tech PR AC HD/EN hp MN MV Mode A/D  BRAKES POWER PASS LOAD COST
Anti-Grav Sled EIV — (=% 50 160 § Tow Pocls — - A 100hos —  25.wons =
ATV (Allk Terrains) DI 18 1{=% 25 80 20 0 Special 10 5(x5) Oil 401 (5 kpl) 2 50 4
Bus BV % 7(—33) 175 a3 12 ] Wheels 10 10{x10} Stearm 200 | (23 Iph) B0 1,000 ) 4t
Civ. Cat, Small FIl 4 4(—20) 30 100 18 100 Wheels 30 10(x3) Oil 401 {20 kpl) 2 50 o
Civ, Car, Medium FlI 8§ 6(—30) 35 120 13 90 Wheels 25 5(x10) Oil 80| (10 kpl) q 200 Ly
Civ, Car, Large d311 7(—33) 45 1350 |2 o Wheels 20 5(x13) Oil 120 1 (5 kpl) 8 1,000 &9
Dune buggy Bl — 0 20 75 2 50 Hovedfan 20 5(x5) Qil 301 (30 kpl) 3 30 e
Hovercar vV 20 5(—23) 1350 200 13 120 Wheels 40 10(x20) Steam 100 | (10 kpl) 16 12,000 i
Jeep/ Pickup ENl 12 &(=30) 43 150 13 80 Treads 30 LO(x10) Oil 301 (10 kpl) 4 400 .
Mil, Car, Armored Gl 1o 6= 30) 123 30 12 120 Wheels 20 20(x10) Steam 2001 (5 kpl) 20 2,000 e
Motorcycle EHl — 0 10 16 100 Wheels 15 S(x%) Ol 201 (25 kpl) 2 10 4
w/sidecar EHl — 1{—3) 13 50 12 60 Wheels 0 3Hx3) Qil 201 (13 kpl) 3 (1] =
Papel Truck FII 12 6(=30) 100 350 8 BO Wheels 20 10(x10) Oil 120 1 (% kpl) L 3 ony =
Semi Truck Lo 11 ] (=40} W0 700 6 20 Wheels 25 10(x15) il 200 1 (2 kpl) 3 1R2wm -
Tank Gl 24 10( = 340) %0 Rso M 40 Treads 10 10(x10) Sream 4001 (1 kpl) s 1500 L
Tractor! Dozer GHI 18 B(—4D) 175 27 L] 30 Treads 3 (3(x10) Oil 350 1 {1 kpl) v 3 tons ot
Turbine Car EIV B 3(—23) 30 100 18 140 Wheels 25 10(x10) Oil 40 | (40 kpl) 3 109 o]
Monorail/ Train HIV 54 B(—40) 430 1500 § 800 Tracks 100 50(x3) Broadeast Many 4 tons .
Transmat KY 100 15(=73) 150 oo 0 Special Telepart  Special  Special Unknown 5 500 -
Tubeway v 7 10( = 50) 2,000 7,200 4 1,600 Rockers 400 200(x10) Liguid Hycheon 150 3ons .-
Walkway HIV 80 0 150 200 40 120 Magnetic 30 10 Broadecast - o9 e
Animal Transports Tech PR AC HD/EN hp MN My Mode A/D  BRAKES POWER PASS  LOAD COST
Can Bl — 1(=5) 10 LT/ N ] Beast MV Wheels 5 1(x2) Beast 6 400 150
Chanor, Racing car — 2 =10) 15 0 10 Beas: MV Wheels 10 2(x5) Beast 2 10 500
Chariot, War DIl — 3(—15) 20 B Beast MV Wheels 8 1(x3) Beast 4 200 1300
Mouny Talent IN Beast Beast  Beiwst DX /4 Beast MV Legs Wi MV —_ Beast 2 S0 Varnes
Sled ci — 2{=19) 0 73 6 il: Beast MY  Runnecr 3 1{x35) Beast 6 100 1,000
Wagon DIl — 4(=120) 23 B0 3 s Beast MV Wheels B 1{x5) Beast 12 4,000 2,300
Aerial Teansparts Tech PR AC HD/EN hy MN MV Maode AID  BRAKES POWER PASS  LOAD COST
Airplane Hill 8 H=1%) 50 2000 12 1,200 Propellor 130 50(x5) Oil 200 1{15 kpl) 4 200 "
Anti-Gray Vest GIV 4 — A 30iN=e — Pods fa — 4C sthrs 1 100 =
Autogyro Gl — - 20 73 16 480 Rotors 120 10(x5) Oil 201 (2 kpl) L 20 ot
Balloen b - — 10 40 | Windspeed Wind 10climb  5(x20) Fuel 48hrs! Gas 200hrs 4 40 s
Bubble Car GIV 24 8(—40)—2RF B3 00 123 1,600 Magnetic 400 200(x10) 108 72he/Bhe 20 3,000 2 g
Dirigible Fil 12 i=19) 40 150 B 120 + Wind  Propellor 0 x50} 0il 2,0001 (2 kpl) 12 4.000 e
E-Car HIV 36 10(—50)—IRF 80 280 30 400 Field 00 40(x10) Nuclear I year 8 B0 L
Flit Cas GIV 16 4{—=20) 63 240 18 160 Hoverjet 30 I(x20) A 200ht hover/ 100hnair 6 40 =
Glider G — — 13 o 6 12 (Jet) 12 B(x3) Oil 10120 kpl) 2 0
120 powered
Helicopter HHlI 12 Varies 75 263 2 720 Rotors 200 30(x3) Ol 150 110 kpl) ] 1.000 p.d
Jerpack FIV 8 = 5 0 16 160 Jer 60 10{x4) Chemical 10 min | 200 o d
Pogo Platform FIV 8 — 15 75 12 120 Haverjet 15 S(x10) A 600hrs hover/300 hesair | 1% 2
Mass Transit
Suborbital KIV B0 18(—80) 4500 15,000 8 2400 Rockets 600 100(x8) Liquid Hydrox 208 12,000 =




GENERAL EQUIPMENT

Type Tech Cost Wt MNotes

Accelera Dose BIV *{100) A Healing, base (10) points
Adhesive Paste All 20 2 Quick drying (PS 15)

And-Gray Pods FIV e 5 {See Notes) D: 2H 10hrs
Anti-Radiation Senmm P w Lo 3 Negates radinton damige
Backpack Al 3 1 Capucity = 13 kg

Bedimoll (ar fiurs) Al 3 2 Reduces rest time by 25%

Beer (2 liters) 1 5 3 1/2¢ Drug dosage

Rinoculars {per 10x power) B 100 1 +1 mnge per 10x

Hoots n 20 ! Without, travel ar 1/2x speed
Candles (6) Al 2 3 Range = 6m; D: 2 hrs

Clathing (all types) Nil 5-50 2 Without doubles exposure damage
Communications Sender ci *(500) 2 {See notes)Range = 1000 km. D: C 10 he
Commun:cator (small) ci *(250) 5 (See notes)Range = 50km. D: € 100 he
Control Baton cIv . o {See notes)D; H 10 hr

Crash Foam cw 2 2 Reduces impace damage by —2RF
Crash Sair EIV s 10 Reduces impacr damage by — 5RF
Cur-ln dose BV *(300) 1 Negares drugs & poison

Energy Cell, Atomic cw .e 52 (See nores)

Energy Cell, Chemical Alll *(50) 1 (See notes)

Energy Cell, Hydrogen BIV *{150) A (See nores)

Energy Cell. Solar BIV *{100) 5 {See notes)

Energy Cell Charges DIV o 2 Recharges in 1-1{) hours

Energy Cloak (o8 \ - 1 {See notes)

Fire Foamni Gel ci *(230) 5 Extinguishes 20 points per use
Flammable Oil Flask Al 3 P} Flame may scare animals
Fungicide (one applicarion) AV 10 5 Dm (30} fungus

Genetic Booster (4 doses) cw bl 1 Mutates man & plants

Glow Cube Al 50 A Range = 30 m or beam 30 km; D: H 24hrs
Gun Scope, per 10x C 1 (350 i +1 fange per 10x

Harmess D 13 1o Reins and tack by specific beast
Hemp Rope (15 meters) Al 1 | 5T 6

Herbicide {one applicanon) AV o8 1 BPim (20) Plants

Insect Repellent (one tube) Alll S0 2 6 doses, D Jwks

Interra Shoy BV = i3 Truth serum; D 10 min

Iran Spikes {12) All 3 2 Climbing #id, ST 18

Kinetic Nullifier Fluid (8 oz) BIV a8 2 Fricuonless oil, A; 35 meters
Lantermn (with oil) Bl 10 2 Range = 13m; D: thrs

Large Leather Sack Al 2 5 Capacity = 10 kg

Lexicon (1d6 + 2 languages) clg 500 2 Translarion dictionary

Map, local Nil 100 or 500 | Rough or notared map of 20 km
Matches (box of 30) Alll 10 1 25% chance each lights

Medi-Kit EIV - | (See Medical Equipment)

Metal Cookware (ten pieces) All 3 2 Iron & copper

Mind Boester (4 doses) BIV - 1 Increase MS 4+3; D Thr

Mines DIV - 11010 L12(6) vo T 30{15) + Specinl Artacks
Neutralizng Pigment, Black BV *(200) 5 Negates Lasers

Neutralizng Pigment, Green BIV *(130) 3 Negares Electricity

Neutralizng Pigment, Gray BIV *(100) 5 Negates Cottotive

Neutralizrng Pigment, Orange BIV *(250) 5 Negates Sonics

Neuttalizng Pigment, Red BIV *(500) 5 Negartes 110 Radiation

Puin Reducer (4 doses) B 11 100 A Negates pain; +1 hp/CN
Parachute faii} 125 3 DX Save to land safely or fall 10 meters
Plastic Cord (10 meters) Alll 50 b] ST 8

Pacumo-fack DI 1,000 12 PS 50, can [ife 5x P§

Poisan Aandote (115) Bl 50 1 Asx Immunity

Partent cIv o 3 Capaciry = § people (See below)
Quarter Seaff Nil 1 1 Length 2 meters; Dm (8)

Rations, fron (1 week) 1 20 2 Diicd food, doubles warer necd
Rations. Journey (1 week) 1 0 ) Condensed food

Saddle (specific animal) Bl 30 § Without 1/2x Talent

Small Leather Sack Al 1 2 Capacity = 1 kg

Small Kock Hammer Al 2 | Dm (3); double to stone

Steel Mitior, concave All 10 2 +3 to dtart solar fiees

Stim Dioss BIV o | 1 PS& DX +1;IN =1:D: lhe
Suggestion Change Drug BIV il 1 Hypnaosis for 4 hrs

Sustenance Dose BIV *(100) g Equals 1 ration

Telescope (per 10x power) Bl 7 L] +1 range per 10x

Tinder Box (fline & steel) Cl i 2 +3 o start fire

Torches (6) Al 2 1 Range = 15m: D: | hr
Uhraviolet /InfraRed Gogples Alll - 2 (See notes)

Whater Sken | 1 . Capacity = 2.5 liters

Wine | 1] 5 Capacity = | liter

Wriring Kit All 50 5 Pen, ink, 20 pgs paper & mappmng tools
Abbrevianons:

D = Duration H Hydtogen cell oz = guncc

E =  Area of Effect 5T Material Steagth Wt = Weight

* ltem noe nomally available for punthase.
=* liem vnly found as treasu

General Notes:

The GM should create any descriptions desited for
these various items. If an item is to be an unfamiliar
device, it should have an atypical appearance to fur-
ther confuse its purpose. For instance, a gun could
look like a small celevision or a pocket lighter. Odd
descriptions add to the flavor of a futuristic alien
world for the players.

Additional Descriptions

Anti-Grav Pods: Usually found in pairs, these
one-meter oval pods have magnetic coupling. and
thus artach themselves to metal icems. Each is pow-
ered by rwo Hydrogen cells far 10 hours of opera-
tion. Each can make 5 merric tons virtually
weightless.

Communicarions Sender: This holographic radio
has 4 range of approximately 1,000 km. When
linked 1o a communications satellite, i1t can reach
triple this distance. This is a 2-meter-tall box wich
scan screen and trivid lenses as well as wide-range
audioscan. It {s normally powered by a Chemical cell
for 10 his.

Communicator: This is a small, fist-sized unir ca-
pable of bearming and receiving radio waves up to a
50-km range. It is usually powered by u Chemical
cell good for 100 hours.

Control Baton: This 20-cm-long rod is powered
by a Hydragen cell for 10 hours. It can activate or
deactivate most power suits of armor by touch. It
can also detect acrive suite within 10 km. This baton
also funcrions as an [D device of varying codes, and
can only #ffect suits with the same code level.

Energy Cell, Atomic: This bulky, shiclded nu-
clear battery holds a charge for 1,000 years. It can be
repowered by 110+ mdicactive fuel.

Energy Cell, Chemical: This is the maost common
type of bartery, It can hold a charge for 1.6 years,
but the cell 15 easily recharped

Energy Cell, Hydrogen: These 10-cm tubes are
made of hard plastic and most hold theit charge un-
til used. They can be techarged.

Energy Cell, Solar: This flar, green-black plastic
square cell can recharge in sunlight at & rare of 1
hour's use for 4 hours exposure.

Energy Cell Charger: Recharges only Chemical
and Hydragen cells.

Energy Clouak: Powered by a Chemica) cell for 12
hours, thiseloak and hood is made from woven fiber
optics and creates a pulsating light display that re-
flects laser and other light-ray attacks.

Gun Scope: For every 10x factor of the scope
(ranges 10x 1o 100x), add one range factor to all
rariges. Thus a 30x scope increases short range of a
weapon to4x the base range. A gun scope also may
possess a special seosor capability, such as: infrared /
untraviolet, laser guidance, magnetic or sound
tracking.

Mines: These may have a varety of special at-
tacks; such as an acid spray, flame, shmpnel, sonics
or tangling.

Neutralizing Pigments: These opaque pigments
come in 10-cm tubes, with enough to cover two
men. Each pigment negates one type of atrack for
up to | day or till washed off.

Portent: An inflating, polyvinyl shelter, this item
is pawered by two Solar cells for 24 hours of constant
use. This unir creates an Inerta field o proteat
against the elements,




A vatiety of equipment that either is too large to
carry or is builtinto a building is often discovered in
Ruins, These items ate called fixed machinery, and
they constiture a special type of artifact. These items
cannot be purchased, carned off, or turned in for
Status Poines. Finding and using such machinery
have their own rewards.

Fixed machinery is all Tech Leve! IV or V, and
most are Complexity G — Think Tanks, Cybernetic
Installations, ind Main Building Computers are
Complexity H.

If a picee of fixed machinery is capable of direct-
ing an attack, s Areack Rank is only 1/10x its Hit
Dice. This Rank also is used when dividing Rank for
multiple artacks

Broadcast Power Stations: Pary of the nerwork of
power plans and sstellites that ooce generated
power for dispatch by cable or relay station still ex-
sts. Funcuioning Broadcast Power Suadions still
gather power and broadcast it within s 20-kilometer
range to those artifaces able to uee it In some cases,
latge installations or building complexes have their
own mini-Broadeast Power Starion thar supplies
power to units inside the complex, Anifacts use this
type of power in preference to all others if it is avail-
able. Amifacts in use when power was cur off have
since switched to auxbiary power systems {until
these were exhausted or shur down). Artifacts not in
use when power was lost have remained shur down
unless deliberately wmed on by someone. Their
auxiliary power 15 unrouched, Amdfaces thar usc
Broadcast Power have 2 204 greater chance of work-
ing in areas where a station is still operating

HD: 200 to 1200; Range: 2d10 + 10 km.

Computer Temmunals: Access o Main Building
Computers and similar systems is through wall-
mounted screens with built-in keyboards. All rermi-
nals have scanners to check [D's and do oot take
orders from those who cannor show proper ID.
HD: 20; PR: 12.

Cybemetic Installations: These butlding-sized bio-
chemical computers are used 1o control entire instal-
lations. They have their own nucleir power plant
and receive dawm from 2 system of audio-visual secu-
rity monitors and from tobots they contral. Cyber-
netic Insallations always control all roborts in their
vicinity (average of 5d10 mixed types). Only Think
Tanks, borgs, and those with Code V ID can com-
municite with them. They cannot be controlled, ex-
cept n rarc instances by Think Tanks. They can
reprogram and rebuild robors 1o suir their needs.
Often rthese needs are rather bizarre, since Cyber-
netic Installations, like Think Tanks, have their own
personalities which have developed over many dec-
ades withour human contact. They usually are eager
1o help Pure Stain Humans unless their aherrations
have gotten 1o the point of rejecting their role as ser-
vants of man, but they react unfavarably to mutared
animals and grossly mutared humanoids. These re-
actions produce the same Reaction Check modifica-
tions as for Think Tanks.

HD: 1100 to 2,000; DX: 120 ( +4); MS: 50 { +4);
PR: 500 ( +5)

Energy Field Generators: Many devices exert energy
frelds, encrgy shields, force fields and force shields.
All of rthese rerms mean the same thing in game
terms: the device 18 protected by a field thae reduces
damage before it is inflicred an the device (or a chat-
acter protected by it), All such ficlds can be dam-
aged by red results of energy attacks stopped by the

FIXED MACHINERY

field, reducing strength of the field by IRF 1faficld
is reduced to 0 RF it colizpses. The shields of most
Think Tanks, Cybemctic Installations, Broadeast
Power Stations, and some Main Building Com-
puters use the same power source as the unit they
protect.

HD: 250; Strength: — IRF to — 1ORE

Life Chambers: Only a few scare of these devices ex-
st in experimental hospitals and military bases.
They look like plexiglass shower stalls, but a dead
character placed in a working Life Chamber within
24 hours of his dearh has a 50% chance of being
broughe back to life. The character must reroll all
his attributes, but rerains murations and. status,
Memory is lost. Life Chambers work on all chamerer
types with equal efficiency. They are operated witha
special terminal and answer 1o Code 111 1ID. Life
Chambers run off Broadcast Power or hydrogen en-
crzy cells.

HD: 15,

Main Building Computers: Most prehalocaust
buildings had computers that controlled power, se-
curity, and maintenance. These units have a small
numberof logic circuits thar allow them to deal with
minor damage, cleaning tasks and intruders, Each
unit is tied o visual and audio monitors, and most
control 1d12 general houschold robots, 1d6 engi-
neering bots -light, 1d6/2 supervisary borgs, and
1d6 security rabors. Main Building Compurers obey
characters who show a particular Code 11 1D that
they are programmed (o obey or who show a Code
IV ID. Their robots obey someone with the proper
ID. the Main Building Compurer; or the supervisory
borgs. Main Building Computers operate off both
Broadcast Power and solar-energy cells. Main Build-
ing Computers are seldom programmed to accept
verbal orders.

HD: 50 o 150; DX: 15(+1); MS: 9(—1); PR:
2 *+3).

Rejuy Chambers: These special horizontal chambers
look like 20th-century 1ron lungs and were common
in urban hospitale before the holocaust. Rejuy
Chambers operate off Broadeast Power only and an.
swet to commands from & special compurer terminal
used 1o control them. They obey Code 111D, Char-
acters (regardless of type) placed in an operating Re-
juv Chamber has a 100% chance of reguining all lost
hit points if they have lost 50% of their poinis ot
less. They have a 75 % chance if they have [ost 51 %-

15

73 % of their points, and a 50% chance if they have
lost more than 75%. If a character uses a Rejuv
Chamber more than once in 4 weeks, he must make
a system-shock roll.

HD: 30.

Security Monitors: Main Building Compurers and
Security Installations use these audio-visual sensors
to collect dam. Mosy consist of wall or pole-mounted
audio-video pickup (like o camens with sound ar.
tachment). About 25% of Security Monitors have
special sensors (see Robot sensors),

HD: 10; DX: 11 + controller’s PR mod; MS: 3(—
3); PR: 9(—1).

Stasis Chambers: These devices ook like Rejuv
Chambers and are operated in the same way (2n-
swering ro Code 111 ID). Each creates a srasiy field
within which a chamcrer is preserved indefinitely (or
as long as Broadcust Power or solar energy cells are
available). The character exists in astute of slecplike
suspended animarion and is torally unaware. Srasis
Chambess are found only in special medical centers
for the incurably ill and in secret milicary bases,
There isa 30% chance that a Stasis Chamber is occu-
pied when found. Occupants are always Pure Strain
Humans.

HD:; 435; PR: 20( +3).

Think Tanks: These room-sized. biochemical brains
arc always protected by Cybernetic Installations and
pawered by their own nuclear power plants, They
are found oaly in spaceports und secret milieary ba-
ses. Their purpose is to plan for contingencies atfect-
ing the base they serve and to answer questions. In
rare cases, they control their Cybemetic Installation,
buc usually the Think Tank’s function is only mfor-
mational. Borgs, Cybernetic Installavions, and char-
acters with Code VI ID cin communicate with
Think Tanks, bue the Think Tanks do not accepr or-
ders from anyone. Think Tanks gather information
in the same way as Cybernetic [nstallations and they
conrrol robots in the vicinity nor concrolled by their
Cybemetic Installation, All Think Tanks bave a def-
inite (and very inhuman) personality. They usually
react favorably to and 1ty to help Pure Strain Hu-
mans, but racr ncgarively o other types (modify
Reaction Checks by — 5 for Pure Strain Humans and
by +$ for others trying to intetact with a Think
Tank.

HD: 1.000; DX: 10: MS: 21( +3): PR: 1200 ( +6).
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STRUCTURAL HIT POINTS

Structural Hit Points

How much damage any structure or item can with.
stand before it is destroyed is determined by multi-
plying the average hit-point base of the major
marerial of the item by the size factor of the item.
Any item may be reinforced, doubling its hit

point value. In addition, cach marerial possesses an

AC rating and reduces damage cau
number of points indicated.

sed to it by the

The GM should use careful judgement when de-
termining the precise effect of arracks on an item.

TYPICAL DANGERS

For instance, a Red atrack resule against a wall may
be judged 1o have created a breach in the wall before
all the wall’s hir points are destroyed. The size of the
breach would be proportionate to the damage
caused vi: the roral hit points of the wall.

Hit Point Base
Papes 1 point ACO Hard Plastic § polnts AC3(~1%) Ceramic 10 points ACH(=20)
Fabric/ Cardboard 2 points ACoO Wood or Wire 3 poinis AC3(—15) Stone ar Brick 12 paints ACT(—33)
Soft Plasuc/ Leathes 3 points AC 1(—5) Ice 10 points ACUH=%5) Metal Plaies 15 points ACH—43)
Earth, Geivel or Sand 4 poirts AC 2(—10) Glass 10 points ~ AC 2(—10) Duralloy 20 points  AC 12(=60)
Size Factors
Items: Furnishings & Vehicles Building Natural
Gem x1/2 Chair xd Tank, Armored Truck x50 Building Wall 220 Small Wall X8
Pen x] Table x6 Semi Truck x60 Vaulr Door, Airlock x25 Geavel ot Earthen Pile %10
Lighter %1 5 Cahinet, Foot Locker =8 Train Box, Car, Yacht %80 Thick Retaining Wall x30 Medium Wall x12
Transior Radio x2 Console, Desk, Scooter  x10 Locomonve Engine x100 Reinfarced Wall x40 Tall Wiall x16
Bascball x2.3 Motorcycle, Dingy xi2 Airplane, Schooner x150 Armared Wall 130 CLiff face 230
Gun x3 Personal Car, Sailboar x15 Shuttle, Submarine x250 Thin Pillar 53 Shrubbery x2
Book £33 Mid-sized Car x13 il Platform x730 Medium Pillar 8 Small Tree x5
Folio xd Full-sized Car, Speedboar x25 Spaceship, Bantleship x1000  Reinforced Pillar x10 Medium Tree x13
Briefcase 03] Pick Up Truek %30 Window x5 Thick Piltus =13 Lusge Tiee X3t
Rifle x6 Panel Truck %33 Door x8 Small Barrier, Wire Fence 3 Small Boulder x5
Swool x5 Bulldozer, Crane x40 Reinforced Doot x16 Large Barmier, Wood Fence x6 Medium Boulder x10
Large Boulder x5
Dangers & Hazards
CORROSIVES: S‘FFR.ES: ?hISEASES‘ o8 g R S e
: ; b . e ivering Fits ; fzures
The Intensity of corrosives is a factor of concentration Match, Candle 121) Bloody I.Eung Il-a;ﬂj FQ: Iﬁ:y Ability Damage
and volume. Concentration is the number of parts per Torch 14(2) Grey Palsy [L6(4)FQ: 1/wk  Crippling
1,000 units of difution. Intensity for 1 litre equals 1 per Lantem 1 8(4) Crimson Flame  120(5)FQ: 1/day Mentl Shock
5x concentration. Concentrations range from 5x o Campfire 116(8) Lathering Madness 124(6) FQ: 1/2duys Delirium
1,000, Base damage equals 1/4 the Intensicy. Bonfire, Forge 132(16) Earth Poison 132(8) FQ: 1/ddays Invalid
ELE Fotest Fire, Fumace 164(32) Dty Ron 40{10FQ: 1/wk Rotting
y ! Fuel T MATERIAL STRENGTHS:
Though amperage acrually determines the damage (MEEM} ¥ : : ;
causcd by elecuriciry, it &5 casier m use volge o deter- Alcohol 1§ Material Strengths (ST) are used when a being at-
mune an eleconc armack’s Intensity, Intensity equals | per Fassil Fuel (oil, coal) x2 tempts to break free of restraints of the macerial us-
10 volrs of power. Damage equals | /4 the Intensity <core Chemicals (naphtha) x3 ing only brute force. Each material may be
for Jow voltage, dropping 1o 1/10 for high voltage. Thermite (magnesium, lava) x4 reinforced, and the reinforced score is noted follow-
Bartery 14(1)  Genertar 160(13) Arc (hydrogen. plasma) x3 ing the siash.
Spark F2)  Ball Uglining.  1200(20) WEATHER: (Check once every 4 hours) Paper $T~10/ =5
Electric Wire 1 12{3) Chain Lighming | 500(50) Rain (Rain: Fofest) 1401 Sick(1) Fabric STor2
Engine 124(6) Lightning Bolt 11.000{100) Sleer, Freeaing Rain 18(2) Sprain Cardboard ST2/4
i Snow, Lold (Arctic) 112(3) Complications A Bope ST 316
EJ{PLQSWES. Thunder, Elecerical Storm 116 (4)  Lighming(15) Soft Plastic ST4/8
Explosives use is modified by the user’s IN. A Black Hail, Falling Debris 130(3) Crippling Rubber ST3/10
result indicates no detonation. A White result Blizzard, Ice Storm 140(10)  Critical Leathes STé6/12
causes 1/dx damage only in a 90 degree arc. Whirlwind 120(10)  Stunncd mﬂ st ?T n:):gn
Explosives all cause either Complicarions C or A Tormado 160(15) Critical Sitk N]; e e :3 )
i e Wind Starm 120030 Cnmp.llmmm A c o
e Hot & Humid 12(0) Infection Wire ST9/18
Ve Inrensity & Blast Range H ¢ 1203 Exh fce ST12/—
| Black Powder Hom 12(1)—R | mewex F,E";“' Dietesr) | ) i nur:oq Glass §Ti2/24
1 Stick of Dynamite 14/(2) — R 3 meters S by A2} DEampHiions Meral Chad
eral Chains STid/ 28
I Ounce of Plastique 16(3)—R 5 metees TERRAIN HAZARDS: Ceramic STi8/—
| Qunce of Numglyeenn' 110 (3) — R 10 meters High winds (per 20 KPH) 120 (5) Stunned Swone STi6/32
Damage Pack — Small I 16(8) — R 3 meters Geothermal hot springs 1 20.(3) Sick(1) Meral Bars STiB/36
I Keg Black Powder 120 {10} — R 10 meress Lava Flow 14010} Disiniegrate Metal Plates ST20/40
Damage Pack (A) 130 (15) — R-6 meters Flash Flood 1 40(10) Drown Metal Alloy ST120/ 240
Damage Puck (8) 130 (25} — R'6 meters Poisonous Gases 1 60(15) Delirium Duralloy ST600/—
TRARS) | Modide 18020)  Comploaions € WATER CONDITIONS:
TRson s Fhesoa Cas Deuthland (Radiation)  13d6(1/x1)  Murae Still Waser LA(1)
Spiked Pt 110(5) Complicstiods C i o aunani (0 sl Compliaions G Slow Careen 121)
Quicksand 110(5) Drown Earthquake (per Point]  120(5) Critical Steady Cutrent, Waves 1.2 1'6(3)
N e i med o CommeCenil (S0 S mmeie . b
ing Werghit omplications
Acid 112(6) Bt Vacuum, Deep Space  1160(40) Fatal ?:miu\g::!; :q; Water : i% :g}
Slashing Blade  112(12) Slam Rapids, Waves 7.8' { 40(20)
Catapulted 115(1%) Complicatiom C Waterspout 1 60(30)
Missiles o) Stun Whitlpool, Waterfall 1 B){40)
il Frre I16(8) Bumsi Hurricane 1LE0(80)
Poison 16{8) Cririgal
Sand / Watet Flood 120{10) Suffocare
Crushing Room  120(10) Prog, Damage
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PART IX: CREATURES

During the game, the players will encounter many creatures and robots,
This secrion discusses these game elements,

CREATURES

Creatures include animals, plants and intelligent non-player charac-
ter races. Non-player characters function the same as player characters
except that they are created and controlled by the GM. This portion of
the rules shows how to use the creatures included in the game and how
to create new creatures of your own.

How to Create Creatures

The GM may generarte crearures in three ways. He may use the Char-
acter Generation system described in Part IT; he may simply add details,
such as personality, goals, equipment, and personal mutarions to the
creatures listed in these descriptions: or he may create new specics of
creatures as explained here. New species may be plants, humanoids, or
murated animals, If the GM desires, they might even be parasires or ar-
tificial beings such as androids 2nd robots,

Creation of Creatures

1. Choosc what type of creature the new species will be: a plant, an
animal, or an intelligent NPC race,

Select the original pre-holocaust strain from which the ereature mu-
rated (e.g. bear, eagle, salmon, fern, cactus, etc.).

2. If the creature is nog mntentionally an intelligent character race, roll
1d6.

lto3 = Common animal (IN 1d6/2)
4w3 = Cunning beast (IN 1d6+2)
6 = Character level (IN 3d6)

3. Make a note of the original creature’s natural abilities. Unless these
are teplaced by a mutation, they sall exist. (e.g. A rabbit is about 50
centimeters long, has keen hearing, can leap, freezes to avoid detection,
and is an hetbivare.)

If the creature is a characrer race, you should note any special modifi-
cations to the crearure's form as specified in the Character Generation
section. (c.g. A humanoid rabbir might have manipulative paws, etc.)

4, Detesmine number and type of mutations. Roll 1d6 twice o find
the number of physical and meatal mutations.

Then using the muration tables, roll d100 to define each mutration,
rolling again if a mutation 1s duplicated. If you roll more than one phys-
ical and mental defec, reroll any additional defects. Do not roll for the
final physical and mental mutation, bur instead select 2 mutarion which
complements those already determined.

Instead of rolling, 2 GM may choose all murations.

5. If none of the physical mutations changes the creature’s appear-
ance, choose one or two items to alter the creature’s appearance. This
may be as simple 25 2 change of coloration orsize, or as detailed a5 add-
ing antennae or changing rhe crearure’s shape.

These adjustments may confer natural abilities such as camouflage or
ability to climb trees, but should not adjust the creanure’s attack, abilicy
Or Mmutarion scores.

6. Now select this new species’ average Ability scores, Use the crea-
tures presented as a guide, of you may compare it toa typical pure strain
human, whose average scores are 11,

A rule of thumb is that few crearure's abiliry scores should ever exceed 21.
Physical Strength tends to be an exception. Note that Dexterity does not de-
fine ar what speed a character can ran, only how swift its reflexes are. A
score may be less than 0, when compared to a typiczl human minimum
score. Zero in this case is only a relative number.

7. Decide what the creature’s average size and weight is using the de-
tails already determined, Weight should be given in kilograms. An av-
erage human adule s 1.75 meters all, and weighs 75 kilograms.

8. Select the creature's average Hir Dice.

A rule of thumb is to assign 1 Hit Die for every 10 kilograms of weight
plus or minus 3 Hit Dice for every Constitution bonus or penalty paint.

9. Select the creature’s Armor Class. Use the creatures given as a
guide. Take into account the creature’s hide and Dexterity.

10, Define the creature’s number and types of physical attacks and
base damage for cach of these. Use the creatures given as a guide,

Artacks include claws, bites, quills; bashing, and physical mutations.
In addition, a creature’s attacks may have Special Effects such as, poi-
son, radiation, stunning, drugging, etc. Note the Intensity of any Spe-
cial Effects, if any, and the effects duration or base damage.

A rule of thumb is thar the average number of attacks each turn should
not exceed half che number of the creature’s limbs to 2 maximum of
one-third the creature s Intelligence score. Some means of causing phys-

ical damage must exist before a crearure can use 2 method o atrack.

(e.g. Rabbits do not have effective claws, and could not use chat as an at-

tack form.)

11. Select the creature’s Morale and common tactics.

The higher a creature’s Morale, the less likely it will flee, and the
more likely it will be hostile. Morale ranges from 5 to 15 in most crea-
tures and should not exceed 18.

Common tactics are the attack methods a creature uses. A creature
may wait in ambush, swlk prey, charge, defend only, atrack in packs,
harry prey, use snares or lures, erc.

12, Define the creature's modes of locomotion and base action
speeds. The creature's natural modes of locomotion and any new muta-
tions should be taken into account. A typical human'’s action speed is 24
meters Per-turmn,

13. Select the range of the typical number encountered at one time.

The low number should be able to be defeated by a party of four be-
ginning PCs with Tech 1 weapons. The average number should be able
to be defeated by four midrank (10) PCs with Tech Il weapons. The
high toral should prove a challenge for four high rank (15) PCs with
Tech [V weapons.,

The number appearing range need not be able to be generated by
rolling dice. The GM should select the number appearing to equal the
challenge he wants to present the characters.

14. Determine where the creatute lairs, and any special habits or atti-
rudes it may have.

Consider a creature’s origin and narural abilities when deciding
where it makesits home. Or the GM may choose to add an odd location
for a creature’s lair 1o add a difference to the beast.

Habits include things thar are common actions for the crearure. This
may include favored foods, nocrurnal activity, terrains the creature is
commonly found in, how it treats prey, nesting habits, places it fre-
quents, etc. Forinstance, yexils like ro car polyesters, opposums hang by
their tails in trees, cte.

Arttudes include likes, dislikes, and common responses.

15. Name this new species and write a description of what it looks
like. taking into account all the details which were chosen above.

When & specific creature is needed during an adventure, the GM
picks which type to use. He may then use the average scores given, or
may create individual scores that vary from the average.

At first, the GM will only need the creature’s Morale or Intelligence
score to determine the creature’s response to the encounter. If a fight
breaks our, he will also need to know the creature’s Armor Class, Hir
Dice, hit points, Speed, natural attack forms, mutations and individual
murtations and weapons possessed.

He will also need to know the creature's Physical Strength and Mental
Strength scores.

A guick method for determining each mutartion's scorc is to use these
numbers for physical and mental mutations, instead of creating individ-
ual scores.




A creature’s Hit Dice may also be used as the beast’s Constitution
score, if the GM doesn't want to take the time to determine the crea-
ture’s personal Constitution score.

Other Ability scores will be needed only if the creature must make an
Ability Save. The average Ability score may be used, or the GM may de-

rermine individual scores.

Creature Descriptions

Listed here are 60 creature species common to post-holocaust Amer-
ica. These crearures are listed in alphaberical order.

These scores represent mature adules of the species. Younger or older
creatures will be weaker and slower. A good rule of thumb for the GM is
that he may vary these scores by from + 3 to —3 points when developing
individual’s scores.

NPC race creatures will also possess higher and lower character ranks,
than that noted as the average. Only intelligent NPC species may use
the benefits of experience rank, such as additional hit chances.

Each description 1s divided into the following categorics.

Name: This is the name of the species. If known by more than one
name, the most common is given first and secondary names follow in
parentheses.

Number: Thisis the number of these beasts commonly encountered
together. The GM should choose how many are met to match the degree
of challenge he wanss.

Morale: This score is used to determine the response of this species
when encountered in a group, If an individual is met, the GM may use
this average Morale score, of the creature’s personal Intelligence score.

Hirt Dice: Thisis the number of six-sided dice used to determine each
crearure’s hit points. It is also used as the average creature’s Atrack
Rank. If the creature is an intelligent NPC species, the Hit Dice repre-
sent the mature adult typical Experience Rank. Lower ranked individ-
uals represent younger creatures.

This score may also be used as the crearure’s Constitution score when
needed for Ability Saves, so that individual Constitutions need not be
created.

Armor: This isthe Armor Class of an typical creature. The number of
points of damage resisted each tum equals five times this number.

Speed: This is the base movement rate of the species for cach type of
locomotion. Action turn speed equals this number of meters, The crca-
ture moves 10 times this speed when searching an area for 10 minutes.
The species may also move this number of kilometers every 4 hours.

All razes are for unburdened crearures moving at normal speed. Bur-
dened creatures move at 2/ 3rds speed, while heavily burdened move at
1/3rd speed. Halve these rates for moving at slow speed and double
them for fast speed.

Locomaotion rypes include water (swimming), land (walking, crawl-
ing, etc.), air (flying or floating), and burrowing (digging or tunnel-
ling).

Ability Scores: These scores are grouped as either physical or mental
abiliries. The species’ average score is listed, bur the GM may roll dice to
generate the score if he desires. Use d6/2 or d10/2 for low average
scores, and use d6 or d10 plus some number to generate higher scores.

Physical Strength and Mental Strength scores are used in place of gen-
crating individual scores for physical and mental murations.

Following the average scores is the standard modifier. Negative de-
notes a penalty, while positive indicates a bonus.

Atracks: This is the number and types of attacks the creature can
make per turn using natural abilities and weapons and the typical base
damage each type causes. The chance of an attack being successful de-
pends on the creature’s Hit Dice.

If the artack type is followed by a word, this indicates any special f-
fects thar will occur if an Ability Save is failed. If the word is in paren-
theses, (), this effect occurs only on a red result. The GM should take
note of the type of damage the attack causes, to account for other ef-
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fects.

Mutations: This lists the mutations possessed by this species. Indi-
viduals may possess additionzl mutations.

The mutations are grouped as Physical (P) and Mental (M) and use
the Physical Scrength and Mental Strength scores instead of generatung
individual scores.

Description: This lists the creature’s appearance, habits, powers, ctc.

Android

Each of the three android types has its own unique characteristics.

Characteristic Thinker Worker Warrior
Number: lwod ERCE lto6
Morale: 15 5 10
Armor: 1(—5) 2(—=10) 3i(=15)
Hirt Dice: 10 10 15
Land Speed: 24 24 24

PS: 14(+1) 18( +2) 18(+2)
DX: 14(+1) 10 18(+2)
CN: 14(+1) 18(+2) 18(+2)
MS: 18( +2) 10 14( +1)
IN: 18(+2) )=1) 14(+1)
CH: 14(+1) 8(—1) 18( +2)
Attacks:

By Weapon 4 2 10

Mutations: None

Description: Androids are man-made beings. Their shape is human,
bur their skin is red hued and their faces blank slates. They usually con-
sider humans to be enemies, and will fight 1o the death. When an an-
droid dies, it dissolves into a pool of red protoplasm.

All androids wear Tech 111 or better armor. Warriors and Thinkers use
Tech I or betrer weapons.

Arks (Hound Folk)
Number: 1to4
Morale: 12
Armor; 5(—=25)
Hit Dice: 8

Land Speed: 36

PS: 15(+1) MS: 12
DX: 4(+1) IN: 12
CN: 12 CH: 12

Auwacks: Weapon (8)
1 Bite (2)
Mutadons: (M) Life Leech, Telekinesis, Weather Manipulation

Description: These intelligent man-dogs grow up to two meters tall
(standing on their hind legs). They are ferocious enemies, but have a
deathly fear of large winged creatures, Arks use Tech Level Il weapons
and only wear leather or studded leather armor and carry shields, Their
coarse, heavy fur also offers substantial protection. Arks hunt all other
species as food. They consider human (or humanoid) hands to be a par-
ucular delicacy,




Creature Descriptions

Arns (Dragon Bugs)
Number: l1to6
Morale: 9

Armor: (—=5)

Hit Dige: 5

Land Speed: [

Air Speed: 24

PS: 8(—1) MS: (-
DX: 14(+1) IN: 2{=3)
CN: 11 CH: 3(—3)

Artacks: | Bite (5)
Mutarions: (P) Immune to Light artacks

Description: These one- w two-meter-long dragonflies can carry
loads weighing up to twice their Physical Strength in kilograms when
airborne, but not while crawling along the ground. They are often cap-
tured and domesticated as flying steeds by small humanoids and mu-
tated animals. However, they are only trainable when young.

Badders (Digger Folk)
Numbes: 3w 18
Morale: 10

Armaor: 5(—25)

Hir Dice: 6

Land Speed: 24
Burrowing: 8

PS: 10 MS: 16(+2)
DX: 18(+2) IN: 11

CN: 11 CH: 7(—1)

Artacks: Weapon (6)
1 Bite (1)
Mutations: (M) Empathy

Description: These 1.5-meter-tall, humanoid badgers inhabit tem-
perate areas. They are organized into Tech Level 11 type societies run by
their "nobility!" Badders are of evil disposition, given to raiding their
neighbors and gleefully engaging 1a wanton destruction. They almost
always have Tech Level 1 weapons. There is 2 10% chance of each bad-
der in a party having a Tech Level 1l weapon in addition. Badders favor
chainmail and ringmail armor, They walk erecr. Badders have a keen
sensc of smell, burare hard of hearing. They speak a snarling language,
though some can use the trade language.

Badder villages and steadings consist of underground earthen tunnel
complexes, containing 10410 malesof fighting age, an equal number of
females (who will fight with or without weapons) and one child per fe-
male. For every 20 badders, there will be one noble, Rank 10.

Barl Neps (Deathfish)
Number: lwd
Morale: 7

Armor;: 6{ —30)

Hit Dice: 13

Warer Speed: 48

PS: 11 MS: 3(—3)
DX: 7(—1) IN: 2(—3)
CN:5(—2) CH: 2(-3)

Attacks: | Bite (4)
Mutations: (P) Radioactive Oil (118)

Description: This black predatory fish often grows o a length of 1.5
meters. Once perday it can excrete Intensity Level 18 radioactive oil over
an area nine meters square. This slick lasts 10 minures. If killed before it
uses the day’s allotment of oil, the barl neps' oil may be extracted and
uscd as a weapon (but will have to be carried in 2 lead-lined container).
Oil excracted from a barl nep will be only Intensity Level 12.

Ber Leps (Sweetpads)

Number: L8
Morale: 8

Armor: 4(=20)
Hirt Dice: 10
SPEED: 0

PS: 15(+1) MS: 5(—2)
DX; 3(—3) IN: 2(—3)
CN:15(+1)  CH: 2(~3)

Artacks: Acid 110 (5)
Mutations: (P) Displacement

Description: This two-meter-diameter, free-floating aquatic plant
rests on the surface of the water much like a lily pad (to which it is re-
lated). It will support the weight of 2 normal human, but pressure on
the center of the pad causes it to snap shut around the trespasser. The
plant secretes a sweet-smelling acid which attracts and gradually dis-
solves 1ts prey (ar the same rate as [Modified roots: boring tendrils). Its
leathery pad is not affected by the acid.

Blaashes (Gamma Moths)
Number: 1to 10

Morale: 13

Armor: 2(—10)

Hit Dice: 10

Land Speed: 8

Air Speed: 24

PS: 7(—1) MS: 2(—3)

DX: 7(—1) IN: 2(=3)

CN: 10 CH: 2(—3)

Artacks: 1 Bire (1)
Mutartions: (P) Radiation [18

Description: This murated gypsy moth often grows to one merter long
(with a two-merer wingspan). [t is featless and quite carnivorous, [t at-
tacks using Intensity 18 radiarion it emirs from its abdomen, which
glows brightly. Those within a six-meter radius of a hunting blaash must
make a Radiation Check. The blaash is unaffected by radiation. Once it
makes a kill, the blaash singlemindedly stops whatever it is doing and
attempts to cat unless it is attacked or feels that its catch is menaced.
Blaashes are artracted to bright lights.
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Blackuns (Attercops)
Number: 1to4
Morale: 12

Armor: 7(=33)

Hirt Dice: 8

Land Speed: 24

PS: 15(+1)
DX: 10
CN: 10

MS: 15(+1)
IN: 3(=3)
CH: 3(—3)

Arttacks; 1 Bite (6)
Mutations: (P) Electrical Generation

Description: This mutated garden spider stands 1.5 meters at the
shoulder. It is unaffected by all Mental Artacks except [illusions]. [t uses
an cleerrical jolt to stun prey which ic then trusses in a sticky web (Physi-
cal Strength 20). Blackun webs have been known to reach a diameter of
60 meters.

Blights (Cloud Worms)

Number: lw4d
Morale: 14
Armor: I{=3)
Hit Dice: 12
Land Speed: 8
Air Speed: 24
PS: 15(+1) MS: 10
DX: 12 IN: 7(—1)
CN: 15(+1) CH: 3(—3)
Artacks: 1 Bite (5)

Coil (10)
Mutations: (P) Immune to Radiation, Heat, & Sonics, Invisibility,

Light Generation

Description: These three-meter-long, carnivorous, winged worms
have a nine-meter wingspan. Blights have the murational abiilty to
bend light, causing them to be invisible whenever they concentrate.
When a blight artacks it becomes wisible, but gains automatic surprise.
Blights will use this muration when flecing. Blights are completely re-
sistant to weapons involving radiation, heat. or sonic effects. Their pre-
ferred method of attack is to wrap themselves around a victim,
constricting and biting.

Blood Birds (Red Deaths)

Number: 2012
Morale: 10

Armor; 6( —30)
Hit Dice: 3

Land Speed: 6

Air Speed: 36

PS: 10 MS: 15
DX: 7(=1) IN: 3(—3)
CN: 12 CH: 3(—3)

Atracks: 1 Bite (3)
Mucations: (P) Radiation 110
(M) Immunc to Mental Attacks
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Description: This mutated scarler tanager emits Intensity 10 Radia-
tion and those within six meters of it must make a Radiation Check each
turn. It is totally resiscant to all Mental Artacks. It retains the stantling
red plumage of its non-mutated cousin, but is much larger, standing al-
most & meter tall.

Brutorz (Big Walkers)
Numbet: 21012
Morale: 13
Armor: 3(=13)
Hit Dice: 14
Land Speed: 32
PS: 80( +4) MS: 12
DX: 10 IN:13(+1)
CN: 13(+1) CH: 7(=1)
Attacks: 1 Bite (5)

2 Kicks (4)

Mutarions: (M) Precognition. Telepathy

Descriprion: Standing two meters high at the shoulder, this murated
percheron is heavily-muscled and can carry five times its Physical
Strengrh for long distances withour tiring. It is surprisingly agile consid-
ering its 1,000 kilograms bulk. Brutorz willingly serve as riding, pack
and dray animals if well-treated, but will turn on a cruel master. They
are particularly fond of humans.

Cal Thens (Flying Rippers)
Number: 1103

Morale: 12

Armor: 1{=5) [
Hir Dice: 8 (
Land Speed: 8

Air Speed: 16

PS: 14(+1) MS: 18(+2)

DX: 10 IN: 13(+1)

CN: 10 GH: 3(=3)

Artacks: 1 Bite (15)
Mutations: (P) Immune to Heat & Cold

Descriprion: This intelligent mutated insect often reaches a length of
2.5 meters, It is immune to weapons using heat or cold. The cal thens
feeds on bone marrow and will rip through anything (even duralloy,
given time) to get ar fresh bones,
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Carrins (Dark Emperors)
Number: o6

Morale: 13

Armor: 3(—13)

Hir Dice: 15

Land Speed: 8

Air Speed: 24

PS: 40( +4) MS: 13(+1)

DX: 12 IN: 15(+1)
CN:15(+1)  CH: 15(+1)

Adracks; Quills (1) + Poison 112
Mutations: (M) Genius (Economic), chgh:cn:& Intelligence, Mental
Shield, Telepathy

Description: Carrins are three-meter-tall mutated vultures weighing
about 50 kilograms, Each carrin has 1d6 blood bird followers. They are
highly intelligent. Their quills are coared with Intensity 12 contace poi-
son to which they are immune.

Centisteeds (Fast Trotters)
Number: 14

Morale: 7

Armor: I=3)

Hit Dice: 12

Land Speed: 48

PS: 70(+4) MS: 15(+1)

DX: 5(—-2) IN: 2(—3) o

CN: 10 CH: 2(—=3)

Artacks: Hoofs (6)
Mutations: (P) Increased Metabolism
(M) Force Field Generation, Immune to Mental Arcacks

Description: Centisteeds are murated horses of insectoid appearance.
Each has berween 12 and 18 legs and can carry two human-sized charac-
ters. One rider must concentrate atall times on controlling the mount or
it will 1ty to throw (and then trample) the riders.

Cren Tosh (Lizard Fish)
Number: 13

Morale: 6

Armor: 7(—=33)

Hit Dice: 10

Land Speed: 24
Water Speed: 48

PS: 14{+1) MS: 7(—1)
DX: 5(=2) IN: 3(-3)
CN: 7(-1) CH: 3(-3)

Artacks: 1 Bite (4)
Mutations: (P) Shapechange ro Lizard

Description: This lizard-fish prefers to live in water as & two-meter-
long fish, but it can transform itself into any lizard of abour the same
size (complete with all lizard characteristics) for up to 24 hours ata time.
This power may anly be used ance per day. In fish form it lives under
overhanging banks and lines its nests with shiny objects. It is a vegetar-
jan.

Crep Plants
Number: ltwod
Maorale: 14
Armor: 7(—35)
Hit Dice: 12

Land Speed: 4
Warer Speed: El

PS: 5(—2) MS: 14( +1)
DX: 7(-1) IN: 2(—3)
CN: 15(+1) CH: 2(-3)

Amacks: 6-8 Vines (2)
Mutations: (P) Modified Vines, Mobility, Symbiosis
(M) Death Field, Life Leech, Molecular Disruption

Description: Creps come in two variations; the water crep (also called
the pink crep) and the land erep (also called the red crep). Water creps
live torally submeiged and land creps grow under a mat of other foliage.
Both are carnivorous, using their broad flat leaves to feed by Life Leech-
ing those with whom they come in contact.

Dabbers (Brown Beggars)
Number: 20 20

Morale: 13

Armor: S(=25)

Hit Dice: 4

Land Speed: 16

PS: 10 MS: 14(+1)

DX: 10 IN: 10

CN: 7(-1) CH: 5(-2)

Arracks: By Weapon (8)

Mutations: (P) Light Generation
(M) Empathy, Illusion Generation, Repulsion Field, Tele-
kinesis, Telepathy

Description: These highly intelligent, one-meter-rall mutated ra-
coons walk upright and have manipulative paws. They are usually
found in small family groups and will often have Tech Level I equip-
ment (including some weapons bur no armor).

Erts (Stonefish)
Number: ltod
Morale: 3

Armor: 1(—=35)

Hit Dice: 4

Water Speed: 48

PS: 7(—1) MS: 2(=3)
DX: 7(—1) IN: 2(—3)
CN: 7{-1) CH: 2(-3)

Attacks: 1 Bite (4) + Petrify 112 (7)
Mutations: (P) Petrify Poison 112

Description: This one-meter-long fish injects a chemical into those it
bites, causing them to petrify and tum to stone within 60 seconds. For
purposes of deciding if a character suffers this result, treat the chemical
as Intensity Level 12 poison, with the special effect of Cripple (Loss).
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Ert Teldens (Firefish)
Number: 1to6
Morale: &

Armor: 4(—20)

Hit Dice: 8

Water Speed: 24

PS: 10 MS: 2(—3)
DX: 5(—2) IN: 2(—3)
CN:7(—1) CH: 2(—3)

Artacks: Flames (8)
Explodes (10)
Murtanons: (P) Immolation

Description: This one-meter-long fish lives in backwaters and
marshes. It secreres a substance which makes it burst into flame causing
damage to 2!l within 10 meters. One to three turns after being removed
from water and exposed to air the creature explodes, causing damage to
those within 30 meters, Some species (notably the grens) stock ponds in-
side theirvillages with these fish and use them as catapult ammunition.
Catapults can fire a spread of 12 fish every other tum up to a range of
300 meters,

Fens (Man-Fish) )
Number: ! to 10 \
Morale: 12 ]
Armor: 3 —15)

Hit Dice: 10

Land Speed: 8

Water Speed: 48

Air Speed: 24

PS: 14(+2) MS: 8(—1)
DX:7(—1) IN: 2( —3)
CN: 12 CH: 5(—2)
Attacks: 1 Weapon (6)

1 Tailslap (10)
Mutarions: (P) Shapechange

Description: Thesc intelligent humanoids are adapeed for living both
on land and in water, having fish-like tails, scubby legs, and both lungs
and gills. They can remain out of water for only 24 hours ar a time, They
are nor affecred by arracks involving heat or lasers during the first five
turns thar these artacks are used against them in combat. They also are
resistant to poison and radiation as if possessing a Constitution of
18( +2). Fens can shapechange into the form of a bird of their own size.
They carry Tech Level [ weapons (usually clubs) and wear fishskin armor
(similar to fiber armor),

Fleshins (Flying Fish)

Number: l1to4d
Morale: 10

Armor: 2(=10)
Hit Dice: B8

Warter Speed: 48

Air Speed: 24

PS: 15(+1) MS: 7(—1)
DX: 5(—2) IN: 2(—3)
CN: 12 CH: 2(-3)

Artacks: 1 Bite (1)
Spines (1) + Poison [15 (15)
Mutations: (P) Actual Metamorphosis, Paralysis Poison. Spines

Description: These two-meter-long fish are found only in large
bodies of water, However, they are able to leap into the air and glide
from thermal to thermal using their broad pecroral fins as wings, They
can spend an unlimited amount of time ghding. They are carnivorous
and will sometimes attack PC parties while hunting. Their spines con-
tain [ntensity 15 contact poison (to which they are immune). Fleshins
may metamorphose, but only into slecths. They have the sleeth s special
mutational abilities when transformed.

Gators (Green Hissers)

Number: lto6
Morale: 12
Armor: G(—30)
Hit Dice: 6
Land Speed: 8
Water Speed: 24
PS: 13(+1) MS: 15(+1)
DX: 7(—2) IN: 2(—3)
CN: 14(+1) CH: 2(-3)
Atracks: 1 Bite (6)

1 Tailslap (4)

Mutations: (P) Immune to Radiation

Description: These mutated alligators are only about one to rwo me-
ters long from nose to tail. They have a pair of one-meter-long rentacles
attached 1o their forcheads which paralyze on contact (treat as a Menral
Arrack). Garors are immune to radiation. They may use their bire and
tailslap at the samic time. Though solicary by nature, in the spring they
congregate in groups of 10 to 60 to spawn.

Grens (Green Man)

Number: lto8
Marale: 13

Armor: 6(=30)

Hit Dice: 20

Land Speed: 24

PS: 16( +2) MS; 16( +2)
DX: 15(+1) IN: 15(+1)
CN: 15(+1) CH: 13(+1)

Attacks: By Weapon (10)
Mutations: None

Description: Grens look like pure strain humans except for their deep
green skin which provides excellent camouflage in the deep forests
where they live. They hate ancient technology and never keep artifaces.
Grens carry Tech Level | equipment. They don't weararmor. Grens tend
to live in harmony with nature and shun outsiders who might intrude
on their peaceful cxistence. However, they may (30% chance) aid
friendly pure strain humans. Gren communities (of 1d6 score inhabit-
ants) are usually guarded by 1d6 domesticated blackuns, gators, kai
lins, or obbs for every 10 grens. Grens encountered outside their com-
munity will not be accompanied by these guardians. Grens often keep
ert teldens as catapulr ammunition.
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Hawkoids

Number: 21012
Morale: 12

Armor: 3 —13)

Hit Dice: 8

Land Speed: 16

Air Speed: 48

PS: 10 MS: 14(+1)
DX: 15(+1) IN: 10

CN: 10 CH: 5(—2)

Attacks: By Weapon (5)
1 Bite (1)
Mutations: (M) Fear Generation. Levitation, Repulsion Ficld

Description: Hawkoids are mutated sparrow hawks which grow to 1.5
meters rall znd have 2 one-meter wingspan. They have many human el-
ements including legs that end in hands instead of wlons. They are also
very intelligent and use Tech Level [ tools of all types (including
specially-adapred armor). Hawkoids are both featless and camivorous.

Herkels (Dead Fish)
Number; 5 to 30
Morale: 15

Armor: I(—3)

Hit Dice: 3

Water Speed: 24

PS: 2(~3) MS: 5(—2)
DX: 2(-3) IN: 2(—3)
CN: 3(=3) CH: 2(-3)
Artacks: 1 Bite (6)

Mutations: (P) Poisoned Secales [18 (10)

Description: These savage fish hunt in schools and will devour any-
thing edible in the water with them. Although only one-half-metet
long, their bite is quite dangerous since over a third of their length is
taken up with teeth and mouth. Herkels secrete a viscous Intensity 18
contact poison which coats their scales, making them dangerous ro
touch. When aroused by large quantities of blood in the warer, there isa
30% chance that a school will go into a *'feeding frenzy” durimg which
they will bire anything (including each other) floating near their jaws
and will not have to check Morale.

Herps (Tiger Beetles)
Number: 2112
Morale: i1

Armor: (—35)

Hit Dice: 12

Land Speed: 16

PS: 40( +4) MS: 13(+1)
DX: 10 IN: 4(—2)
CN: 15(+1) CH: 2(—3)
Auacks: 1 Acid Sguirr 115 (20)

| Bite (5)
Mutadions: (P) Reflects Sonics

Description: Herps are 3. 5-meter-long murated beetles which have
developed a nonfuncuional striped wingease giving them cheir distine-

tive appearance and offering total protection against sonic blasts. They
can squirt a stream of acid up to 30 merers which will dissolve one centi-
meter of duralloy per minute. Herps are skilled hunters, able to track
any prey in any weather.

Hissers (Man Snakes)

Number: 1 ta 10
Morale: 10

Armor: =33
Hit Dice: 15

Land Speed: 16

PS: 20( +3) MS: 12
DX: 153(+1) IN: 10
CN: 15(+1) CH: 7(-1)
Attacks: 1 Wezpon (12)

1 Bite (1)
(P) Immune to Lasers & Sonics
(M) Mass Mind, Sonic Blast, Telepathy

Mutations:

Description: These intelligent, three-merer-long, scale-covered hu-
manoids have a human torso and armms and a snake’s lower body and
head. They inhabit deserts and ruins and will almost always possess one
or more artifacts. Hisser societies are matriarchal and each village will
have onc queen and 20d6 male atrendants. Hissers are immune to lasers
and sonic blasts. They have no language (using telepathy among them-
selves) and will seldom know even Trade Language. In addition to their
species’ mutations, all hissers will have one other randomly-selecred
mental mutarion,

Hoops (Floppsies)
Number; 1t 20
Morale: 11

Armor: W—=5)

Hit Dice: 15

Land Speed: 24

PS: 11 MS: 15(+1)
DX: 12 IN: 12

CN: 12 CH: 12

Attacks: By Weapon (8)
Mutadons: (P) Leap, Transform Metal to Rubber
(M) Mass Mind, Telepathy

Description: These mutated rabbitoid creatures average 2.6 meters in
height and walk erect. They are able to leap twice the distances listed
under Leaping and Jumping. They may will a metal item they are
touching to tum to rubber (all attached metal parts within one merer
are affected). Hoops love arifacts and there is a 30% chance thar any
hoop encountered has one or more artifacts and a 20% chance that he
knows how to use each artifact he possesses. Hoops carry 2 mix of Tech
Level I and II equipment.




Hoppers (Jackalopes)
Number: 1 ta 20
Morale: 6

Armor: 1(=5)

Hit Dice: [

Land Speed: 32

PS: 40( +4) MS: 7(—1)
DX: 7(-1) IN: 2(=3)
CN: 15(+1) CH: 6(—2)
Artacks: Horns (4)

Mutations: (P) Chameleon Powers, Homs

Description: Hoppers are abysmally stuipid herd animals sometimes
used as mounts. These murated jackrabbits have such a rough gair thar
first-time riders have an 80 % chance of falling off their hopper and suf-
fering 1d6 damage. Each hopper stands three meters atv the shoulder
and can carry one man-sized character. An unencumbered hopper can
leap three times the distances listed in the Leaping and Jumping rules.

Horl Choos (Porcupine Plants)
Number: Lo 6

Morale: 10

Armor: ¥ —25)

Hit Dice: {5 EE S T S
Land Speed: 8

PS: 11 MS: 11

DX:5(—2) IN: 7(—=1)

CN: 12 CH: 2(—3)

Attacks: Spines (4) + Poison 19 (10)
Acid (1)
Mutations: (P) Dissolving Juices, Mobility, Spines

Description: This odd, black three-meter-tall plant looks like a
lumpy porcupine from a distance. Its spiky appearance stems from its
one-meter-long, spear-like quills which it can fling up to 30 merers.
Each quill is tipped with Intensity 9 poison and is artached to the plant
by a tough, thin vine that the horl choo uses to retrieve misses and haul
in prey. The plant secreces a digestive fluid that partially dissolves prey
that is tn contact with the horl choo’s body.

Jagets (Savannah Cats)
Number: lto8
Morale: 11
Armor: 5 —23)
Hit Dice: B
Land Speed: 72
PS: 7(=1) MS: 15(+1)
DX: 12 IN: 2(=3)
CN: 7(—1) CH: 3(=3)
Aracks: 2 Claws(2)
1 Bite (2)
Mutations: (P) Arrracuion Odor, Poison Weakness

(M) Fear Generation, Fear of Plants, Levitation, Precogni-
wion, Telckinesis, Telepathy

Description; These mutated jaguars prowl the vast grasslands of what
was once the Midwest, They use their front paws to manipulare and ex-

amine objects, but don't normally carry equipment. Jagets have sub-
stantial mental powers and will often be found as followers or hirelings
of other species.

Kai Lins (Lizard Bushes)

Number: lio6
Morale: 8

Armor: 4(=20)
Hit Dice: 12

Land Speed: 16

PS: 12 MS: 7(—-1)
DX: 7(-1) IN: 5(=2)
CN; 15(+1) CH: 1(-3)

Attacks; 2 Thorny Feet (1)
Mutations: (P) Arrracrion Odor, Elecrrical Generation, Immune 1o
Radiagion, Radiation Eyes

Description: This three-merer-tall plant looks like 4 large repuile from
a distance, especially when 1t runs along the ground on its two strong
stalks which end in thorny. claw-like pads, It is covered with green, scaly
bark that gives complete protection from radiation. Its roots look much
like a tail when it is in motion. When it finds carrion, it entwines rhese
roots in the victim and absorbs sustenance. Although ir usually ears only
carrion, the kat lin is capable of hunting live prey if the need arises.

Kamodos (Thunder Lizard)

I \

Number: 1
Morale: 12 :
Armor: o[ —45) \
Hit Dice: 25
Land Speed: 72
PS: 125(+5) MS: 14(+1)
DX: 7(-1) IN: 2(=3) i , = Ay
CN: 15(+1)  CH:2(=3) ° ¢ Ffﬂ‘.”;’%‘ v ta
Attacks: 1 Bite (19) =~ /‘é‘&& L.

1 Tailslap (12) =5 JI_ -

Mutacions:  (P) Sonic Blast (Triple Strength)
(M) Absorption (Hear), Intuition, Mental Shield, Molecu-

lar Disruption, Reflection, Will Force

Description: This 18-meter-tall mutated forest iguana is one of the
most fearsome omnivores in Gamma World. It will ear meat as well as
plants, Its tread shakes the very earth as it passes. Kamodos are particu-
larly fond of insects and birds, Kamodos have been known to rake naps
lasting several days after a particularly fulfilling meal, though they are
light sleepers. Kamodos prefer open country, plains and swamps, but
may be found in wooded regions as well.

Keeshin (Water Weirds)
Number: 1to3j
Morale: 11

Armor: 7(—35)

Hit Dice: 7

Land Speed: 16

Water Speed: 24

Air Speed: 36

PS; 12 MS: 16( +2)
DX: 12 IN: 15(+1)
CN: 12 CH: 2(—3)
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Arttacks: 1 Bue (1)

Murations: (M) Cryokinesis, Devolution, Force Field Generation, Life
Leech, Mental Blast, Reflection, Telckinesis, Telekinetic
Arm, Telekinetic Flight

Description: This one-meter-long, white mutated amphibian lives in
small bodies of water. It is a greedy and solitary crearure thar lines its
partially-submerged stone dwellings with shiny objects of varying
worth. Keeshins can stay submerged for an hour. Theydie if they are out
of the water for more than 24 hours.

Kep Plants (Sand Devils)
Number: Lw4

Morale: 10

Armor: 8( —40)

Hit Dice: 20

Land Speed: 0

PS: 36( +4) MS: 2( —3)

DX: 12 IN: 2(—3)

CN: 15(+1) CH: 2(—3)

Artacks: 6 Roots (8)
Acd (1)
Mutations: (P) Dissolving Juices, Seed Maobility, Modified Roots

Deseription: This hideous camivorous plant prefers sandy soil and
will not allow other plants to occupy the same ground. It gtows entirely
underground, throwing a nerwork of pressure-sensitive roots below the
surface of a 30-meter diameter area. These roots snap out of the ground
to entangle and constrict prey unknowingly walking over the plant. Its
roots cause d each turn and gradually grow into and digest the
flesh of dead victims, After each feeding. the kep releases a mobile seed
that burrows 60 mesers away and begins sending our its own roots.
When a kep fails a Morale Check, ir retreats underground.

Lil (Wee Ones)
Number: 11020
Morale: 8

Hit Dice: 6

Armor: 4(—20)
Land Speed: 4

Air Speed: 24

PS: 4(—2) MS: 14(+1)
DX: 15(+1)  IN: 15(+1)
CN: 8(~1) CH: 15(+1)

Attacks: By Weapon (2)

Mutations: (P) Light Generation, Physical Reflection, Wings
(M) Anti-Life Leech, Dual Brain, Empathy, Force Field
Generation, [llusion Generation, Mass Mind, Telepathy.
Toral Healing

Descriprion: The grace and beauty of these 20-cenumeter-tall hu-
manoids hides an incredible toughness. They live only in jungles and
forests where they build mazes of brambles to hide and protect their
dwellings, They often possess artifacts of grear sophistication though
their ability to use these items is limited because of their size. Non-
artifact equipment will invanably be Tech Level [ or I1, Lil are nocturnal
in nature and their bodies give off light sufficient to illuminate a 90-
centimeter ared around them, They are much like fireflies in that this ef-
fect 18 involuntary and only happens when the lil are in darkness or very
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deep shadow. In addition to species mutations, each lil will have one
randomly selecred mental mutation. Unlike most species with anti-life
leech, the lil are not albinos.

Mantis (Green Renders)
Number: lwo6
Morale: 11
Hit Dice: 13
Armor: =2%)
Land Speed: 16
PS: 30( +4) MS: 7(-1)
DX: 12 IN: 4(=2)
CN: 15(+1) CH: 2(-3)
Artacks: 1 Bire (9)

2 Claws (5 each)

Mutations: (P) Speed Increase

Description: These murated praying mantises stand three meters at
the shoulder and are varacious carnivores. They will not attack ot keep
fighting a party that is clearly stronger, however. Mantis can be recruited
with offers of food but can not be hired.

Menarls (Slime Devils)
Number: lwo4
Morale: 13

Armor: 4(=20)
Hit Dice: 14

Land Speed: 8

Wiater Speed: 32

PS: 40( +4) MS: 12
DX: 12 IN: 10
CN: 12 CH: 3(—3)
Attacks: 1 Weapon (8)

1 Squeeze (9)
Mutations: (P) Heightened Strength

Description: These 10-meter-long intelligent water snakes have
1d10 +4 one-meter-long arms ending in hands with opposable thumbs,
They don't normally carry equipment, but can learn to use simple items
at their master's request. Menarls are relatively friendly toward human-
oids and pure strain humans. They prey on water birds and the presence
of any kind of bird sends them into a frenzy,




Narl Eps (Ghost Trees)
Number: lto8

Morale: 12

Armeor: 7(—335)

Hit Dice: 30

Land Speed: 0

PS: 125( +3) MS: 2(=3)
DX: 1(=3) IN: 1{=3)
CN: 10 CH: 2(=3)

Attacks: & Roots (10)
Mutations: (P) Sced Mobility, Modified Roots

Description: This white tree looks like a banyan and grows toa heighr
of 60 meters. It lives only in marshes, lakes, and ponds. The narl eps’
squecze root network extends for 30 meters around its trunk, foating
on the water uncil disturbed and then leaping into activity, gripping
and squeezing anything it contacts. In the spring these roots are covered
with seed pods which the plant can fling ourward when ripe. The pods’
husks rake several weeks to ror away, bur when they finally disintegrate,
the seeds burst forth with a sonic blast, causing 5 points of damage ro
those within nine meters, Pods may be found as far as 120 meters from
their tree.

Obbs (Flying Eyes)
Number: l1to4
Morale: 11

Armor: 0

Hit Dice: 8

Land Speed: 4

Air Speed: 36

PS: 11 MS: 12
DX: 11 IN: 7(—1)
CN: 10 CH: 5(—2)

Artacks: 2 Claws (5)
Mutations: (P) Immune to Hear & Radiation, Radiation Eyes

Description: Obbs are mutated fungus, nearly immobile on the
ground, but deadly-swift when in the air Each has a single black eye
(from which it emizs blasts of radiation) and 1d6 claw-like appendages
with which it can attack. Obbs are carnivores, bur ear only half of their
victims. They leave spores in the uneaten portion which grow into 1d6
young obbs (minimum characteristics) within 24 hours, Obbs arc com-
pletely resistant to radiation. hear, light and lasers.

Orlens

Number: 21012
Morale: 12

Armor: 3 —13)

Hit Dice: 13

Land Speed: 48

PS: 11 MS: 15(+1)
DX: 11 IN: 13(+1)
CN: 11 CH: 11

Artacks: 2 Weapons (12) -
Mutations: (M) Telepathy, Telekinesis, Will Force
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Description: These 2.5-meter-tall humanoids have two heads, cach
contralling pare of the body. and four arms (two conrrolled by each
head). All orlens have one extra mental mutation per head, They have
all the benefits of a dual brain and often use their supenior powers in this
regard to modify equipment to fit their unique anatomy. Orlens carry
Tech Level ] and 11 equipment and at least one artifact. They are peace-
ful by nature.

Parns (Sword Beetles)
Number: 1to 8
Morale: 13

Armor: 4(=20)
Hit Dice: 13

Land Speed: 16

Air Speed: 48

PS: 24( +4) MS: 3(—3)
DX: 11 IN:5(=2)
CN: 15(+1) CH: 2(-3)
Attacks: 2 Antennae (8)

2 Spines (5)

Mutarions: (P) Spines

Description: This three-meter-long murared beetle is 2 ruthless carni-
vore, killing with the four sword-like appendages attached to each of its
two antennae. Each antenna adds 3 CS when the parn tries to hit any-
thing with it. The parn may attack once with e¢ach antenna per turn, In
addition, the parm may cast up o two of its spines a distance of 60 me-
ters each turn. Each pam antenna is Armor Class 4 and can absorb 20
points of damage (in addition to those affecting the parn itself), Players
may strike at the antennace, trying to destroy them, or they may attack
the parn normally (announcing which they will do before rolling to hit,)

Perths (Gamma Bushes)
Number: 1to 10

Morale: 5

Armor: 6(—30)

Hit Dice: 8

Land Speed: 0

PS: 1(—3) MS: 1(=3)

DX: I{—3) IN: 0(—4)

CN: 6(—2) CH: 0( —4)

Attacks: Sce Deseriprion
Mutations: (P) Radiation Generation

Description: This two-meter-tall palm-like bush is unremarkable for
most of the year, but in late spring and early summer, it sprouts a one-
meter-tall flower. If the plant is disturbed, this flower glows for onc
turn, emicting a bright rainbow of light. The next tum it emits a blast of
Intensity 3d6 radiation affecting those within 15 meters, Each turn for
2d6 rurns afterward (or until destroyed), the flower alternates emirting
bright light and 3d6 Intensity radiation (determine Intensity Level
again for each blast). On any tum that it suffers new damage. the perth
emits 1d6/2 of either light or rdiation (depending on the tum). The
flower of a newly-dead perth may be sun-dried and ground into 20
grams of healing powder, cach gram of which heals 1d6 points of dam-
age within an hour of being ingested. It takes three days of sunlight to
dry the flower.
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Pinetos (Horse Cacti)
Number; lwe8
Morale: 6

Armor: 4{—20)

Hit Dice: 6

Land Speed: 48

PS: 30(+4) MS: 2{ —3)
DX: 11 IN: 2(—3)
CN: 15(+1) CH: 6(=2)

Artacks: 1 Tatlslap (4)
Mutations: See Description

Description: This mutated thornbush is neithera horse nor is it a type
of cactus. lts horizontal trunk and thick legstalks do give it an equine
appearanee, increased by the way the pincto dips its roots 1o take in wa-
ter (much like @ horse lowering its head to drink), The comparisan ro
the cactus arises because of the sharp thorns entirely covering the plant,
These thoms make it impossible 1o ride the plany without a saddle. A
sharp prod is kepr jammed into the seasitive root clump to control the
pineto when riding. Pinctos have keen visual and olfactory organs in
this clump that warn them of the approach of strangers, allowing them
to flee. Fewr have ever been caught and tamed.

Podogs

Number: 1to 10
Morale: 9

Armor: 5(—25)
Hit Dice: 8

Land Speed: 24

PS: 40(+4) MS: 6(=2)
DX: 11 IN: 10
CN: 12 CH: 6(—2)

Artacks: 1 Bire (5)
Mutations: (P) Immune 1o Poison, Mimics Sounds

Descriprion: These huge murated mastiffs can be ridden by man-
sized characters. In 2 wild state, they often hunt human prey in savage
(but somewhat cowardly) packs. Podogs arc immune to all poson.
There isa 1% chance thar a particular podog will be a prize breed (hav-
ing a dual brain and relepachy). When excited by combat or the hunt, 2
podog will bay in such a way as ro exactly mimic sounds made by its op-
ponent or prey. Podog packs normally consist of & mated pair and half
the pups from each previous lirter. Podogs throw one litter of 1d6 pups
per vear for 1410 years.

Rakoxen

Number: 5 1o 30
Morale: 12

Armor: 3(—15)
Hit Dice: 30

Land Speed: 16

PS: 150( +4) MS: 2(—3)
DX: 17(+2) IN: 2(=3)
CN: 15(+1) CH: 2{ —3)

Arttacks: 1 Gore (15)
Mutatdions: (P) Carapace (Partial). Antlers

Description: These slow but powerful mutated oxen sport a tough
cluster of eight forward-pointing homs with which they may gore one
target per turn. They will tend o charge when frightened, causing dou-
ble damage on successful charge attacks. Although stupid and nervous
by nature, their great strength makes them the most popular draft ani-
mal in post-holocaust America.

Seps (Land Sharks)
Number: lwé
Morale: 13

Armar: 3(=25)
Hit Dice: 17
Burrowing: 16

PS: 50( +4) MS: 10
DX: 15(+1) IN: 2(=3)
CN: 15(+1) CH: 2(-3)

Artacks: 1 Bire (12)
Murations: None

Description: The sep is a mutated shark, fully adapred ro life on land
(and no longer suited 1o ocean living). Se¢ps come in two varieries: the
[sand sep] (found only in deserts) and its less common Aretic cousin, the
[snow sep], which migrates south into the Grear Lakes area with the
winter snowpack. An organ in the brain of both types allows them to re-
lekinetically push sand, snow, and loose earth out of their path. They
use this ability to "swim'" beneath the surface of the earth or snow,
leaping into the air to snarch prey in their strong jaws and then pulling
the victim beneath the surface when it is dead. Typically, seps attack
while moving, snapping at their vicim as they rush by and diving under
the surface again when the attack is finished. In this way, they will areack
from a different direction every ather tum., Seps sense sound and mo-
tion up to 60 meters away (even when submerged).

Serfs (Thought Masters)
Number: 1 to 10

Morale: 10

Armor: 4(—=20)

Hit Dice: 10

Land Speed: 24

PS: 11 MS: 13(+1)

DX: 11 IN: 11

CN: 11 CH: 11

Attacks: By Weapon (8)

or 2 Claws (1) + Poison I8 (10)
(P Heighrened Strengrn, Carapace (Parrial)
(M) Death Field Generation, Density Control (Others),
Life Leech, Light Manipulaten, Mental Blast

Mutations:

Description: These humanoids have claws instead of fingernails and
can make two claw atracks per turn. Each successful claw airack exposes
the victim to Intensity 8 poison. Serfs are semi-nomadic and live in
quasi-military clans, wearing ancient police and military uniforms as
clan symbals. Serfs prefer mental combat to physical combat (90%
chance that cach attack they make will be a Mental Attack). They carry
Teeh Level 11 cquipment {induding weapons and armer). A large serf
clan will be organized as a “'brigade” of 10d10+50 troops led by a
“general” who holds power by strength and cunning.




Seroon Lous

Number: 3to 18
Morale: 7

Armor: 2(—10)
Hit Dice: 18

Water Speed: 0

PS: 15(+1) MS: 3(—3)
DX: 15(+1) IN: 2{—3)
CN: 11 CH: 2(—3)

Artacks: 11 1 20 Weapons (8)
Murtations: (P) Aromatic Powers, Modified Vines and Roors

Description: This 30-meter-eall aquatic plant is usually found among
peaceful groups of narl eps, which it resembles, Berween ewo and three
meters of the stalk extends above the water as a socker for the seroon
lous’s single eye. The plant will grip any handy weapons (including
rocks, clubs, etc.) and use them to artack. This carnivore feeds by drag-
ging vicums underwater where its roots can enter and absorb them.

Sleeths (Seer Lizards)
Number: 1to 10
Morale: 12

Armor: 5(—25)

Hit Dice: 18

Land Speed: 24

PS: 40( +4) MS: 15(+1)
DX: 11 IN: 10

CN: 15(+1) CH: 10

Attacks: By Weapon (20)
Mutations: (M) Plant Control, Precognition, Telepathy, Total Healing

Description: These highly intelligent murated lizards walk erect,
have manipulative hand-like appendages on theit front legs and tend 1o
congregate in small, peaceful, scholarly communiries. Each will have
one non-defect, non-species mental mueation. All sleeths are immune
to illusions and can negare force fields within 30 meters of them. Sleeths
will almost always (90% chanece) befriend reavelers, providing whatever
ASSISCANCC MCCCssary,

Soul Besh (Skeeters)

Number: 11020

Maorale: g

Armor: 2(—=10)

Hir Dice: 10

Land Speed: 16

PS: 6{—2) MS: 2(—3)

DX: 11 IN: 3(—3)

CN: 7(—-1) CH: 2(—3)

Attacks: 1 Bite (5) + Poison 118 (3)
Paralysis

Mutations: (P) Chameleon Powers, Paralytic Poison

(M) Inmuinon

Description: This flightless. mutated mosquito grows up to 1.5 me-
ters long. It inhabits grasslands, marshes, and forests where it can easily
hide. Its two-meter-long, coiled feeding rube does damage when
jammed into & (preferably sleeping ) victim and victims must also check
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for exposure to Intensity 18 paralytic poison. The soul besh eauses dou-
ble damage 1o paralyzed vicums, drinking their blood for sustenance.
The exoskeleton of the soul besh may be boiled down into 15 doses
(10cc each) of Intensity 18 poison antidore,

Squeekers (King Rats)
Number: | to 100
Morale: 9
Armor: 4(=20)
Hit Dice: 0
Land Speed: 24
PS: 6(—2) MS: 7(—1)
DX: 11 IN:35(—2)
CN: 11 CH: 7(—1)
Artacks: 1 Bire (5)

2 Claws (2)

Mutations: (P) Sonic Blast

Description: These mutated Norway rats are five times the size of
their non-mutated cousins, growing to a length of over a meter. They
hunt in packs and are fond of the flesh of pure strain humans.

Terls (Tree Fish)
Number: ltod
Morale: 14

Armor: (=25)

Hit Dice: 12

Air Speed: 48

PS: 20( +3) MS: 14(+1)
DX: 13(+1) IN: 2(—3)
CN: 11 CH: 2(—3)

Artacks: 1 Bite (4)
Mutadons:  (P) Immune to Heat, Sonic Blast

(M) Cryokinesis, Telekinetic Flight

Description: This three-meter-long mutared barracuda is covered in
bright feathers and lives in trees, It returns to the water only to spawn in
the spring, though ivis fully capable of breathing either water or air and
can live in both. This dangerous carmivore uses its mental powers ro kill
its prey, resorting to its bice only as a last resort. If both bite and mental
powers fail. it will retrear to find easier game. The terl's feathers protect
it against heat and |asers and are sensitive to the presence of radiation,
warning it of cxposure.
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Wardents (Devo Beasts)
Number: 207

Morale: 10

Armor: 4(—20)

Hit Dice: 9

Land Speed: 24

PS: 6(—2) MS: 15(%+1)
DX: 11 IN: 15(+1)

CN: 11 CH: 15( +1)

Artacks: By Weapon (6)

Mutarions:(M) Heightened Brain Talent, Heightened Inrelligence,
Mental Shield, Mental Control of Body, Genius (Scientific),
Telepathy, Telekinesis, Will Force

Descripion: These one-meter-tall humanoids are covered in thick,
silky, blond fur. They are solitary by nature and tend to live in inaccessi-
ble forests and mountains. Wardents have 2 compulsive hunger for
food, knowledge, and odd experiences and will readily join in an adven-
ture which promises any two of these, They carry a mix of Tech Level 11
and Il equipment, tncluding 1d6/2 artifacts. Contrary to popular leg-
end. there is no evidence thar wardents ever mated with sleeths.

Win Seen (Tanglers)
Number: o 12
Morale; 7

Armor: 1(—3)

Hit Dice: 13

Land Speed: 0

PS: 14(+1) MS: 12
DX: 7(=1) IN: 4(=2)
CN: 13 +1) CH: 1(—3)

Attacks: 3 to 5 Vines (5)
Mutarions: (P} Modified Vines and Roots (Poison and Tangle Vines),
Sonic Blast

Desaiprion: This carnivorous plant usually covers a 30-meter-
diamerer area and grows in groups which are so entangled thatitis diffi-
cult o tell where one plant begins and anocher leaves off, There are two
varieties of win seen: the vellow win seen thar lives in shallow water and
the green win seen that dwells on land. The land-dwelling type gives off
an odor that encourages carnivores to live nearby and has primitive mag-
netic control. Bath types may be chopped up and boiled into 10 (10cc)
doses of Intensity Level 14 poison antidote.

Yexils (Orange Scarfers)

KR
Number: lto4 \ %ﬁ
Murale: 1% b \
Armor: 4({—20)
Hit Dice: 20
Land Speed: 24
Air Speed: 48
PS: 50( +4) MS: 6(—=2)
DX: 11 IN: 6(—2)
CN: 15(+1) CH: 7(—1)

Arracks: 1 Bite (15)
Mutatione: (P) Immune to Cold, Laser Eyes (10)

Description: This flying crearure of unknown origin has a nine-meter
wingspan and stands three meters eall on two hairy hind legs. It has human
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hands atrached 1o its shapely wings and a lion-like head with large mandi-
bles. It is entirely covered with long, soft, orange down. Yexils are slow-
witted, but friendly. Theit size and ability to loose a laser blast from their
cyes (base range = 10) discourages predators. Yexils are immune to cold at-
tacks. They eat manufactured clothing of all types and find synthetics espe-
cially tasty. In fact, the snappier the outfit, the berter yexils like the taste.
They will often trade “worthless™ artifacts for “food" of this type.

Zarns (Borer Beetles)

Number:

Morale:

Armor:

Hir Dice;

Air Speed:

PS: 2(—3)

DX: 11

CN: 5(—2)

Attacks: 1 Spit + Poisan 116 (1) Paralysis
1 Bite (3)

Mutations: (P) Paralytic Poison

(M) Teleportation

Description: These orange beetles only attain a length of 30 cent-
meters, but are among the most feared denizens of Gamma World.
They will attack anything regardlessof size, spitting an Intensity 16 par-
alytic contact poison up to six meters. Victims must make a Poison
Check each rum for each drop of poison which previously hit them and
has not been washed off. Zarns can teleport up o 60 meters once per
turn and usually do so immediately after cach artack. Zarns usually bore
into the skulls of paralyzed vicrims (2d6 damage) and lay 1d10 +4 epgs
inside which hatch in 48 hours unless surgically removed. Newly-
hatched zarns immediarely eat the remains of their eggs and all sur-
rounding tissue. Zarn poison remains in effect for 1d6 hours.

Zeethh (Gamma Grass)

Number:
Morale:
Armor:
Hit Dice:

Land Speed:

PS: 0 —4)
DX: 0( —4)
CN: 2(=-3)

Attacks: Sceds (3) + Progressive Damage
Mutations: Sec Description

Description: This purple grass is casily identifiable in summer by its
long tassels topped with spiked seeds. When one or more warm-
blooded entities approach within 30 meters of this grass, the individual
stalks will each try to teleport 25% of their sceds into the bodies of the
enrities, Seeds which miss vaporize instantly. Those that enter the body
cause damage immediately and secrere a dissolving juice that causcs
Progressive Damage per day for seven days (after which they die if the
victim is still alive). Damage caused by sceds can't be healed unul the
seeds are dead. I the host dies while infected, the seeds cause zeethh to
sprout from his body within an hour and the blades grow tassles within
three days. Teleported seeds are replaced at the rate of one per day, If
mote than onetarget is in range of azeethh field, the grass arracks every-
one within range impartially.




PART X: MEDICAL EQUIPMENT

Medical supplies and equipment incudes items manufactured in post-
holocaust America and specially sealed samples of pre-holocaust medicine
(usually disposable jet spray tubes containing a single dose of some sub-
stance). Pre-holocaust medical supplies and equipment will usually be found
in home medicine chests, installation first-aid kits, or in the milirary issue
medi-kits thar are a standard fearure of powered armor and military vehicles.
These items are labelled with a unversal symbol and include instructions for
usc (thar will be indecipherable 1 most chamciers). The labelling system will
ler characters easily recognize all types of medical equipment and supplics
once they encounter any example of that type of equipment or marerial.

All types of medical equipment and supplies are primarily designed for
use by Pure Strain Humans. They will, therefore, alwayswork on characters
of that type. There is a chance they will be of no benefit to (or will actually
harm) Mutated Amimals and Humanoids and they will never work on
plants. Whether they work or causc damage must be determined each time
the items are used on 2 Humanoid or Mutared Animal

When these medicines are injected into a creature the following procedure
should be followed. Roll 1d10 and add 10; this is the Intensity of the dosage
from this source. Now make an action roll using the medicine Intensiry level
plus the chamacrer's ON modifier If the injection is successful, the effect is
multplied times the result factor. The chance of success and effectveness of
the drug depends on the type of creature receiving the injection.

Type Difficulry Effect
Human Blue -

Humanoid Green —IRF
Animal Yellow —2RF
Plant Orange =3RE

If an injection fails to work, the creature is subjected to 2 poison ar-
tack at the same Intensity level causing a base damage equal to 1/2x the
Intensity, and causing a Critical injury on 2 Red result. Only onc injec-
tion per 10 minutes per creature may be used.

Accelera Dose: This isa 10-centimeter-long disposable jet spray tube
of a compound developed to accelerate healing. Characrers who spray
the compound under their skin immediartely heal a base score of 10,

Anti-Radiztion Serum:  This drug 1s conrained in a 10-centimeter long dis-
posable jerspray ube. It prevents radiantion damage. If spraved under the skin
within 3 rums of exposure, the charcrer suffers no damage or mutation from
the radiation. The serum works on all types of chatacters except plants.

Cur-In Dose: A 10-centimeter-long disposable jet spray wbe holds
this substance that breaks down foreign chemicals and toxins in the
bloodstream. If taken within 3 rurns of exposure to a drug or poison, the
user experiences no effect from the drug or poison. If it works on 4 mu-
tated animal or humanoid, special chemicals manufictured inside the
user's body (as a result of some muration letting him make poison at-
racks, for example) are also broken down and the user can’t use his mu-
tational ability for the next 4 hours. It will not work on plants.

Generic Booster; A 15-centimerer-long disposable jet spray rube
contains this biogenetic agent that alters the generic code of cells, caus-
ing rampant mutations. Mutant humanoids and animals arc immune to
the mutating effects of this substance, suffering only a base damage
equal ro half 1ts Intensity. Humans and plants using it will also suffer
damage, bur have a 50% chance of gaining a random mutation (use the
Mutate Resule chart). This muration only lasts for 1d6 hours.

Interra Shot: A 10-centimerer-long disposable jer spray tube con-
tains this “truth serum” that opens the subconscious o direct interroga-
tion. If affected, the characrer answers all questions truthfully for 10
minntes and then forgees the interrogation.

Medi-Kit: This is a 5x10x15 centimeter metal and plastic box that
can be hung on a belt for carrying. A micro-computer in the unit con-
trols sensors that analyze medical problems in any substance it scans.
The unit is held next to the skin when a scan is desired. If a character
wants the kit to heal a wound. he holds it over the trauma area. The kit
automatically sutures wounds, injects anti-toxins and antibiorics (where
needed) and even gives instrucrions on how to perform simple opera-

tions. It will also spray antsepuic dressings on treared wounds:

Kits are powered by a chemical eneigy cell and keep functioning as
long as the drug banks are full. There are abour four trearments per
drug bank for each special type of problem the kit is designed to handle.
These special functions include antitoxin, antiradiation, antiburn,
bonemending and antishock. In addition, there is a large supply of
medication designed to mend flesh and artificially accelerare the heal-
ing process. A recipient of the trearments must make a CN Save, and on
a Black result he suffers from System Shock and must make a second CN
Save using the System Shock resulr table. Replacement banks (with
built-in power cells) are found in military depots and chemical plants.

Medi-kits neverinject anyone with a substance (drugs someone is al-
lergic to, for example) poisonous to the patient. They heal a base 10
points of damage for Pure Strain humans per use and (if they work on
the patient) and operatc at » — IRF for Humanoids, — 2RF for animals,
and — 3RF for plants, The average Medi-kit holds 2d 10 + 10 doses of 120
drugs before exhausting its drug banks.

Mind Booster; A 15-centimeter-long disposable jer spray tube conrains
this compound that enhances mental functioning. The user's MS is in-
creased by 3 for 1 hour after taking the compound. However, he must rest
for 4 hours immediately after the drug wears off or he will permanently lose
3 points from his IN. A Green result is required for it to work on Human-
oids, a Yellow resul: for Animals, and an Orange result for Plants.

Pain Reducer: A 15-centimeter-long disposable jet spray rube con-
tains this special pain reducing drug. The user feels no pain for the next
4 hours and can sustain 1 additional hit point for each point of Consti-
tution. When the drug wears off, the user loses the ability to sustain this
extra damage. If ar that point, he has no hit points left, he is dead.

Paison Anndote: A 10-centimerer-long disposable jet spray tube conains
this antidote for Intensity 3d6 poison, Roll Intensity Level once (when discov-
ered). If used on someone within 3 tums of exposure to poison, the antidore
may save him from damage or death. Each anudote automatically works on a
specific poison of the same or less Intensity. If an antidote is not designed 1o
counter the poison suffered or is used on & poison of a higher Intensity, the
Difficulry Factor increases by one color result per point greater, working only
on a Red resule if the wrong poison. The types of poison are defined by their
special effect, not by the creature using the poison. These effects include delu.
sion, knockour, pain, paralysis, progressive damage, sickness systern shack,
and ussue disintegrzrion.

Since antidotes wotk directly on the toxins in the body, the character type
(pure strain human, humanoid, etc.) doesn't effect the chances of an antidore
working. However, characters with mutations letung them make poison at-
tacks must check to see if an antidote they mke neutralizes their own weapon.
If it does, they will be unable to use theirown poisan for 4 hours.

Sum Dose: A 10-centimeter-long disposable jet spray tube contains
this special stimulznt that increases the user's DX and PS by 1, but de-
creascs his IN by 1. fora period of | hour. The user must rest for 4 hours
immediately after the dose wears off or he takes a permanent loss of |
from his CN. His hit point score isn't affected by this Constitution loss.
After the duration, the user must make a CN Save, and if he fails he
must suffer as if Drugged, —1 for all actions per dose taken. This effect
wears off in | hour per dose.

Suggestion Change Drug: A 10-centimeter-long disposable jet spray
tube contains this hypnotic drug that puts the user in a tranee for 10
minutes. While hypnotized, the user may be given instructions that he
will follow literally for the next 4 hours, including instructions to rake
orders from another character. Onee out of the drug’s trance, the user
will only subconsciously remember his instructions.

Sustenance Dose: This is a 50-centimerer cracker-like wafer that
gives all needed nourishment and short-circuits hunger signals ro che
brain for 24 hours. Using this substance as the sole source of nourish-
ment for mare than 2 month resules in the atrophying of normal diges-
tive organs making it impossible for the user to denive sustenance from
anything except this substance,




PART XI: TALENTS

Talents are natural abilities thar may be learned from someone already
possessing the Talent, Talents allow a character to perform new actions
or to improve their own performance when using a basic ability. Once a
Talent has been learned the chances to use it improve as the character’s
Expenence Level improves.

A character’s Rank score is used as the Talent score whenever it is needed
foran Action Roll. Some Talents add their score to an existing ability, to im-
prove its chances when performing some specific action, sul:hu.sDodgmg

A list of Talents available in the GAMMA WORLD® game is pro-
vided. The GM mav creare others of his own, but should be careful that
any Talents created do not require training for further advancement, nor
intricate tools to perform. If a proposed Talent does require either, then

it 1s more likely a Skill than a Talent. The difference between Skills and
Talents, is that for a Skill to increase its score, the player must spend XP
in a manner similar to raising an ability score. Talent scores increase
whenever the character’s Rank increases.

The Talents listed on the following list possess obvious game effects
and are not described in detail. The GM must judge what a character
may or may not attempt with a Talent. Some Talents have prerequisites
(PQ) noted. These Talents may nor be learned unless the character al-
ready possesses the other noted Talents.

Any Talent withourt a prerequisite may be attempted by someone who
hasnot learned the ralent. In such cases, treat the Talent as possessing a
score of —50, Column A,

Talent Chart
1. Ambidexterity—no prefered arm 36. Language: Trade tonguc
2, Animal Identification—may identify type and nature; even emo- 37, Listening—add o hearing chances
tions at 1/2x scare 38. Lockpicking—need a small wire or pin
3. Animal Use—may recover, preserve and use parts of an animal. 39, Mount Control—Dby specific beast type
PQ: #2 40. Moving in Trees—swinging and leaping from limb to limb. PQ: #11
4. Balance—abiliry to walk easily on uncertain surfaces and avoid buf- 41, Negotiation—add to Charisma
feting. also 1o balance objects 42. Nimblencss—limber movement and fast speed. Add o speed for
5. Bird Calls—may attract ar x1/2 short sprints
6. Boating—Oared and poling mancuvers. PQ: #61 43, Pilfering—lifring without being seen. PQ: #47
7. Brawling—doubles artack rank 44. Plant Identify—typec and narure
8. Carching—add to DX when catching 45. Plant Use—harvesting, prepating and use of plant parts, PQ: #44
9. Climbing Rock 46, Power Boating—Add to mancuver rating of vehicle
10. Climbing Rope & Poles 47. Reflexes—heigheened agility with fingers
11. Climbing Trees 48. Rock Identify—rtype and origin
12. Contortionist 49. Rock Use—extract and preparse various minerals and clements, PQ;
13. Dancing #48
14. Distracting—double attack rank 50. Sailing—piloting wind powered boats
15. Diving—from a number of meters equal to Rank. PQ: #61 51. Scouting & Stealth
16. Dodging—add 1o DX score 52. Shelterbuilding—finding materials, site location and construction.
17. Escape Arrist, PQ: #26, 38 and either 12 or 63 PQ: #44 or 48
18. Endurance—doubles score 53. Sighting—add to vision chances
19. Firebuilding—without supplies 54. Singing
20, First Aid—staunches bleeding and may check once cach day per pa- 55. Sixth Sense—may add to [N warning
tient to double healing rate 56. Skin diving. PQ: #23, 61
21. Fishing—locating, lures and craft 57. Sleight of Hand. PQ: #47
22. Hiding—add to chances to hide 58. Sound Mimicry, PQ: #5
23. Holding Breath—add rank to duration 59. Track Identification
24. Hunting—stalking, lures and craft 60. Survival—by a specific terrain type; reduces terrain check to once
25. Jumping/Leaping—adds o chances per 8 houts. PQ: #52, 67, and either 21, 24, or 44
20. Knot Tying & Untying G1. Swimming
27. Language: New Species’ tongue 62. Throwing—double artack rank
28. Language: Read & Wrire Tech | 63. Toe Agility—trear foor as @ hand
29. Language: Read & Wrire Tech I 64. Tracking. PQ: #59
30. Language: Read & Write Tech [11 65. Trapping—building, locating and use
31. Language: Signalling with Flags 66. Ventriloquism—voice projection. PQ: #58
32, Language: Signalling with Light 66. Water Finding
33. Language: Signalling with Smoke 67. Weather Prediction—one day in advance
34. Language: Signalling with Sound 68. Woodcraft—building with rope and wood
35. Language: Silent rongue 69. Wrestling—double atrack rank
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The Unusual Awaits in

I+

Y ROLE-PLAYING GAME

ax

This revised version of TSR'’s popular GAMMA WORLD® game
brings many innovations to this favorite of science fiction and
fantasy gamers. A streamlined action resolution system is introduced
for faster, more exciting play. For the first time, GAMMA WORLD
game characters can improve their abilities with the level
advancement system contained in this edition. A new type of player
character race, intelligent plants, is made available to players in this
latest version of the GAMMA WORLD game.

Inside this box you'll find:

e A 21" x 33" full-color, two-sided = A Reference Book of creatures, e An all-new six-panel Game
mapsheet containing three appendices, and instructions for Master's Screen for easy access
intricately detailed maps designing your own adventures to much-used charts and tables

and campaigns during adventures

* A 64-paye Rule Bouk that
contains the latest rules revisions
and all you need to adventure in
the challenging world of the
GAMMA WORLD game

e An all-new six-panel Player's
Screen with useful tables and
player information

# A set of two 10-sided and four
s An all-new 32-page Adventure six-sided dice
Book that contains a complete

introductory adventure
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