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Excerpts from notes made by Ydal Eilfflk, professor at the University of Horn: 

"All know that there is much to worry about in these difficult times, but the skies 
have grown darker in the past few weeks, as if an omen of destruction hangs over 
us all. 

"Baron Jemmas, the Warder, has been very preoccupied in recent weeks. This 
bothers me, for the mind of the ruler of the Barony of Horn ought to be clear, since 
his decisions affect us all. 

"I can only hazard a guess at the problem that afflicts him for only vague rumors 
of the trouble have reached my ears. 

"In the past several weeks there have been raids on several outlying towns of the 
Barony by mysterious golden marauders . Whether these creatures are robots, mu
tants or men, none can be sure for reports are scarce. The monsters are rumored to 
have struck from nowhere, then vanished without a trace, leaving only destruction 
In their wake. 

"The Warder fears that unless something is done the very heart of the Barony will 
fall victim to this threat. It Is rumored that he has offered a substantial reward for 
the destruction of this 'Legion of Gold'. I only hope It Is not already too late ." 

This Is the first GAMMA WORLD'"' module to be produced by the Game Wizards at TSR Hobbles, Inc . This 
module Includes the main Legion of Gold adventure, several mini-adventures which lead up to It , back• 
ground Information, suggestions for the referee, a special players' map and numerous referee's maps . 

If you enjoy this module, be sure to try any of the many other 
unique offerings In this line from TSR Hobbles, Inc . 

GAMMA WORLD'"' Is a trademark owned by TSR Hobbles, Inc . 
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MINI -ADVENTURE 3 
SUB-AQUAN LABORATORY 
SCALE: EACH SQUARE =- 3 METERS 
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THE LEGION OF GOLD 

A GAMMA WORLD™ Module , #GW 1 

By Gory Gygox with Luke Gygo x and Poul Reiche Ill 

INTRODUCTION 

This module is su itable for use as an introductory or intermediate 
adventure series . It co ntains ba ckgrou nd and si tuation information, 
a large scale adven ture map with encounter key, special maps for 
the adventure ser ies and an ongoing campaign, data on new crea
tures , weapons and art ifacts, and two appendices listing new 
treasure items . It is designed for use by 2-8 players , 5-6 being 
optimal. 

The adventure begins in the city of Horn, where the chara cters have 
arrived from widely separate areas . Each is armed with only axes , 
bows , or swords - the only weapons familior to them. The party 
becomes acquainted i n one of Horn's saloons, where it quickly 
became apparent that they all had one thing, at least, in common 
- a lust for adventure. Saloons are frequent meeting places for 
other things ; gossip , rumors, tall tales, and other information . On 
this day , Horn 's saloons are no different. A worried townsman 
begins to speak to the newcomers , and for the first time , the 
characters hear of the terrible Legion of Gold . 

HOW TO USE THIS MODU LE 

It is imperative that the Game Master be completely fom i lior w it h 
the adventures and items presented in this module. A thorough 
knowledge of the GAMMA WORLD™ rules and game systems is 
also required. The GM should read through this module several 
times before attempting to referee it. He or she may wish to under 
line or highlight sentences or paragraphs of special importance for 
easy reference , especially area descriptions to be read or ex 
plained to the players. Careful preparation and a full understand
ing of the adventures will cont ribute immeasurably to smooth, 
trouble -free play . 

BACKGROUND 

The Barony of Horn , a middle -region state of relative insignificance 
in previous decades , began to flower and expand under the 
despoti c but c lever Jemmas , Warder of the Barony , whose military 
excursions added considerable territory (from the shores of Great 
Mitchigoom to the Rocky Ford of the Stone River to the morass of 
Mendomarsh ). Perhaps it was during these expeditions that the 
marauders tr iggered something ancient , for not long thereafter 
disaster fell upon the Barony from the north . One spring evening a 
dozen warriors , in glowing yellow armor, appeared in the border 
village of Deerld . The soldiery rea cted well, attacking with all 
weapons at their disposal , but to l i ttle avail. In minutes the guards 
were dead , the cabins in flames , and a score of more of the adult 
population had been marched away . Whether the fate of the 
captives was death or slavery , no o ne knows . What is known is that 
with in a month the yellow -armored raiders struck again - this 
time, an attack by over two dozen on the village of Esvi l. No 
weapon brought to bear by the defenders seemed to have any 
effect upon the golden figures. In less than an hour , the entire 
settlement was destroyed, the troops dead or routed , and the adult 
populace led away to the northwest. A steady series of such in 
cursions has borne the same results , until the Legion of Gold (as it is 
known ), now numbering in perhaps the hundreds , has torn away 
all of the Barony ' s northern and western territory . 
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INTRODUCTION TO THE 
MINI-ADVENTURES 

Each of the following detailed encounters is designed to prepar e 
the char acters for the ir assault on the Legion of G o ld 's head 
quarter s. It is important to insure that the party is neither too we ak 
nor too stro ng when fight ing the legionnaires , as either cond ition 
will decrease the enjoyment of this module by a large degree. If , 
after the second adventure , you as Game Master deem your ba nd 
of adventurers strong enough in numbers or weaponry to make 
their efforts enjoy ab le and challenging , then send them after the 
golden warrior s immediately . If , after three adventures, the group 
is still too weak to handle th e final que st, then expand one of the 
g iven encounters or create one of your own to strengthen them . 
Another balan cing factor written into this module is the amount of 
weaponry that will be supplied to them by Baron Jemmas . A large 
increase in firepower should only be added if , after many ad 
ventures , the group is still too weak to handle the m ission . 

Introducing the party to the M ini -Adventures should be done by let 
ti ng the characters acquire tantalizing bits of informati on through 
rumors and general co nversation with the townspeople . When fir st 
investigating the c ity of Horn , the chara cte rs should receive very 
sketchy and sometimes false rumors concerning the Leg io n of Gold . 
For example , they m ight meet someone in a bar wh o has heard 
stories of great golden warriors who appear , kill and destro y, and 
then seemingly vanish . This informat ion should be somewha t un 
cle ar , w it h no exact reference to location , number of warr iors, or 
their powers ( unless the GM w ishes to give out folse i nformat io n). 

After investigating Horn (see the detailed encounter area listings 
below) and attempting to track down what information they can, 
the party should hear of an attack on the town of Jeffton by hideous 
mutant insect s, and that a reward has been offered by the town 
mayo r for the destruction of this menace. Exact details may be 
gained on ly by traveling to the town . However , many sour ces w ill 
speculate that the reward is substantial. 

THE FORTRESS OF HORN 

The stronghold of the Barons of Horn dates back to the age before 
the Shadow Years , and its former history is now only legendary. 
Ta les of the town having been a seat of government of the Ancients 
and of the famous persons who hailed from it can be given little, if 
any , credibility . There is no question , however, that some of the 
bui ldings in the place are very old . The ir co nstru ction and mater ials 
predate the Shadow Years , possib ly by several centu ries . Most of 
the build ings in the stronghold are built from the remains of older 
ones which likewise date back to ancient times . Most of the in
dividual dwellings , and some of the other buildings , are of more 
modern construction employing the typical native f ieldst one , brick, 
and wood. 

Around the town is an earthen rampart , atop whi ch is a wall of 
stone . The original Baron Jemmas (the current Baron is the third of 
the some name ) began co nstru ction of the stronghold decade s ago , 
and work is st i ll going on . The original stone walls , only four meter s 
thick, are now being strengthened by an earth embankment on the 
inner face . Brick and timber are be ing employed to create a gallery 
rising from the lower wall , so that the completed barrier w ill consist 
of the two -meter high, grass-covered rampart and the fieldstone 
and stone block original wall of about five meters in height. The 
surmount ing bri ck parapet , with openings for defenders , will have 
a total height of slightly more than two meters . The latter is only just 
above the level of the interior earth embankment. It is bocked and 
roofed by stout timbers and the openings in the parapet ore pro 
tected with wooden shutters, plated with duralloy wherever pos
sible. 



The entrances to Horn are cut through this rampart. Each gate is 
secured by heavy ti mber doors , plated with metal, and lo ng , sharp 
spikes point i ng outwards . Guards ore always alert at these three 
po ints . In addition to their normal thrusting and cutting weapons , 
these soldiers are given Ancient weapons with which to defend 
their positions . The gate s ore open dur ing the day , but at sunset 
they ore shut tight and not reopened until morning . 

The inhabitan ts of Horn ore generally pure-strain humans, or mu
tants with few per cep ti ble aberrations . (The Boron 's family , for in 
stance , appears to be perfectly norma l but is said to posse ss the 
ability of both menta l b last and telepathy .) There ore only a few 
obvious mutants , al l of whom dwell in the southeast quarter of the 
fortress . The people of Horn ore qu ite clannish, toctiturn , and gener 
ally resentful of strangers (except those with many domars to 
spend) . M ost of the western portion of the town consists of resi 
dent ial areas. Points of spe cial intere st ore shown on the map of 
Horn and detailed below . 

GM Not e: Ini tial ly , players will not have much time to spend in the 
Fortress of Horn, but o few details are given because play may re
turn to the place if they manage to succeed in their missions . Thu s, 
by add ing to and altering details as desired , the GM may use the 
town as the base for a continu ing campaign. 

In add it ion to the inhab itants of the palace , and the soldiers and 
their famil ies, there are about 3000 bo sicolly human inhabitants 
and 400 mutant humans. There ore also 10 to 40 mutated crea tures 
v isi ti ng Horn at any given time . The southeast quarter is the rough 
and - tumble secti o n of the town . There the human mutants , mutant 
creatu res, and adventurous humans will be found . These folk are 
more tolerant , but no more friendly , than the other inhabitants. 
Vi sitors will general ly be ignored . If they begin frequenting the 
saloons , they will certain ly be in for obit of troub le , from fist fights 
to duels-to -the -death , depending on thei r actions. Once established 
as "rough and ready" ( brave , tough , capable) ind ividua ls, how 
eve r, they will be accepted as brothers by most of the regulars. 

In time of need , the citizens of Horn can muster some 250 militia 
(averag ing 10 HD each ) to help defend the place. M ili tia have 
leather or podded armor , wicker shields , clubs, axes , spears, a nd 
l ight bows and crossbows (20 and 40 respe ctively of the last two) . 

THE FORTRESS INTERIOR. 

1. TOWER GATES . Over ea ch of these portals , a stone and br ick 
tower has been built. The roof commands the entrance , and th e 
passage th rough the lower story is barred at the inner exit by a 
heavy grille . There are always o dozen soldiers (12 HD each) 
quartered in each gate tower , and on additional four on duty . All 
soldiers are equipped w ith duralloy shields, leathe r body armor, 
short swords , and long spears . On-duty guards have large -bore 
rifled muskets or shotguns instead of o spear. One (the NCO ) will 
hove a m ode rn pi sto l (de term ine ex a ct type rand o ml y .) Off -d uty 
g uards and the ir NCOs hav e sim i lar pro jec til e w ea pons, bu t these 
ar e kept stoc ked in ar senal roo ms. 

GM Note: The wall is patrolled by 12 guards in the daytime, twice 
that numbe r at nigh t. They hove arms as noted above . There are 
fou r NCOs on duty day and night with four additional in reserve. If 
an attack alarm is given , troops in tower barracks will stand to and 
collect their arms . There are seve n officers in the town garrison (14 
HD each) , armed as NCOs and also equipped with either o modern 
rifle (laser or blaster) o r o half dozen grenades (roll random ly for 
type) . One will make the rounds during the day, another at night. 
The others ore on coll for emergency duty or expeditions. 
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2. BARONIAL PALACE. This building is very old, remodeled from 
the time of the Ancients, with thick sto ne wal ls and heavily barred 
windows o n the lower story. The structure is quite large and hos 
three floor s p lus a full basement. There are half a do zen guards ( 12 
HD each) on duty at all times . They wear sheath armor, have 
durolloy shields , and are armed with short swords and stun ray 
pisto ls. There ore also two officer Knights ( 14 HD) and four Squires 
( 12 HD) who serve as NC Os if the need arises . They are armored as 
are regular guards but carry longswo rds, vibro daggers , and laser 
pistols . The Knights are accompanied by one guard each, as above, 
who also carries the Knight's rifle weapon (a lo se r). The Boron 
Jemmas wears o form of shea th armor unde r his tunic and carries a 
v i bro blade and a blaster pistol. In his quarters is his persona l suit of 
powe red alloyed plate armor , o Mark VII blaster rifle, and 20 gren 
ade s ( eight gas, eight explosive, and four fragmentation). Al so in 
his quarters is a strongbox containing 7,400 value in domors and 
425 gold pieces plus o small , locked durol loy box , which holds 
gemstones of the following value: ten at 200 domors each, four at 
700 , four at 1200 , three at 2000 , and 2 of 4000 domars each . 

There are 42 other people in the pa lace (staff, family, and ser 
vant s). Most are armed only with daggers . M ost w i ll hove from 1-9 
domors (roll l dl0 , with 0 = none) . A medical robotoid is stationed 
in the pala ce . 

3. VEHICLE SHED. The Bar on keeps al l of his pre cious ancient 
ve hicles here . There ore a lwa ys four guards ( 12 HD) on duty , armed 
and equipped as palace guards , plus one NCO ( 12 HD) who carries 
o needler and o stun whip. At night , the Bor on ' s single security 
robotoid also patrols the place. Units in the vehicle shed are: 

1 Turbine Car 
3 Flit Cars 
1 Environmental Car 
5 Civil ian Internal Combustion Veh icles 
2 M i litary Alcohol Combustion Vehi c les 
1 Hover Car, M ilitary , Arm ored, with fusion rifle gun 
2 Armored Pe rsonnel Carriers, hover car type 
1 Hove r Car 
4 Bubble Cars 

also: 

1 Light Cargo Lifter 
2 Light Cargo Transports 
1 Ecology Bot, Agricultural 
1 Engineering Bot, Standard 
3 General Househo ld Rob otoids (used to assist in the 

maintenance of veh icles) 

In the daytime the re ore three mechanics and two assistants work 
ing on one or another of the units here. There is a 90% cha nce that 
any given vehicle will be in running order . Fue l is sto red in a 
20,000 - liter underground tonk, as well as in barrels and jerry cons in 
the shed . 

4. BARRACKS. Each of these buildings houses 24 soldiers, two 
NCOs ( 12 HD), and one officer ( 14 HD). There ore sleeping quarters, 
a mess hall , k it chen, recreation room , sto re room, armory, and 
private rooms for the NCOs and officer. Armor and equipment for 
these soldie rs is identic al to troop s who guard the town walls (see 
1). 

5. RECORDS BUILDING . Here all tax records , soles orders , and 
other such receipts and documents ore stored . Buried under ream s 
of old records is o mop which shows the loca tion of a long-forgotten 
armory about tw o kilometers from the city . The building is in ru ins, 
but o case of eight automatic rifles and 2,000 roun ds of ammunition 
survive in excellent condition in th e basement rubble. 



6. LICENSE BUREAU. Any individual desiring to do business in or 
around the town must come here and register. The fee for o license 
to pedd le or sell is one domor per day , 20 per month. To establish a 
business the fee ranges from 25 to 200 domors, depending on the 
nature of the enterprise . 

7. THE PLAZA. Each morning, and oll doy Saturday, formers, 
tinkers , peddlers , ond the like set up thei r booths here . On Sunday 
the Boron stages o review of regular troops and mili tia in the p laz a . 
Other ce remonie s ond ce lebrat ions ore like wise staged here in 
good weather . 

8. STABLE. Each of these pla ces contains about o dozen or so riding 
beasts - ce ntisteeds ond a few brutorz generally, with on oc
casional team of rokoxen . 

9. THE INN . This large ol d structure con accommodate up to 40 
patrons . (Guests of the Boron and var ious important visitors ore al 
ways given special quarters in one of the LODGING HOUSES). 

10. LODGING HOUSES. The tw o buildings near the palace ore 
eoch d iv ided into on upper and lowe r suite. The one near the south 
gate hos two dozen roo ms for less important visitors. 

11. PODOG STABLE. The boron maintains a troop of 20 podogs, in
cluding three w ith dual brains . There ore four grooms quartered in 
the building. 

12. GENERAL STORE. This establ ishment sells all sorts of food 
stuffs , equipment, and general mer chandise. Occasionally buyers 
will find or tifoc ts of one sort or another here , and they co n dispose 
of the ir own finds here. 

13. FOUNDRY . In this place several blacksmiths , iron worker s, ond 
gunsmiths work making various weapons , including the muskets 
used by the Boron 's troops . There ore currently six muskets under 
construction and six co mpleted . 

14. LIBRARY. Boron Jemmos maintains a collection of a ll sorts of 
printed matter , tapes , and the like. Although general entrance is 
not perm itted, persons with spe cial posses ore allowed inside . 
Among the archive materials, lost under stocks of worthless books, 
is a techni ca l manua l explaining how to reprogram robots . An en 
velope between the poges contains on ID cord (stage Il l, Robot ic 
Technician , orange w ith a silver border ). 

15. CASINO . This place is o co mb ina tion entertainmen t hall, 
gambling den, saloon , restaurant , and sporting house . It is strictly 
reserved for pure -strain humans, no mutants al lowed! There wi ll be 
o dozen patrons of normal sort, plus several so ldiers (NCOs or of
ficers) and men associated with the Boron . 

16. SALOONS. Each of these pla ces will hove customers whenever 
they ore open. To determ ine the number of patrons, odd the hour of 
the day to a die ro ll ( 1-4 in small saloons, 2-8 in larger places ), 
doubl ing the total at nigh t. Most serve some light food as well as 
drinks . Patrons w il l general ly be appropriate to the locale of the 
bar . Drinks normally cost one domor each . 

17. SOUTH GATE. This is the farmer 's gate. All mutants of any sort 
must enter and leave by this gate on ly . The guards ore the some as 
at the TOWER GATES but one or two wil l be humon mutants w it h 
one physical and two mental mutations each (oll of the beneficial 
sort). 

18. UNIVERSITY OF HORN. Boron Jemmos' pride and joy is the 
center of learning he hos estab l ished in his capitol. All citizens of 
Horn ore entit led to spend two yeors of their childhood learning to 
read , wr ite, and do simple sums. Thereafter, most enter some use-
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ful occup ati on but ore still eligible to attend trade classes one day 
per week for another two years in order to make them into more 
skilled craftsmen , tradesmen, etc. The very brightest of the common 
folk ore allowed to attend m iddle school , if their families con pay 
the tuition - a rather modest 100 domors per semester . Children of 
soldiers, administrators , aristo crats from outlying villages , ond the 
gentlefolk of Horn proper attend a pri vat e Lower Schoo l, Midd le 
School , and then Upper School. The cost of the Lower ond M idd le 
Schools is 200 domors per semester . Upper Schoo l tuit io n is 300 
domors per semester. Groudotes may then enter one of the three 
colleges - Military , Techn ica l, or Administrat ive. College costs de 
pend upon type and scholastic merit, but range fr om 50 to 5,000 
domors per semester. 

The staff of the University consists of approximate ly tw o dozen in
structors . They sel dom venture outside the precincts of Horn . (This is 
a ce nter of Restorat io nist concepts and belief s, although the Boron 
doesn't know it. The Restoroti onists do not think highly of 
fe udal ism.) 

MINI-ADVENTURE 1 

START 

Fro m the information acquired in Horn the party travels to the small 
establishment of Jeffton , o village of almost 200 inhabitants. A 
wooden palisade surrounds the small cluster of 50 or so houses , but 
the gate is open and people ore passing in and o ut of the village 
frequently . Any inquiries as to the recent disturbances or reword 
offer will be referred to the town mayor , Hubert Frump . A friendly 
and rot un d individual , Mayor Frump will be found in the village's 
modes t Town Holl. Here the mayor w i l l explain to the party that al 
though the village is largely supported by nearby produce and 
da iry forms a brisk trade is done with local hunters and trappers. For 
the post several weeks , however , the trappers hove been report ing 
that the amount of game animals in the nearby woods and 
meodowlonds hos been steadily de creasing . This by itself would 
not hove been unduly alarming , were it not that several local 
formers who recently reported miss ing cattle found their devoured 
carcasse s a few days later . The incident which precipitated the 
reword offer happened only three days ago . Three children, ploy 
ing alone in the woods , were attacked by hideous insectoid 
monsters . Only one of the children escaped the giont mutants . The 
fate of the remaining two chi ldren, a boy and a girl , is unknown . 
The day ofter the abduction , the children's parents ond a group of 
their fr ie nds armed themselves to form o rescue party . As they left 
two days ago and hove not yet returned or sent news, the moyor is 
somewhat skeptical about the group 's success. 

In re tu rn for the destru ction of the menace , the mayor will promise 
the party two weapons as reword; o fully charged loser pistol (a lie , 
the pistol actually hos only 4 charges left) and a .20 gouge shotgun 
with 15 rounds of ammun ition , both in perfect condition (the truth). 
The reword will be g iven ofter the party comp letes the mission, not 
before . To help insure success, the mayor will supply the party with 



two gos grenades of a type known to be fatal to most insects (75% 
effective , ro l ling once for each affected insect) but harmless to 
humans . The gos fills on area six meters square and sinks to the 
lowe st level possible. In addition , if the characters rescue the 
children and their parents , the mayor will give the party a stage IV 
(b lue trimmed) ID cord and four uses of occelerodose, plus the 
stated reward. 

May or Frump suggests the party begin their invest igation at the 
Gense r goose ran ch some three kilometers to the northeast. Mr . 
Genser hos repor ted strange goings -on near his ranch for a lmost a 
month and is likely to hove useful information about the insect 
attacks . 

THE AMBUSH . 

As the players head northeas t out of town towa rds the Genser 
ranch , they are unaware that they are being watched - their every 
move scrutinized by distinctly inhuman eyes . The terra in between 
town and the ranch is slightly hilly, covered wit h sparse clumps of 
trees and brush . After walking just ove r two kilometers, the ad
venturers crest a hill and view a strange sight. Th ir ty meters ahead 
to the right , lyi ng next to a brood expanse of trees, is a man dressed 
in ragged scrapes of clothing . Standing over the man is a monstrous 
synthesis of man and insect nearly two meters toll. Before the party 
con react, the insect pulls the man bock into the trees and out of 
sig ht. Al l tha t co n be heard is the man's frantic screaming of 
" Buggems , no! Buggems, no!" 

The man ' s pitiful cr ies ore actually a warning to the characte rs of 
the buggems' trap . If the party pursues the monster and h is victim, 
they wi l l find the pa ir 20 meters in to the wood s, struggling in the 
cen ter of a small clear ing . Wh i le the character s are involved in 
com bat w ith the buggem ( HD 5; hp 18; AC 5 ; MV 10; AT c law , claw , 
bite for 1-6/ 1-6/ 1-1 O; MU gos generation), three more of the 
insect men will burrow up out of the ground and atta ck the party 
from all sides ( HD 5; hp 21, 19, 16; AC 5; MV 10; AT claw , claw, bite 
for 1-6/ 1-6/ 1-10) . Up close , the hideous beasts con be seen to hove 
the aspect of giant , bloated , four - legged termites standing on two 
hin d legs and attacking w ith their front two c laws and heavy 
mandibles . When it appears that defeat is inev itable the buggems 
wi II attempt to flee , using the first buggem's ( hp 18) mutation of 
gos generation (if it is still olive) to create on opaque cloud to cover 
their escape . 

Once the combat is over, the party finds that the buggems' bait (the 
screaming man ) is mortal ly wounded and beyond help . Before he 
dies the man info rms the cha racters that he was a member of the 
rescue party in search of the missing children . The Genser ranch , he 
soys , hos been token over . As for as he knows the rest of h is group 
is still alive . However , while he was imprisoned , several men 
captured from elsewhere were taken away from the captive group 
and not seen again . 

THE FARM . 

As the party nears the form they notice no activity whatsoever . Not 
only are the fields unattended , but all the geese ore gone. In fact, 
all wi ldlife is absent from the su rround ing co untryside except for 
the smal l insects . Even the birds seem to hove left . 

The form compound is mode up of a born , a w orkshop , and a ma in 
house . The born is qu i te empty of all life . The workshop is also de 
serted , but a l l the tools present ore neatly arranged and in their 
proper pla ces . The main house is a two-story affair co mplete with 
attic and earth -floored basement . If the party searches the two 
ma in floors or attic they will find nothing out of the ordinary, nor 
wil l they find any people . However , if the characters search the 
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basement they will find a roughly hewn tunnel opening in the dirt 
wall , 1.5 meters in diameter and leading into a long, dork , 
descending passage . This passage leads to THE EMBROYOTS, room 
7 , below . 

If the characters enter this opening or any ot hers like it they not ice 
that the floor gradually slants downward. The tunnels are to tally 
dork , and without light of some sort (to rches, flashlights, etc.) the 
party w i ll be handicapped in both attack and defense. When in 
combat , the characters fight w ith a penalty on their "to hit" rolls . 
In addition, a character ' s armor class when being attacked is 4 
c lasses worse , i .e . AC 4 w il l be treated as AC 8. Any missile fired by 
a character in the dork hos an equal cha nce to hit any ta rget in the 
dire ction of fire . Ro ll randomly to determine who the missile is f ired 
at , then roll to h it normally . 

THE PARN'S MOUND . 

If the chara cters search outs ide of the house, they will find o toll 
mound of dirt about 100 meter s behind the born . The small hill is 
co ni cal in shape, reaching a height of five meters and a base 
diameter of ten meters. At the top o f the hill there appears to be 
som e kind of depression , but this cannot be seen clearly from the 
ground . If the party begins up the hi l l a giant purple -colo red beetle 
will rush ou t of the opening in the top of the mou nd and attack the 
characte rs. The porn ( HD l O + antennae; hp 35 + 18 per antennae; 
AC 6 ; MV 6; AT shoots 2 barbs per roun d for 2- 12 ea ch and attacks 
with two antennae for 3-18 each) hos tw o swordlike antennae 
which it uses as weapons . If a character de cl ares that he or she is 
specifically aiming at on antenna , he or she may do so, striking as 
though the target antenna wa s AC 5. The damage done is sub
tracted from the antenna 's 18 hit points , not the porn's total. When 
on antenna hos token 18 po ints of damage , it is rendered useless . 

At the top of the hill is a two meter wide opening into a pit at least 
10 meters deep. Beyond 10 meters the pit is too dark to see with the 
una ided eye . If the pit is illuminated the characters discover that it 
goes down only five meters further . Ha lfway down in the pit wall is 
an opening 1.5 meters across . At the bottom of the pit is a second 
opening much like the first but going in the opposite d irection. Note 
that without illumination the second opening will be beyond the 
party's range of sight. If the party enters the tu nnel , the same rules 
and restr ictio ns regarding underground passageways apply as 
noted in the previous section , THE FARM. 

THE BUGGEM NEST 

FLOOD CHAMBERS (all area s marked F). 

A pit hos been dug in these spots to prevent the flooding of the nest 
by catching and holding rain water . There is a lways a narrow ledge 
left around the edges of the pit that co n be seen with il lumination 
and whi ch supports a man's weight. Each pit drops six meters down 
and enr.s in a wide , empty chamber. If the party is traveling without 
i llum inat ion , the first rank automatical ly dr ops i nto the pit unless 
pre cautions ( like topping the floor w i th a long stick) are token. Any 
one falling into a flood chamber will suffer 3- 18 points of damage. 
Climbing out of a pit is d iffic ult because the wal ls of the chamber 
ore mode of loosely pocked dirt. To successfully get out by his or 
her own efforts , a character must roll the average of his or her 
physical strength and co nstitu tion or less on a twenty-sided die. If a 
rope is thrown down and anchored solid ly at the surface, escape is 
automati c. Due to the heavier-than-air qualities of the gos con
tained in the grenades, the gos flows down into the extremities of 
the cove complex when a grenade is detonated in a tu nnel. If a 
flood chamber is located in the course of the flow , all of the gos 
sinks into the hole , leaving a clear corridor . 



1. HERP INFANT. 

Sitting in the center of this small, roughly carved chambe r is a 
newly-ha tched he rp ( HD 9; hp 34; AC 7; MV 5; AT squ irts a stream 
of acid up to 10 meters fo r 6-36), so young that its she l l hos not yet 
ha rdened. The crea ture will attack the first person to enter the 
room. 

2. HERP EGG CHAMBER. 

Inside this room ore dozens of spherical eggs piled against the wall 
opposite the entrance. As the party enters the area, one of the eggs 
begins to rattle an d move. One round later, the characters witness 
the hatchi ng of a he rp egg. The voracious litt le beetle (HD 9; hp 34; 
AC 7; MV 5; AT sq uirts a stream of acid up to 10 meters for 6-36) im
mediately attacks as per the herp infont in room 1. If the party 
chooses to attack the egg before it hatches, they inflict double 
damage on the first round of combat while the herp struggles to get 
out. 

Buried beneat h the eggs is on old, foully chemical explosive 
grenade only 70% likely to go off when activated. If, however , the 
area is subjected to ex treme heat ( as in the burning of the eggs 
above the item), the grenade explodes. The explosion covers a l 0 
mete r radi us and inf l icts 10-60 points of damage to any person 
caught in the blas t. 

3. BUGGEM GUARD ROOM . 

Four buggems no rmally inhabit this room, with one always stand
ing guard d uty in six-hou r shi f ts. Crude niches in the walls ore filled 
with weaponry , filthy rags, and some type of fungi that emits a 
nauseating od or. Three of the te rmite men ( HD 5; hp 23, 20, 16; AC 
5; M V l 0; AT tw o claws for 1-6 each p lus a bi te for 1-10, or by 
weapon type and bite) ore in the room at this t ime, each munching 
on a clump of the foul fungi. When the party enters the area , the 
two bugg em s with the most hit points charge the characters and 
fight them in melee combat wh i le the third buggem stands bock, 
hol d ing a crossbow ready to shoot at the first opportun ity. The cross 
bow is equipped wi th 8 poison-tipped qua rre ls (intensity 9), which 
the bugge m will fire before using its 20 no rmal bolts. 

If the carved niches ore thoroughly searched, the party will find a 
viol of orange serum (anti-radiation), a stage Ill grey trimmed ID 
cord (scientific), and a lose r pistol that will me lt into a heap of slog 
ofter only one shot. A tunnel in the bock wall winds up and around 
for nearly a kilometer befo re reaching the surface in a thickly 
wooded district half a kilometer from the form . 

4. PRISON CHAMBER. 

The passage ahead is blocked by a granite boulder so that only 10 
centimeters of the tunnel nea r the ceiling is open. In front of the 
boulder stands a very toll (over two meters) buggem (HD 7; hp 28; 
AC 5; MV 10; AT two claws fo r 1-6 each plus a bite for 1-10, or by 
weapon type and bite; MU gos generat ion) wielding a crudely 
forged two-handed sword. Duri ng the first round of combat the 
termite man expels a cloud of caustic irri tating gos. The gos f il ls the 
corridor fo r 15 meters tow a rds the party, causing al l within its area 
of effect to toke 1-6 po ints of damage pe r round and f ight at - 3 to 
hit as long as they rem a in w ithin the cloud . 

Once the beast is ki l led the cloud dissipates , allowing the charac 
ters access to the boul d er. A combined physical strength of 35 will 
succeed in rolling bock the rock , revealing the pri son chamber . 
Within the interio r of this stork, tomblike room o re ten naked 
people (the remnants of the rescue pa rty and the enti re Genser 
clan) all in advanced stages of starv a tio n . These b leary-ey ed 
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individuals will not fight or help the party in any way. Instead they 
flee through the exit in room 3. Beneat h the thick layer of di rt and 
f i lth on the room's floor ore two human skeletons. 

5. CONCEALED PIT. 

A modified version of one of the lair's many drainage pits sprawls 
across the tunnel floor for l O meters, covered with a thin crust of the 
termites' naturally produced cement (a mixture of dirt , saliva, and 
cellulose) . There is a 33% chance that any character walking over 
the area breaks the thin crust, dropping everyone on the cement 
into the pit (roll once for each person walking on the crust). The foll 
itself inflicts 3-18 points damage , and on the pit floor ore sharpened 
rocks covered with a toxic slime that may penetrate a falling target 
(40% probability) causing on addit ional 2-12 points damage . 

6. THE ZARN LAIR. 

This chamber is much smaller than those seen previously , being 
on ly three meters in diameter. On the for side of the room is a 
tunnel opening onto a gradual incline. The passage ends a hundred 
meters away , emerging into the open amid a cluster of trees three 
hundred meters from the form. 

Lying in a corner of the chamber ore two unconsc ious children, one 
boy and one girl. Both appear to be breathing but no amount of 
noise awakens them. They ore coated with a transparen t, mucous-
1 ike liquid. This is a form of venom which produces a deep coma , 
though the party does not recognize it as such . Hiding in concealed 
recesses ore two zorn beetles ( HD 4; hp 14, 15; AC 7; MV telepo rto 
tion up to 200 meters; AT spray of paralytic venom at one target up 
to five meters) . As soon as someone approaches the two children , 
the zorns attack with their poison sprays . One round posses before 
the party is able to locate the beetles' la irs, during which the zorns 
continue to attack. As soon as one of the beetles hos lost one-half of 
its hit points it will teleport away, returning later for hopefully less 
aggressive prey . Paralysis indu ced by the zorns ' venom does not 
wear off unless the spray is washed off the victim. In this case , 

mobility returns ofter 10 rounds . 

Two rounds ofter the party hos located the zorns, three buggem 
guards burst into the chamber and attack the rear of the party , at
tracted by the sounds of combat (buggem guards: HD 5; hp 21, 20, 
17; AC 5; MV l O; AT two claws for 1-6 each plus a bite for 1-10, or by 
weapon type and bite) . Two of the guards ( hp 21 , 20) carry bottle 
oxes while the third is unarmed . 

Ten rounds ofter the zorns hove been discovered, on additiona l 
three buggem guards arrive. Their statistics ore the some as the 
previous group , except that the buggem with only 17 hit points also 
hos the ability to generate on opaque cloud through which only the 
termite men con see. The cloud fills the room and six square meters 
of corridor space . All characters in this area fight as though it were 
dork (see details under the earlier section THE FARM ). 

The two children will revive 10 rounds ofter the slimy venom cover
ing their bodies hos been washed off. However, they remain in 
deep shock, unable to speak. If their bodies ore searched two small 
punctures will be found just behind their ears. Through these open 
ings the porn injects eggs into the child rens' brains. In two days the 
eggs will hatch , killing the children. If the youths ore returned to 
Jeffton befo re tw o days hove passed the eggs may be surgically 
remove d , but any attempt on the port of the characters to remove 
the eggs resu lts in ser ious injury or d eath to the chil d ren. 



Hidden beneath the dirt in one of the zarn's small lairs is an old, 
rusty , Browning 9mm pistol. There is a round in the chamber and 
nine in the magazine . Also buried in the dirt is a spare clip of am
munition (nine more shots) . The weapon is classified as a medium 
caliber weapon but is somewhat faulty due to its age and corrosion . 
The gun jams 25% of the time when fired, requiring tw o combat 
rounds to clear. 

Th is room has a very low ceiling (two meters) cove red with white , 
oblong objects that hang down about half a meter . The ovoids are 
covered with a translucent , gooey sap and appear to be pulsating 
sl ightly . In the far corner sits a porn that is apparently sleeping (but 
is actua l ly dead) . On the near side of the room there is an opening 
in the wall through which the party can see a tunnel slanting steep 
ly upwards . It appears that by moving silently along th e wal l the 
party ca n slip through the room unnoticed by the porn . 

As soon as the lead party member reaches the entrance to the pos 
sageway (or nears the dead porn preparatory to an attack) fo ur of 
the white sacs will split open, each releasing a porn embryot (HD 3; 
hp 16, 14, 12, 10; AC 9; MV 6; AT initial bite for 1-8 plus 10 points 
damage per round therea fter unless dislodged). Each crea ture 
looks l ike a wet , insectoid monkey with six hooked claws and a 
tooth -fil led circular mouth. The embryots attack the nearest charac
ters , attempting to jump on their heads or shou lder s and latch onto 
the person with their mouth. They then begin sucki ng out the 
victim ' s bodily fluids . The first hit by an embryo! indicates that the 
creature has fastened itself to its target ; for each round that it re
mains al ive and attached, it inflicts 10 points of damage to the 
vict im while drinking his or her fluids. If a character is reduced to 
zero hit points he or she dies instantly, and the sated embryo! de 
taches itself and goes into a deep slumber . 

The re st of the sacs are not yet fully developed and are unable to 
attack or defend themse lves. Their sweet smelling egg sac flu id has 
amaz ing restorative power if ingested . For each liter consumed, 3-
18 points of damage will be cured . There are eigh t liters of fluid 
total in al l of the remaining sacs . 

The tunnel opening onto the room goes upward for over a hundred 
meters and emerges inside the earthen basement of the main farm 

house . 

8. FUNGUS GARDEN. 

Light streams from this room as the party rounds the corner. The il 
lum inat ion comes from the dozens of tall, shrub like fungi tha t fill 
the chamber. Each different type of mushroom emits a d ifferent 
colored light. Standing in the middle of the room are two buggem s 
( HD 5; hp 20, 16; AC 5; MV l 0; AT two claws fo r 1-6 each plus b ite 
for 1- 10) gathering great quantities of the bushy fungus and stuffing 
it in large bags . When the party enters, the buggems drop thei r 
bundles and engage the cha racters in me lee. 

7 

If the chara cte rs take any of the fungus wi th them, they find that 
on ly the green fungus cont i nues glowing after it is detached from 
the floor. This is because only the green fungus is radioactive (in
tensity 3) , and anyone holding the fungus must take the applicable 
radiation effects. Eating any othe r colo r of fung us does not harm the 
party members , but nei ther does it help them . The taste of the 
mushrooms is paperlike and unpleasant. 

9. BUGGEM NURSERY CHAMBER. 

This broad room is partially i l lum inated by a one meter deep trough 
of g lowing coals and embers that blocks the chamber's entrance. 
Beyond the two -meter span of fire the party is able to see six 
bloated human males moving sluggish ly as though drugged. Also 
lying around the room are several mutilated co rpses and a ta l l pile 
of bones . 

The buggems use this area as a nursery for their young . Themselves 
nurtured on the body of some unfor tu nate person, these parasit ic 
adult creatures pierce a body to lay eggs after th e victim has been 
rendered senseless by an injection of a powerfu l narcotic enzyme . 
The eventua l hatching of the young termite men causes the death 
of their hosts. It seems far too late to save these poor souls; indeed , 
the six men in this chambe r are v irtual ly insensible , and will not 
respond to any actions taken by the party. 

10. GUARD CHAMBER. 

The wal ls here are carved with many niches , each filled with 
strange devices and obje cts. In one corner there is a pile of the 
fungu s the buggems feed on, and in another corne r is a small drain
age p i t. Six buggem warriors inhab it this chamb er (H D 7 ; hp 28 , 27 , 
26 , 24, 22 , 20; AC 5; MV 10; AT tw o cla w s for 1-6 each p lus bite for 1-
10, or by weapon type and bite). Each of the termite men is armed 
with a two -handed swo rd and a crossbow . The f i rst tw o buggems 
attack with their swords , allowing the remaining four creatures to 
fire miss i les ove r them at the upper torsos and heads of the party 
members . A s the swordsmen are slain, the bowmen draw their 
swords and take their fol len comrade's place. If a gas grenade is 
thrown into the room, the nearest buggem sacrifices himself by 
grabbing the grenade and jumping in to the pit before the bomb ex 
p lodes. 

Once the par ty has defeated the guards they may search the 
contents of the niches. Among many unrecognizable items are the 
following : 

l key cha in with 12 keys of assorted size and shape. 
l ink pen (d ry ). 
l book, titled Only the Fit Sholl Survive! , which details 

the ideals and goals of the Ranks of the Fi t. 
neutrino generator, broken beyond repair . 
geiger coun ter in perfect condition . The device 

registers radiation up to l O meters away from the 
radia nt source per level of intensity. 

package of six detoxification tablets that make any 
poisoned or contaminated liquid drinkable, one 
tab le t per 10 lite rs. They are deadly poison (in 
tensity 18) if eaten . 

4 hydrogen energy ce ll s. Three are drained , one is fully 
charged . 

l collar of servitude. Make s any humanoid wearing the 
device tota ll y docile and passive . The co llar can 
no t be removed while functional; ho w ever, the 
item has enough power for on ly 72 more hours . 

Careful inspection of the walls reveals a disco lored section of earth 
on one side of the chamber. This is actually a thin layer of the 



buggems' natural cement , which camouflages the opening to a 
short corridor leading to chamber 11, the room of THE TELEPATH. 
The cement covering can be smashed by a solid blow with some 
heavy ob ject. 

11. THE TELEPATH. 

Buggem telepa ths are a rare mutation of the insect breed who have 
lost most of the ir natural strength but have gained the ability to 
communicate psych ical ly with a ll members of their spec ies regard 
less of the distance or physical barriers . In addit ion , the telepath 
has much greater intelligence and dexterity than his unmutated 
relations and is therefore able to use weapons of a more tech
nolog ical nature . Without a te lepath to guide their actions , normal 
buggems lose their sl ight ability to reason and revert to savagery , 
abandoning al l but the ir natura l weapons. 

When it becomes clear that hi s guards in room 10 , the GUARD 
CHAMBER , will be defeated the buggem telepath in this chamber 
(HD 5; hp 12; AC 5; MV 10; AT bite for 1-6 plus weapon type; MU 
gas generation , supra -telepathy ) pla ces a small damage pack in 
the center of the room and sets i t on proximity detonation . He then 
takes h is fully charged Mark V blaster pistol and retreats 15 meters 
up the escape passage in the oppos ite side of the chamber from the 
entryway and wa its for the party to enter the room . Whe n the party 
arr iv es they find a sma ll , unoccup ied chamber littered with trash 
and bits of fungi . In the center of the trash can be seen a smal I 
backpack . A tunnel ( the escape passage ) slants up out of the room 
from the far wall. Soft scu tt l ing noises come from the dark opening . 
As soon as someth ing or someone comes w ithin four meters of the 
backpac k, the sensitive explosiv es inside goes off , doing 6-36 
po ints of damage to everyone w ithin 10 meters . 

If the characters immed ia tely run up the dark passage after any re 
sul ti ng explosion , they f ind the te lepath frantically d igging through 
the b locked -up e xi t at the end of the 60 meter long tunnel. Hope 
lessly cornered, the telepath uses hi s gas generation ab i lity to f i ll 10 
meters of the corridor w it h i nte nsity 14 poison gas . He then shoot s 
the firs t pers on he sees w ith the blaster pistol. 

If purs it is not immed iate following the explosion of the damage 
pa ck, or if th e par ty spends too much time investigat ing the 
chamber , the te lepath reaches the surface and escapes . In thi s 
even t there is o nly a 25% chan ce of !ro ck ing and overtak ing him in 
the wilderness bey o nd. 

If the telepat h's room is carefully searched the party find s in a 
h idden niche a Life Ray device in apparently perfect condition . 
However , a ser ious flaw in the item 's i ntricate workings has severe 
ly impaired i ts fun ctio n and the dev ice has on ly a 50% chance of 
wor k ing properly when f ired . The remainder of the t ime the item 
radiates th e ho lder with intensi ty 16 rad iation . The Life Ray has only 
six charges left. 

m ·s, ) 
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MINI -ADVENTURE 2 

INTRODUCTION 

After successful ly d ispatch ing the buggems (M ini -Adventure l ) and 
return ing to Horn , the characters hear more ta lk concern ing the 
go lden warriors . These rumors are more detailed and des cribe the 
golden warr iors ' act ivities more fu ll y ; descend ing upon towns , 
dest roy ing them, taking prisoners , and then , as always , vanishing 
wi thout a trace . No names of towns or villages should be disclosed 
to players . However, it should be known to them that the most 
recen t attack occurred in a town near Horn . In add ition , after the 
party has done some invest igating , they learn that strange, g lowing 
humanoids have been reported attacking the v i llage of Shopp . N o 
exac t information is available to the players , but the GM may make 
up m isleading informa ti on if necessary to encourage the p layers to 
journey to Shopp . 

START 

The ru mo rs of strange , golden humanoids have brought the par ty to 
the town of Shopp . Th is small village of 300 inhabitants consists 
most ly of wooden bui ldings and is surrounded by a four -me ter h igh 
wooden pal isade . Shopp ' s marketp lace thrives with hunters , 
formers , and dealers of supposedly ancient artifacts (al l fakes or 
damaged beyond repair ) . At the town's single busy tavern , one can 
confirm the rumors of unusual occurrences after dark . Indeed , for 
the past severa l nights stockade guards have reported hear ing shr i ll 
screams and seeing glow ing figures moving through the brush near 
the wall , but no one has yet seen these nocturnal v isitors up close . 
The o nly attemp t to follow the figures ended in failure - three of 
the baron ' s sold iers who left the compound to trac k the creatures 
were found four kilometers to the northwest , seared by radiation . 
There were signs of a struggle , but no serious inves tiga t ion of the 
site was made by the panicky relief party . Town guards who relate 
all th is to the party members suggest that this battleground may be 
a li kely spot to search for clues . 

The si te can be reached after a hike of approx imately four ki lo
meters through densely wooded countryside . When the party 
arrives at the spot where the three men were found dead , a smal I 
c lear ing i n the trees , they discover on ly scraps of c lo thing and 
smal l, useless b its of equipment ( no weapons ) - the bodies seem 
to have been devoured by w i ld beasts . However , there is a cl ear 
trail through the brush leading northwest , and the footpr ints of 
several humanoid creatures are easily detected in the soft ground . 
The footprints appear to head northwest along the trail. 

If the characters continue northwest on the trail of the myster ious 
humanoids , four k i lometers forther they f ind a flat pla in of devasta 
tion many kilometers w ide . The on ly things stand ing on the lifeless 
area are 10 evenly spaced black metallic bo xes, ea ch 2.5 meters 
h igh , three meters w ide , and six meters long . Three of the sides on 
ea ch box are featureless duralloy . The fourth side appears to have 
a door , flush w ith the wall and w ithout handles or knobs . There is a 
small slit to the right of the door a t wa ist level. 

THE SHELTERS 

The cubical structures are actual ly the above -ground entryways into 
l 0 ind ividua l survival shelters . These shelters were bu ilt i n a per iod 
of cold war between 2 150 and 2193 . During this time the rap id ad 
vancement of beam and robotic weaponry was constantly shifting 
the balance of power . To insure the surv ival of certa in high level 
officials , the military instituted the construction of these shelters . 
Designed to be se lf -suff icien t for up to two centuries of occupancy , 
these empla cements conta ined enough supplies , recycling devices , 
and enterta inment units for a group of l 0 people to comfortably 



survive. As the world situotion improved the shelters were dis
missed as unnecessary . However , with the onset of the Shadow 
Years in 2309 the survival areas were reactivated . Now , nearly two 
centuries later, the shelters are mostly abandoned, and are home to 
all kinds of foul creatures. 

All of the underground shelters were built with the same layout and 
are , to a certain degree, identical. If the door to a shelter is not 
locked , a stage IV red or blue trimmed ID card opens it. Behind this 
door is a stairway leading down 15 meters. At the bottom of the 
stairs is a second door . Like the first, this portal requires a stage IV 
ID card to open . In addition , there is a small red lens set into the 
wall above the door . The camera connects via closed circuit cab le 
to a screen inside the main chamber of the shelter . Only those 
shelters with functional micropiles (see below) have operative 
cameras. 

If the doors are locked , a stage IV card will not work . Only a blue 
trimmed stage V ID unlocks a door from the outside. The only other 
way to enter a locked portal is to force it open . The outer door takes 
100 points of damage before opening . The inner door can sustain 
only 50 points of damage. Melee weapons (normal swords , axes , 
etc.) only do half damage to the portals' metal surface (treat the 
doors as AC 3). A vi bro weapon slices through the outer door in four 
rounds, and the inner door in two rounds . 

Aside from the individual descriptions given below , all 10 of the 
survival shelters conform to the same basic floorplan (see the dia
gram). The shelters each have a main living chamber 12 x 16 sq . 
meters; four pr ivate rooms 3 x 6 sq. meters each ; a three me ter 
wide ha l lway connecting the main living chamber to the pr ivate 
rooms, and a 9 x 9 sq . meter storeroom . The main chambers contain 
furniture , video projectors (set into a wall - functional if the 
micropile is operative), various personal ite ms, trash (see the 
Treasure Tables in this module, disregarding valuable items) and a 
food and beverage dispenser set into the wall. This last item is 
button-operated , with a 50% chance of spewing out a greenish 
paste that is in tens i ty 14 poison if ingested . Otherwise , the 
dispenser will be empty . 

The private chambers each have old , torn mattresses, ragged 3-D 
Optical works of art and occasionally some decaying clothes . The 
storage rooms are littered with trash and empty containers of all 
types . Against the opposite wall from the door are the controls for 
the shelter's power supply - a fission micropile . 

GM Note: The shelters are numbered according to the ir proximity to 
the party when first discovered from the forest. Number 1, there 
fore, is the closest , while number 10 is the furthest away . 
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SHELTER 1. 

The outer door of this complex is bent inwards and smashed down 
as though some tremendous force punched through the duralloy 
wall . Some of the dust covering the sta irs has been swept away but 
no clear tracks are identifiable . 

The stairway leads down 15 meters into darkness and ends at a door 
that has also been broken down . The main room is fairly clean; 
however , there are several pieces of broken furniture strewn 
around the room. Splinters of wood and plastic litter the floor . The 
room 's lights (florescen t) are intact but inoperative . Aga inst one 
wall , sitting on a table , are two box - l ike apparatuses . 

The shelter is the home of a total of five hissers ( HD 18; hp 70, 60 , 
38, 25 , 19; AC 3; MV 12; AT by weapon type; MU mental blast, mass 
mind , or sonic attack ; also immune to laser or sonic attack) . Should 
anyone venture more than halfway into the main room the two 
largest hissers (hp 70 and 60) quickly sl ide out from beneath pieces 
of furniture and attack . The largest h isser wields a two -handed 
sword and uses mental blast or sonic attack every other round on 
anyone within 15 meters . The second attack ing hisser has a vibro 
dagger (charged for 60 melee rounds) and uses mass mind to 
amplify the largest h isser ' s mental attacks . 

The two boxes on the tab le are a microcomputer with video screen 
and video disc projector . The computer has several magnet ic 
cassettes stored in a recess in the back of the machine . Each 
cassette has a different computer game program but the displays 
are in an incomprehensib le language . The video disc projector is 
broken , but it has three discs wh ich can be played on projectors in 
the other shelters . One disc contains instruction in advanced 
algebra and geometry; the second disc is an ancient black and 
wh it e comedy about a band leader and his dizzy wife (ten 
episodes) ; and the third is a travelogue concerning National Parks 
circa A .D. 2025 . 

The private rooms are virtually empty , containing only dusty bed 
rolls and scraps of paper . 

In the storeroom can be seen only stacks of boxes and rusted metal 
drums . Built in to the wall in the far corner of the room is the control 
console for the shelter ' s micropi le . Standing behind some of the 
stacked boxes is an adult female hisser (hp 38), two young hissers 
(hp 25 , 19), and 12 large eggs. The female attacks only if she is dis 
covered and believes that her offspring are threatened. She is 
armed w ith a Mark V blaster (3 charges remaining) . The young 
hissers attack by b iting, punching , and constricting (treat as one 
attack for 1-8 po ints of damage) . None of the hissers in this room 
have yet developed their natura l mutations . The control console in 
this room is broken and is beyond repair . 

SHELTER 2. 

Both doors leading into this shelter are open and streaked with 
mud . Trash and broken machinery l itter the stairs , showing that the 
ent i re shelter has already been broken into and scavenged . 

Hanging upside down on the roof of the ma in chamber is a single 
batlike obb (HD 12; hp 40 ; AC 10; MV 1/ 15; AT two claws for 3- 18 
each , plus one eye blast, radia tion intensity 16; MU immune to 
radiation , laser , light, and heat attacks) . The creature swoops down 
onto the leading character and attacks . Due to the beast's alien 
intellect and unknown intentions, if offered a piece of duralloy the 
obb will grab the metal and fly off . Several partially opened cans of 
fruit lie on the floor . The contents are spoiled, of course , and are 
now poison of intensity 10. The remainder of the shelter is quite 
ransacked , and nothing of use will be found . 



SHELTER 3. 

Both doors of this shelter ore open and the whole building is bore . 
In the storage oreo the mi crop i le hos melted down and is now 
emitt ing intensity 11 radiation in o 10 meter radius . There is noth ing 
else of interest or use in the shelter . 

SHELTER 4. 

Both doors to this shelter ore closed and locked . Ins ide , the party 
finds the lights on and everything seemingly normal , but closer in 
spection uncovers five piles of ripped and rotten clothing scattered 
about the moin chamber. Near one of the mounds of decoy ing cloth 
is o medium caliber handgun ( .38 ) with two rounds left in the 
cylinder . As the party continues to search this oreo , they ore 
attacked by o single col then, ( HD 6; hp 20 ; AC 9; MV 4/ 12; AT 
mandible bite for 10-60 ; MU immune to heat and cold attack s), 
which flies out from the storeroom and attacks o randomly deter 
mined party member . 

If the storeroom is searched , the party finds on additional 20 rounds 
of ammunition (good condition ) for the .38 pistol and in one wall , o 
burrowed tunnel one meter in diameter that leads up to the surface. 

SHELTER 5. 

The doors to this shelter ore closed and locked , and the building 
seems to hove never been penetrated . Should the chara cters enter 
this building they will find everyth ing in working order. There ore 
many empty niches and shelves where valuable mach inery was 
once placed . Apparent ly those who once dwelt here left long ago , 
toking the most important items with them . After careful searching , 
the party finds three items from Trea sure Tabl e II and one from 
table Ill , one item per individual room. In addition , in the rear of o 
cabinet set in the wall of the storeroom , they find two doses of 
poison antidote (intensity 16) . 

SHELTER 6. 

Both doors to this shelter ore closed and locked , but the interior is ot 
least ha lf o meter deep in frosh (stuffing from furniture , plasti c 
scraps , unidentifiable pieces of metal and wood , empty cons, etc .). 
There is nothing of value to be found . 

SHELTER 7. 

Both doors to this shelter ore open , but it is otherwise identical to 
SHELTER 6. 

SHELTER 8. 

The party finds that the doors to this shelter ore slightly ojor and that 
glowing strips line the walls and ceiling , illuminating the entire 
interior with o dim , greenish l ight. As they enter the main chamber 
they see 10 blights , obviously asleep , scattered about on the floor . 

These beasts ore actually illusionary, hav ing been created by o 
mutant humanoid (HD 8; hp 32; AC 9; MV 12; AT radiated eye blast 
of 3- 18 intensity, and paralysis gos generation, intensity 14; MU 
immune to loser, plus the powers of telepathy, illusion generation, 
precognition , heat generation, cryokinesis, and will force). He hos 
been preparing cryokinesis for five rounds . 

The blights all disappear if any one of them is attacked (touch 
dispels the illusion) . If the party continues into the corridor, they ore 
suddenly met by a huge blast of fire (a prepared illusion) . Each 
character must roll his or her mental strength or less or foll un-
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consc iou s for 3- 12 rounds and suffer 2-12 points damage due to the 
intense shock to the nervous system. Those who make the roll w i ll 
re cognize the flame os i llusionary . 

If the party per sists and opens the personal chamber nearest the 
storeroom they find the mutan t, who then attacks with his mutant 
powers (see above ). The creature appears physically weak and 
twisted . His skin is a light green and h is eyes ore go lden with block 
slit irises . Hidden beneath o pile of rubbish ore four fragmentati on 
grenades . He uses these only if the situation appears hopeless . 

SHELTER 9. 

As the characters near the outer door to this shelter they begin to 
hear low moons mi xed with high shrieks . The wailing cr ies 
defini tely come from below the ground . Both the inner and outer 
do ors ore slightly open and the party con see a blue -green gl ow 
co m ing from inside . If the characters continue down into the 
shelter , they notice that the glow seems to brighten and dim in 
co nco rdan ce with the wailing . 

There ore four screamers in the room ( HD 9; hp 34 , 31, 30, 26; AC 9; 
MV 9; AT touch for intensity 13 radiati o n; MU life leech , 20 meter 
radiu s, and d irectional sense , plus immun ity to all stun or pois on 
atta cks, loser , radiat ion , heat , and cold ). As soon os the characters 
enter the room they w i ll be atta cked by the two largest screamers 
(hp 34 and 31 ) . These creatures ore some type of hideous, previous 
ly unknown mutation . The ir features seem to hove melted and 
flowed together leaving only on open , howling mow . Dressed in 
rags , the screamers sway and writhe, their greenish glow pulsating 
with the ir moons (complete details on this creature con be found 
near the end of this module with the other new monsters ). 

The other two screamers flee down the corridor to hide , one each in 
private chambers 2 and 3. Although the mutants ' shrieks and crie s 
con be heard , it is impossible to discern from the outside exactly 
which rooms they ore in . As soon os someone ventures within two 
meters of a correct door the screamer inside will emerge and 
attack . Note that anyone sla in by o screamer ar ises the following 
night as one himself . 

Hidden in the storeroom behind on empty box marked ZGWORTZ is 
a fusi on rifle with five charges left . 

SHELTER 10. 

Both doors to this shelter ore locked . As the party nears the outer 
door , they receive a telepathic message : YOU*OUT*THERE*HELP 
US*WE'VE COME SO FAR*AND WE'RE SO SICK. If the party attempts 
to communicate, they learn that the sender is in facto young ch i ld , 
port of a family that hos traveled east from Frizco . The child will not 
g ive up much more information unless the party's intentions ore 
genuinely friendly , in which case the doors ore opened and the 
party invited down. If the party is hostile , the family prepares to de 
fend itself . 

This family of pure -strain humans hos stopped here to recuperate 
and treat their daughter , who is suffering from radiation sickness 
following their passage through the nearby radioactive areas . 
There is no external evidence of mutat ion, but the family is sure 
that something "unnatural" hos token place . The father , Garth ( HD 
17; hp 70; AC 2; MV 12; AT by weapon type) was once port of the 
coastal guard and wears powered scout armor ( 15 hours of use left ) 
and is armed with the following : Mork VII blast rifle (five charges ), 
energy mace (three minutes use), one stun grenade (intensity 15), 
two energy grenades , and one large , concentrated damage pock . 
The son , Aaron , (HD 14; hp 51; AC 2; MV 12; AT by weapon type ) 
wears inert ia armor (20 hours of use left ) and is armed with o stun 



whip (s ix minutes use) , three chemical grenades, and one smal l 
damage pock . The mother , Move, ( HD 13; hp 43; AC 3; MV 12; AT 
by weapon type) wears plastic armor with on energy cloak (four 
hours of use left) and uses a paralysis need ler pistol (two clips) . The 
10 year-old daughter , Eilee , (mutated humanoid : HD 8; hp 30; AC 7; 
MV 12; AT mental blast for 6-36 ; MU te lepathy, light wove manipu
lation ) wears no armor and hos no weapons . How ever , she con use 
a doub le streng th mental blast (6-36 damage) every third melee 
round , plus the mutation of l ight wove man ipulation . 

If the party hos hostile intentions , they will f ind great piles of trash 
and broken furn i ture blocking the inner door. It tokes two melee 
rounds to climb over the mound , during which no other actions ore 
poss ible . To clear a path through the debris tokes six rounds . While 
the party cl imbs over or clear s the way , the father , son , and wife 
stand in the mouth of the corridor and use blast rifle, grenades, and 
needler (respectively). The little girl will remain out of sight in the 
storeroom , mentally blasting when possible . 

If greeted in a friendly manner, the fam i ly remains cautious but 
asks to be led to Horn. If guided correctly and courteous ly , they wil l 
give the party one energy grenade, one chemical grenade , and 200 
domors as payment. The family w i ll not help the characters fight 
anything aside from random encounters and will not lend or sell 

their weapons . 

MINI-ADVENTURE 3 

INTRODUCTION 

Upon the party's return to Horn , having explored the survival 
shelters of Shopp (Mini-Adventure 2), the town is olive w ith new 
rumors about the Leg ion of Gold . While the characters were away 
the town of Jeffton was burned to the ground , as was Deer ld . 
Near ly all of the inhabitants of both towns were slain , and the rest 
were captured or managed to escape. Those who were lucky and 
sti ll live tell storie s of their valiant retaliation against the gold 
warr iors - re ta l iation that proved to be totally ineffe ctive. 

Rumors thr oughout Horn disclose that the Boron hos plans to deal 
with the go lden menace . As of yet the details ore not known , 
though naturally speculation on how th is feat will be accomplished 
runs rampant. One rumor tel Is of a man wearing golden armor 
be ing captured north of Mucktown . No further information is avail 
able about this man to the players , save what they might hear on 
the streets ond in the taverns . Only the Boron might know the true 
significance of this discovery . Evidently troubled and indecisive in 
the face of this threat , he hos appealed to the citizenry for help 
and / or information . 

If on audience with the Boron is requested it will be granted, ofter 
his a ides hove satisf ied themse lves that the characters ore not there 
to waste time , but to cooperate in the elimination of the danger 
posed by the Legion of Gold . Once presented to the Boron, and 
ofter preliminary questioning , the Boron discloses that the 
ind ividual ca ught near Mu cktown was actually on android found to 
be i n possession of a piece of mysterious gold metal - obviously a 
section of armor or robotoid . Boron Jemmos does not revea l to 
them any of his plans; however, if the adventurers agree to in 
vestigate the situation and return with any information they hove 
been ab le to uncover he will reword them with weaponry and / or 
money , the amount dependant on the value of the information . 

START 

The adventurers arrive in the ci ty of Mucktown, a large , busy agri
cultura l center of nearly 1,000 inhabitants . Few people know of , or 
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core about , the incident concerning the android , so inquiry at any of 
the local pubs proves fruitless. Only the conslobulory reveals in
formation . Aware of the boron ' s concern with the event , the head 
of the police gratefully informs the character s to the fullest extent 
possib le . 

The android was found along the sho res of the Great Mitchigoom 
about 10 kilometers north of Muck town, where it was heading 
north . Once subdued, the android was brought to M ucktown and 
questioned by the authorities . When normal means of interrogation 
were found to be useless against the cybero id circu its controlling 
the android 's brain , a mnemonic dra iner was employed . Un
fortunately , the slightly defective device kil led the android, but a 
great deal of useful informat ion was gleaned from the prisoner's 
brain before his mind was destroyed. 

The android was on a mission connected in some way with the 
golden warriors . The exact nature of the affiliation is unknown . 
However , the android was carry ing a golden breastplate with the 
word REAPER carved into it. According to the mind probe the 
andro id was returning to h is home base, which he ca lled 
" Samurai". This base may be found approximately 20 kilometers 
no rth along the coast. 

If the party is willing to investigate, the boron ' s local garrison will 
se nd along a small complemen t of warriors to assist them. The 
amount of assistance should be based on the strength of the party 
(o smaller party should receive more a id than a larger party) . Be
tween one and four of the boron's men should join the adventurers 
(HD 12 each ). Use the following as a guideline for arming the 
soldiers , distr ibuting the specified weapons among them as equally 
as poss ible . 

No. of soldiers 
1 
2 
3 

4 

Arms 
1 loser pisto l 

loser pistol , 2 fragmentation grenades 
loser pistol , 2 fragmentation grenades , 

1 vibrob lode 
All from 3 plus 1 lo ser rifle 

Each soldier also hos a longsword , cured hide armor (AC 6) , and 
one dose of intensity 13 antidote . 

THE SUB-AQUAN LABORATORY 

The party ventures north post the area where the android was 
captured, traveling along the coast of the grey and choppy waves 
of the great Mitchigoom . After journeying 20 kilometers, the char
acters reach a small cluster of ruins near the cliff edge looking out 
over the lake . A dozen houses hove been razed and pillaged, leav
ing only melted plastic and stone rubble . Although nothing useful 
will be found here, consult the Treasure Tables in this module for 
assorted junk that might be discovered ofter careful searching . 

About two kilometers further on , the party finds on ancient, ruined 
staircase leading down the c l iffs to a small stretch of seaweed 
covered beach. Carved into each stair is a small design depicting 
two crossed swords of oriental design. When the party hos reached 
the bottom of the stairs and stands on the beach , they find them 
selves in a semi -circu lar recess in the cliff wall. No thing before 
them con be seen except the great lake , and to either side the cliffs 
reach out around them almost to the water and then swing bock out 
of sight. 

1. THE CAVERN . 

As the party rounds the c liff corner near the entrance to this area, 
they find before them a dork cavern of unknown depth . Seconds 



later , five 3-meter long quills will fly out from the cave aimed al 
random party members, at +3 to hit this round due to surprise. If 
the party retreats , a horl choo ( HD 18; hp 65; AC 5; MV 6; AT 25 
quills which can be thrown five per round - treat as a crossbow -
90 meter range , for 3- 18 each plus intensity 9 poison) emerges from 
the cavern and pursues , firing quills for as long as possible. When 
dawn to five quills the beast allempls to retreat, saving a last burst 
of quills for a final stand . 

2. THE ELEVATOR. 

As the adventurers round the corner near this area, they see a short 
section of unlit tunnel carved into the cliffs ahead, which leads to a 
small , cubical roam . The floors, walls, and ceiling of this room are 
coated with a silver-colored metal. Engraved in the back wall are 
the lellers SAMURAI , and behind a sliding metal flap (now closed) 
on the west wall is a card slot . If a stage IV or V grey or green 
trimmed ID card is inserted in this slot, the back wall of the chamber 
slides up , revealing a three meter by three meter room. Any other 
card has no effect . Twenty seconds later the wall closes and the 
small chamber begins to descend . Although the characters do not 
know their role of descent, they notice that the entire trip required 
three minutes and that the chamber made several direction 
changes during that t ime . 

If the party does not use an ID card , uses the wrong card , remains in 
the area more than one minute , or allacks the back wall, the floor , 
walls , and ceiling of the cave become energized and shock anyone 
touching them for five points of damage per round. The back wall 
withstands 50 points of damage from energy weapons before 
collapsing, revealing the elevator chamber. Non-energized melee 
weapons do not damage the wall in the slightest. 
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3. RECEPTION AREA. 

After the three minute trip, the elevator opens up into a large , 
domed room with walls made of a transparent material. Looking 
through the walls , the characters find themselves on the floor of the 
lake some 25 meters underwater . Through the dim waters three 
other illuminated domes can be seen, one large building straight 
ahead and a smaller dome on either side of it. The smaller domes 
are connected to the larger by long, tubelike passages. On the lake 
floor beyond the domes, growing in neat rows, are huge fields of 
seaweed. 

This room is elegantly furnished with chairs, couches , and tables . 
An oval opening in the far wall leads to a tubular walkway that 
connects this area with the large central dome. Ta the left of the 
opening is a large wooden desk with a name plate reading "Re 
ceptionist" sitting on lop of it . A telephone-like device and a micro 
phone (both inoperative) are also on the desk. In the drawers are 
ancient, crumbling papers, evidently records or files, now com 
plete ly indecipherable due to age . 

To the right of the opening, allached to the wall, is a thick bronze 
plaque which reads: 

SAMURAI 

Sub-Aquan Marine United Research 
And Investigation 

Established by the government of the United States of 
America, in the year A .O. Twenty-two Hundred and Eighty
four, lo investigate underwater environments for the benefit 
of the peop le of our nation and the world. 

Jon F. Reeman 
Secretary of Technological 

Advancement 
11 May 2284 

As the party investigates this area they hear approaching footsteps 
coming from the tubular causeway. 

From the corridor enter two android workers (hp 40, 40; AC 5; MV 
12; AT by weapon type - each carries a poisoned dagger, intensity 
16, and a fully charged Mark V blaster) dressed in drab colored 
overalls and walking in a stiff lock-step. The only weapons visible 
to the party are the two innocuous-looking daggers. If allacked, 
however, they pull their blaster pisto ls from beneath their clothing 
and retaliate . If the party hides behind the furniture the androids 
will pass by, summon the elevator, and leave . If the characters 
have damaged the upper elevator chamber (area 2 ), the androids 
return in six minutes an d sound the a larm, eliminating any chance 
for surprise the party might have had while moving through the 
underwater complex. 

4. THE CAUSEWAY. 

As with all areas in this underwater station, this causeway is con 
structed of an incredibly strong du ral loy material, in this case a 
transparent variant. The domes and connecting causeways are 
therefore not susceptible to most destructive forces such as ex 
plosions and energy weapons. The only devices capable of culling 
through the material are molecular vibratory weapons such as 
vibroblades and vibrodaggers . Penetrating any section of the 
station's exterior surface causes all the safety doors in the area to 



ins tantly close, preventing the flooding of the entire station . To 
break down one of these safety doors at least l 00 points of damage 
must be inflicted on the portal. Also, when on outer wall is 
breached, a violent implosion occurs . Anyone caught within on 
area that hos been punctured immediately suffers 2d6 X 10 points 
of blast damage , in addition to probable drowning by the inpour ing 
waters before escape con be accomplished . 

After the adventurers enter the causeway and travel three-quarters 
of its le ngth, another worker android (hp 40; AC 5; MV 12; AT bore 
hands for 1-8 or thrown acid for 5-30) appears at the oval opening 
leading into the central dome . The worker wears a white lob smock 
with the samurai symbol emblazoned on the chest and is carrying o 
large (two liter) flask of clear fluid (acid) . The android throws the 
flask when threatened , scattering the contents over o th ree meter 
by three meter area . Anyone caught in the spray will toke 5-30 
po int s of damage. Otherwise unarmed , the android attacks and 
defends himself with his hands and feet (weapon class 2) for 1-8 
points of damage per round . In one of the smock's pockets is a 
featureless plastic cord. 

5. INDIVIDUAL QUARTERS. 

Each of these chambers conta ins o bed, desk and cho ir, lamp , over 
head l ights, and o closet. Those areas marked with on X ore un 
occupied at this time. Those with on S ore sanitary and waste 
disposal units, and those with on O ore each occupied by o resting 
thinker android ( hp 50; AC 6; MV 12; AT bore hands for 1-6 or by 
weapon type). If surprised the thinker is unable to grab his weapon 
from the wall rock and hos to fight bore-handed . The sounds of 
combat woke the other thinker , who grabs a fully charged loser 
pistol and attacks the party two rounds later . 

6. KITCHEN AND COMMONS AREA. 

These two areas ore divided by o thin plastic partition that con be 
rolled bock into o recessed cabinet. The commons contains one 
long table surrounded by twelve choirs . There ore o dozen de 
pressions in the tab le , each fifteen centimeters across and about 
four deep , one in front of each choir . A small spigot attached too 
one meter length of retractable plastic tubing is inset in the table 
next to each depression . When squeezed these spigots release o 
stream of pure , drinkable water . 

The kitchen includes cabinets of spices and flavorings (color 
coded), o set of metallic utensils suitable for serving twelve people , 
severa l ladles , o huge vat of seaweed filled as needed by a pipe 
protruding from the wall , and o massive, spherical apparatus 
roughly the size of a dishwasher . On the top of this machine ore 
openings of various sizes, one notably larger than the others . 
Around the bottom of the device ore many tubes and deposit areas . 
Fixed into the sphere ' s equator ore three sets of buttons . 

Invented at this station many years ago, this complex device may 
be used to prepare d ifferent types of food and drink from o mutated 
seaweed nutritional base. Placed in the larger hopper on the top of 
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the machine, the seaweed is mulched, formed , heated, and 
flavored to create various foods according to the buttons that ore 
pushed . If the characters experiment with the machine, use the fol
lowing charts to randomly determine what they make (ro l l for each 
category) . 

Temperature Texture Color 
l. Piping hot l . Watery 1. Red 
2. Worm 2. Smooth and thi ck 2. Yellow 
3. Tepid 3. Chunky soup 3. Blue 
4. Coo l 4. Solid 4 . Orange 
5 . Ice cold 5. Flakes 5. Purple 
6 . Frozen ( ignore 6 . Granular 6 . Green 

1-2 on the 
Texture chart ) 

Depend ing on the texture , the food wil l pour , plop , or thump down 
into the depos i t areas at the bottom of the mach ine . The GM should 
use his or her imagination on the various flavorings available . A list 
of possible flavors m ight include beef , pork, curry, cheese , choco
late , banana , lemon , orange , v inegar , and f ish. Spi ces wou ld in
clude salt, pepper , sugar, ch i li powder , cinnamon, and so on . 

7. POWER AND GENERAL STORAGE. 

This room is stocked high with cartons of food add i tives, mattresses , 
folded choirs , f ire ext ingu ishers (useless as weapons ), and assorted 
electronic replacement ports . In the center of the room is o thick 
p ill ar studded with lights and dials . Around the base of the pillar , o 
red circ le is po inted on the floo r, at o one meter distance from the 
pillar . Those famil iar w ith the technology of the years long post 
recognize the device as the centra l core of a magnetic fusion power 
plant (in perfect condition) . Surrounding the p i llar is o powerful 
force shield that affects on area one meter in radius around the 
core (the red line marks the danger zone) . Anyone approach ing 
with in one meter of the pillar rebounds off the field and suffers 3- 18 
points damage from electrical shock . A ll energy weapons ore re 
flected from the field in o random dire ct ion . 

8. AQUARIUM. 

Upon entering this transparent dome the characters find themselves 
standing on a thin balcony that circles the chamber four meters 
above the floor . Ten g loss tonks ore evenly spaced ar oun d the edge 
of the dome at balcony level. Wi thin these tonks ore all manner of 
sea l ife , specially mutated for adaptation to fresh water environ 
ments . Eosi ly identif iable ore barracuda , grouper , flounder , sword
f ish, manta rays , moray ee ls, jellyfish , crab , aba lo ne , anemones , 
and octopi . Stairs descend from the balcony to the dome floor . A 
dork pool fills almost half of the floor space and if the characte rs 
shine l ights into the pool they will see only o dim hint of movement. 
As soon as someone steps onto the ground floor, or one minute 
ofter the party enters the room (which ever comes first ), two huge 
hamme rheads w il l leap out of the water and attack (HD 14; hp 54, 
49 ; AC 4; MV 15/ 15; AT bite for 6-36; MU radiated eyes) . These 
three meter toll humanoids hove rough , grey sk in and shorklike 
heads with wide , tooth-filled jaws. Extending from e i ther brow is a 
thick eye stalk that flares out over half o meter from the creature ' s 
head . Once every four rounds the hammerheads may fire eye
beams of powerful rad iat ion (ro l l 3d6 for the i ntens ity ). 

At the bottom of the six meter deep pool is o pile of gnawed bones 
and strips of clothing - all that remains of the shorkoids' lost 
visitors . Twenty scattered rounds of .38 caliber handgun ammuni 
t ion con be found but they ore heavily corroded (80% chance of 
failure when fired ). 



9. MARINE STUDIES LABORATORY. 

Corridor B ends at a closed oval door . A n unmarked cord slot is 
located next to the door , and if the cord obtained from the lob 
worker in area 4 is inserte d in this slot the doo r slides open. A mini
mum of 50 points of damage must be inflicted on this door in order 
lo break it down. 

The passage beyond the door lead s to a square, gloss cubi cle in the 
center of a round room. There is a closed door on the for side of the 
cubicle with no apparent means of opening it. The floor and ceil ing 
are covered with a grillwork and on one wa ll is a red button. The 
room beyond the gloss wol ls is furnished with choirs and tables and 
there are seven doo rs lead ing out of the area . The doors are 
individually labe led, and read (clockwise from the left) Laboratory 
Supplies , Lob 1, Lob 2, Lob 3, Operating Room , Seismic Station, and 
Computer Center . 

If the chara cters move into the gloss chambe r and press the red 
button a thick metal door slides shut behind them. Ten seconds 
later , the floor and ceiling beg in to radiate a bright red light and 
powerful blasts of air rush out of both grillworks . Af ter 20 seconds 
the process ceases and the for door slides open (the party members 
hove been complete ly cleansed of external microbes that could 
cause co ntami nation). 

If the party chooses to break out of the gloss room, they activate on 
alarm alerting all androids in this dome. In this case al l of the 
androids arm themselves as well as possible (see the individual 
area descriptions below) and come into the central room to attack 
the party . 

9a . LABORATORY SUPPLIES. Shelves filled with bottles , flasks , 
and containers of all sizes and shapes line the walls of this room . 
Boxes stocked in the center of the room contain lob equipment such 
as stoppers, burettes , test tubes , flasks and bottles, and 100 kilos of 
dried agar . Just about any common reagent (acids, solve nts, 
organic compounds, etc .) will be present in this room; however, the 
cha racters ore unable to de cipher the identifying codes and 
formulae and ore as like ly to grab a saline solution (salt water) as 
sulphuric acid . Experimentation with the chemicals in this store
room is very dangerous and should usually backfire in the charac 
ter 's faces. 

9b. LAB 1. There ore two long workbenches in this room , covered 
with bubbling , l iquid-filled apparatuses . One side of the room 
seems devoted to the study of undersea flora . Dozens of Petri dishes 
ore stoc ked in various places : on shelves, in cabinets, and on 
tables. Sitting on sturdy pedestals are tw o typewr iter-sized 
analytical balances , each sensitive to one microgram . The ot her 
side of the room most probably concerns itself with the study of 
distinct chemica l reactions . Included among the gloss pipes and 
tubing ore hondsized voltometers (2), pH meters (3), and a 
combination moss spectrograph and high pressure gos chromato
graph . 

9c. LAB 2. This room is similar in shape to the other lobs. However, 
the walls ore lined with aquariums of all sizes and shapes . The in
habitants of these tonks each represent a different species of 
dangerous water -dwelling creatures. Included ore turkey fish , 
portugese men -of -war , sea snakes , electric eels, stingrays , and 
scorpion fish . Stand ing towards the bock of the room are two silver
clod figures working intent ly on the corpse of a fish that is stret che d 
across a long table . Upon notice of the party's entry, one of the 
silver figu res advances on the party carrying a pencil-sized device, 
while the other spends the round soaking his hands in some type of 
block fluid taken from the dead fish. 
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These two androids (hp 40, 40; AC 6; MV 12; AT bore hands for 1-8 
or by weapon type) each wear a protective suit that shields the 
wearer from all forms of radiation. In addition , the mirrored surface 
of the suits will reflect the first three loser attacks directed at the 
wearer. A ny solid weapon str iking the suits tears the delicate fabric , 
ru inin g them utterly. The cy lindrical device carrie d by the first 
android is on advanced loser scopel which projects a powerful 
beam of loser l ight confine d to a length of fi.ve centime ters . The 
width of the beam may be adjusted from one centimeter to ten 
mi cro meters. When used as a weapon the scopel must project its 
most intense beam , draining the item's power supply in only five 
minutes. The device strikes as a class 4 weapon and inflicts 3-18 
points of damage . The other android's hands are coated in the 
radioactive oil (intensity 18) taken from the borl nep corpse lying 
on the table . He tr ies to smear this oil over his opponents, requiring 
a hit as a class 2 weapon . Both of these lob technicians carry identi
fication cords and wear plain lob smocks beneath their radiat ion 
gear. 

9d. LAB 3. Behind this door is a flight of stairs circling upward 
towards the top of the dome. The room at the top of these stairs is 
fil led with micro -electronics gear, simple med ical facilities (bed 
equipped with body function monitoring system, intravenous 
nutr ie nt solutions , etc .), and four transparent oval tonks. With in 
each of these transparent tonks is a semi -humanoid figure, each 
sligh tly different from the other , floating in a clea r, amber fluid. In 
the tonk on the for left is the meta l lic framework of a man inter
laced with a mesh of electronic wiring. In the tonk to its immediate 
right is a similar framework . However , partially covering the metal 
skeleton is a layer of muscle and sinew. In the next conta iner is a 
very man - like figure complete with skin, but locking distinct toes, 
fingers, and eyes. In the final tonk is a creature ind istinguishable 
from a pure strain human, complete with hair , nails, and facial 

features. 

The androids use this area to replace their numbers when on 
android unit is destroyed or damaged beyond repair . The process 
entails the c lon ing of a bio logical form around a metallic frame 
work and cyberoid circuits , followed by on extensive programming 
of the brain . Although two of the androids ore in the final stages of 
maturation , if the life-suppo rt system is tampered wit h all of the 
androids will "die " . 

9e. OPERATING ROOM . In the center of this brightly - lit room is a 
large round table above which hangs a complex of many bladed 
appendages. Stropped onto the table is some type of water 
breathing humanoid (a fen: HD 10; hp 35; AC 7; MV 3/ 8; AT strike 
with club-like toil for 6-36 ; MU shopechonge, immunity to radiation 
and poison, refle cts l ight and loser ) who is evidently unconscious. 
Standing next to the fish man are two androids (a thinker : hp 50; 
AC 6; MV 12; AT bore hands for 1-6, and controls the fen . Worker : 
hp 40; AC 5; MV 12; AT bore hands for 1-8 or by sonic drill) . One 
android (the thinker) holds a bo x- like dev ice encrusted with 
antennae , knobs, and dials. The other (the worker ) carries a salt 
shaker sized ob ject that emits a high p itched whine . Also visible to 
the characters is a stand next to the table on wh ich l ie syringes , 
cla mps, and other standard operating tools. On the right wall is a 
control console equipped with a normal keyboard as well as 
several dozen buttons of unknown purpose . 

When the party enters the room the larger android (the thinker) 
spends a round unstrapping the fen whi le the other fires his sonic 
drill ( range of 15 meters , hits as per weapon class 5 for 4-24 points 
of damage , and hos enough power for 15 uses) at the characters . 
On the following round, the thinker retreats behind the operating 
table and commands the fen to engage in combat by activating the 
fish man ' s recently installed brain implants. The thinker orders the 
fen to attack those characters closest to himself and does not 
abandon his cont rol device until either the box is ruined or the fen 



is dead. The control box is effect ively AC 3 an d wil l toke 15 points of 
damage before ma lfunctioning, thereby releasing the fen from 
control. Once free, the fish man will shopechonge into his bird form 
and flee. 

The machine hanging over the operating table is a Type XXI 
Surgeomot , on automated surgeon that may be programmed to 
perform nea rly any simple operation. If activated by on untrained 
person the device descends and chops , cuts, and sutu res anyone on 
the ope rating tab le for l 0-60 po ints of damage . 

9f. SEISMIC STATION. Lining the walls of this room ore several 
rows of slowly turning recording drums (rotating cy l inders of paper 
on wh ich on ink pe n reco rds a l ine). On the bock wal l is a display 
screen one meter square . Occasionally one of the recording pens 
will jump slightly, leavi ng a jogge d mark on the paper drum . Simul 
taneously, a message like : 

or : 

VLADIVOSTOK 20.59 GMT 

Magn itu de .... . 3.85 
Duration .. . ... . 15.9 seconds 
Epicenter ...... East Latitude 43° 12 m in utes 16 seconds 

North Longitude 131' 43 minutes 28 seconds 

SINCLAIR IN LET 14.06 GMT 

Magnitude .... . 2.51 
Duration . ...... 18.2 seconds 
Epicenter ..... . West Latitude 47° 33 minutes 10 seconds 

North Longitude 122" 39 minutes 3 seconds 

appears on the screen . These messages flash nearly continuously , 
re porting seismic disturbances up to the minute from lo cations all 
around the world. 

9g. COMPUTER CENTER. Used mainly by the stat ion's scientific 
staff , th is center also monitors the instal lation's energy and 
atmospheric status. Ten humming, refrigerator -sized cabinets ore 
located throughout the room , al I connected by thick , block cables . 
Against the bock wall ore three com puter terminals . Sitting at one 
of these devices is a lob technician android (hp 40; AC 5; MV 12; AT 
bore hands for 1-8) who leaps up from his choir and attacks the 
party as soon as they enter the room . If the characters observe the 
terminal ' s display they note that the android was entering a report 
co ncerning the disappearance of a team of four workers sent to in
vestigate a strange life form present in Lake Keeg , some 75 k i lo 
meters to the west northwest . According to the report , the androids 
reported being attacked by a group of warriors wear ing go lden 
body armor and seemingly imm une to the androids' weapons . Only 
one of the androids escaped . However , he d id report that he hod 
token a section of a golden warrior's armor and would bring it bock 
to the main base . All contact was then lost with the android and he 
never returned . In response to the loss of the four wor kers, new 
androids ore presently being grown and ore expected to toke on 
fu l l lab ora to ry respons ibi l ities in two weeks . In addition, a strong 
party of seven heavily armed androids hos been dispatched to 
scour the area between SAMURAI and Lake Keeg. 

If the party attempts to use the consoles there is a 90% chance that a 
message reading "E RROR# (rol l a number 1-100)" will be dis 
p layed. The remaining l 0% of the time the terminal displays either 
a report concern ing hormone - induced seaweed growth or a list of 
the steps for the proper analysis of fresh water samples. If any of 
the mechanisms in this room ore damaged or destroyed, on auto 
matic e nvi ronmental bock -up system wil l engage , causing a low 
thr obbing sou nd and a distinc t dimming of the ligh ts. 
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10. THE RUPTURED DOME. 

From tubular corridor D the characters ore able to see this ruptured 
dome , now absent of light and movement . Both safety doors lead 
ing to the d ome ore closed; however , the causeway is still free of 
water . If bo th doors opening to the dome ore knocked down , a wa ll 
of water, ushes in and drowns al l cha racters who ore in Co rridor E 
with out water breathing gear . All those wearing the proper equip
ment toke 8-48 points damage from the force of the water but may 
then move about normally. The safety doors linking Corr ido r E with 
the rest of the complex automatically closes tight upon the entry of 
water . 

The damaged dome itself is d iv ided into three sections . Each area is 
totally demolished and all of the equipmen t within is long-ago 
rusted and barely recognizable. 

SECTION 1. This area wa s once a co mmunications cent er for the 
stati on. With its powerful transm it ter and sensi tive re ceptors, this 
equ ipment allowed the base to keep in con tact w ith the other sub 
oquon ba ses loca ted around the w orld . 

SECTION 2 . This chamber shows evidence of once having been the 
lob ' s security station . Corroded , broken weaponry l itters the floor, 
and ly ing in the center of the room ore th ree ske le tons, each wear 
ing the tottered remnants of a uniform . 

SECTION 3 . This largest of the three ro oms contai ns f ive oblong , 
coffinlike boxes connected to a central sphe re by th ick , multi 
colored tubes. The semi -transl ucent sphere hos a la rge fissure run 
ning down i ts side reveal ing damage and corros ion to its inner 
workings . If any of the ob long boxes is opened , it releases a swarm 
of bubbles along with a dead , pure strain human . 

Although this station complex hos always been manned by 
andro ids, at one time a human crew of twelve supervised the do ily 
rout ine. With the coming of the dork years and the Cyberoid Upris 
ing of 2325 the andro ids revo lted against their human leaders , slay
ing all but the heads of the computer , security, excursion, and l ife 
science deportments as wel l as the cont roller of the sta t ion. These 
five ind ividua ls were deemed valuable by the androids i n case of 
on emergency with whi ch they hod not been programmed to deal. 
Th is section, then used for experiments in cryogenics , was con
verted to accommodate humans , to freeze the prisoners until the 
androids required th eir services . When , in the course of on attack by 
a giant lake beast , the dome was breached, the androids presumed 
the entire area was destroyed a long with the frozen humans . How 
ever , if the unopened caskets ore token to Boron Jemmos ' scient ific 
staff , the five men will be successfu l ly revived . Any attempt to 
awoken the frozen me n or to activate the revivicotion machinery on 
the port of the characters will resu lt in the death of the suspended 
indivi dual s. 

11. STATION DEFENSE AND EXCURSION DOCKS. 

Causeway D ends in a cubical ro om three meters across . On the 
north wall is a door that opens into the EXCURSION DOCKS (1 la } 
and on the south is a sta ircase circling upward towards the DEFENSE 
STATION ( 1 lb) . 

1 la . EXCURSION DOCKS. The four chambe rs that make up this 
section of the dome (Excursion Prep , Internal Lock, Exfernal Lock, 
and Dock ) ore all individually computer monitored for the presence 
of water or air pressure . Between each pa ir of rooms is a hinged 
durolloy pressure door opened by the turning of a large, heavy 
wheel that is set in the center of the door . In no circumstance will 
any door open unless con dit io ns ore the some on both sides of the 
portal, e .g. if the Internal Lock is empty and the Dock is flooded , 
the door does not open unless either the Internal Lock is flooded or 



the Dock is drained . The door between the Internal Lock and the 
Excursion Prep room never opens when the Lock is flooded. These 
doors ore twice as strong as safety doors and must hove 200 points 
of damage inflicted on them before col lapsing . 

Excursion Prep: Th is room contains a dozen full sets of advanced 
SCUBA gear . Each set includes a wetsuit, energized f ins (o l lows 
propel led movement at 18 meters per turn for two hour s) , and a 
headpiece containing mask and a ir supply for 24 hours . Set in wall 
rocks ore three spear guns , each armed with explosive-tipped 
spears . The missiles strike as class 4 weapons underwater with a 
range of 30 meters , and explode on contact for 6-36 points of 
damage . Out of water the warheads do the some amount of 
damage but hove a 50 meter range and strike as a weapon of class 
1. Each gun is equipped with three spears . 

Internal Lock: Used only when the docks are flooded , this plain 
metal chamber serves as an interface between the laboratory co m
plex and the watery environment of Lake Mitchig oom . Both the 
floor and ceiling are grilled to allow flood ing and on the right hand 
wall is a set of simple controls; two buttons , one marked "FLOOD" 
and the other marked "EVACUATE". 

If both doors to this room ore closed , pushing the FLOOD button 
opens the grillwork to the lake and the waters quickly rush in, fill
ing the room in one minute . The doors automatically lock and do 
not open while the room is being flooded. Pressing the EVACUATE 
button causes air pressure pumps in the dam wall to force the water 
back out through the grillwork. If the characters press the FLOOD 
button and then , realizing their mistake , press the EVACUATE 
button , the water will not begin to recede until it hos first reached 
the two meter mark . 

Dock and External Lock: This large white-tiled room has two exits 
lea d ing out to the lake. In the center of the room is a mass ive 
underwater vehicle covered w it h clear plastic bubbles and strange 
mechanical dev ices. The sh ip also sports two five meter long 
pincerlike appendages . Wr itten on the side of the craft is the name 
AQUATRON SEVEN. 

This excursion vehicle con carry twelve people and hos its own 
pressur ized air supply (lasting eight hours with twelve people ). The 
ship travels at 30 KPH underwater (50 KPH on the surface) and hos a 
depth limit of 400 meters . The craft has sonar equipment ( one k ilo
meter range) and projects a powerful beam of light allowing sight 
up to 100 meters away . Insi de the cabin are two link - ups for the ex 
ternal pincers. A ny action made by the contro ller 's arms are 
dupl icated exac t ly by the pincers . The strength of the p incers is f ive 
times that of a man and they have full manipulative abilities . The 
Aquatron is also equipped with a maxi - loser for use in defense . The 
gun fires a barbed missile that trails a thin but highly conductive 
wire behind it, up to a range of 30 meters . When the missile 
penetrates its target a battery within the ship sends a stunning 
charge of electricity through the wire, shocking the impa led target 
fo r 10- 100 po ints of damage and knocking it unconsc io us for thirty 
minutes , less one minute for each hit die of the creatu re . The ent ire 
craft and its accessories are powered by solar energy eel Is which 
con recharge fully in 20 hours of full sunlight. A full charge allows 
the Aquatron to travel for ten hours ; however , each shot with the 
maxi -laser lowers this duration by one hour . 

Protruding from the outer wall of the Dock is a metal cubicle three 
meters square . There is a pressure door on the innermost wall of the 
cubicle opening in the same way as the Internal Lock, as this 
chamber is its counterpart , the External Lock. Through a small port 
hole in the far door the characte rs are able to see the dim , murky 
surface of the lake bottom . 
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Also noticeable in the Dock area is a corrugated section of dome 
wall. A panel of controls on the wal l between the Internal and 
External Locks regulates the flooding and evacuation of the Dock. 
In addit io n, there ore controls govern ing the opening and closing of 
the corrugated wall section . If the Dock is flooded, pressing the 
control button marked BAY DOORS OPEN causes the wall section to 
slide back , allowing the Aquatron passage into the lake depths . The 
button marked BAY DOORS CLOSE, of course , causes the wall 
section to slide back into place. Inside the Aquotron there is a 
dupl icote set of controls for opening the passage . 

1 lb . STATION DEFENSE. The section of dome covering this room is 
mode of duragloss , a transparent but inc redibly tough material. The 
clear dome al lows a 360' view of the surrounding waters . Extend ing 
out of the top of the dome is a long , crystalline column . On the end 
of this column is a two-meter parabolic reflector . The room itself is 
empty except for one large contro l console and two featureless 
metal boxes, three meters square and filled with capacitors . Sitting 
in the central chair is an android warrior (hp 75 ; AC 4; MV 15; AT 
bare hands for 1-12 or by weapon type) wear ing a black un iform 
and armed w ith a sonic disrupter . The weapon fires a beam of 
coherent sound of tremen dous intensity . At c lose range (0-5 
meters ) the sonic beam inflicts 7-42 points of damage , at medium 
range (6 - 15 meters ) 5-30 points of damage, and at long range ( 16-
40 meters ) only 3- 18 points of damage . The weapon is not 
hampered by the presence of water and i t does not damage non 
organic targets . Contained in the device 's min iaturized power 
supply is enough energy for 10 shots . The android warrior fires at 
the most form idable - looking opponent first , and continues firing 
until the energy of his weapon has been expended . 

Incl uded among the various controls on the hemispherical console 
are two covered panels labeled SHIELD CONTROL and INSTALLA
TION DEFENSE. The p last ic cover ing the panels may be removed 
easily , giving access to the contro ls. The SHIELD CONTROL section is 
made up of one on / off switch and a d ial marked along its 
perimeter with the letters of the Greek alphabet from alpha to 
omega. The setting is presently on mu, about half way through the 
alphabet . If the dial is turned towards omega the characters notice 
o distinct glow forming around the installation . A t omega the i l
lum ination becomes so intense that the party is unable to see 
beyond the shield of energy . If the dial is turned to olpho , or the off 
switch is thrown , the force shield surrounding the base disappears . 
If the party attempts to leave the base in the Aquotron while the 
shield is up they find it impos sible to break through the force wall. 
If the attempt is mode ot the omega setting the Aquotron w ill be 
v iolently thrown bock and all within the croft will toke 8-48 points 
of electrical damage . The section of controls marked INSTALLATION 
DEFENSE is mode up of five buttons, marked "Elevation Increase ", 
"Elevation Decrease ", " Rotate Turret ", " Energize ", and "Fire" . 
Once the Energ ize button is pushed, o red lig ht comes on , denoting 
that the two banks of capac itors hove not yet fully charged . Six 
seconds later o green light wi l l come on, showing that enough 
energy hos been stored . When the Fire button is pressed the crystal 
column glows o bright purple and o bolt of blue light shoots out of 
the parabolic reflector. The weapon (o specially developed loser 
unhampered by the usual light -retarding effects of water ) hos o 
range of one kilometer , strikes as a class 3 weapon , and inflicts 30-
180 points of damage . 



THE LEGION OF GOLD 

INTRODUCTION 

Upon their return to Horn from the sub-aquan base (Mini -Adventure 
3), the characters are granted an immediate audience with Baron 
Jemmas . He eagerly questions the adv enturers on every aspect of 
their journey , and is delighted at the information revealed . Be liev 
ing in the characters' prowess, the Baro n takes them further into his 
conf idence , seeing at last a way to destroy the power of the 
dangerous Leg ion of Gold . 

The Baron asks the party to directly search out the Legion of Gold , 
defeat it , and bring back a live prisoner com p lete with golden 
armor . In return, a rich reward in jewe ls will be the prize , pl us 
whatever else the characters shoul d acquire in the process . Baro n 
Jemmas assures the party that they shall be provided with the finest 
equipment in his arsenal. He also shares with the group what little 
factua l information he has uncovered - that only once or twice has 
a weapon felled one of the golden warriors ( a laser in one case 
and a blaster in another) ; that occas ionally the legionnaires are 
seen operating in small bands rather than large , massed units; and, 
that all the evidence to date indicates that the Leg ion ' s Head
quarters may be somewhere to the northwest. 

After speak ing with the party and rece ivi ng the ir acceptance of the 
m ission , the Baron turns the characters over to a councilor, Squire 
Briik . The Squire escorts the party to a small antechamber , where 
they are permitted to conduct an interview with one W illm , a 
surviving soldier from the debacle at Deer ld . Squire Br iik informs 
the characters that it is the Baron's w ish for them to question W i llm 
as much as they please about the legionnaires. 

If prompted by the proper questions and made to fully elaborate , 
Wi l lm can rela te the following information : 

- The armor of the attacking legionnaires glowed 
- Sometimes the armor seemed to flicker and dim for a second 

or two 
- The attackers moved almost mechan ically and tended to act 

as a group 
- The ir weapons were built into th e ir armor and they fired 

volleys of m issiles , d ischarging them from their out 
stretched right arms 

- The project i les were of short range , possib ly only 17 meters or 
so, but exploded with great force and were incendiary in 
nature 

- There were two figures with bizarrely-ornamented helmets 
who hung back and d id nothing dur ing the attack 

- The a rm or of the legionna ires covers their bodies and heads 
comp letel y , and even the eyes are obscured by a bright 
amber visor or plate 

Quest ions must be direct and specif ic; otherwise , W illm will only 
give amb iguous replies . 

THE BARON 'S ARSENAL 

After f i n ish ing thei r questioning, the party is taken to an inner 
chamber whose heavy doors and well -armed guards make it 
apparent that items of great value of kept here . Waving the guards 
aside , Squire Briik opens the doors and bids the party enter . 

Inside , a carefully hoarded supply of high- powered weapons can 
be seen . Squire Br i ik announces that the arsenal contains the fol
low ing : 
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1 Laser Pistol 
1 Mark V Blaster 
1 Vibro Dagger 
3 Stun Whips 
1 Laser Rifle 
1 Mark V II Rifle 
3 Chemical Explosive Grenades 
3 Fragmen ta tion Grenades 

1 Energy Grenade 
1 Small Damage Pack 
4 Suits of Plasti c Armor 
3 Communications Senders 
2 Medi -kits 
3 Replacement Chemical 

Energy Cells , su i table 
for a l l laser or b laster 
weapon s 

" The B.aron has ordered that you be allowed to choose two items 
ea ch" , expla ins Squire Bri ik , as the chara cters exam ine the room 's 
contents . Dur a l loy shie ld s wi ll be provided w it h the party ' s tran s
port veh icle . 

GM Note: Select ion should be made by allowing each player a first 
pick , then reversing the orde r of selection for the second item . The 
GM should use his or her own judgmen t in p lac ing o ther items in 
the arsenal and / or elim inating certa in items already listed . 

START 

GENERAL NOTES FOR THE GAME MASTER. While th is module is 
such that several spec ific adventures are prese nted , the overa ll 
design allows the bulk of the material herein to be used as the core 
of an ongoing campaign . Turning the gene ra l material into a 
campaign requires some effort on your par t, of course , but even th is 
is fa ir ly min imal. Here are sugges tions o n wha t is needed to per 
sonalize and expand th is module for continuing p la y . 

Personalities. Develop some cha racters who inhab it Horn and other 
villages you intend to have your players vi sit frequently . Roll them 
up j ust as you would player characters . Equip them accord ing to 
the ir pos it ion, social sta t ion, etc . Be certain that some are ho st i le to 
or suspicious of the players . Obvious choi ces for no n-player charac 
ters are Baron Jemmas, h is kn igh ts and squires , the offi cers and 
NCO s of the guard , and the propr ietor s of estab l ishments 
patron ized by the players . 

Villages. Draw small maps of the commun it ies shown on the large 
scale map. Detail all villages which players mig ht vis it. (You 
should, of course , direct the players ' explorat ions w ith clues and 
h ints gathered through interaction w it h non-player charac ters .) 
Pattern these places a fte r Horn , but on a lesser sca le of popula t ion 
and wealth. 

Random Encounters . Develop your own en counter tables a ccording 
to the creatures shown in the module and those which you de ci de 
to add yourself. Create as many of your own mutations as is reason 
able , but make certa in that they are " log ical " in the context of the 
game and this sce nario , and do no t make such crea tures e ither too 
weak or too powerful. 

New Encounter Areas. Many o f th e encoun ter a reas on the la rge 
sca le map are in the ar ea w here the p layer s wi l l go in orde r to 
loc a te the Legi on of G o ld a nd destroy it . You shoul d add new en 
counters in ot her par ts o f the ma p so tha t the pl aye rs may be sen t 
ad ve ntur ing in new d irec ti ons , a cco rd ing to the sha pe of your cam 
paig n. Patte rn new en coun ter a re as a fter those shown herein , con 
ta ining crea ture s fr o m GAMMA WORLD™ game , or those yo u 
cre a te . 

New Treasure Items. Add a fe w interes ting and useful tech 
nol ogic a l items to your campaig n. It is diff ic ul t to g ive speci f ic sug 
gestions, for any such would unduly influence what you do. 
General categories are : Civilian Personal , M i l itary , Medical , Educa
tional, Industria l, Commercial , and Agr icul tural. A commerc ial 
technolog ical i tem , for example , migh t be a hand -he ld scanner to 



determine if on individual was conceali ng anything on his or her 
person . 

Such expansion will odd considerable bulk to your GM 's folde r, but 
it will result in many additional hours of fun for your players - and 
even more for you , the GM , as you ' ll also hove the special enjoy 
ment of imagining and creating! 

LEAVING HORN. Once the party hos outf itted themse lves with 
armor and equipment , they ore led outsi de the palace to a small 
plaza where a Flit Car Microbus is parked. The group is informed 
that the Mi crobus contains durolloy sh ields, a fully-powered a tomic 
ce l l, food and water for a week , 12 ampu les of anti-radiation 
serum , and the usual traveling tools (vehic le repair kit, fire ex 
tinguisher , and a pa ckage of six red flares and six orange smoke 
founta ins ). 

"Good luck!" bids Squire Brii k, handing the party the lost item 
donated by the Boron , a hand -drown cloth mop evidently based on 
ancient rood mops. (GM Note: A t this po int , make sure the players 
con see, or hove a copy of, the mop marked BARONY OF HORN -
PLAYER'S MAP. ) Area s of devastation and l inger ing radiation ore 
shown, as well as possible loca tion s of hostile creatures. Where to 
go and what to do is now strictly up to the adventurers. 

Once the charac ter s ore well underway and outside of Horn they 
w il l discover that the Flit Car Mi crobus hos very slow acceleration 
and probably somethi ng wrong with its engine; although the speed 
indi ca tors for ground and air show 180 and 375 KPH respectively , 
the vehicle will do only about 70 KPH on the rood . A tria l in flight 
mode yields no better result (a top speed of about 150 KPH and a 
very slow climb rote) . In foct, the vehicle seems to run for better in 
either mode of travel at about half maximum speed, for above this 
level the engine makes a strange clonking and grinding sound and 
the whole contraption begins to vibrate and occasionally lurch. Low 
speed does not seem to extend operating time, however . 

If the vehicle is operated at over 35 KPH on land or 75 KPH in the air , 
there is a 10% chance per ten minutes of such treatment tha t the 
engine will stall and become permanently inoperable . In this case, 
the vehicle will slow (or gradually descend if in flight mode ) and 
come to a halt in the space of one o r two kilometers , and wi l l cease 
function ing until repaired by on expert mechanic (human or 
robotic) . Such repair will not in itself eliminate this prob lem, how 
ever, because the Microbus is in dire need of a thorough overhaul 
and severa l currently unobtainable new ports. 

KEY TO THE ENCOUNTER AREAS 

RANDOM ENCOUNTERS. Use the sta ndard GAMMA WORLD™ 
tables except when the Flit Car microbus is in flight mode . When 
traveling by a ir, check for on encounter every 10 kilometers if the 
vehicle is over 100 meters in a ltitude (if under that, use the normal 
tables for land encounters). Use the random encounter tab le below 
for flight encounters: 

Die Roll 
l 
2 

3-5 
6 

Encounter 
2-8 Bloosh 
1-4 Blight 
1-2 Col Then 
No encounter ( or one of GM's devis ing) 

DESERTED VILLAGES. All socked and empty vil lages ore indicated 
on the mop by the code letter Z. Such villages hove been razed by 
the Legion of Gold. Notes on each village, deserted or otherwise, 
ore given in the appendices. If the party enters a deserted v i llage , 
there is al in 6 chance that they will hove a random encounter : 
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Die Roll 
l 

Encounter 
Villager who sow Legionnaires but knows 

nothing 
2-4 

5 
6 

V illager who knows nothing and sow 
nothing 

Crazed mutated human outcast* 
Cryp tic Alliance group* 

* Either rol l up some specia l indiv iduals / groups for these en 
counters prior to beginning ploy , igno re these results , or 
handle them as they occur (but this lotter tokes away time 
from active ploy). 

1. BADDERS ( 12). HD 6; hp 28, 25, 5x24 , 21, 19, 18, 17, 14; AC 4; 
MV 15; AT bite for 1-6 damage , or by weapon type; MU empathy. 
The leader, Boordesh, ( largest badder with the highest number of 
hi t points) hos on energy mace and a twelve gouge shotgun with 
both cham bers loaded with shells containing 00 buckshot. He hos a 
crude pouch with seven more shells and a stage II Emergen cy ID 
co rd (red and wh ite with white trim). This creature also wears a 
necklace with eight gold coins attached to it. The other bedders ore 
armed with light crossbows and large oxes, but they hope to find 
better weapons . Boordesh and his bond hove come south to raid 
and slay . They ore moving th rough the woods towards the vi llage of 
Devn, planning to strike iso lated forms and any vehicles caught on 
the roods . 

2. DEATH LAKE ENCOUNTERS. While local inhabitants ore able to 
utilize the waters of the lake for fishing or transportation , it is highly 
dangerous to those not familiar with its perils. Movement upon or 
near the surface of the lake dema nds a check for a rand om en
coun ter every hex, with a resu lt of 6 on a d6 indicating on en 
counter . In the event of on encounter, use the following table to de 
termine the creature invo lved (roll l dB) . 

Die Die 
Roll Encounter Roll Encounter 

l Bari Nep 5 Lethorp* 
2 BerLep 6 Nori Ep 
3 Fen 7 Seroon Lou 
4 Flesh in 8 Weirbuled* 

* See the descriptions at the end of this module for new crea
tures. 

3. MENARL (4). HD 7; hp 39, 34, 27, 24; AC 6; MV 6; AT by weapon 
type; MU heightened strength. There is a stony bluff at this spot with 
many tumbled boulders at its base . Here , the menorl family hove 
built thei r home, by digging and moving rocks to make a large cove 
with on underwater entrance and a ledge area which is above the 
water . The four menorl ore a mated pair and their two offspring. A ll 
of these creatures ore armed with long spears and daggers. Hidden 
on the dry ledge ore four tear gos grenades and a stage IV ID cord 
( red w ith silver trim) . The menorl w il l find it hard to resist trade 
offers for these items in return for a v ibro blade with battery . They 
also know where there ore eight gold ingots, and they ore willing to 
trade them for a like number of energy cells (each ingot is equiva 
lent to 100 gold coins). If attacked, the menor l w i ll attempt to 
escape underwater . They con close the entrance to the ir cove by 
rol l ing a huge bou lder into the opening. 

4. ANDROIDS (7). 4 workers : HD 8; hp 40 each; AC 5; MV 12; AT 
bore hands for 1-8 or by weapon type ; 1 thinker : HD l 0; hp 50; AC 
6; MV 12; AT bore hands for 1-6 or by weapon type; 2 warriors: HD 
15; hp 75, 75; AC 4; MV 15; AT bore hands for 1-12 or by weapon 
type . Unbeknown to the people of the Barony , renegade androids 
hove established a secret base somewhere along the shores of 
Great Mitchigoom (see Mini -Adventure 3). Their spies hove been 



moving throughout the land, gat hering in te ll igence and reporting 
to their base . The androids are as puzzled and concerned about the 
glowing golden warr iors as Baron Jemmas is, and this sco uting 
party is methodically searching the deserted fort and village in 
order to f ind clues to the whole affair . 

Each worker has a duralloy sword on his perso n. The th inker has a 
duralloy shie ld and a needler pistol with a full clip of paralysis da rts 
(i ntensi ty 14} . The thinker also carries a stage II c ivil auth or ity ID 
(blu e and green with a red stripe) . The warriors each have duralloy 
shie lds , durall oy swords, and laser p istols (with one spare energy 
cell). 

5. ARK (3 ) . HD 8; hp 36 , 30 , 27 ; AC 4; MV 15; AT by weapon type ; 
MU telekinesis, weather manipulation , life leech , mental strength, 
and radiation resistance of l 0 . These creatures recently journeyed 
south from the vast forests of the northern regions . In an encounter 
with one of the Baron's patro ls one of their number was slain , and 
the arks thereafter w ith drew northwards to the edge of the nearby 
woodlands to rest , heal thei r wounds , and enjoy a feast. They now 
consider the place their own territory and are looking for females of 
their kind so as to establish a permanent pack . Each ark has a 
bandolier with several human hands upon which to snack. The 
la rgest has picked up a stage I ID card (sol id yellow with purple 
stripe) and two gold coins . Another has four domar coins; a one, 
two , l 0, and 25. The weakest (27 hp ) has a bright metal rod (a pa ck
age holding a n i nterra shot in its injector). Each ark carries a club 
with which to defend itself . 

6. YEXIL (2) . HD 10; hp 51 , 43; AC 6; M V 4/ 15; AT b it e for 3- 18, 
eyes can emit laser blast for 5-30 with a range of 25 meters. There 
are two large ye xi l shambling about in (or flying near) the empty 
village of Deerld , searching out and eating ga rments left beh ind 
when the populace was sla in or carr ied away into slave ry . There is 
a 10% chance per party member that some item of their apparel 
wi II appeal to these creatures' taste . If that occurs, the yex i I wi 11 
offer to trade them "two silver eggs - very nice to look at" for the 
ite m of c lothing. (The si lver spheres are 10 centimeter negation 
bombs . Close examination will revea l a small section which opens 
to reveal three colored buttons which depress , but once pushed 
can not be undone w it hout a specia l key : red ind icates a 10 second 
delay before detonation , yellow a minute de lay , and black 
ind icat es detonation upon forceful impact.) 

7. CREP PLANTS (2). HD 15; hp 37, 33; AC 3; M V l; AT 1-4 
manipulative v ines with parasitic attachments , wh ich can drain 10 
hp of blood per melee round; MU dea th field generation , mo lecu 
lar disrupt io n, an d life leech. These two small, rose-co lored plants 
have only recent ly emerged from the ir aquat ic state. (The Lake 
Keeg variety often spawn amphibious offspring which move to land 
to grow , eventually generating new p lants which return to an 
aquatic hab itat. ) They are very hungry and w i ll attempt to l ife leech 
as soon as prey is close enough . 

8. PODOGS (6). HD 4; hp 22, 20 , 13, 12, 11, 10; AC 5; M V 15; AT 
bite for 2-12 ; MU sound im itation. A mated pair of podogs and their 
four pups have made their den in the ruins of an old bui lding . Part 
of the former basement serves as a cave-like shelter, while the rest 
of the pla ce is not h ing more than a heap of bricks and bits of rotting 
wood , well hidden by trees and brush. Any aggression against the 
podogs tr igg ers an attack response . If the parents are slain , the 
pups retreat to the den. The largest pup has a dual bra in. If these 
ruins are tho roughly searched, an old storeroom will be discovered , 
and in it is a five kg . plastic container of herbicide, a 5-l iter plastic 
can full of gasoline , and o weed sprayer which is functiona l (five 
meter range ) if the back tank and plastic connecting hose are 
cleane d out. 
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9. SOUL BESH (1). HD 10; hp 38 ; AC 8; MV 9; AT bite for 1-6 plus i n
tensity 18 paralytic poison , then on subsequent melee rounds it 
sucks 12 hp of blood per round from paralyzed victim; MU 
chameleon powers . This creature lurks at the edge of the great 
marsh, staying near the end of the road and hoping for easy prey . 

10. FOLLOWERS OF THE VOICE (9). This small band of cultists has 
been directed to colo n ize this location and serve as gua rds by the 
Control Computer , REAPER (see 11. THE LEGION OF GOLD ) - a 
"voice" which assures them a l l tha t it w ill restore pea ce and order 
to the world. The group a lways wa tches the road and the surround
ing areas for trespassers . The comp uter has given them strict orders 
to attack humans on sight , and this command will be foithfully fol
lowed . Initial contact will be with the f irst three "Fo llower s" de 
tailed below, and the rema inder of the cultists join the ir comrades 
in 2- 12 minutes. 

These first three creatures are an orlen and two humans (orlen: HD 
15; hp 54; AC 4; MV 15; AT by weap on type or mutat io n; MU two 
heads and two brains , each with telepa thy , telekinesis , and will 
force. Humans : hp 49 , 44; AC 7; MV 12; AT by weapon type) . The 
orle n wears sheat h armor and carr ies a two -hande d sword, while 
the two human males are each equipped with hide armor and 
shie ld , sling, and a small axe . Upon sighting trespassers , the orlen 
sends a te lepathic warning signal to the remainder of the band , and 
then he and the pa ir of human s attack at the first opportun i ty. They 
car ry nothing of value wi th them besides their weap ons . 

After 2- 12 m in utes have elapsed , the othe r cultists arrive on the 
scene and engage in comb at with any cha ra cte rs they can find. 
They are a mutated bear ( the Leader - HD 12; hp 60 ; AC 4; MV 12; 
AT bite for 2- 12 or by weap on type; MU heightened intelligenc e, 
heightened dexterity , manipulative forepaws, and te lepathy ), a 
mutated human female (hp 70 ; AC 4; MV 12; AT by weapon type; 
MU heightened strength , heightened constitution, and l ight ab 
sor ption ), and four normal humans ( hp 42, 39, 36 , 35; AC 7; MV 12; 
AT by weapon type ). The bea r possesses a .75 ca l ibe r slug thrower 
with one c l ip of slugs . In a pouch slung over his shoulder are three 
hydrogen energy cells, one p lasti c tube contain ing two accelera 
dose tab lets , and a stage Il l ID ca rd (bl ue with a red chev ron , for a 
m ilita ry police NCO ). The mutated human female carries a duralloy 
shield and in close combat wield s a long swo rd . She wear s a 
bandolier conta ining various food item s, eight 5-domar pieces , and 
a gold ring set wi th semi -precious stones (250 domar value ). The 
four standard humans each wear hide armor and carry sh ie lds , 
small axes , and crossbows. Each man has a quiver of 15 cro ssbow 
bolts and a lso either a band ol ier or pouch containing food items. 

The cultists' encampment is well -h idden amid the ruins but a 
diligent search of at leas t 15 minutes uncovers it. It contains several 
more packages and sacks of food, several items of c lothing , and an 
old suit case co ntaining a PorTent wrapped in a blanket. 



11. LEGION OF GOLD HEADQUARTERS (COMPUTER COMPLEX) . 
Where the old rood gradually sinks and vanishes into the south
eastern edge of the morass of Mendomorsh, the party notes a series 
of low , tree-dotted hills perhaps half a kilometer to the west of the 
old roadway . A hard-pocked rood surface of recent construction 
forks away from the old rood and seems to lead toward the group 
of hills . Careful examination of this new rood reveals that it is used 
by humon - type creatures , and that traffic hos passed both towards 
the h i l ls and away from them . 

As the party follows the rood and draws near the hills, they find that 
the pathway is leading to the central knoll. On the east face of this 
rise , not for from the rounded summit , con be seen piles of rubble 
ind icating ruined buildings. The rood comes to on abrupt end at one 
such slog p ile (near area B), and another lies on ly 25 meters to the 
south (a rea C). Small trees grow on this side of the hill and along its 
crest above . The ground is rocky and covered with tough, coarse 
weeds , except for a three meter patch of soft, green moss (area A ) 
that lies along the northern edge of the first rubble pi le . Nothing 
else of note con be seen . If the party hides and keeps a watch , there 
is a l in 6 chance per day that a centurion and 2-12 legionnaires ore 
observed exiting from the concealed entrance (area B). There is 
likewise the some 1 in 6 chance that such a group of legionnaires 
discover the party and attack . 

A. Deathmoss Patch. Walking upon this soft and inviting turf is to 
court a horr ib le death . The mossy surface is only the inviting lure of 
a deathmoss plant (HD 3 per square meter; hp 32; AC 9; MV none ; 
AT sleep - inducing scent, one meter range, plus 5-30 each round to 
comatose ind ividuals from fluid draining; M U produces senses 
heightening berries) . Once the vegetat ion is bruised by foots teps or 
any other action , it gives off on aromatic scent that affects any in
dividual on the moss or within one meter of its edge as intensity 12 
poison . A " D" result indicates the victim hos fallen into a comatose 
sleep , whi le a number result (dice of damage) is the amount the 
victim's constitutional resistance is lowered the next round if he or 
she remoins within range of the scent. The next round , the death 
moss sends up boring tendrils to penetrate the flesh of any coma
tose victim , and beginning on the round ofter that, the plant begins 
draining and dissolving the fluids and tissues of the trapped in 
d iv idual , automatically inflicting 5-30 points of damage per round 
until the plant is ki l led or the victim is removed. (Additiona l deta ils 
can be found in the New Creatures section of this module .) 

The control co mputer of the legion complex hos al lowed the death 
moss to flourish here as on additional safeguard to its installation . It 
is unaware , however , that the plant hos from 2-8 tiny , purple 
ve ined, grey ish berries grow in g around the edge of the patch 
which , when ea ten by a human, increase oil five senses in the 
some manner as per mutations: heightened vision , touch , taste , 
smell, and hear ing. This effect lasts for only one hour, ofter which 
the affected senses ore reduced in capability by 50% for another 
hour . 

B. Concealed Entrance. The centurions of the legion complex hove 
constructe d spec ial doors whose outer faces appear to be piles of 
rubb le . The doors ' surfaces ore indistinguishable from the other 
heaped slog . A n opening mechanism on the outside is disguised as 
a rusted pipe . This mechanism is activated by screwing it cou nter
clock w ise for two complete revolutions then two revolutions clock
wise . The doors cannot be forced open , and wi l l sustain 100 points 
of damage before collapsing (this wi l l , of course , alert the control 
co mputer ). Inside the gateway , a smal l rough -hewn chamber , the 
party sees a pla in leve r affixed to the left wall (the inside operating 
lever) and , a short d istance ahead , the heavy duralloy doors of the 
Security Gate (oreo D). 
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C. Non-Functioning Security Robotold. The huge pile of rubble 
here is so massive and twisted that only carefu l exploration (a mini 
mum of twenty minutes ) reveals a small, narrow opening into the 
pi le which seems to lead to a sma ll ho ll ow space in the center of 
the rubble . Only a small individual, without encumbering equip
ment , con wriggle through the opening and along the cramped 
passage to gain access to the inner area . There , a security robotoid 
in on OFF state con be found , resting in a sma l l protective hollow 
formed by large crossbeams and gi rde rs w hic h provide a ceiling 
framework of sorts to hold up the bu lk of the rubble . The robotoid is 
covered with dust, mud , and leaves. Apart from some dents and 
scratches , the robotoid seems to be relatively undamaged (close in
spection reveals , however , that its recepto r for broadcast power is 
broken and can not function unti l repaired) . The robotoid 's chest 
panel is ajar, and if it is fully opened and the connector switch 
closed (a ba r lever flipped downwards) , its nuclear plant goes into 
operation and the robotoid begins functioning in five minutes. All 
spec ial programm ing on this unit was erased and it was awaiting 
reprogramming at the time of its burying. It retains general instruc 
tions regarding security only, and obeys anyone who appears 
human and hos any sort of ID. One hour is required for the robotoid 
to clear a path out of the hollow to the outside permitt ing it to 
leave . 

D. Security Gate . The inner chambers and ha l ls of the Legion of 
Gold ore masked and guarded by a massive pa ir of durolloy doors . 
The doors ore protected by a force sh ield which inflicts 25 points of 
damage to any creature contacting it. The shield also absorbs oil 
attacks directed at the doors . If a stage Il l ID cord is p laced in the 
slot to the right of the door , it is registered and returned, the force 
shield shuts off , and the doors sl ide open . A ny ID be low stage Ill is 
punched and returned . Three punc hes in on ID cord triggers a 
security alarm and summons a centurion and four leg ion naires in 1-
4 minutes . Egress through this doorway is governed by the some 
procedures. 

Once post this portal , the party hos fully entered into the under 
ground headquarters / computer complex of the Leg io n of Gold . 

GM Notes Regarding the Underground Complex . A ll corridors ore 
slanted downward at a gentle angle, so that the farthe r the party 
proceeds into the complex, the deeper und erg round they go . There 
ore drain slots and ho les a t regular intervals a long each passage
way . Air is circulated through vents and continua l ly purified and re 
newed . The equipment for air circu lation is housed under area S 
and powered by the plant in room U. 

A ll doors in the comp lex ore constructed of durol loy , and unless 
othe rwise sta ted, absorb 50 points of damage before col lapsing . 

If the party enters the complex and somehow ovoids detection , 
there is still a l in 6 chance pe r turn that they meet some robotic 
unit. A check should be mode each turn , and if on e ncounter is 
indicated, roll aga in an d consu lt the fo l lowing table: 

Die Roll 
1 

2-5 
6 

Encounter 
ligh t duty engineering bot• 
general maintenance robotoid* 
centurio n with 0-5 legionnaires ( roll l d6 , 

treating a 6 as 0) 

• Unless the party attacks , al l but a ce nturion robot simply ig -
nore them and go on about their ow n business . 

In addition , it is assumed that two centurions and 20 legionnaires 
o re on missions outsi de the com pl ex but con return in smal l groups 
over a period of 2-12 hou rs. Tw o d6 shou ld be ro l led when the party 
enters the complex ; this is the number of hours that poss before the 



first group of legionnaires will return . The size of the returning 
group is al the GM's discretion . If the party is having too easy a time 
of things, the returning party should be large; if the party is in 
seri ous trouble, the returning legionnaires should only be a small 
handful. 

It is important that the GM stress that the bright golden g low of the 
centurions and legionnaires periodically flickers and dulls for a 
brief period each melee round (this effect is detailed in the ap 
pendices following these adventures) . If this effect is carefully ob 
served, the character quickly notes that the flickering occurs at 
random periods from individual to individual. II is possible for a 
character to withhold attack until a flickering period, but he or she 
must then accept any opponent attacks first. The character must 
hove h is or her weapon ready and sighted in order lo toke ad 
vantage of a flicker , and if he or she is struck prior to firing , there 
will be no opportunity to fire during a flicker period . 

E. Interior Corridors. All corr idors i n the legionnaires' complex ore 
lit by glow strips in the ceiling and upper wall areas . Each inter 
section hos a non-moving , wall -mounted hall monitor four meters 
above the floor (two meters below the curve of the arched ceiling) . 
Monitors ore indicated by a dot (.) on the complex mop . Holl 
monitors in the installation were principally meant to monitor 
traffic flow and only incidentally to act as security devices, so there 
ore sections of corridor where there is no surveillance by these 
devices, though the general location of any intrude r is known be
cause of their positioning . One section of the control compu ter is 
aware of in truders and sends o centurion and four legionnaires to 
deal with them . If th is squad is somehow eliminated , then o 
General Aler t will be sounded and all units will go to the trouble 

area . 

Holl monitors ore sturdily constructed and toke 25 points of damage 
before being destroyed . Lenses , however, ore more delicate, and 
five points of damage break them. Installation ceilings, walls, and 
floors ore constructed from the limestone rock of the area and 
sheat hed in 25mm of plosteel (almost as hard as duralloy but with 
greater flexobility) . All doors ore completely durolloy . 

f. Storeroom. A stage II ID cord is required to enter this chamber . 
Inside are various shelving units for maintenance and engineering . 
There are containers of blank video discs , circuit boards , glow 
strips , etc. In o for corner is o case containing four five - liter plastic 
bott les full of liquid plosteel ( hardens at the rote of 1 mm per l 0 
seconds when in contact with air) . A shelf in the southern end of the 
room holds 200 cartons of food concentrate ( each carton holds 50 

dehydrated meal pockets) . 

G. Collapsed Corridors. At one t ime o burrowing missile exploded 
over this area and the plosteel underneath ruptured . Bits of 
plostee l, earth , grovel, and chunks of limestone effectively seal off 
these four passages permanently . 

H. Maintenance Shop. Entry into this room requires a stage II ID. 
This shop is furnished with workbenches around the walls, hoists, 
ports bins, miniaturized equipment, and tools for the general 
maintenance and repair of l igh t duty robotic units . Ports of a 
secur i ty roboloid , several general household robotoids , and half 
finished suits of legionnaire armor ore piled here and there. An 
engineering bot ( I ight duty) and o genera I household robotoid 
(maintenance model) ore working with a heavy duty magnetic 
shape -former to finish another centurion . Unless o General Alarm 
hos been sounded , they ignore any creatures who enter as long as 
the robots ore not attacked or their work interrupted . In the event of 
trouble , the engineering bot attempts to send data to the control 
computer before suppressing the troublemakers, therefore it re
frains from attacking for one melee round . 
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I. Office . Entry to the office requires o stage Ill ID. The room is cur
rently being used as o prison to hold three mutant humans (hp 38 , 
36 , 34; AC 1 O; MV 12; AT bore hands for 1-4, weapon class 1; MU 
electrical generation , intuit ion) recently captured by a roving 
patrol. These ind ividuals ore quite human in appearance , although 
they look exactly alike . They all hove the some mutations and ore 
wearing only pole yellow , hospital-type smocks . There is o sink and 
lavatory i n the room, and the prisoners ore forced to sleep on empty 
desks or the floor. They ore fed tw ice doily, at 0700 and 1400, by the 
general household robotoid (maintenance) while a centurion 
guard looks on . If freed , the mutants will happily join against the 
legionna ir es. The GM may also wish to roll up statistics for the 
mutants and retain them as non -player characters for future com
ooigns. 

J. Medical Station. A medical technicion robotoid is here , re 
sponsible for hooking captives into the brain scanner which the 
main control computer in area R uses to erase the memory / recall 
areas of the brain. The computer then turns them into obedient 
automatons by means of a surgically implanted communicator. The 
medical robotoid assumes that any person(s) entering is meant to 
be "processed", so it instructs him or her to sit quietly and wa it 
while being examined . The rob otoid hos o supply of 10 ampules of 
suggestion change serum , and it hos each individual lie prone on 
the examination table and attempts to give him or her on i njection 
of the serum. Thereafter, it affixes the portoscon , moves it over the 
individual's head, sets the dials, and waits one minute . The 
individual then becomes a complete automaton , and the medical 
robotoid uses a vibro scalpel and microloser to implant the com 
municator. 

K. Communications Storage. There ore 81 communicator discs in 
this room, each sterilized and sealed in on i ndividual plostipock . 
Specifications for each disc ore plainly printed on each container , 
including the frequency on which the dev ice operates. Clever 
players con jam communications to the legionnaires by setting their 
communications senders to this frequency and issuing a stream of 
orders and instructions, which will at least neutral ize the effective 
ness of these servants of the control computer . (Centurions ore not 
affected , for they operate on a separate fluctuating frequency .) 

L. Centurion Robot Area. Entrance lo this area is by stage Ill ID. This 
former research lob is now the "off duty" area for four centurion 
robots (HD 10; hp 40 each; AC 3; MV 12; AT by weapon type). Two 
centurions move to attack any intruder, while the other two retreat 
to room M lo summon aid . The robots ore each armed with a loser 
pistol (fully charged); if all charges ore expended , they fire mini 
grenades from o launcher . Being inside the installation, grenades 
ore all gos. (For complete details, see Centurion Robot, Legion
naire , and Mini-Grenade Launcher at the end of this module) . 

M. Legionnaire Area. Another former laboratory converted to 
house the automaton servants of the control computer, REAPER, this 
place also requires a stage Ill ID to enter . It is bore of furnishings 
save for rocks of armor and small bunks in tiers of three which fill 
oil other available wall space. Inside ore 28 humans - 14 clod in 
their legionnaire armor , the rema inder "resting" until ordered to 
do otherwise (armored legionnaires: HD 8; hp 32 each; AC 3; MV 
10; AT by weapon type. Unarmored legionnaires : identical statistics 
except AC is 10). When in the complex, they ore permitted to attack 
with short swords only . As soon as the party enters area L, the con
trol computer will require the unarmored legionnaires lo don their 
protective suits . This action requires three full minutes for the slow 
moving automatons . Legionnaires a/ways act in concert, as a group 
under control of o centurion robot. Without a centurion, the troops 
do nothing , and it would toke th ree centurions to command the en
tire 28 legionnaires, as o centurion's command extends to 12 maxi
mum units. 

The two chambers to the east hove normal doors . These ore 
lavatories and hygenic stall areas. 



N. Arsenal. This is a high-security lab which has been turned into 
the storage depot for armaments, and a stage IV ID is required to 
pass the door. Inside is the following equipment: six complete suits 
of legionnaire armor, two cases containing 10 gos grenades each, 
three coses containing 10 concussion (explosive) grenades each, 
four coses containing 10 fragmentation grenades each, two loser 
rifles, and six hydrogen energy cells. (Nate: All grenades ore of the 
mini-variety .) 

As a security measure, all of the weapons and grenades in this 
room have been implanted with a sensitive radio-wave receiver 
which controls the detonation fuse or firing circuit. To prevent a 
trespasser or unauthorized unit from forcing entry into the arsena l 
and making off with a dangerously high level of firepower, there is 
a radio -beam mechanism installed as part of the control computer 
which constantly emits a series of high frequency waves preventing 
the grenades or weapons found here from functioning . Only if the 
concealed slot hidden behind the sliding panel in the east wall is 
discovered ( requiring a minimum of 15 minutes search) and a stage 
IV red-trimmed ID card is inserted will the radio waves be canceled 
and the weaponry rendered usable. The energy cells, however, are 
not covered by this precautionary measure, and con be utilized im
mediately. 

0 . Lounge. A stage II ID is required to enter this room, which has 
been converted to a mess hall for the legionnaires. Several tables 
hove been pushed together to form long eating surfaces . After the 
party hos entered, a general household robotoid (food service) ap 
proaches the party from the south doors and inquires what sort of 
nourishment is required; sustenance level, or a vigorous activity 
nutrient? Upon receiving an answer, it returns to the food prepara 
tion area from whence it came (area P), and in one minute it 
begins to bring out plostroys of the requested type of food. If at 
tacked this unit attempts to defend itself, but it is not connected to 
the control computer. See area P below for the room beyond the 
south doors. 

P. Food Preparat ion Area . To enter through the corridor, a stage II 
maintenance or service ID is required , but no card is needed to 
enter through the service doors connecting this room to area 0 . 
While there are several nutrient and food flavoring terminals here, 
this area originally served the lounge area and its preparations in
clude three different mi Id stimulants, seven grades of alcohol ic 
beverages, two mild narcotics, and a dispenser with eleven doses 
of pain reducer , four doses of mind booster, and five doses of stim 
dose. The general household robotoid (food service) who services 
this area and area O has been reprogrammed and has no informa
tion on these food items. 

Q. Control Area Data Bank. A stage Ill ID (scientific or technical) is 
required to enter . A centurion robot is on guard here at al I times 
(HD 10; hp 40; AC 3; MV 12; AT by weapon type). It is armed with 
on integral laser and also uses a mini-grenade launcher to fire 
sleep gos grenades. The data banks include laser discs prese rving a 
wealth of information from the past, plus acqui red information re
garding present conditions. There are four manual-input termina ls 
with display screens, printers, and vocal systems ( input and feed
back) . There is also a large, 3-meter square display screen on the 
west wall. (If any player attempts to make use of the termina ls, he 
or she gets a non-stop flow of misleading information as the con trol 
computer seeks to delay the party.) 

R. Control Computer Main Systems. A stage Ill ID card (scientific or 
technical) is required to enter. Here are the cases and cabinets 
which house the circuitry of the principal functions of REAPER, the 
control computer, including its communications units, whose te le
scoping antennae and pipe housings ore connected by cable to this 
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unit series. If communications are stopped, oil centurion robots 
revert to solar cell power and no longer direct legionnaires. The 
latter stand around unt i l instructed to do otherwise, or until they 
expire. All legionnaire and centu rion armor force fields are lost. 

S. Cybernetic Sustaining Units and Monitoring Station. A stage V 
ID is required to enter. The hardware in this room sustains the 
cybernetic tank (area T) and monitors oil life support systems and 
nutrient fluids. It likewise analyzes the ope rational state of the 
legionnaires, including brain wove patterns. This monitor is flash 
ing red and beeping softly, on indicator pointing towards an area of 
the dial which reads: "DANG EROUS MALFU NCTION; OPERATOR IS 
REQUIRED TO ISOLATE CYBERNETIC UNIT AND CALL PROJECT COM
MANDER IMMEDIATELY!" If any of this equipment is damaged , the 
whole set-up is ruined. Emergency support systems then go into 
operation, but they are only able to maintain the cybernetic tonk 
for a maximum of 60 hours. 

T. Cybernetic Tank . A stage V ID is required to enter. The various 
machines and apparatuses required to sustain the cybernetic brain 
are here. REAPER hos built a defense system so that upon un 
authorized entry on electrical cu rrent runs through oil metal 
surfaces (the cybernetic tonk is insulated), causing 4-24 points of 
damage per round to all characters wea ring or carrying metal 
objects. The current is directed through a console which hums and 
displays a series of blinking amber l ights. It requires 30 po ints of 
damage to destroy this mechan ism, and electrical defenses no 
longer function thereafter. The cybernetic tonk tokes 50 po ints of 
damage before ceasing to function. The brain offers to reveal any
thing desired to prevent its destruction, even directing the party to 
known valuable items anywhere within the complex. (The brain 
knows l ittle about what the current situation in the world is, but it 
m ight be able to render useful data on the cor rect use of tech
nological items, their repair and construction , etc.). If the tonk is 
destroyed , the cybe rnetic brain will die instantly . 



U. Power Room. This was merely on auxiliary power plant 
orig inally , with a small fusion reactor for emergency use . It is now 
the main source of energy for the entire complex. Shutting the plant 

down is rela tive ly simp le (use Artifact Use Chart A from the 
GAMMA WORLD™ rules book if it is attempted). If the party causes 
any damage to the plant, there is a 1 % cumulative chance per point 
of damage that on uncontro l led thermonuclear reaction wil I be pre
cip itated . In the event this occurs , roll a d20 to see how many 
m inutes elapse before the explos ion. Steam, heat , sparks, etc . im
mediately commence upon the occuronce of critical damage . The 
eventual reaction destroys everything nearby . The central hex ( on 
the outdoor mop ) will be a fused ruin with a deep crater (all radia 
t ion of intensity 18) while the six surrounding hexes w i ll be swept 
by fire, high wind s, and hove a radiation intensity of 15 thereafter . 
The c ircle of hexes surrounding these inner six will also hove a 
lingering radiation of intensity 9. 

V. Laborato ry. A stage Ill ID is required to enter . The complex's 
mini-grenades and loser weapons ore fabricated here. There ore 24 
sleep grenades packaged in a carton , and components for 200 of 
each type of grenade stored on shelves. Attempts to manufacture 
these weapons fo il utterly due to the strange construction of the 
mini-grenades. Several partially completed loser weapons ore 
lying on another work bench . They do not fire , but they may be can 
nibalized for working ports . 

W. Barrack s Corr idor. This passage continues southwards for 
about 50 meters. At the terminus the overhead ceiling hos 
collapsed (as per G, above). Built a long the walls of this corridor 
ore bunks for legionna ire s. Accommodations for up to about 200 
ore possible. There ore also two rooms near the rubble's edge 
along the west wall of the possogewoy . Both require stage II IDs to 
enter. The first ( room 1) is a room 10 meters wide and 18 meters 
long. It was once a lecture room , and is dominated by choirs and a 
podium with lectern . It is not current ly in use by REAPER. The second 
room (roo m 2 ) is a 10 x 15 meter metal shop. Most of the machinery 
and equipment is broken, but severa l smal ler machines still func 
tion . One is a loser jig for monufocturing short swords of durolloy. If 
the characters experiment with the machine, use the GAMMA 
WORLD™ Artifact Use Chart A to judge the ir success . The machine 
con make one sword per minute ; 20 swords ore possible before the 
machine needs a refill of sheet duro l loy (a lso requir ing the success 
ful passing of Chart A ). Another nearby machine is a sheet duralloy 
fabricator. It is programmed to supply sheet blanks for short swords. 
Its successful operation requires comple ting Chart A , and the repro 
gramming of either mach ine requires completing Chart C. A similar 
device to this lost machine delivers sheets of plosteel , whi le a 
larger mach ine next to it is programmed to produce sections of 
armor (which ore then token elsewhere and used to construct 
legionnaire suits). 

Note thot oi l of these machines draw power from the thermo 
nuclear fusion reactor in room U. If there is no power available , 
none of the equipment functions . In any case, the durolloy supp ly is 
limited to a quant i ty equal to 100 short swords (or 100 shie lds) 
before being exhausted . Plosteel is limi ted to about 10 times that 

amount. 
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12. CREATURE OF THE LAKE. The amoeboid : hp 1000 , 50 hp in 
nuc leus ; AC 10; M V none ; AT con send out pseudopods to grab 
prey , touch causes 2- 12 damage to exposed skin; MU menta l attack , 
strength 12, 20 meter range , plus immunity to all forms of non
physical attack save radiation of intensity 9 or greater. 

This small, deep pond - like lake is the la ir of a gigantic l ife form un 
l ike anything known, which does think and reason in its own right. 
Any liv ing crea ture whic h ventures within 20 meters of the edge of 
the lake is subjected to a mental atta ck of 12 strength . Creatures 
who ore successfu l ly attacked come under the control of the 
amoeboid , and march into the water where many pseudopods 
grasp and drag the prey inside the creature to be absorbed . (The 
party might note that there ore no birds, animals, or even insects 
within 100 meters of the water. Even microscopic life forms 
normally inhabiting lakes o re devoured by this monster when 
larger prey is unavailable , and vegetation is consumed when 
nothing else is available .) The monster is huge with its body being 
almo st a k i lometer in d iameter . When other food is unav ailable , i t 
is able to photosynthesize nutrients and go into a semi-dormant 
stole . It lurks underwater and is basically immune to all forms of 
attack , save radiation of 9 or greater in tensity which kil ls ii in 100 
rounds of exposure but leaves beh ind 5-30 cysts wh ich then de 
velop into smaller ve rsions of this creature within 1-4 hours ofter 
the affecting radiation drops below inte nsity 9 . 

The amoeboid con withstand up to 1000 points of damage over its 
entire body. The nucleus con only absorb 50 points before being 
destroyed , and thus killing the creature . However , the nu cleus is in 
the center of the lake under 150 meters of water. Men tal attacks do 
not work upon the creature, nor does a dea th field . A life leech 
attack does affect the amoeboid , causing it to send a pseudopod 
out to capture the attacker . Pseudopods sent outside the lake ore 
charged with on acidic secretion which inflicts 2- 12 points of 
damage each melee round of contact with an imal or vegetab le 
matter but is too weak to affect metal or like substances. Communi 
cation with the monste r, mental or otherwise, is not possib le . 

The waters of the lake ore crystal clear . If the amoeboid is ki l led , on 
investigation of the lake by a fly -over or underwater exploration re
veals on environmental car in 20 meters of water about 500 meters 
from the northwestern edge of the lake . The vehicle is in good con 
dition , with about 75% of its power capacity left . A skeleton clod in 
a bright nylon suit si ts at the controls. In its pocket is a stage V ID 
(purp le with silver star - government courier / envoy) . A loser 
pistol, fully charged, is stropped to the belt . Under the seat is o 
medi-kit. The portab le communications sender in the vehic le is all
frequency and audio -visual. 

13. ROGUE SLEETH (4). HD 18; hp 75 , 71 , 68 , 64 ; AC 5; MV 12; AT 
by weapon type; MU repu lsion field , mental defense shield, 
telepathy , precognition , and con negate any force fie ld (30m 
rad ius). 

• 
These four hateful slee th were driven out of the ir home vil lage be -
cause of their crim inal acts . They now live as outlaws, seeking to 
pillage anyone crossing their path . They will slay the unsuspecting 
for food , hopefully gaining other va luable items in the bargain. The 
largest (75 hp ) hos a vibroblode, the next largest (7 1 hp ) hos o 
heavy crossbow with 24 bo lts and o long sword. The other two 
sleeth each carry three javelins and a light axe . The four stone and 
wattle huts in which the sleeth live ore built on a low r idge rising 
out of the marsh . They contain crude baskets with dried fish , 
smoked birds , and o ther bits of unidentifiable foodstuffs . Cloy jars 
hold the watery beer the slee th brew . Skulls and bones ore set 
about for decoration . The leader hos o large axe and a spea r on his 
wall. Buried under the f loor of the leader's hut ore 21 gold coins, 53 
one domor, 11 two domor, 19 five domor , and 7 ten domor pieces , a 
stage II ID cord, a hy d rogen energy cell , and o co mmunications 



sender (audio only). The others each hove various useless 
"treasures" ( choose worthless items from the Treasure Table, ) 
hidden throughout their huts, and from 3-18 domors in denomina
tions of l, 2, 5, or 10 each . 

14. RAKOXEN HERD (29). HD 20; hp 90, 2x80, 4x70, 10x60, 4x50, 
8x30; AC 4/6; Move 9; AT eight horns, 1-3 will hit a man-sized 
opponent, 1-6 damage per horn, double damage if charging. 

These lumbering herbivores are very much wild, and the three herd 
bulls (the three largest rokoxen) ore particularly prone to attack 
anything moving within 50 meters of them . 

15. KATKINS (4). HD 9; hp 39, 33, 21, 18; AC 4; MV 15; AT two 
claws and a bite for 1-6 each, or by weapon type; MU heightened 
speed and balance , plus thought and sound imitation . 

This group is composed of a block mole, a gray- and block-striped 
female, and their two darkly-striped kittens. They seek to parley 
with any reasonably friendly group they encounter, for they ore 
bent on revenge. They formerly dwelt to the southeast (area 19) , 
but just five days ago several bigoons attacked their nest and killed 
and ate two of their offspring. In return for their help (either in the 
form of weapons, or as a joint expedition to slay the bigoons) the 
kotkins will help the party through the woodlands, toke them to the 
grens (area 20) , hunt food, etc . They hove no treasure here, but in 
their original dwelling place (area 19 ) the mole hod a needler 
(without a functioning battery but with two clips of paralysis darts) 
and the female hod a vibro dagger . 

16. HEALERS (4). This bond is wondering along on ancient trail, 
heading eastwards. There ore one pure-strain human, two human 
mutants, and one mutated animal in the group (if needed, roll up 
characteristics for each member, giving all good mutations to the 
appropriate ones). They have the ability to cure and heal all 
damage the party might hove sustained. Allow two or more days to 
be required for the procedure, according to the extent of the heal
ing needed. They will not harm the party unless attacked by them , 
and even then the Healers will only act in self-defense. The Healers 
hove a .38 slug thrower with three 25 shot clips, five stun grenades, 
and a Stage IV control baton. 

17. ECOLOGY BOT (Agricultural) (1). HD 12; hp 35; AC 3; MV 140; 
AT two five-meter tentacles, plus electric paralysis devices which 
con spray water, insecticide, herbicide, with a 10 meter range. This 
unit hos gone absolutely wild. Its programming now interprets any 
creature trying to enter or leave the forest as a pest bent on destroy
ing the fields beyond, which it tends. It captures all such vermin, 
destroys them, and dumps the corpses in a nearby gulley. It does 
not move more than 50 meters westwards into the trees ofter these 
supposedly destructive creatures. If it sights any living things on the 
plains to the east it immediately moves to destroy it . 
• 
18. BRUTORZ (9). HD 14; hp 59, 55, 52, 51, 50, 48, 40, 31, 23; AC 7; 
MV 18; AT two kicks for 2-12 each, plus one bite for 3-18; MU pre
cognition . This wild herd is just passing through the area, in a broad 
ore to ovoid the small forest to their east. They ore not at all tome, 
although they allow pure-strain humans near, but only if the ap
proaching individuals are all PSH, or a lone PSH. Proximity to any 
form of mutant, robot, or the like sends them galloping off at top 
speed to escape the approaching creoture(s). 

19. BIGOONS (5). HD 15; hp 66, 34, 32, 30, 28; AC 6; MV 12; AT two 
forepaws for 1-6 each, plus a bite for 4-24; MU heightened strength. 
This female and her four kits dwell in the woodlands near the 
cultivated fields to the east, supplementing their diet with various 
stolen crops, although they have already lost one kit to the wild 
ecology bot ( 17, above) . The mother is very clever and vicious. Any 
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creature she encounters is either viewed as prey or as a threat to 
her young. She hos learned to fear robots, however, and if one is 
encountered, she quickly turns toil and runs if it in any way re
sembles on ecology bot. Their den is a small cove under on over
hanging ledge of rock. There is a huge oak tree about 50 meters to 
the west, and a hollow in its upper trunk is where the kotkins (15, 
above) hove hidden their treasure. 

20. GRENS (8). HD 20; hp 87, 82, 77, 74, 73, 68, 41, 29; AC 4; MV 12; 
AT by weapon type. This dense forest is composed of kilometers of 
huge trees and tangled undergrowth, therefore assuring safety, 
security, and solitude for the community of grens which live here. 
Humans and humanoids from the outside rarely venture beyond the 
fringe of the forest, which makes these green-skinned people 
content. The community consists of two females, four moles, and 
two immature grens, (a female and a mole). This peaceful group is 
well-acquainted with the family of kotkins, (area 15), and if the 
lotter brings only pure-strain human individuals into gren home ter
ritory, the grens allow themselves to be seen and converse with the 
humans. While the grens hove nothing to give the party to aid 
them, they do know of a plant nearby which hos healing berries ( 11 
maroon-colored clusters which heal 2-8 points of damage each) 
and also of a shrub two kilometers northwest growing pear-like 
fruit which gives "red sickness" to those who eat it . (The "red
sickness" is caused by a seed cluster which gives off radiation of 11 
intensity when the fruit is ripe. There ore only three of these fruits 
on the shrub.) 

If the grens ore absolutely convinced of the innate goodness of the 
humans, and they hear a reasonable request for yet more assist
ance, the grens will direct the party to a hidden place three kilo
meters east. There, they discover a small Ecology Station, long for
gotten, hidden by thick undergrowth. The building is about l 0 
meters wide and 20 meters long. It is mode of durolloy, and the 
door opens only if a stage 11110 is used. Inside ore bins of fertilizers 
(four types of powder or granules, about 100 kilos of each), 
defoliants (two types, a powdered type for broad leaf growth and a 
granular type for needle leaf varieties, about 50 kilos of each), and 
insecticides (three drums of liquid, each holding 200 liters). A metal 
cabinet contains various compounds and mixtures for treating tree 
wounds, infestations of pests, etc. There ore six small animal cages 
for housing injured or sick specimens while they ore being cored 
for. A series of cupboards above these cages holds medicines and 
first aid materials for such creatures ( including the equivalent of on 
animal medi-kit). A locked case holds a stun rifle, two solar cells, 
two communications senders (audio capability only), and a pair of 
light-amplifying goggles which allow the wearer to see in starlight 
as if in twilight, and in moonlight as if in daylight. 



NEW CREATURES 

BIGOON 

NO . APPEARING: J-6 
HIT DICE: 15 
ARMOR CLASS: 6 
MOVEMENT : 12 
ATTACKS: two claws and a bite 
DAMAGE : 1-6/ 1-6/ 4-24 
MUTATIONS : heightened strength 

One glance easily ident ifies a bigoon as a giant, mutated raccoon. 
The creature is well over two meters tall (old males being known to 
reach three or more meters in length, nose to tail). The bigoon 's 
teeth are very much enlarged, and it bites for 4 dice (4d6) of dam
age. The creature also has heightened strength to complement its 
native intel l igence and cunning. Despite its increased size and 
strength, the bigoon has lost none of the manipulative dexterity of 
its small progenitor . The hand-s ized forepaws of a bigoon are qu ite 
nimble and can be used to open simple closures and latches . The 
bigoon is a no cturnal hunter and has infravisual capabilities . When 
hungry , a bigoon attacks virtually anything, but the creature is 
prone to ignore other creatures if well fed , unless its curiosity is 
aroused. A well-fed bigoon has been known to playfully knock 
down a passing human in order to tear open a carried sack . For
tunately , a blow from a bigoon's forepaw does only one die (d6) of 
damage. A lone bigoon is usually a rogue male. If three or more 
are encountered , they are likely to be a mother and her immature 
young . Bigoons are all capable of climbing trees sturdy enough to 
hold their weight . 

BUGGEMS 

NO . APPEARING: 1- 10 ( 10-100 in nests) 
HIT DICE: 5-7 
ARMOR CLASS: 5 
MOVEMENT : JO 
ATTACKS: two claws and a bite, or weapon and bite 
DAMAGE : J-6/ J-6 / J. JO or by weapon type and 1-10 
MUTATIONS : usually none , but occasionally gas generation and 

heightened ab i lities (see below) 

It is rumored that the buggems appeared even before the onset of 
the shadow years, having been spawned decades earlier by the 
radioactive fallout of on atomic bomb tes t. In appearance, these 
malevolent creatures have the synthesized features of a man and a 
gargantuan insect . The creatures are bipedal (stan ding between 
150-200 centimeters) and have only two arms . Their bloated 
abdomen and thorax are connected to a large head complete with 
long, fern-like antennae and broad mandibles . When attacking , 
buggems either strike with their two claws and bite for 1-6, 1-6, and 
1-1 O points respectively or they can use a crude weapon such as an 
axe , sword, or mace . When using a weapon the creatures can also 
bite . 

These termite men live w ithin nests made up of a myriad of 
burrowed passages and chambers . Due to the lack of light in the 
buggem nests , the creatures have developed heightened senses 
tha t allow the buggems to see in the dark . Buggem nests are found 
in almost all climes and are easily recognizable by the prominent 
mound of dirt formed over the opening into their chambers. Like 
any of the ir smaller relations these termite creatures are primarily 
fungus eaters, raising their own food supply deep within their dark 
burrows in strange fungus gardens. 

Although they prefer to remain in their nests , buggems must oc
casionally venture outside to get hosts for their parasitic infants . 
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These hosts are invariably humanoid and always perish during the 
eventual hatching of the young . 

In a world of far more dangerous creatures, the buggem species 
survives partially due lo two unique mutations that occur oc
casionally among their kind . Appearing in one creature out of 
twenty, the buggems' first mutation is that of gas generation . Sever 
al different types of gas are possible with varying probability of ap 
pearance . The types and associated probability are : 

Die Roll 
1-40 

41-80 
81-00 

Gas 
Opaque gas 
Caustic gas 
Poison gas 

Each mutated buggem is able to generate only one type of gas , and 
may use this ability only three times per day . Each generation fills a 
five meter by five meter area and lasts for five minutes or less de 
pending upon the strength of the prevailing winds ( if any ). 

Opaque gas forms a billowing, harmless cloud , thick , white , and 
impenetrable to normal vision . Caustic gas is an acidic vapor that 
burns all within its area of effect for 1-6 points of damage per 
round . In addition , all individuals affected fight and defend at a 
penalty of - 3. Poison gas is a colorless , odorless cloud of lethal 
vapor ( intensity 3-18, roll for each mutated buggem with this 
ability) . All buggems are immune to any of the gases ' effects . 

The second mutation is more rare, occurring in only 1 % of the 
species. The abnormality causes the termite man's size and strength 
to decrease, but , in return the creature gains greater dexterity , 
heightened intelligence, and telepathic ability . These telepaths are 
able to communicate with any member of their hive regardless of 
distance or physical obstruction . They direct all important actions 
taken in their nests , allowing a deg ree of intel l igence to enter into 
their lesser brothers' actions . In addition, these biological freaks 
use archaic weaponry such as blasters , lasers, and death ray projec
tors whenever such advanced weapons are available . 

DEATHMOSS 

NO . APPEARING : l (patch ) 
HIT DICE: 3 per square meter 
ARMOR CLASS: 9 
MOVEMENT : none 
ATTACKS: special (see below ) 
DAMAGE : specie/ (see below) 
MUTATIONS : produces senses -heightening berries 

Deathmoss is a lus h, soft-looking, moss - like plant which appears to 
be no different from other growths of similar plants. Creatures 
seem to be naturally attracted to its springy surface and com 
fortable bed . This is unfortunate for them but assures the death moss 
of food and propagation . This plant has developed an aromatic sap 
which is released when its stems and leaves are bruised by weight. 
The power of the sap is equal to intensity 12 poison , and any crea 
ture which succumbs to it falls into a comatose sleep . (Dice of 
damage results indicate only a proportionate lowering of resistance 
to the aromatic power next melee round if the victim remains 
within one meter of the bruised plants , or directly above them .) The 
deathmoss has developed boring root tendrils , which penetrate the 
flesh of comatose creatures and in ject dissolving ju ices which bring 
a nutrient sludge to the roots in a short lime. Thus fed , the death 
moss both grows up to one -square meter per feeding and develops 
berries to attrack new prey . This purple -veined gray fruit , when 
eaten , increases all five senses (sig ht , smell, hearing, touch and 
taste) for one hour , but thereafter causes a 50% loss of normal 
senses for another hour . 



KATKINS 

NO. APPEARING: l-6 
HIT DICE: 9 
ARMOR CLASS: 4 
MOVEMENT: 15 (sustained movement , 20 for short bursts of speed) 
ATTACKS: two c/ows ond o bite, or o weapon 
DAMAGE: l-6 / l-6 / l-6, or by weapon type 
MUTATIONS: heightened speed ond bolonce , imitation of thought 

ondsound 

Kotkins ore o mutated form of the common house cot, standing 
about one meter toll when walking erect (which they often do). 
Coloration con range from white - to orange-striped, but gray
striped and brown or block solid colors ore the most common. These 
intelligent creatures hove not lost their fangs or their claws, a l
though the claws of their manipulative forepaws ore not pro
portionately as long as the rear ones. Kotkins ore rather shy ond 
reclusive , using their heightened speed and balance to live 
arboreal lives, rang ing amidst the upper branches of woodlands to 
hunt and explore. One or more kotkins will construct o well 
conc ealed hut of woven vines and branches high up in the largest 
of trees , dwelling there during summer months. Winter quarters ore 
typically in hollow tree trunks. Kotkins hove both sound ond 
thou ght imitation capabilities; so, in additio n to their normal body 
weaponry ( two claw attacks and a bite per turn, each doing 1-6 
points of damage) , they hove dangerous imitative abilities as well. 
Kotkins hove been known to possess and use smol I technological 
devices (pistols, vibro daggers, etc .) . Employment of normal 
weapons suited to their size and strength is fair ly common around 
the creatures' home. 

LETHARP 

NO. APPEARING : 
HIT DICE: 20 
ARMOR CLASS: 4 (head) 7 (body) 
MOVEMENT: 9 
ATTACKS: one ram with horn 
DAMAGE: 4-24 
MUTATIONS : chameleon powers 

Lethorp ore huge , bottom -feeding fish which range in size from four 
to seven meters in length. Lethorp hove silvery -white underbellies 
and sol id or mottled bocks which range from blue -brown to yellow 
to br illi ant orange. Mottling is usually white, gray, or ye l low. 
Co loration is seldom unchanging for very- long, since lethorp hove 
chameleon powers . Their heads ore covered w ith o bony p late 
around which ore many enlarged ond thickened sca les. Projecting 
upwards and forewords from this plate is a horn-like bone growth 
whose length varies (according to the size of the lethorp ) from one 
meter to nearly two meters. Normally sluggish ond peaceful, 
sudden movements or passing shadows throw a lethorp into a state 
of alarmed frenzy which results in the creature swimming in a b l ind 
rush (double normal movement for up to 100 meters) towards the 
possible threat , either to frighten the intruder away or to kill by 
ramm ing with its horn. Because of this unpredictable behavior 
boots ore often smashed or holed by frightened lethorp. 
Knowledgeable mariners ore reported to point the bottoms of their 
vessels a bright yellow -orange, for this color tends to repel or 
possibly reassure the would-be attacker. 

SCREAMERS 

NO. APPEARING: l-6 
HIT DICE: 9 
ARMOR CLASS: 9 
MOVEMENT: 9 
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ATTACKS: one touch 
DAMAGE : os per intensity 13 rodiot ion 
MUTATIONS: immunity to loser , rodiotion , stun , poison , heot ond 

cold -based ottocks , plus life leech ond direct ional sense 

Very little is known about th is strange ond twisted species of 
mutated beings. They ore thought to be sexless and so do not re
produce themselves biological ly, propagating their kind by the 
destruction of other life-forms instead . The corpse of ony human or 
humanoid creature killed by a screamer slowly metomorph isizes it
self into a screamer the nightfall following the day of its death. The 
only way to prevent this is to comple te ly destroy the body before 
the change is effected . From mere wounds inflicted by screamers , 
however , one recovers in a normal manner . 

Screamers appear os emaciated and shru nken humanoids with 
yellowish -grey skin . They ore usually clod in the rotting remains of 
what wos once normal c loth ing . The heads of screamers ore 
virtually hairless and their faces hove disappeared, mutated and 
melted into o glistening, featureless moss of sickly -colored flesh. 
Only a formless , cavernous, toothless mouth is still discernible . 
From this mouth co me the unnerv ing moons , shrieks , and howls 
that give the creature its name. Though unable to communicate 
verbally ond seemingly not capable of rational though t os we 
understand it , screamers appear to hove a highly developed , 
instinct ive sense of balance and direction . Radiation causes 
screamers to em it a bluish-green glow , the brightness of which 
var ies according to the level of screaming maintained by the crea
ture . 

A ll screamers ore totally immune to lose r, radiation, stun , poison , 
heat , ond co ld-based attacks . They possess the abilities of d irection
al sense and life leech , the lotter with a range of 20 meters ( mental 
strength 12). In addition , the touch of a screamer gives a sudden 
dose of intensity 13 radiation to its victim. 

WEIRBULED 

NO . APPEARING : l-8 
HIT DICE: 5 
ARMOR CLASS: 7 
MOVEMENT : 12 
ATTACKS: bite ond two feelers 
DAMAGE : l-6 / l-6 / l -6 
MUTATIONS: none 

These one- to two-meter long fish ore a deep brown color with a 
du l l yellow underbelly. Weirbuled seemingly hove some form of 
intelligence , for they ore known to cleverly attack on ly helpless or 
unsuspecting humans. These creatures hove stubby teeth in their 
gaping mouths which enable them to bite for one die (d6) of 
damage. Their real weapons , however, ore the three pairs of 
tentacle -li ke feelers which sprou t from either side of their jow. The 
longest pair (40 to 80cm) is coated with on acidic mucous which 
causes one die (d 6 ) of damage when a feeler wounds on op 
ponent . The othe r two pairs of tentacle - l ike appendages ore semi
monipulotive , and, in con jun ction with strong pectoral fins and the 
creature 's toil, con be used for locomotion, including climbing into 
vessels with low gunwales . Weirbuled hove been known to capture 
small boots by climbing or jumping within, followed by the slaying 
and eating of the occupants . It is reported thot truly giant weir 
buleds of three or more meters length hove been seen, ond such 
creatures would undoubtedly hove more virulent acids . These re
ports hove not been confirmed , although claims of sighting these 
large creatures persist. 



APPENDICES 

A. THE LEGION OF GOLD 

CENTURION ROBOT 

No. Appea ring : 1-3 
Hit Dice: 10 (40 hit points) 
Armor Class: 3 (see Force Field , below) 
Movement: l 2 
Sensors: Standard , infrared 
Power Sources: Broadcast power, solar cel l 
Control : Electronic, special ; programmed for lim ited actions (sur

vival , return to base , self-defense) 
Construction: Two meters to l l, humanoid shape . Th is un it is a re

des ign of a general household roboto id. It moves by walking at 
a rote of twe lve meters per turn . It hos been equipped w ith a 
mini-grenade launcher (q.v .) in its left arm and a loser pistol 
operating off leads from the solar energy cell , which normally 
allows five shots before requiring a one-minute recha rging 
per iod, ofter whi ch the fir ing cycle con beg in again. In other 
than d irect sunlight conditions, a five -minute recharging period 
is necessary . When no sunlight is present (very cloudy , night , in
doors , etc. ) recharg ing is not possible . The metal plating of th is 
unit makes it appear to be a human encased in power armor. 
There ore fo rce screen and directional antennae on the 
"helm et " . 

Force Shield : Broadcast power from the control computer (q.v .) 
allows on energy screen to be generated around the centurion 
and up to twelve other units or creatures in a 15 meter radius of 
the ce nturion which absorbs virtua l ly any amount of damage or 
deflect it. Each unit thus protected con wi thstand up to 50 hit 
po int s of damage per round on the screen before toking any 
actu al un i t damage . Because of the tremendous ene rgy re
qu ired, there is always a one-second inte rval during any melee 
round when power is wea k. This is the "flicker" a lready noted at 
the begi nni ng of en counter 11, the Legion of Gold Head
quarters . If more than l O po ints of damage ore inflicte d on the 
scree n of any unit o r creature dur ing this period, damage in 
excess of l O po ints ore infl ic ted through the screen to the unit or 
creature . 

GM Note : Mini-grenades ore loade d/ unloaded through a small 
access plate in the centu rion 's shoulder at the bock . Removi ng the 
launc her intact is impossible , though if the characters shou ld make 
the attempt there is a l 5% chanc e the dev ice detonates 1-3 of the 
remai n ing grenades (random ly determine what ty pe of grenade) . 
The solar energy cell is directly under a clea r hemisphere atop the 
" helmet " area of the unit's head . The ce ll is extreme ly d ifficult to 
remove as the power leads to the loser pistol ore easily broken. 
There is o nly a 5% chance that even the most competent chara cter 
con remove the device i n perfect con d ition. Otherw ise , the p isto l is 
operat iona l but unrechorgeoble , with only 1-3 charges left. 

CONTROL COMPUTER (REAPER) 

During the Shadow Years , university researchers const ructed and 
prog rammed a uni que computer system to aid in ana lysis and solu
tion of the grove problems fa cin g mankind . As it was a spec ia l 
pr ojec t, w i th fun d ing from both governme nt and mi l itary sources, 
the comp le x which developed was un l ike any other previously 
built. The main com puter was actu ally dev ised to work in con
junction with direct human brain in put, so that it cou ld hove "t h in k
in g", " reas oni ng" , and "emotional" bases to ope rate from in 
addition to standard data storage programmed into its memory 
banks. As the world situation worsened , prov ision was mode to 
make the co mple x cyb erneticolly controlled, with specially pro 
tected , com ple tely sealed and self-sustaining systems for the series 
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of human brains which would be l inked with the co mputer. The 
work was only partially comple ted, and o n ly a few brains were 
actual ly placed within their special tonk uni ts, when the area was 
struck by on attack wh ich devastated mos t of the com p lex. The 
ha ndfu l of scientists and technicians surviving the disaster shut 
down the operations and left i t on a susta ined non -functioning 
basis , plann ing to return when possible and bring the co mputer into 
operat ion again . The opportunity never come . The surviving port of 
the co mplex , a computer , robot ic elements, and one of the 
cybe rnet ic to nks, remained on minimum power use from the fu sio n 
react or buried for below the underground co mple x, just suffic ien t to 
keep the co mple x operable, the bra in ol ive but "as leep " . So it re 
ma ine d for over a century . 

In the interim , some portions of the co mputer malfunctioned . A low 
level of awareness come to the encased bra in, and in the de codes 
wh ich passed, it grew deranged , vengeful, and malign . Then , 
somehow , something tr igge red the powe r system . Somewhere , 
somebody u nknow ing ly set off a coded signal which allowed the 
computer to o nce more gain the energy need ed to function fully ; 
or, at least , as fully as i t now cou ld . The insane intel l igen ce to ok 
over comm and of the complex and set about the pio n it hod cal 
cu la ted to gain revenge on th ose who mode it - men and w o me n 
long sin ce dead. Thus the UWAC CO - 55000B humm ed and sent 
we ird atonal notes throughou t the pl os tee l chambers which housed 
it. Servo units began function ing i n the few w or kshops left , and a 
handful o f general household (Project Ma intenan ce M ode ls M2H5 ) 
robo to ids were converted to ye l low -armored me chan isms whi ch 
would be co me known as "centu rion s" . Whe n th is task was fi n ished 
the servos, with the a id of the newly mod ified robotoids, mode a 
serie s of adjustments in the one remaining medical laboratory. 
Ab out three months ofter awakening, the control computer , now 
col l ing itself REAPER, sent ou t four of its mi nions. Tw o hum an 
prisoners were brough t bock , and in a short period the fi rst "leg io n
na ires" (q .v.) we re ready to serve and obey as foithfully as any 
robot . 

It must be emphasized that the ports of the ol d com put er co mple x 
wh ich rema in operational ore under the control of the cy bernetic 
unit , a human brain now qui te mod and hatef ul. It detests all 
humans , mutated or of pure genetic strain . Those it can ' t turn into 
legi o nna ires it k il ls o r stores cryogeni col ly until it hos need for them 
(whole , or as rep lacement po rts). REAPER uses all of its cu nning and 
devi ces to dupe , man ipu late , and des troy hu man s. If threatened 
and defenseless , it w il l, of cou rse , lie convincingly , but its insani ty 
will never permit a real change in its purp ose . 

LEGIONNAIRE 

No. Appearing: 2- 12 (per accompanying ce ntur ion) 
Hit Dice: 8 (32 hit poin ts) 
Armor Class: 3 (powered plate armor motiv ated by directed broad 

cast power from centurion rob ot, with additional force shi eld 
prote ction which when i n operation ca uses the armor to glow -
see CENTURION ROBOT for deta ils of the fo rce field ). 

Movement: l 0 

A legionnaire is a captive human or humanoid mutant wh o hos 
been subjected to brain alteration by the control computer , thus 
effective ly turning the sub ject in to o n aut o maton that answers to 
commands relayed from the co ntrol co mputer thr o ugh a centur ion 
robot to on implanted receiver . Rece ivers ore implanted at the base 
of the sku ll. The alteration pro cess is i rreversible , and a leg ion nai re 
wi l l a lways be on au to maton as long as it is olive . Rem ova l of the 
receiver kills the legionna ire . 

Legionna ires move slow ly and act by re layed co mmand s. All action 
is in concert , i.e . a group under contro l performs the some act at the 



some time . Legionnaires attack by using their mini-grenade 
launchers and , when their supply of grenades is exhausted, short 
swords . 

B. DESCRIPTION OF WEAPONS 

MUSKET, RIFLED 

Maximum Range: 450 meters 
Effective Range: 200 meters 
Projectile: lea d bo l l 
Damage Inflicted : 2- 12 ( 1-6 beyond effective range ) 
Rate of Fire: every other me lee round 

In the hands of on untrained user , this archaic weapon is highly 
suscept ible to malfunct ion due to imprope r loading sequence and 
under -charging or over-charging with powder . These weapons do 
not operate in the rain or if the powder is damp or wet. There is o 
25% chance per firing that on unskilled individual causes o mal 
function . Malfunctioning is handled thus: 

Die Roll 
l 

2-3 

4-5 

6 

Result 
Flint knocked off - can't igni te pan 
Wrong loading sequence - three melee 

rounds required to clear and reload 
properly 

Under loaded - reduce range and dam 
age 50% 

Overloaded - musket explodes doing 
six dice (d6 ) damage to user only 

MINI-GRENADE LAUNCHER 

Maximum Range : 30 meters 
Effective Range: 20 meters 
Projectile: 4cm grenade 
Damage Inflicted: 

Chemical Explosive - 6-36 in o one meter radius 
Fragmentation - 3- 18 in o three meter radius 
Gos - Any air -breathing creature in o three meter square 

oreo is instantaneously rendered unconscious unless 
equipped with protective breathing oppo rotus , and re
mains in this state for 1-20 minutes . Gos dissipates in l 
me lee round. 

Rate of Fire: Once every other me lee round 
Power Source: Comb ina tion compressed air and spring launch 

system . 
Magazine Capacity: 12 in centurion robot , six in legionnaire . 

The launcher system was des igned by the con trol computer and is 
on adequate weapon system only for its particular purposes . See 
Centurion Robot for further details . 

PISTOL, A UT OMA TIC 

Maximum Range: 
Effective Range: 
Projectile: 
Damage Inflicted: 
Rate of Fire: 

Sma ll 
400m 
100m 

Caliber Type 
Medium 

300m 
100m 

lead slugs 

Lorge 
600m 
150m 

1-4 ( ld4 ) 2-8 (2d4) 3-12 (3d4) 
five shots per melee round 
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These weapons were employed throughout the Shadow Years and 
beyond and ore not uncommon in the oreo of the Barony of Horn . 
When determining hits, it is necessary to check for each round fired. 
Misfiring due to dud ammunition is fairly common , ot o ratio from l 
out of 2 shots to l out of 4. Whenever o p isto l misfires the sl ide must 
be worked manually in orde r to rechomber another round . If o 
pistol hos o dud round , firing for that melee round ends, even if it 
was the first shot. Reloading time is one melee round for any type 
of revolver. 

When firing ot maximum ronge, reduce damag e by one point per 
die . If hollow point / dum-dum ammunition is used, odd one point 
per die of damage, but subtract one on "to hit " rolls . Magaz in e 
capacity for automatic pisto ls is l O rounds. 

RIFLE 

Maximum Range: 
Effective Range: 
Projectile: 
Damage Inflicted: 
Rate of Fire: 

Lt. Civili an 
1000m 
200m 

Lt. Militar y 
600m 
200m 

lead slugs 

Hv. Civilian 
2000m 

500m 

1-4 ( ld4 ) 2-8 (2d4) 3-12 (3d4 ) 
see Classification Table below 

Small caliber civil ion rifles , os well os heavier mode ls, persisted for 
purposes of target shooting , hunt ing, and self -protection . Light 
military rifles , oil semi- or fully automatics , were used os auxiliary 
weapo ns, principally for surviva l purposes . Ammuniti on fa i lure is o 
common problem (see AMMUNITION ). At maximum ronge red uce 
damage by one point per die . 

Type of Rifl e 
bolt action 

lever action 
pump action 
sem i-automatic 

automatic 

Classification Table 

Rote of Fire 
2 per me lee round 

3 per me lee round 
4 per me lee round 
6 per melee round 

12 per me lee round 

Shots Before Reloading 
l ight rifle - 12 
heavy rifle - 4 
oll - 12 
l ight rif le only - 12 
I ight rifle - 12 
military rif le - 12, 24, 

or48 
military rifle only -

12, 24, or 48 

Reloading time is one melee round per 12 rounds of ammunition , or 
fraction thereof , except for replacement of o pre loaded clip which 
requires only one-ho If of one me lee round . 

SHOTGUN 

Maximum Range: 
Effective Range: 
Projectile: 
Damage Inflicted: 
Rate of Fire: 

Smoll 8ore 
100m 

Med . Bore 
150m 

Lorge Bore 
200m 

30m* 50m* 60m* 
lead pellets or single slug 
see Damage Table below 

dependent upon type of shotgun (see below ) 

Shotguns ore lumped into three general classes , o .410 typifying o 
small bore , o 20 gouge being medi um, and o 12 gouge being large 
if it is chambered for heavy / magnum loads; otherwise 12 is 
medium, and o 10 gouge is the ty pical large bo re shotgun . 



Damag e Table (per slug or per pellet hitting) 

Range and 
Type of Shot Small Bore Med iu m Bore Large Bore 
Max .- #8-#2 1-2 1-3 1-4 
Eff. - #8-#2 2-5 2-7 3-9 
Max . - buckshot 1-2** 1-3*** 1-4**** 
Eff. - buckshot 1-3** 1-4*** 2-5•••• 
Max . - slug 1-4 2-5 2-8 
Eff. - slug 2-8 2- 12 4- 16 

*Double effective range of slug -l oaded shells 
** Che ck for number of pellets hitting ( 1-4 possible) 

• ••check for number of pe l lets h itt ing (2 -5 possible) 
••••check for number of pellets hitting (2 -8 possible ) 

TYPES OF SHOTGUNS FOR RATE OF FIRE 

Munl e- load lng: 1 shot per 2 me lee rounds 
Single-barrel: l shot per melee round 
Double-barr el: 2 shots per melee round ( if the first shot h i ts, the 

second also hits if fired simultaneously at the same target) 
Pump: 3 shots per me lee round , with a possib le 3 shots next round if 

the magazine plug is removed , otherwise reloading requires 
one full round (for 3 to 6 shells) 

Bolt Action: 2 shots per melee round , with only 1 shot on turns 
when reloading takes place ; clip and chamber capacity is 3 
rounds . 

Automatic : Up to 6 shots per melee round as long as none of the 
shells are duds; a dud round ends firing that round and for a l l of 
the next as well whi le it is removed and the magazine re loaded; 
re load t ime is 1 round (it is assumed all automatic shotguns have 
had their chamber plugs removed to increase capac ity from 3 to 

6). 

Shotgun ammunition, like pistol and rifle ammunit ion , has suffe red 
the ravages of t ime, so one round out of every two, three , or four 
will usually be a dud . 

AMMUNITION 

In general , ammunition in poor condition has a 50% misfire (dud) 
rate, while that in fair condition has a 33% misfire rate , good a 25% 
misfire rate , excellent a 10% misfire rate , and perfect a 0% misfire 
role . If the character is knowledgeable, ammunition can be sorted 
and bad rounds discarded so as to im pr ove performance according 
to the table below : 

State of Ammunition 
poor 
fair 

good 
excellent 

perfect 

Original Dud Rate 
1 in 2 (50%) 
l in 3 (33%) 
1 in 4 (25%) 
1 in 10 (10%) 

none 

Sorted Rate 
1 in 4 (25% ) 
1 in 10(10%) 
1 in 20 (5%) 
1 in 100 (1%) 
unnecessary 

Sorting reduces a mmunition quantity by the difference be tween 
original and sorted misfire rates , i.e. in the case of poor am 
munition, 25% of the original roun ds must be discarded. 

Discarded rounds , cartridge cases, and shot shells may be retained 
and reloaded al the referee's discretion . A reloading machine, 
propellant (gunpo w der) sup p ly , and lea d casting molds for 
cartridge bullets or shot a re nec essary, as well as some form of 
primer . Of course , the cha racter must be fully knowledgeable 
about the tec hniques involved , or risks making poor qua l ity or 
unsafe ammunition . 
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WEAPON CLASS OF FIREARMS 

Weapon 
Musket, Rifled 
Pistol , Sm. Cal. 
Pistol , Med. Cal. 
Pisto l, Lg. Cal. 
Rifle , Lt. Civ . 
Rifle , Lt. Mil. 
Rifle, Hv . Civ . 
Shotgun , Sm ., Shot 
Shotgun, Sm., Buckshot 
Shotgun , Sm., Slug 
Shotgun, Med ., Shot 
Shotgun , Med ., Bucks hot 
Shotgun , M ed., Slug 
Shotgun , Lg ., Shot 
Shotgun , Lg., Buckshot 
Shotgun , Lg., Slug 

Class at: 
Maximum Range 

l 

9 
3 
3 

l 
3 
l 
3 
3 

Effective Range 
10 
10 
10 
4 

10 
11 
5 

12 
11 
9 

12 
11 
9 

12 
11 
9 

C. VILLAGES OF THE BARONY OF HORN 

BEAR: This small community of about 700 persons is tucked away 
in a val ley amid large hills . Its inhabitants are primarily farmers , 
herdsmen , and hunters (the area teems with game) . Many escaped 
to the hil ls and forest when the Legion of Gold attacked. There are 
ma ny stone bui ldings still intact , and some of the wooden ones 
were not burned down . 

DEERLD: This small village was fo rmerly home to about 400 in
dividuals . The place was an agricultural community and boasted of 
its water-powered saw mi l I ( logs were brought from the fo rest to the 
northeast) . It is extensively damaged now, as most of the buildings 
in the place were wooden . 

DEVN : This is a flourishing farm village of about 1000 persons, with 
considerable small craft activity as well. Weaving, the production 
of leather goods, and pottery are typical examples . The place has 
many substantia l structures and there is a force from the Baro n's 
army statione d here (a squad of 10 soldiers, two NCOs, and a junior 
officer) , and the local militia numbers about 50 men . 

ESVIL: This vil lage was a farm and trading community of some 300 
persons . It is extensively damaged now . 

FORT ATTSON: This large village of about 1200 residents was a 
thriving center for trade. Besides prosperous farmers and 
merchants , it a lso housed a 40-man detachment of the Baron's 
army. Its ditch and rampart is intact, but most of the wooden 
pal l isade is struck down or burned . Its wooden buildings are a lso 
mostly burnt, but many others stil l stand intact. 

JEFFTON: This rural vil lage held only 200 persons, with a now 
de stroye d pa l lisa de surrounding it. The place was a frontier town 
com posed of farmers and hunte rs, and its buildings are no w ex
tensive ly damaged . 

JEN CITY: A town of abo ut 2000 , Jen City is an active tra ding and 
small ind ustry cent er as w e ll as a major agricultural community. A l l 
trade from the south passes through here. The town is also famous 
for its very superior ice, and during the winter , sledge loads are 
sen t to both Horn and Devn. The site is protected by a fairly 
elaborate wall, mo a ted in places. Besides a garrison of some 60 
troops, a stron g milit ia comp any of 100 men gua rds Jen City . It was 



planned to expand the city wall to occommodote mo re structures, 
but work is now suspended while existing for t ifications o re 
strengthened due to the threat of the Legion of Gold. 

MUCKTOWN: This lokeport village of 900 persons is always a busy 
pla ce . Its main activities ore shipping and seasonal fishing. It hos a 
well -constructed stone wall protecting its buildings and there is a 
small fort on a nearby hill which is garrisoned by 60 of the Boron ' s 
soldiers. The Mucktown constabulary is well known as on effective 
for ce . It numbers over 50 men , serving as both police and harbor 
guards . When the shipping and fishing businesses ore active , the 
population nearly doubles due to the influx of seasona l laborers. 
During these heady times , Mucktown is known to hove need of its 

constabulary . 

MURCE: This prosperous agricultural and lumbering community 
numbers about 1000 persons . Only 20 or so years ago, Murce was a 
mere hamlet of about 200 persons . However, because the demand 
fo r lumber hos increased considerab ly due to the Boron's act ivity in 
organizing and protecting the area, Murce hos undergone a 
tremendous po pula tion boo m . The town is pr o tec ted by a w oo den 
stock ad e, w ith sectio ns of d i tch and rampar t, wh ile stone wall s or e 
unde r cons truc ti on. 

NEW CENTER: This sma l l village of 500 persons is strict ly on agri 
cultural community. It hos a wooden pollisode to protect it from 
marauders , but these hove been few in recent times . It hos a militia 
force of about 30 men , armed predominantly with the Boron's rifled 
muskets . 

NEW EDGETOWN: This vi l lage was once home to nearly 700 resi 
dents , but New Edgetown is now deserted and in ru ins. The stock 
ade lies burnt and demolished along its western section and the 
wooden buildings in the town ore also generally razed . There ore 
still a few fishing boots along the shore of Death Lake, but the 
larger croft ore burnt or broken . 

PORT MUNSTER: Similar to Mucktown, this village of 1300 persons 
is a fishing and shipping community . It is, if anything , even more 
rough -and -tumble than Mucktown. The Boron hos a garrison of 60 
sold iers here and the community hos three companies of militia 
(Slade ' s Soldiers , named for a former comma nder, the Green 
Company , and the Port Police). Each company numbers about 40 
men . There ore many human mutants dwel l ing here , as the popu 
lace is qu ite tolerant. The site hos on excel lent ha rbor , so sh ipping 
activ ity is greater here than in Mucktown . The wa l ls of Port Munster 
ore well bu i lt of pocked earth, with deep ditches, and stone or brick 
batt lements atop the rampa rts. 

SHOPP: This community of 300 residents is comp r ised of formers, 
hunters , foreste rs, and the like . Some of its folk even derive thei r 
l ivel ihood from pillaging the extensive ruins some 11 kilometers 
northwest . Shopp is mostly comprised of woode n buildings and pro 
tected by a wooden stockade . A squad of 10 of the Boron's troops 
ore stationed here , and they con be reinforced by vil lage militia 
numbering about 30 men armed with bows , crossbows, and a few 
muskets . ( It is rumored that the re ore quite a few better weapons 
scattered among the villagers , but tha t they ore kept hidden to 
ovoid confiscation by Boron Jemmos' soldiers .) 

WHITTER: An agricultural village of 800, W hitter a lso provides a 
liv ing for a number of stone masons , since the re ore severa l good 
rock quarries nearby. Natura l ly this place is well fo rtified by stone 
walls . At one time there was a scholastic community in the vil lage, 
but it hos since been removed to Horn. There is a double-strength 
squad of 20 of the Boron's troops here, a nd the village m i litia 
numbers about 50 men . 
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D. TREASURE TABLE II * 

Clow Hommer - good condition , but handle broken 
Plastic coot hanger - poor condition (partially melted) 
Nylon Rope - good condition (20m coil ) 
Entrenching tool - fair condition , rusted 
Bicyc le reflector - good condition ( red , yellow, white , or 

blue color) 
Pencil - excellent condition , point broken 
Small bott le of insect repellent - foir condition 
.22 col. pistol - fa ir cond ition , 9 sho t capac ity 
Home doughnut maker - poor condition 
News magazine or comic book - very poor conditi on 
Plastic bog of gross seed - fair cond iti on 
Screwdriver - fair condition 
Ceramic salt shaker - good condition , full 
Bicycle - fair condition , seat missing and t i res flat 
Stapler - poor condition , no staples 
Plastic container - excellent cond ition , ful I of plant food 
2- 12 aluminum arrows - fo ir condi t ion , feathers go ne 
Book - good condition , reading primer 
Pair of scissors - fair condition , screw rusted 
Plastic box - excellent condition , contains a comp lete set 

of 60 Chinese checkers marbles 
Crash helmet with visor - fair condition , strop missing 
Boo rd game - poor condition, pieces missing , cords torn , 

board stained 
Book - fair cond it ion , SF novel , cove r and lost page mi ss-

ing 
Small shaker - good condition , full of red pepper 
Hacksaw - good condition, blade hos plastic gua rd 
Small container - fair condition , contains herbs or spice s 

( pick one at random) 
Plastic box - fair cond ition , holds 50- 100 screws of as

sorted types and sizes 
Elect r ic knife sharpener - good cond ition bu t cord missing 
Cose of 150 12 g . shotgun she I Is ( deer slugs / buck shot / 

bird shot) - poor condition 
Lorge metal shears - fair condition 
Portable hand vacuum cleaner - condition appears exce l

lent but motor is m issing 
Pair of water skis - perfect condition 
Adjustable wrench - fair condition , ad justing screw co r

roded 
Lorge plastic box - excellent condition , contains a hong 

g l ider kit 
Small plastic bottle of colored liquid - good cond ition , 

contains colored dye 
Magn ifying g loss - excellent condition, but severa l ch ips 

around edges 
Smol I plastic box - perfect condition, holds 50- 100 ploy 

domors 
Eight - track trivideo tape - fair condition , instructional 

series on vehic les and robots (dice for type ) 
Book - fair con di tion, dictionary 
Smoke detector - poor condition , batteries missing 
Plastic table knife - perfect condition 
Book - good condition , western novel with cover missing 
Groundcor hubcap - good condition , but dented 
Plastic baseba l l - perfect condit io n 
1-6 empty soft drink bottles - good condition 
Book - fair condition , any one volume of on encycloped ia 
Hovercraft license plate - poor condition 
Plastic box - good condition , holds 50- 100 assorted nails 
Plastic garden hose - fair conditio n, 5-20m 
Nylon fishing line - excel lent condition , 50m length 
Vinyl patching kit - good condition , 6 patches 
Door knob and shank - perfect condition 
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94 

95-96 

97 
98-99 

00 

Garbage can - poor condition, bad ly rusted a nd ho le
ridden 

Toy blaster pistol - perfect condition , battery missing 
(buzzes and flashes when working) 

Cosmetic item , women ' s - fair condition, mascara bott le 
Metal cooking utens i l - poor condition , tea kett le 
Metal can - good condition , contains oi l (pene trat 

ing / lubricating /c ooking) 
Metal p ipe - excel lent condition ( household water pipe l -

4m in length) 
Plastic box - fair condition, designed to hold facial / toilet 

paper or napkins 
Telephone , push button model - excellent condit ion 
World globe - fair condition , badly outdated 
Sta inless steel spoon - good condition , handle bent 
Pl iers / w ire cutters - fair condition 
Set of co lored pencils - poor condition , leads broken 
Bottle - perfect condit ion , no label , contains vinegar 
Plasti c bo x - excellent condit ion, contains 50 d ifferent 

multi-col ored ch i ldren's b locks mode of lig htweight 
plasti c 

Bottle - good condition , no label , contains l 00-proof 
Scotc h wh isky 

Flashlight - fair condition, no batteries 
Plasti c box - fair condit ion , contains 50- 100 assorted nuts , 

bolts , and washers 
To i letry article - fair condition , man's razor ( no blades) 
Screwdriver - good condition , Phillips head 
Book - poor condition , telephone directory 
Book - fair condition , goth ic horror 
Plastic dinnerware , 1-4 pieces - fair condition, partially 

melted 
1- 100 rounds of .22 cal. r ifle ammunition - good condition 
Leather bog - fair condition , holds 3- 18 plast ic po lyhed ra 

objects (dice) in good condition 
Book - good condition , small arms instruction manual 

*Treasure Table I is that found in the rear of the GAMMA 
WORLD™ rules booklet. 

E. TREASURE TABLE Ill 

01 -02 

03-04 
05-07 

08 
09- 10 
11- 12 

13 

14- 15 
16- 17 

18 

19-23 

24-25 

26-27 

Small bottle - excellent condition , contains super -strength 
bonding glue , intensity 17 poison if ingested 

Plastic box - good condition, holds modeling cloy 
Smal l bottle - fair condition, contains turpentine ( intensity 

12 poison ) 
Toy - fair condition, yo-yo , string missing 
Hockey puck - perfect condition 
A luminum cylinder - good condition (baseball bat) 
Metal loops - excellent condition ( handcuffs , open , but 

w i thout key) 
Sheath knife - fair condition, point broken 
Metal file - good condition 
Plastic box - good condition , contains smal l tubes and 

spheres , (Fireworks) , l 0-100 tota l 
Plastic bottle of l iquid - good condition (point of m iscel 

laneous co lor) 
Hand air pump - excellent condition, metal cylinder with 

plastic hose and brass fittings 
Opaque p lastic bag - fair condition, co ntains various sizes 

of rubber bands 
28-29 Plastic tubing - good condition, two centimeter diameter, 

20m in length 
30-32 Plastic box - fair condition, contains 10 unpainted lead 

figurines in good condition 

31 

33-34 

35-36 
37 

38 

39 

40-41 
42-43 
44-45 

46 

47-48 

49-50 

51-52 
53 

54-55 

56 
57-61 
62-63 

64 -66 

67-71 
72-75 
76-78 

79-81 

82-85 

86-89 

90-96 

97-99 
00 

Power too l - fair condition , battery powered drill (no 
battery), 2- 12 bits in the handle compartment 

Hardware - excel lent condition, can opener 
Plas tic box - fair condition, 20-80 plastic pieces ins ide 

(scale model building toy) 
Plastic cording - good condition , electr ical extension cord 

with plug , 15 meters long 
Metal rod - excellent condition , cerami c base , wire at -

tachment ( lightning rod) 
Metal helmet - good condition , no liner or strap 
Metal lug wrench - fair condition , somewhat corroded 
Plastic disc , large - poor condition , melted child ' s toy 
Plastic bottle - excel lent condition , contains man 's 

deodorant 
Small sock - excellent condition , is packed with thick 

white powder (plaster of paris) 
Metal frame - poor condition, twisted and dented picture 

frame 
Metal chain - fair condition , dog co l lar 
Metal trap - good condition , bear trap 
Sma l l meta l device - poor condition , pencil sharpener 

(broken) 
Metal loop - good condition , basketball hoop 
Ceramic pot - fair condition , f lower vase 
Plastic container - excellent condition , no label , contain s 

room deodorizer which now has turned into intensity 9 
poison gas covering a 5 meter area upon opening 

Plastic container - good condition , holds white powder 
( intensity 15 rat poison) 

Metal can - perfect condition , contains sugared honey 
Metal can - good condition , contains heavy grease 
Metal can - exce l lent condition, conta ins assorted hard 

candy 
Metal can - fair condit ion , contains sa lted nuts in rancid 

oil 
Metal can - good condition, conta ins a joke "snake " that 

springs out when opened 
Metal can - fair condition , contents turned to powder that 

gives off intensity 13 rad iation 
Metal can - good condition , contains military issue protein 

powder sufficient to feed eight people for three days if 
mixed with water 

Plastic ring , large - good condition , hula hoop toy 
Plastic strip - excellent condition , boomerang 
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