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An Ancient calling himself the Creator is rumored
to rule the Frozen Land, an expanse of territory
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FROZEN LANDS RANDOM ENCOUNTER TABLE

Outside Complex
Enc. Enc.

01-40 01-40 No Encounters
41-50 41-50 Harmless Encounters
51 — Ark
— 51-55 Automachine
52 Badder
53 Blight**
54 Blood Bird**
55 Brutorz**
56 Centisteed**
57-58 Crep Plant, White
59 Dabbers
60-61 Ecology Bot-Timberer
— Engineering Bot-Light
62 Epsilon Cyborgs
63-64 Etar*
65-66 Hargon
67-68 Harod
69 Hawkoid
70-71 Heavy Security Bots
72 Herp**
73 Hoops
74 Hoops
75 Hophar
Horl Choo**
78 Hyrl'xon
Irnslith
81 Kep Plants**
Lajjin
Hophar
76 Horl Choo**
Irnslith
81 Kep Plants**
Lajjin
Light Cargo Lifter
Maali*
- Medical Bot
86 Obbs**
87 Orlens
88 Parn**
89 Podog**
90 Rakoxen**
— Repair Bot
— Security Robot
91 Sep**
92 Serfs
— Small Cargo Transport
93 Stalker Bot
T Supervisory Borg
94 Squeekers**
95 Timon Agent (if any left)
— Valet Bot
96 Veterinary Bot
97 Wardent
98 Win Seen**
99 Yexil**
00 Zarns**

TABLE EXPLANATIONS: Use this table when determining random encounters for adventures in either the wilderness or in Quade’s complex in the Frozen Lands. Consult the proper
column, then roll a percentile die and follow it across to the appropriate creature.

Explanations of the codes are listed below.

* = There is a 10% chance that an encampment or village of these creatures may be the location of the encounter. This is left to the GM to develop.

** = This is a winter version of a plant or creature listed in the Revised GAMMA WORLD® Game Reference Book. The GM should adapt the creature for winter conditions as outlined
in the New Creatures Section of this module.

No Encounter = The characters encounter no creatures or NPCs.

Harmless Encounter = The GM should run this as an actual encounter, but the creature encountered is harmless. Usually the creature will be hidden behind rocks, in the dark, etc.

Their rustling, noise making, movement, and so on will alert the player characters to their presence.




RANDOM LOOT TABLE

The GM uses this table when he believes that overcoming a random encounter deserves some reward due to its difficulty, size of the encounter,
lair, etc. While some of this loot has simple uses (like electrical parts for rewiring damaged items) other loot is included as a springboard to
future use, such as parts of the objective items of this adventure, the environmental suits for use in a shuttle craft. Exactly what these items can
be used for is left to the GM, due to the specifics of his campaign. The GM should also add non-working items of his own to fill out the trea-
sure. Randomly selecting items from a local department store catalog is one of the easiest methods of coming up with new and unique junk.

All of the items on the following list work and are in good condition. If they are not of immediate intetest to a party member, they are an
excellent barter item with specific races or societies. Roll percentile die for results.

Treasure Type

A jump suit of an unknown material; it holds an unknown substance within an envelope of material that will keep
the wearer warm down to any temperature. It stretches to fit any size from one meter to three meters tall. If the
hands and face are also protected, no frostbite check is needed, otherwise acts as Column C frostbite check.
Minipower plant (see Robotics Glossary).

Snow shoes that allow the wearer to move at the normal movement rate in the snow. Wearable by a humanoid char-
acter from one meter to two and a half meters tall.

A case of 40 sustenance doses.

A solar collector that has never been attached to a robot (see Robotics Glossary).

Carved ice crystals (actually six diamonds worth 2000 gold).

Robot sensor that was ripped off a robot but is still in operational shape (GM’s choice, refer to the Robotics Glossary).
Ancient plainsman’s hidden cache: includes untainted rations, blankets (reduce frostbite chance by an additional
= 1CS), small metal hand tools, and basic medical needs to heal a total of 15 points of damage if it was not inflicted
by radiation.

Ultraviolet/Infrared Goggles.

Dried and frozen foods. If thawed they are perfectly edible.

A bag of twelve hand-knit ski cap/masks. These reduce the chance of frostbite by an additional —3 CS.

Parts for a robot limb or locomotion (GM’s choice-refer to Robotics Glossary).

Adhesive Paste, needs to be warmed up to use.

Portent, completely operational.

Robot repair tools. Can be used by anyone with the robot repair talent to properly repair robots and bionic parts.
Cross-country ski kit designed for normal sized human characters, complete with instruction manual. The manual
includes a section on how to make skis, ski poles, bindings, etc. (5 days required reading and practice time before
they can be mastered).

Control Baton, Stage II

A liter can of sterno, good enough for a few hot meals.

Ice fishing equipment: ice saw, fishing pole, collapsible shelter, etc.

A box of fourteen heavy duty mittens, in all sizes (reduces the chance of frostbite by —3 CS).

Miscellaneous robot additions that are still crated (three of them to be chosen by the GM).

Zilch stealth armor designed for a human (see the Robotics Glossary for explanation).

Sled designed for four humans, to be pulled by a single rakoxen sized animal. It comes complete with reins and har-
nessing.

Three glow cubes.

Eastland’s Guide to Robots, a pre-holocaust book that lists all the normal robots that were manufactured at the
time. Any character who can take the time to find a normal robot in the book after he sees it, can gain a basic under-
standing as to why it was designed and what it can do. No information on programming is included. This book is
extremely valuable to many societies and Cryptic Alliances.

Two sets of thermal long underwear, stretchable to fit any size, one meter to three meters tall (reduce chance of frost-
bite by 2 CS).

A journal in common, made by an explorer long ago, that can setve as a limited lexicon for the Maali language and
give guidelines to the customs.

A wrecked piece of a robot that is actually an operational bionic weapon (GM’s choice, refer to the Robotics Glossary).
Two tubes of green neutralizing pigment.

Stolen bundle of furs, apparently taken in the last few weeks, including four buffalo hides, six beaver skins, a giant
beaver skin, and assorted small mammal hides. These can be used for blankets, bags, clothes, and so forth or can be
used for trade. The huge hide reduces a party’s chance of frostbite when they are sleeping under it by —4 CS. The
large hides worn as robes over winter clothes reduce the chance by 2 CS.

A large container of Doctor Herd’s fur ointment. This goo is great for smearing on a pelt to make it weather-proof
and shiny. It can be used on fur apparel or traded to intelligent mammals, which will value it highly (reduces frost-
bite chance by —3 CS for fur that is treated). The amount will cover three moose-sized creatures.

Mother Karen’s Ache Pills. These old time quack pills became irradiated during the wars and now work great. They
act as an accelera dose, except their base healing is 30 points. There are ten pills left.

Seven pairs of thermal socks, they can be worn by any character from 60 centimeters tall (as leggings) to two and a
half meters tall (reduce the chance of frostbite by —3 CS).

A completely frozen robot (GM’s choice, it is now in wild mode, if it is carfully thawed out).
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INTRODUCTION

Welcome to the fifth module designed for the
Revised GAMMA WORLD® Science Fantasy
Game. These adventures take place in the
pinewood forests and snowcovered wastes of
the Frozen Lands, birthplace of uncountable
robots and cyborgs, and The Created Cryptic
Alliance. Facts and figures are provided in this
module for a GM to run outdoor and indoor
adventures, plus starting points for many oth-
er adventures which the judge (hereafter
refered to as the Gamma Master or GM) can
develop. In addition, there are extensive maps
for use in both this and other adventures, new
races, non-player characters and creatures.
Plus, there is a large section expanding on the
Revised Gamma World robot system, includ-
ing a complete robot generation procedure,
robotics equipment glossary and new robot
listings.

The adventure outlined in this module can
be run by itself, worked into a present cam-
paign the GM is running, or used to continue
the exciting ““Search for the cities of Man"
series featured in all of the Revised GAMMA
WORLD modules currently on the market
and coming soon from TSR. A map of the Fro-
zen Lands, the location for this adventure, has
been provided. This is an “open” adventure;
that is, it is not designed for specific player
characters. No predetermined player charac-
ters are provided. The GAMMA WORLD
character a player normally uses is ideal for
this adventure. The Frozen Lands and
Quade’s complex are unknown to the player
characters and their patrons, so the GM
should be careful not to show any of the maps
to the players. The Frozen Lands map shows
the lands west of the Desperate Lands, which
were detailed in the GAMMA WORLD
adventure, GW8 — GAMMA BASE. The
maps of the two lands can be combined to give
the GM a large geographic area in which to
run a campaign. The large High Lands map
from module GW 11 aligns to the north of the
Frozen Lands map, and the large Flower Lands
map from GW6 — ALPHA FACTOR aligns to
the north of the Desperate Lands map. All
four modules provide quite a large and varied
geography for your Gamma adventures.

Enough of maps and the known lands,
though. You are about to enter a region which
few creatures have ever survived to tell the
world what lies within, the land Estelroth Twi-
lyght, Keeper of the Everlasting Light, once
refered to as “the vast expanse of white mys-
tery where the silvered ones dwell..”” the
windswept reaches of the Frozen Lands.

BACKGROUND

The adventures in this module take place in a
section of Gamma World called the Frozen
Lands. The area is frigid and consists of foot-
hills, forests, and plains. The name of the land
is self evident to anyone who has walked within
sight of the snow and ice covered fields and
trees. It is rumored that the land stays snow-
bound almost all year long, even when the
lands around it are enjoying summer weather.
The elders remember a time when the Frozen
Lands were neither cold nor snowbound, but
beautiful and lush, providing great bounty and
harvests for those that dwelt there. But the land
is almost a tundra now, and most of the races
that lived there are extinct.

The main theme of this module’s adventure
deals with the search for an Ancient called the
Creator (read the entry for Harlan Quade in the
New NPC section). The player characters will be
sent into the Frozen Lands to locate this Ancient
and attempt to neutralize his influence on the
upcoming war with Timon, the mutated wolver-
ine general who threatens the peace and prosper-
ity of your village, Haven.

Where this Creator is, what or who it is, and
how the Creator is helping Timon are all a
mystery. These are the questions the player
characters (hereafter also refered to as PCs)
must answer through exploration. Clues can
be found along the way in planned encount-
ers. Other pieces of information exist to fur-
ther clarify the cause and history of Gamma
World and the dangers that still exist within
it. Still more information is provided as intro-
ductory clues to future Revised GAMMA
WORLD modules to be released by TSR, or as
updated information on characters and events
already introduced in the first few modules of
this series, these will always be listed as such.
And, of course, there are always some unde-
fined details, rumors and names provided that
the GM can develop into his own adventures.
While this adventure can be played without
the Revised GAMMA WORLD series adven-
tures, it certainly is far more entertaining
when the party of player characters has run the
gamut of all the adventures. Information is
provided in this adventure to bring the GM
up to date, in case he has not read the previous
adventures.

To prepare to use this adventure the GM
should first study the maps.

MAPS

Map of the Frozen Lands: The large, color
map included with this book is for the GM'’s
use only. Part of the challenge of this module

is the party’s ability to keep track of where
they have been. By describing the terrain they
travel through, the direction they are travel-
ing, and certain landmarks, the GM will pro-
vide a rough description of where the party is.
The players should write this down or map it
out in whatever manner they wish. The GM
must make it clear to the players that their
map is an approximation, and by no means a
precise, completely reliable map. If the GM
wishes to add or alter the features of the real
landscape, he may do so with impunity as it is
quite possible the cartographer who made this
map was wrong about the area.

Note that there is no scale on the map, no sin-
gle way to figure out how far the PCs can travel
in one day. This is done on purpose, because dif-
ferent types of terrain require different amounts
of time to cross. All traveling times mentioned
in the following text are for a human-sized,
bipedal character in reasonably good health trav-
eling in good weather. The GM should take into
account the weather, the size of the character,
any unusual methods of transportation he may
have (such as snowshoes), etc., when adjusting
the movement rate. The rate is always listed as
how many minutes or hours it takes to move an
inch on the map.

Anyone wishing to play in this campaign
should not read any further in this booklet.

Frozen Lands Terrain Types

NOTE: Movement rates given below are for
normal, unencumbered movement. In some
areas, specifically snow covered forests and
plains, normal movement rates are for natural
inhabitants. Those creatures not used to the
area (such as the PCs) move at one-quarter the
normal rate. If they have snowshoes or skis
and know how to use them, they move at half
speed. For every five minutes they attempt to
run they must make a CN or DX check
(whichever is lower), as they may fall and suf-
fer a Crippling result. These snow covered
areas have Terrain Forms as explained on the
map legend, Ground Cover of either
Wooded/ Arctic or Dry & Barren/ Arctic, and a
Terrain Special Effect of Arctic-Complications
A, all as described on page 30 of the Revised
GAMMA WORLD Rules.

Average Mountain Area: Most of the northern
part of the map is referred to as mountain
area. These areas are extremely rocky and
quite difficult to traverse. The GM should
familiarize himself with the climbing rules on
page 14 of the Revised GAMMA WORLD
Rule Book at this time. The movement rate is
not in Action Turns, however, so the DX roll
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on the ACT must be made once for every inch
of mountain area traveled. The Intensity Level
for falling in these mountain areas is 20 and
the base damage is 9, with Complications C as
a Terrain Special Effect. Therefore, the GM
should suggest player characters use the
Assisted Climb option listed in the Climbing
section. The movement rate for an inch of
mountain area using an assisted climb is three
houts. Every third consecutive inch moved in
mountain areas takes four hours because a
large crevice or some other natural barrier has
to be traversed. As the GM can see, it may
take the adventurers a number of days to get
anywhere if they do not use the paths.

Mountain Paths: The paths that cut through the
mountains are twisty and treacherous, but are
much faster than climbing the mountain. A DX
check is made for each character every three inch-
es of path traveled. The Intensity Level for slip-
ping on one of these paths is 14, and the base
damage is 5, with a special damaging effect of a
sprain if the falling character’s CN check is not
rolled. The occasional bridge that crosses a river
is made of wood and is considered the same
movement rate as the path with no checks made
for falling or other damage.

Rivers, Lakes, and Waterfalls: This section also
includes the shoreline surrounding the rivers,
waterfalls, and lakes. Travel time is normal for
the rivers, lakes, and waterfalls outside the
snow covered areas. The travel rate for the
shoreline is 30 minutes per inch unless it is a
rocky shoreline (an area that is marked as
mountain area), in which case movement is as
the mountain area. The rivers primarily run
south in this part of the country. They start in
the upper reaches of these mountains (top of
the map) and proceed to the lower lands (to
the south and cast of the map). There are fast
flowing waters in the mountains that are often
white water rapids. The Intensity of the water
at the calmest areas (more than three inches
away from a waterfall) is 16 with a base dam-
age of 5 and a consideration for Buffeting.
The most severe area, the waterfalls, is Inten-
sity X with a base damage of 12 and Crippling
Injuries consideration. Anyone traveling
against the current will drown in a few min-
utes. Travel down the calmer parts of the river
is 15 minutes per inch.

As the rivers enter the forests and flat lands
they slow and divide into thousands of little
streams not shown on the map. Here they act
as normal rivers in Intensity and danger. As
they progress into the forest and frozen
wastes, they slow even more, but become
treacherously cold (Arctic Intensity). Most of

them are channeled far below the snow and
ice fields, while some, like the Hidden River,
manage to keep just enough movement to
prevent a complete freeze.

Lake Cyclone and Lost Lake in the Desper-
ate Lands to the east usually can be traveled at
a rate of 20 minutes per inch.

All streams the GM may wish to add in the
mountain and grassland areas are fordable.
Traveling down them is at a rate of 25 minutes
per inch, and paddling against them is at a
rate of 45 minutes per inch. DX rolls must be
made every inch, with failed rolls meaning the
characters have lost control of the craft.

Radioactive Area: There is one radioactive
area on the map, northeast of the Frozen
Lands. This area has random radiation in it.
Roll 3d6 for the intensity to determine the
radiation level for each inch traversed into the
arca. The GM may wish to assign a radiation
intensity to the entire area instead. If any
characters want to cross these areas, the GM
might stock it with radiation-loving mutants
and plantlife. The areas glow dimly in the
dark. Travel time across these areas is equal to
the surrounding area types.

Normal Grasslands: The meadowlands are to
the east and northeast of the Frozen Lands.
These meadowlands have 30 cm to 1.5 meter
tall green grass that can support livestock,
and, unfortunately, hide an army of preda-
tors. Travel time across these stretches is 15
minutes per inch. Sometimes vision is greatly
limited by excessively tall grass. The GM
should always tell the players what height of
grass their characters are wading through.
And the GM can alter the height every scale
inch if desired.

Glowing Fungus Fields: West Never Dark, to
the far northeast of the Frozen Lands, is a large
expanse of land covered by glowing fungus.
The glow is not ascertainable by day, but
lights up the land at night with an eerie, pale
yellow glow that is the equivalent of dusk.
Travel time across the land is slower than one
might expect, 30 minutes per inch, because
the fungus grows to uneven heights, making
travel difficult. The fungus itself is harmless
and extremely comfortable to walk or sleep
on. It grows very fast, covering a man-sized
object in 8 hours, and can be lifted up from
the ground like a blanket. Unfortunately,
many predators use this as an excellent means
of disguising themselves. Once the fungus is
detached from the ground it will glow for 3
days. A torch-sized piece will cast a glow with
a radius of 3 meters.

Marshlands: Perhaps the most treacherous ter-
rain in this area is the marshlands. These
watery lands provide havens for every kind of
aquatic creature and all plants in Gamma
World. Traveling a map inch through the mire
requires three hours if walking or swimming
or an hour by boat or raft. The marshlands are
full of insects that bite and pass on diseases
and fevers. Every character spending a full day
in the marshland has a 10% chance of getting
a disease (see disease effects in the GAMMA
WORLD® game rules, pages 26 and 28). This
10% chance is camulative for more than one
day spent in the marshlands (30% for three
days, 40% for four days, etc.) Constant use of
insecticides by a party will drop the daily per-
centage chance to 2% instead of 10%.
Rumors have it that a huge army of menarls
rule these marshlands.

Pine Forests: The pine forests are just that,
stands of conifers that resemble normal 20th
century forests, These forests, except for those
arms that reach out into the frozen wastes,
cover hills that have unmapped ravines, caves
and valleys. These forests vary in their density
and amount of snow on the ground. The for-
est within two inches of the mountains, mead-
ows or cliffs, has little snow and is of a
medium density. They require only 45 min-
utes to travel an inch. The forests within two
inches of the frozen wastes are of medium
density, but are heavily snow laden. They
require an hour and 30 minutes to travel an
inch. The forest in between these two belts is
quite dense and has impressive snowfall. It
requires 70 minutes to travel an inch.

Forest Paths: Forest Paths are common trails
used by animals and the peoples of the Frozen
Lands. Travel time is that of the surrounding
forest type, but 10 minutes faster.

Cliffs and Cliff Paths: The main plateau-like
cliff facings on the Frozen Lands map sepa-
rates it from the Last Friendly Lands to the
northeast and the Desperate Lands to the east.
This long ridge of cliffs require two hours to
scale and require each character scaling to
make a DX roll. A failed roll means the char-
acter slips and suffers an Intensity 17 fall, base
damage of 4 and Crippling Injuries taken into
consideration. A path through the cliff takes
only 45 minutes to traverse and only a DX +3
roll is required. A failed roll means simple
rolling damage (Dm = 2).

Villages: A few villages still exist in the Frozen
Lands. These will be dealt with in their own
section.
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Frozen Wastes: The frozen wastes is a vast
plain, completely flat, with several dozens of
meters of packed snow covered with about a
meter of powdery snow. This terrain is always
shifting and extremely difficult to traverse
without snowshoes. The normal movement
rate with snowshoes, skis or adapted feet is
two hours per inch. The normal movement
rate without snowshoes, skis or adapted feet is
four hours per inch.

Ice Fields: There are three major ice fields
shown on the Frozen lands map, though hun-
dreds of smaller ones exist. These are areas
where the snow has given way to surfacing
water which freezes smooth forming a flat
field of glistening ice. Snow blows across it
like mist. Movement on the ice fields is treach-
crous at best unless you are adapted to it or
knowledgable in the use of special vehicles,
like ice sail boats. The unaided movement
rate for an inch’s distance is four hours. A DX
roll must be made for every hour spent cross-
ing an ice field. Any Spectrum result indicates
a bruised, but unharmed passage, a white
result indicates a few bad falls resulting in a
total for that hour of 1d4 points of damage (if
AC is less than 8); and a black result indicates
1d6 points of damage and a check vs. Compli-
cations C.

LEVEL, VILLAGE, AND CAVE MAPS

At the end of this booklet are eight pages of
maps which are to be used for this adventure.
They are intended for the planned encount-
ers. They also can be used as standard village
or cavern layouts by the GM for other adven-
tures. These maps will be dealt with in more
detail when each individual planned encount-
er is explained.

GETTING LOST

The player characters and accompanying
NPCs enter the Frozen Lands from the north-
cast corner of the map. None of the player
character adventurers are experienced in trav-
eling through the Frozen Lands. Even Czonk,
their ramtel guide (sce NPC section), has not
traveled in the Frozen Lands for years. While
he knows the basics of survival there, he never
traveled extensively as a youngster and so is
not familiar with many facets of Frozen Lands
adventuring, such as crossing the icy wastes.
Therefore, the possibility of the party getting
lost is very high if they are not accompanied by
a maali or etar guide. It is almost impossible
for them to map the land, for it is difficult to
gain an accurate estimation of distance across
SNOWY wastes.

In the forest, vision is limited to a maxi-
mum range of 40 meters. It is very easy for
characters to move far off to the right or left of
where they think they are. When on a path,
the characters cannot become lost in relation
to the path, but they may not know where the
path actually is located in the forest. Follow-
ing a river is easy. However, the characters will
not be sure of where they are in the forest. If
not on a path or by a river, the party’s vision is
considered obscured. Czonk can guide the
party to most of the villages on the northern
edge of the frozen wastes, but does not know
anything about those located to the east, west
or south.

Characters or parties traveling across the
frozen wastes discover that after they have
ventured more than three inches from a
treeline the blowing snow obscures their
vision.

A traveling party with a member who either
has a direction-finding mutation or a compass
will always know where they are in the forest if
the party is within four inches of a treeline.
After they have traveled more than four inch-
es from a treeline, the party will discover that a
compass will start spinning erratically and a
directional mutation will become confused.
What is causing this is the amount of metal
underneath the snow (doomed robots) and
the strong pull of all the metal and magnetic
energy output from Quade’s base. If traveling
within two inches of Quade’s base, the com-
pass or directional mutation will point to the
base as if it were north.

When the party or a character is lost and
wandering, the GM should roll ad10. A result
of 7 through 10 indicates that they have wan-
dered off their course. This roll should then be
made for every inch traveled or until they see a
recognizable landmark (recognizable because
cither Czonk knows it or it has been described
to the player characters at a previous encount-
er — these will be mentioned in the text).
This roll for wandering is altered at night,
when a result of 3-10 indicates they are off
course.

For every inch that they wander, the GM
should roll 1d10. The results of the roll, listed
below, indicate their actual direction. This
direction can never be the exact direction from
which they came, but instead indicates that
they are moving aimlessly (as in a circle).

Die Roll Direction
North
Northeast
East
Southeast
South
Southwest
West
8  Northwest

9-10 Characters are making a wide circle

Characters who wander for four consecutive
inches are considered lost, and the GM should
mention that they no longer believe they
know where they are going. If the PCs have
any hired help or followers that are not of the
Frozen Lands, their morale will drop by one
for every four inches they travel lost while in
the PC's service.

WEATHER

The weather of the Frozen Lands is usually
uneventful. Except for a few weeks of thaw
much later in the year, the temperature is
always cold, it always snows at least a little
during the day, and the sky is always overcast.
No seasons seem to exist, and any weather pre-
diction mutations will always read the same
thing. The weather is unnaturally predictable,
no sudden highs or lows exist, the winds
always blow from the northwest at a given
range of velocity in each region, and there are
never any blizzards, sleet or ice storms. This is
because the maali (see the New Races section)
are controlling the weather and creating the
Frozen Lands in an attempt to keep Quade
and his Created contained. So far it has work-
ed quite well.

Unlike the other modules in this Revised
GAMMA WORLD® game adventure series,
the GM does not roll for weather modifica-
tions in the Frozen Lands. Instead, what is var-
iable is the temperature, wind and wind chill
factor. All of these are important when deal-
ing with frostbite.

Temperatures for each type of region (and
any villages, paths, and rivers in that type of
region) have a range. That range is expressed
as the nearest ten degree marking. The actual
Farenheit thermometer reading range is
found on the Frozen Lands Weather Table
below.

Wind speed for each type of region (and
any villages, paths, and rivers in that type of
region) also has a range. That range is
expressed as the nearest five miles per hour
estimated wind speed. Although the Revised
GAMMA WORLD game generally uses the
metric system, including kilometers, the play-
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ers will be far more familiar with the “miles
per hour” system and be able to identify with
what their characters are going through. The
actual estimated wind speed range for each
region is found on the Frozen Lands Weather
Table below.

FROZEN LANDS WEATHER TABLE

(Locate the appropriate region below. Roll
1d6 for the temperature, then 1d6 for the
wind speed.)

Temperature Wind Speed

Forest

1or2= Calm
3or4= 5 mph
5 or 6= 10 mph

1 or 2= 30 degrees
3 or4= 20 degrees
5 or 6= 10 degrees

Snowy Wastes (within four inches of a
treeline)

1 or2= 10 degrees 1to 3= 10 mph
3o0r4= 0degrees 4or5= 15 mph
5or6= —10 degrees 6= 20 mph

Ice Fields

lor2= —10degrees 1to 3= 20 mph
3t0 5= —20 degrees 4 or 5= 25 mph
6= —30 degrees 6= 30 mph

Severe Snowy Wastes (farther than four inches
from a treeline)

1to4= —30degrees 1 to4= 30 mph
5= —40 degrees 5= 35 mph
6= —50 degrees 6= 40 mph

Wind chill is the effect of low temperatures
and high winds on exposed skin, usually
expressed as loss of body heat. It is the wind
chill factor that most often causes frostbite.
The wind chill factor is determined by cross
indexing the region’s temperature and wind
speed on the Wind Chill Table below. The
GM must find the rolled wind speed in the
left hand column and the rolled temperature
in the top row. The equivalent wind chill tem-
perature is found where these two intersect.

Frostbite means tissue has been damaged
because of exposure to intense cold. The
Revised GAMMA WORLD® Game Rules state
it should be treated as infection, while intense
cold is treated as burns. This is adequate for
determining damage, but the big question
and danger in the Frozen Lands, is when does
frostbite hit and how bad are its effects.

WIND CHILL TABLE

Wind Thermometer Reading
Speed 30 20 10
Calm 30 20 10

5 27 16 6

10 16 4 -9
15 9 =5 -18
20 4 —10 =2
25 0 =13 =29
30 =2 d b el o
35 -4 =201 595
40 =i =2l =37

Since most of this adventure takes place in a
land where frostbite is an everyday consider-
ation, a slightly more detailed method of deter-
mining when frostbite has occured is presented.

HOW TO CHECK FOR FROSTBITE.

1) Check for frostbite every four hours of
exposure to the elements.

2) Determine wind chill factor as explained
above.

3) Use Column 11 as the equivalent tempera-
ture factor of O degrees Farenheit. Locate the
previously determined wind chill factor tem-
perature equivalent by shifting from column
11 one column per ten degrees difference,
rounding to the nearest 10 degree marking.
For example, 30 degrees would be Column 8;
—22 degrees would be rounded down to —20
or Column 13; the lowest temperature on the
Wind Chill Table, —132 degrees, would be
Column Z.

4) For cach character exposed, modify the
column determined in step 3 by any protec-
tion he may be afforded. Modifiers listed as a
“+"" are considered favorable and shift the
column warmer, or to the left on the chart.
Modifiers listed as a “ ="' are considered a
negative and shift the column colder, or to the
right on the chart. Some frostbite modifier
examples are listed below. Unless otherwise
noted, an article of clothing cannot be worn
twice to add more beneficial CSs (such as two
pairs of mittens).

+ 1 Blanket worn around body and head (lim-
it of three, cannot be used with hides used
as robes as described below).
+1 Per every stage denser a character with
Density Control shifts.

+2 Wearing normal, non-metal Gamma
World clothing, including AC 1 through
p 1

=10 =20 =30 =d40.'=30
=10 =20 =30 =40 =50

=13 -26 =36 —47 357
—33 —46 —58 =70 =83
=45 =58 — 72 -85 —99

=33 =67 -82 =9 —110
739 -74 =8B =104 118
SO =07 W04 109 =128
=67 -82 oty S B3 120
=69 -85 -—100 -116 —132

+2 Heavy hides of furs worn as capes, robes,
or other additional covering (limit of two,
cannot be used with blankets).

+2 Thermal long underwear.

+2 Constant exposure to a suitable fire for
more than two hours during the four
hour frostbite check (GM’s discretion).

+ 3 Wearing heavy, non-metal Gamma World
clothing, including AC 6-10.

+ 3 Knit ski mask.

+ 3 Heavy duty mittens or thermal socks.

+4 Any extreme heat attack suffered within
an hour previous to the frostbite check.

=1 Per every stage less dense a character with
Density Control shifts.

=2 Any metal armor worn.

Mutation Modifiers A character with the
Immunity to Cold or Vulnerability to Cold
mutation uses the final shifted column as the
Intensity level vs. their mutation score.

A character with Photosynthetic Skin has a
=5 CS modifier.

A character with either Physical Reflection-
Cold or Cryokinesis is immune to the effects
of the cold.

A character with Weather Manipulation can
effect the temperature and wind around the
party, but only for six turns, once per 24
hours. This actsasa + 1 CS for the entire party
all day.

A plant character with Body Weakness-Poor
Immunity automaticaly rolls on Column Z.

5) When the final column is determined, the
player rolls on it. Base damage for this type of
cold is 4. If a yellow, orange or red result is
rolled, the character must again roll on that
same column with a —1RS and consult the
Burns Biological Special Injuries Table.
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Before starting, the GM should read all of
the addendum sections: New Races, New
NPCs, New Creatures, etc.

The premise for this adventure can be
altered by the GM to fit an existing campaign.
The player character adventurers are consid-
ered to be working for Haven at this time
(more details on that in a moment). Their
background connections with various Cryptic
Alliances may only serve to spice up the
adventure, and are left entirely to the GM's
discretion.

The player characters should, by this time,
be working for the Restorationist Council of
Haven. Haven is a progressive village in the
Last Friendly Lands to the northeast of the
Frozen Lands. This is the most powerful group
of Restorationists that the party knows, and
the Restorationists reward their agents very
well. The instructions come through their lia-
son, the civic leader of Haven, a pure strain
human named Gene (all of his characteristics
are 16, except Charisma, which is 22).

This adventure should not begin in Haven,
but as the characters are in the field, either
returning from their adventures in other mod-
ules or spending some time away from Haven in
a short adventure of the GM’s devising. If the
GM has any of the previous Revised GAMMA
WORLD ® game modules, he can begin the

characters from wherever he wishes within one
inch of the Last Friendly Lands plateau. If this
is the first Revised GAMMA WORLD module
the GM is running, then the GM should begin
the party in the northeastern corner of the
meadowlands overlooking West Neverdark.

As the player characters wake one morning,
they see a lone rider coming toward them. He
appears to be a mutated animal/humanoid rid-
ing a brutorz, followed by two more brutorz
heavily laden with bags and packs. The GM
should read to the players the appropriate
descriptive passages from Czonk’s entry in the
New NPC section. At least one of the player
characters will recognize him as being a mem-
ber of the village of Haven. As the entire party
wakes, Czonk waves at them and steps up his
pace.

Once in camp and dismounted, Czonk will
tell the party he has a sealed message for them
from Gene, the civic leader of Haven. The seal
does not appear to have been tampered with.
It is written in common so any character with
an intelligence of at least 10 can read it.

To (GM should fill in party members’
names here),

The person who has handed this mes-
sage to you is named Czonk. He is a

mutated goat whose appearance is (the
GM should tell the players that, indeed,
the description matches the character who
rode into the camp). If this description
does not match the bearer of this message,
kill him immediately.

Czonk is the last of his race, the ramtel,
natives of the Frozen Lands. It has come to
the Restorationists’ attention in the last
week that a number of robots and other
weird machines have been seen in the Fro-
zen Lands in the last year. We believe that
it may be either the home of the Cities of
Man or holds valuable information about
the Cities of Man’s location.

Rumors reaching us are that someone or
something called the Creator rules the Fro-
zen Lands. Who this person or entity is, or
why the lands remain frozen, is unknown to
us. From all accounts the Creator is extremely
powerful, driving out the people who lived
in the lands for centuries. We need the land
explored immediately. Gain any information
on the Cities of Man that you can. Also inves-
tigate any contacts Timon may have made
with this region. It is most important that
you locate this Creator. If the Creator is a per-
son, this is to be considered a diplomatic mis-
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sion. If he poses a threat to the safety of
Haven, cither through his own actions or
through assisting Timon, he must be neu-
tralized, as must all of his knowledge and any
facilities he may have.

We have received many conflicting
reports about what is happening in the
Frozen Lands, but most of them indicate it
is an extremely severe climate and very
dangerous—as is this Creator. Exercise the
utmost caution.

Haven is not sufficiently equipped with
enough winter clothing and gear to send
you supplies. Instead, provisions, equip-
ment and gold have been sent to you.
Czonk knows of a little trading post on the
way, and hopefully you can barter for win-
ter clothing and supplies there.

It is impossible to overemphasize the
importance of gaining or stopping high
technology assistance from entering our
struggle with Timon. It is of utmost
importance that we gain robots and
mechanical men for Haven, so we can try
and reprogram them for use in the sky
chariot that will take us to the Cities of
Man. All of this information and possible
technology will be devastating if it falls in
the wrong hands.

Report back within six months. Destroy
this message as soon as all of the surviving
scouts have had a chance to read it.

Gene

What Gene has sent in the way of goods is
primarily left to the GM to balance out his
player character party. However, rations, water
skins, energy cells and a few weapons will be
included. A metal chest containing the equiv-
alent of 2,500 gold is hidden under some of
the more common provisions.

Czonk can lead the party to the trading
post, listed as Village A on the large GM map
of the Frozen Lands. Any encounters on the
way are random (as will be explained in the
next section). There the player characters meet
an old human named Zeb who runs the post
(all his stats are 12, except for IN which is 15).
The post is a huge, log cabin motel that has
been perfectly preserved, though it mostly has
been stripped of any devices. Zeb usually has
the lobby running as a general store. He stocks
all kinds of camping and survival supplies
imaginable, but at double the normal rate.
Bartering devices for supplies will bring the
price of the supplies down to their normal
price, as Zeb does not have much access to

these. The side wings with rooms and beds are
still usable, though they have not been used
in awhile.

Zeb remembers Czonk and will express
delight at how large the ram-boy has grown.
He is surprised and dismayed when he finds
out Czonk is going back into the Frozen
Lands. So great is Czonk'’s hatred for the Cre-
ated and the Creator that he is planning on
this being a suicide mission. Only when the
party hears Czonk talk to Zeb, will they begin
to piece this together. Neither Czonk nor Zeb
knows who Harlan Quade is, but they both
are familiar with the term “Creator” as the
force that is behind the robotic attacks within
the Frozen Lands.

Further information may be gleaned from
Czonk (who is normally quiet) on the way to
the trading post by party members making
conversation and the GM rolling Reaction
Checks for Czonk. Czonk will give a positive
2RS for any Reaction Check made for anyone
from Haven, or definitely known to work for
them. Both Czonk and Zeb are available for
this information gathering while the party is
at the trading post. The information may
include any facts the GM wants to introduce
about his own campaign and the following
tidbits.

* During the last decade the weather in the
Frozen Lands has become worse, it is always
freezing there and frostbite is a constant dan-
ger. No one knows why the weather remains
this way. (Partially true, the maali know.)

* All but a few of the peoples of the Frozen
Lands have been destroyed. Zeb still sees a few
maali and etar who come up here for supplies,
but even their numbers are dwindling. He
will give brief descriptions of the physical
appearances of the maali and/or etar upon
request. He may be able to be persuaded to
give more information (background, life-
styles, mutations, etc.) for a price (at least 100
gold). He has no idea where their villages are.
(True)

* There used to be a lot of robots and
machines seen in the Frozen Lands many years
ago. But with the worsening of the weather,
fewer and fewer of them have been spotted.
(True)

* It is rumored that a war machine is patrol-
ling the rivers in the Frozen Lands. (False)

* Rumor has it there are giant walking robots

in the Frozen Lands (an exaggeration growing
from an occasional sighting of a timberer bot).

7

* It 1s rumored that there are giant, white
worms living beneath the snows of the Frozen
Lands (an exaggeration).

* Zeb swears about a year ago he saw a giant
rabbit pulling a snow sled in a nearby forest,
so some animals must still exist, even if they
are domestic. (True)

* If asked if anyone else has traveled to the
Frozen Lands within the last month, Zeb will
hold out information for money, but make it
obvious he needs to be paid for this informa-
tion. If paid at least 50 gold, he will mention
that three or four hoops have passed through
here going south in the last few weeks, but
they were not together. They also asked the
same thing. (True)

* Though Zeb has not had a boarder in nine
months, his building still is equipped as an
inn, complete with running water, a kitchen
with wood-burning stove and common
rooms. He charges the standard rate for meals
and the room as detailed in the Revised
GAMMA WORLD ® Game Errata Supplement.

* If Zeb is asked why no one has looted his
place yet, he just cackles and says no one
would bother a demented old man. If Czonk
is asked, he will whisper “Be Quiet!” and
explain when the party is alone.

Zeb does not live alone in this motel, it is
also home to hundreds of little, invisible crea-
tures that are believed to be related to the Lil.
Czonk will tell the players that it is widely
believed by those who have stayed here that
almost every possible mutation can be found
in this invisible colony. Once, Czonk relates, a
band of twenty serfs raided the area and even-
tually attacked the motel. Zeb hid! The serfs
were all dead within the hour. Because of this,
it is believed these invisible creatures must not
be affected by Life Leech or Death Field Gen-
eration. They are known to have a fondness
for sweets, especially for some ancient confec-
tion called chocolate. They have been known
to reward people who have generously left
them goodies. It is rumored their horde of
devices and valuables is richer than any gon'’s.

If anyone starts to say anything which
might offend the little invisible creatures,
which are called gremlins, Czonk will stop
them abruptly and mention that eyes and ears
are everywhere.

In fact, the gremlins do exist, exactly as
described. They are never seen, but can more
than deal with any threat put to them. The



ENCOUNTERS

GM may use whatever powers he likes in what-
ever quantity to stop any destruction coming
to the motel, Zeb or the gremlins. If a charac-
ter leaves candy or something similar out for
the gremlins, the GM should reward him with
a valuable or device. The rarer the confection
(or more danger the character faced to obtain
it), the better the reward. As sweets are not
too common in Gamma World, this practice
should not get carried away.

If the party decides to rest at the inn, which
is simply known as Zeb's, they will have the
most relaxing sleep of their lives. They will be
completely safe and will miraculously heal any
type of wound at double the normal healing
rate.

When the party is ready to venture into the
Frozen Lands, Zeb will call after them as he
waves goodbye, “Follow the paths, they all
lead to villages.”

ENCOUNTERS

The Frozen Lands have many encounters
awaiting the party. Those which are
“planned” are laid out in detail either in this
book or by the GM prior to the game. Most of
the encounters the PCs will have while travel-
ing outside the villages or Harlan Quade’s
base are random encounters. The main

encounter is Harlan Quade’s base, which will
be detailed later in this section.

RANDOM ENCOUNTERS

Random encounters in the Frozen Lands are
generated by the GM once each day and once
each evening of game time. These encounters
are in addition to any planned encounters,
unless the party is in a village or in Harlan
Quade’s base.

When the GM rolls the random encounters,

he must first determine if the encounter is
outside or inside. For example, the GM might
want to have encounters in some of the snow
caves included on the maps.
For inside encounters, the GM can use the
Complex Encounter column of the Random
Encounter Table on the inside back cover of
this module. The robot entries should be
ignored unless applicable.

The Outside Encounter column on the
same table should be used for encounters out-
side. A “no encounter” roll means no crea-
tures encountered the party during that time
period. A “harmless encounter” result means
the characters might have been surprised by a
harmless situation, such as a snow fox digging
in the underbursh, a tree dropping a heavy
load of snow from its branches, etc. As is
coded on the table, certain encounters might

actually be a village or nomadic tribe, thus
becoming a major-encounter.

It is always a good idea to present harmless
encounters along the way so the party does not
get suspicious when the GM starts describing a
forest clearing or a new snow cave.

After a hostile encounter is completed, the
GM should decide if the party deserves loot or
experience. The GM should consider how
much trouble the encounter provided and
how much effort the PCs exerted to overcome
it. If the GM believes the PCs deserve loot, he
should roll on the Random Loot Table, also
included on the inside cover of this booklet.
All items listed therein are in perfect working
order, so broken or worthless items and
mementos also should be added.

Random encounters can be used as the
source of more information, where the PCs
can possibly pick up information they failed
to glean earlier. Information can be used like
loot by the GM.

PLANNED ENCOUNTERS

There is only one planned encounter in this
adventure, apart from the villages and Harlan
Quade’s base. It is the sample planned adven-
ture titled Lajjin Hunt. Any other planned
encounters taking place outside of the villages
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or base must be created by the GM in advance
of the adventure. This is a perfect chance for
the GM to introduce his own creatures, races,
Cryptic Alliances and so on. He should assign
the encounters to a specific locale or in a spe-
cific order which they should happen. (First
could be the lajjin, second encounter the tim-
berer, and so on.) The GM’s custom-made
encounters will work better if they fit into the
basic storyline of this module, but they could
also easily be used for a “launching point” for
a GM’s future adventures and campaign
plans.

As already stated, the Frozen Lands people
have been mostly eradicated, so more than
one additional race would not be fitting here.
The GM could create a race of mutated
humanoids who live underneath the snow in
caves. They might be pure white, unaffected
by cold, need little food but move extremely
slow or whatever else the GM determines.
Their purpose in the adventure would be to
provide the party with a safe place to stay in
the middle of the snowy wastes if the party
handles the encounter right and does not
make enemies.

The use of a GM’s planned encounters in an
established module provides a unique and
personalized campaign, without requiring the
GM to take the time to draw and define an
entire adventuring region and fill in all the
encounters.

LAJJIN HUNT

This is an example of a planned encounter
using the snow caves map. The map provides a
twisty network of caves carved out of hardened
snow, frozen ground or possibly even rock.
The paths and openings in the caves can be
changed easily by altering the openings and
deleting whole sections. For example, for this
encounter the top of the map is East, thus pas-
sage A faces cast. It is the only passage open.
Only areas A through E exist for this encount-
er, the rest of the passages and areas do not
exist.

The GM handles this planned adventure by
rolling dice, as if he is checking a random
encounter. There is no need for players to
know when an encounter is random and when
it is planned.

Expressing surprise at the die roll, the GM
then consults this encounter and mentions to
the party that they see a snow cave off to the
west of them. If the party explores it, they will
initially find that it seems abandoned. They
can hear nothing in the caves upon entering.

Passage A shows signs of some intelligent,
bipedal life form passing through there, but

has nothing of worth. Area B has a small cache
of two blankets frozen in the ice, some meager
food rations and a can of liquid. The liquid is
lighter fluid, and the GM should keep in
mind that it is extremely flammable. Area Cis
very trampled, as if someone or something
spent a lot of time moving back and forth.
Nothing can be found, though. Area D is sim-
ply the “lobby” off the entrance of this cave.
Area E looks like it was inhabited by a number
of bipedal humanoids. There is a very cold
place in which a campfire can be built. An air-
hole leads from the ceiling to the surface and
smoke does not collect in here, but can be seen
from the outside, hinting at some settlement
below. A campfire has not been built in here
for at least a week. Frozen matting is strewn
about.

In the upper left corner of area E is an alcove
in which the remains of an old female human-
oid of a race no one in the party can identify.
She is a pale blue humanoid with long gray
hair. Her clothing is made of hides and furs
and suggests a Tech Level I character made it.
She appears human, other than her six-
fingered hands and pigmentation.

She was working in the little room with a
small fire to keep her warm. It is stone cold
now. She seemed to have been marking long
wooden poles with some unknown runes. One
of the poles contains notches and runes, there
are twenty of them and all of them but one are
crossed out. The party might eventually guess
(through luck or through use of a time passing
mutation or Psychometry using a tool) that
this was one of the few races of peoples here in
the Frozen Lands that survived until recently.
How they died and where the bodies are can-
not be determined in any usual way. This
woman seems to have been keeping track of
her tribe. Left alone in this system of caves,
she huddled in the cold trying to record their
history in Tech Level I markings. A character
with the talent/skill Read & Write Tech Level I
will be able to decipher the markings after
three hours. Aside from the poles, there is a
small wooden hammer and a set of three steel
chisels. The woman had one gold piece which
she wore around her neck like a medallion.

If the party can go back in time to observe
what happened they will see that the tribe had
been attacked in its cave by an Epsilon
Cyborg. The cyborg was low on power and was
trying to make its way back to Quade’s base.
The humanoids were lucky, they managed to
destroy it. But in the battle in here their fuel
supply was accidentally set on fire and con-
sumed. As a result, the group slowly was
freezing and starving to death. One by one, or
in couples, they eventually left the caves to try

and find some place warmer. The old woman
was too feeble to attempt a trip and so stayed
behind to record her band’s dissolution.
Whether any of them ever made it is
unknown. The remains of the cyborg were
buried behind snow and ice in the old fuel
supply area. This area is what normally would
be the passage from arca E to J on the map.

After looking at the past or using another
mutation to discover the history of the caves,
the party can easily locate the sealed room.
Otherwise, any player characters passing the
sealed entranceway are allowed an IN check to
notice the difference in the walls texture. Any
Spectrum result indicates that the PC has
noted this section looks like it was built up
recently. It requires 30 points of structural
damage to break through the wall. In the nar-
row chamber is the remains of the Epsilon
Cyborg. All of his equipment and parts have
been smashed by the band, but enough is
intact for the party to ascertain that this is a
type of robot/human. No one in the party has
seen anything like it. If carefully inspected,
one of the cybernetic limbs has “H. Quade”
stamped on it.

While all of this might provide a little ten-
sion and color to the campaign, it is not the
entire encounter. It serves only to distract the
characters, to provide them with expectations
of what is to come, and possibly to get them to
let their guard down. When the player charac-
ters have finished exploring these caves and
prepare to leave, they are surprised by three
lajjin that have been tracking the party and
have been circling above waiting for the party
to appear. After the first attack, if they have
killed two party members, or appear to have
killed two party members, they will leave.
Otherwise they will keep attacking or will wait
to resume the attack for the next eight hours.
The lajjin cannot attack anyone in the caves,
so if the party members are patient and wait
out the time, the encounter will simply neu-
tralize itself.

If, at the very beginning of the encounter,
the party choses to ignore the snow caves, the
lajjin suddenly appear and attack after the
party has gone 50 meters from the cave open-
ing. The party can then chose to turn and run
for the snow caves (GM remember reduced
movement!) or stand and fight the lajjin in
the open. If the party elects to do the latter,
and if a lajjin is alive by the fourth turn of
combat, it will attract two more lajjin that are
circling high above. They will enter the com-
bat on what would be the sixth turn of com-
bat.
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VILLAGE ENCOUNTERS

There are nine villages in the Frozen Lands
that are shown on the large GM map, four
maali villages and five etar villages. There may
be other villages, installations and ruins as the
GM desires. Each of the two types of villages
will be described below in general, and then
each village will have the details added that
make them unique.

Etar Villages

Villages B, C, D, E, and F are etar villages; the
GM should refer to the Etar village map for
cach one. Villages B, C, and D contain circu-
lar, wooden lodges. Villages E and F have
lodges made from hides lashed over a wooden
frame. The best way for the GM to describe
one of these villages is to picture an northwest
American Indian village. There are one or two
winter versions of brutorzs grazing nearby.
They are used for heavy dragging work by
pulling a wooden sled, which also can be seen.
The ctar used to ride different mounts when
the Frozen Lands were still plains, but the
constant winter either drove the dray animals
off or killed them. Now the etar live like the
forest indians of eighteenth century America.

Only one path leads into an etar village,
and that always enters from the east. The
lodges are arranged in a concentric circular
fashion, with the inner circles of lodges usu-
ally larger than the lodges in the next outward
circle. The openings to the lodges consist of
one doorway covered by a heavy hide and one
chimney hole in the ceiling for smoke to rise
through. All doorways are arranged so they
open facing the center of the circle. The cen-
tral area of an etar village is ringed by a path.
Inside this sacred circle are four large family
lodges, each one located on the four major
points of a compass. These family lodges are
meeting places for the four largest families in
the village. All of the private family rituals are
performed there, along with family council
meetings before the large village council
meeting. The family unit, including in-laws,
is one of the strongest bonds in an ctar village.
Inter-family squabbles are usually the main
source of trouble within each tribe, discount-
ing Harlan Quade’s forces.

Between the four family lodges are four cir-
cular, stone-walled firepits measuring two
meters deep and roughly eight meters in
diameter. These firepits have multiple uses.
They are sometimes filled with wood and used
as actual firepits for preparing large feasts.
They are used as pyres for the etar dead (etar
believe in cremation). And they may be fitted
with wooden pole frames and covered with

huge hides to create smokehouses for both
smoking of meats and some religious ceremo-
nies.

At the very center of the tribal village is a
huge, flat-domed structure known as the
council lodge. The council lodge has four
doors, one opening to a path to each of the
family lodges. The council lodge is roughly 24
meters in diameter and 10 meters tall in the
center. It is always warm in the council lodge,
as wood fires are constanly kept burning
inside. The use of wood as fuel is one of the
main concerns of both the maali and the etar,
as the forests surrounding the Frozen Lands
are rapidly being depleted. Some etar have
taken to trading for coal, sod logs, and other
forms of fuel, but this practice requires dan-
gerous travel over quite a distance.

It is very clean inside the council lodge, and
the floor is covered with piles of hides and
furs, making it an extremely luxurious place.
The council lodge is used for meetings of large
groups of etar, sacred ceremonies that are not
held in family lodges, and as a temple. In the
center of the council lodge is a cylindrical
stone case, two meters in diameter and one
meter tall. This case, called a spirit home, con-
tains the village’s holy artifacts, usually
ancient items that somehow relate to Ameri-
can Indians.

A good example of the contents of a spirit
home is the one located in village B which
contains three plastic toy indians and horses, a
Classics Illustrated comic version of the plains
indians, a copy of Bury My Heart at Wounded
Knee, an actual indian beaded vest, and a still
shot from an old Custer/Little Big Horn mov-
ie showing a mass of indians riding to protect
their people. If anyone but the village’s medi-
cine man is discovered opening the spirit
home, or is found in possession of the sacred
items, or assisting in their theft or desecration,
they will be put to a horrible death. The death
rite involves being tied to young trees that
have been bent over to form powerful, natural
springs. When the trees are released, they
spring back to their natural shape, pulling the
victim apart in the process. This rite should
either be explained to the player characters or
they should witness it. The purpose of this
rather sordid explanation is to make sure the
player characters understand the risks of going
after an etar artifact.

Any etar village will react violently to any of
their family lodges, council lodges or a firepit
used for a religious ceremony being violated
by a player character. Once an ctar village
determines a character or party are friends,
they are extremely polite and generous to
them, providing them with a lodge in which
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to stay in the circle near the edge of the inner,
sacred ring.

It must be remembered by the GM that etar
are on the low end of Tech Level II societies,
and prefer to stay that way. While they might
know where some devices are located, they
never use them or trade them. While friends
of the village are welcome, they are always
warned first to completely wrap devices up
and store them where no one will be offended
by their sight. No high tech device may be
used in an etar village for any reason, even
medical. Needless to say, this is important to
the medicine man (who can heal up to 20 non-
radiation damage points a day per person just
through use of his herbs and medicines).

Etar villages all know of the name Creator,
and hate it for the grief it has caused them.
They will attack anyone who overtly claims
friendship with Quade or any type of relation-
ship that would benefit Quade. They will
befriend anyone who is determined to destroy
Quade. The etar are as interested in returning
the Frozen Lands to their former state as the
maali are, and may agree to send 2d6 warriors
to accompany a party that is going to attack
Quade’s base, even if that party is using tech-
nology to do it. But woe to the character or
party that misrepresents himself to the etar,
claiming friendship then trying to strike some
type of bargain with Quade. All the villages
will be notified, and the offender hunted
down by parties of etar warriors until revenge
is exacted.

Village population is difficult to estimate
because etar are constantly out hunting, going
north to trade, and so on. It usually is in the
100 to 400 range. Etar never name their villag-
es.
Etar always will be suspect of a cyborg,
though they will not necessarily attack it
immediately. No matter how long they know a
cyborg, they will be suspicious of him. Etar
attack robots on sight. The only exception to
this are robots that appear to be human.
Without advanced technological devices to
detect this fact, the etar will believe they are
human.

Individual Etar Villages

Village B. As the party approaches the loca-
tion of the village two arrows whiz past and
sink into a tree a mere meter away from one of
the player characters’ faces. At the same time,
feline growls and laughter can be heard from
the direction of the bow fire. This is a sporting
greeting by this tribe of etar, to show their
ability and ferocity, and to test any visitors.
Each party member is allowed an IN check,
any Spectrum result indicates the player char-
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acter believes the arrows were purposely fired
to miss, judging by their exact positioning
around a knothole in the tree.

However, if the party immediately returns
fire, they will be shooting at shadows, as this
stand of trees is very dense. That will raise
even more laughter, and a friendly challenge.

If the party does not immediately fire, but
waits for developments, a friendly challenge
will be called out in the next turn.

If the party runs, an even greater roar of
laughter will be heard, plus a call of “Come
back to meet us when you become men!”

The friendly challenge that eventually must
be met in this village involves a contest in
either archery, handaxe throwing or harpoon
casting. The etar archery champion is Rank 15
with his bow; the etar handaxe champion is
Rank 12 at throwing handaxes; and the etar
harpoon champion throws his harpoons as
Rank 13. Player characters are expected to par-
ticipate in these contests, either with the spec-
ified weapons, or equivalent weapons
(crossbow, throwing daggers, spears, etc.) If
none of the party can compete, then the etar
will treat them as children, politely but with
heavy doses of sarcasm...all in good, clean,
fun, of course. The trick of this encounter is
for the player characters to acknowledge the
considerable talents or skills of these etar
champions. Even if the player characters lose,
they will be welcomed into camp, as long as
they acknowledge the etar winner.

The only thing that will really set this tribe
against the player characters is if they com-
plain about losing, make fun of the etar, or are
otherwise inhospitable. They will then be
asked to leave the way they came. Etar scouts
will make sure this demand is met. Anyone
accusing an etar of cheating is asked at once to
leave, if he so much as mumbles another com-
plaint, he is challenged to single combat,
often to the death. However, if he is a good
fighter and puts up a valiant melee fight, he
will be pardoned...once.

Despite the intial impression, this is a
friendly etar village, probably because it is on
the main pathway to the north and many peo-
ple encounter it. Add a +1 CS modifier in
any dealings with this village after the
“entrance requirements”’ are passed. The
hatred for Quade is not as fanatical in this vil-
lage because it is so far from him. Etar here
will welcome polite and competitive new-
comers, and will barter for Tech II items and
equipment with more practical survival sup-
plies. They know little of Quade, except that
he has destroyed their lands. They can
describe almost every kind of robot Quade
has, even the wild timberer robot to the west,

because this village holds most of the history
and old bark scrolls for the entire etar nation.
This information is offered freely to a party
who has passed the competition require-
ments.

If a player character has defeated one of the
three aforementioned champions in a contest,
which is simply the best out of ten throws or
shots with the better Spectrum result win-
ning, the party will be able to enlist the aid of
two etar scouts who will lead them to either
another etar village or one of the maali villag-
es.

Village C. This village is more isolated and
vulnerable than B or D. The etar here are wary
of strangers and hate Quade passionately.
Because of this they require a simple thing to
enter the tribal village. Any non-etar charac-
ters who wish to enter must place all of their
weapons and Tech Level III or higher items in
a lodge as they enter camp. This request is
made as the characters approach the village.
Complying with the request is the only way
the tribe will trust player characters. Any hesi-
tation or attempts at bartering for longer than
three turns following the request is met with
numerous knocked arrows and hefted har-
poons. The party is then told to disarm imme-
diately or leave. Any character hesitating after
that is attacked.

If the party disarms and comes into the
camp as friends, they will be welcome. If a
weapon is later discovered on them (like a gre-
nade or something that was accidentally or
purposely hidden or overlooked), they will be
asked to leave at once. There is always an etar
keeping an eye on the party and an Orange or
Red result on a Column 11 roll indicates the
etar have spotted and recognized the weapon.
This check should be rolled houtly by the GM
if a weapon has not been handed over.

The etar of this tribe do some trading, but
mostly with food that they hunt or furs and
hide they tan. Village C contains some of the
best tanners and hide workers that the party
will ever encounter. The cost of having a hide
tanned or preserved is usually established by
barter, using a gold piece equivalent of 10
g.p. as a base. Village C knows of the approxi-
mate location of Quade’s base. If the party has
behaved itself and expressed sincere interest in
defeating the Creator, five young etar will vol-
unteer to take the party directly to Quade’s
base. This is all the information and aid this
village can provide before the party actually
attacks the base.

Village D. Due to its crossroad location in the
Frozen Lands, this village is the friendliest in
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the Frozen Lands. All that is required for
access to this village is proof of something to
trade. The better quality or more abundant
the trade items, the better the welcome into
the village. Add a +2 CS modifier in any
dealings with this village to anyone whith
some non-wood fuel or heat source to trade. It
is the biggest trading etar village in the Frozen
Lands and stocks most of the essentials. Since
it is located so far from Quade, the feelings
toward Quade is that someone should do
something about him, but no one knows
what. The party is allowed some bartering
room in this village, but if one ever accuses an
etar shopkeeper of being a crook, or trying to
“rob us blind,” etc., the character will be
forced to apologize, then told to leave the vil-
lage. Other party members can stay if they are
not insulting the etar.

The party can easily enlist the aid of an etar
scout to help them go to village F, B, or any-
where east of village D for the equivalent val-
ue of 20 g.p., but the scout will go nowhere
else.

Village E. This nomadic village is the most iso-
lated of etar villages, and the people are quite
suspicious. As the party approaches the gen-
eral location of the village, an etar warrior sud-
denly jumps up from below the snow where
he was hiding, gaining complete surprise.
This should occur next to one of the player
characters with the lowest IN. The etar will
have a razor sharp handaxe to the player char-
acter’s throat before the party knows what is
happening. The etar will yell at the party to
drop their weapons and tell him what they
want here.

If an etar guide is with the party, he will
immediately defuse the situation and the par-
ty will be allowed to pass into the village.

If the party tries to attack instead of talk,
they will find their weapons demoleculariz-
ing, as there are ten more etar hidden in the
snow that will use their Molecular Disruption
mutation against anyonc who moves to stop
the questioning etar. Rolls must be made by
the party on ecither the Charm, Pacify,
Encounter, or Parley Reaction Charts, which-
ever the party desires. If the party does not
succeed in winning over the questioning etar
after five turns, they will be told to leave the
way they came. Their weapons will be
returned to them after they have gone a kilo-
meter away.

If they refuse to leave, combat ensues. A
party that kills any etar of this tribe better
hightail it out of this locale, as a scout is safely
watching everything and will return to the
tribe to raise a war party of 25 etar warriors.
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The war party will track the characters and
either catch up to them and attack, or, if they
cannot catch them, follow them for three days
before giving up.

If the player characters agree to leave, one
of the etar in the snow will take their weapons
and take a shortcut known to the etar of this
village. The characters’ weapons will be wait-
ing for them a kilometer away. If they try to
return, they will be fired on by the 10 etar who
have followed them at a discreet distance.

If the party talks the etar into accepting
them, they will be asked why they want to
come into the village. Only an answer involv-
ing battling the Creator or Harlan Quade will
get them past the hidden sentries. If they say
they are just looking for the Creator or Harlan
Quade, the etar will take them, weaponless,
into the village for interrogation.

This village, on the edge of Quade’s influ-
ence, cannot help but be belligerent to out-
siders. Subtract a —2 CS modifier for any
dealings with them. They will subdue a
cyborg on sight and may even resort to torture
to find out if it is working for Quade. The
people of Village E know that Harlan Quade
and the Creator are one and the same, but
they will not reveal that unless they are con-
vinced of the player characters’ intent. They
know that he is a cyborg, but that he is being
held in check by the constant winter. They
also know his exact location. Their fanatical
hatred for Quade will lead ten etar to volun-
teer to scout for and fight with the party if
they are going directly to Quade’s lair to
attack him. They also will lend the party one
of the village’s two brutorz and sled (land
speed is 20).

If the party expresses neutrality, the etar will
avail them with horrible stories of the Crea-
tor’s forces’ oppression and enslavement, or
elimination of whole villages and races. The
GM must really express the awesome impact
of this being’s existence to these people,
which is akin to Hitler's atrocities in Europe. If
the party cannot be brought around to the
ctar’s way of thinking, they will be politely,
but firmly asked to leave.

If any party member is fool enough to
express friendship or some interest of an alli-
ance with the Creator, this tribe of etar will act
as if that is fine with them. An etar war party
of 25 will then track the party for two weeks,
hoping the party will lead them to the Creator
and draw him away from his legions and his
base. If, after this time, the Creator has not
been found, or the eavesdropping etar are not
convinced of the party’s naivete, they will
attack the party.

Village E This nomadic village is relatively iso-
lated and is made up of not the friendliest of
etar. The party will be challenged out in the
open by 12 fully-armed etar warriors who
demand to know the party’s reason for being
here. Subtract a —1 CS modifier for any deal-
ings with them. In any other actions, treat this
encounter as Village E.

The people of this village know roughly
where the Creator is based and can muster sev-
en etar who will accompany the party there if
the party has decided to attack the Creator.
The etar will tell a party that has been estab-
lished as friendly that they feel badly for not
volunteering to go with the last advanced
scout through here. If the party inquires
about this, the etar will explain that a hoop,
evolved for winter, came through about a
week ago. They told him of their hatred for
Quade and he said he would assassinate this
monster for them. If any of the party men-
tions the name Timon, the etar will reply that
the hoop said that Timon was his master.

The people here also will lend a brutorz and
asled for the equivalent of 200 g.p., but make
sure that the party and accompanying etar
know it must be returned or replaced.

Maali Villages

Villages G through J are maali villages. The
maali have been forced to live in hidden vil-
lages or wander as nomads since Quade’s
legions destroyed their cities. Their villages
are made in the ruins of old installations, fuel-
ing stations and other concrete structures that
have a height of at least five meters. These vil-
lages are usually located on or near a river, as
the maali often travel by canoe and raft. The
maali villages that are shown on the GM’s
large Frozen Lands map are all situated on the
banks of a large, crescent-shaped ice field.
The GM can use any Revised GAMMA
WORLD ® game village map from other mod-
ules to represent a maali village, or use the
small village map included with this module.
The buildings are all concrete, with hinged
metal doors as the only opening. All the win-
dows have been bricked over.

All maali buildings have makeshift wood
stoves inside and many have sophisticated
heating devices that they either discovered or
bartered to acquire. Like the etar, the maali
are quite concerned about the wood fuel
shortage and will be very friendly with any
player character who can help them out of
their coming fuel shortage. As maali are pri-
marily communal people, they have large liv-
ing quarters that are shared by different maali
at different times. The maali do not under-
stand the concept of a family. They are mem-

12

bers of the maali, and that is all that matters.

The maali’s whole purpose in life centers
around eliminating the Creator and his base.
All of the villages’ people know roughly
where the Creator's base is, but are prevented
from effectively attacking it by their phobia of
underground areas. A third of any village is
occupied at any one time with the chore of
maintaining the winter weather by concen-
trating on their Weather Manipulation muta-
tions. Those maali doing so are secured away
and cared for so they have nothing else to do.
In this way, the weather manipulation by the
maali cannot be disrupted. The exception to
this is the three to four week period about a
half a year from now when the normal tem-
peratures are too high to maintain the winter.
Snow caves and underground installations are
unaffected, but the forests quickly thaw out at
that time. During this thaw the maali collect
vast amounts of food and store it in large
underground warchouses, which are so huge
as to not bring out the maali’s natural claus-
trophobia. They maintain obvious above
ground warchouses, which are the largest
buildings in the village, so that Quade’s forces
will believe they have destroyed the maali’s
reserves when they attack. But the maali
always have more reserves hidden away under-
ground.

Unlike the etar, the maali always will
attempt to trade or otherwise acquire tech
devices that will help them survive or defeat
the Creator. Also unlike the etar, the maali
will attack any robots, cyborgs and ultraborgs
on sight. The maali’s creed is any type of life
form that wants anything to do with robots
must be eliminated. If a player character is a
cyborg (see the Robotic section toward the end
of this module) and the party stands up for its
cybernetic member, if a non-cybernetic player
character has good reaction rolls when trying
to talk the maali out of attacking, the maali
might allow the character to camp away from
the village and await his friends. However, no
intelligent machine ever is allowed into a
maali village.

The villages share the use of two large ice-
sailing ships that keep trade and supplies
going between them. These boats have the
same statistics as normally large sailboats,
except they are twice as fast because they ride
on huge blades atop the ice. Individual maali
villages also have three to four hophar sleds
available to them (see the hophar's entry in
the New Creatures section).

Individual Maali Villages
Village G. This is the closest of all villages to
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Quade’s lair and still comes under occasional
attack by one of Quade’s flying robots that
operate long enough in the intense cold or
horrible blizzards to get through. The maali
in this village are extremely distrustful of out-
siders. Two maali sentries always approach
outsiders with their force fields on (as a Yellow
result), while four others have their Magnetic
Control mutations operational to use against
the party. If the player characters do not have a
maali or etar guide, they will not be allowed
into the village. These maali will defend this
village with their lives.

If the party is accompanied by a maali or
etar guide (or what appears to be a maali or
ctar guide) they will be allowed into the vil-
lage. The party must subtract a —3 CS modi-
fier from all reaction checks and similar
dealings with the maali of this village. The vil-
lage is primarily a military encampment of
200 male maali warriors. All maali here are
equiped with Tech Level II weapons and one
in five have a Tech Level III weapon. More
than half of the energy cells used by the maali
are used in this village. A party determined to
be friendly must speak against the Creator,
have a maali or etar guide, and appear obvi-
ously equipped to go to battle. Such a party
will be able to enlist eight maali warriors to
accompany them to Quade’s base if at least

one of the player characters succeeds in a
Request Reaction Chart roll for obtaining
help. Though the maali cannot enter the
base, they will be willing to do most of the
fighting for any random encounters to and
from the base, and will wait for up to four
days outside the base for the party. The maali
in this village have spotted a warbot about two
map inches south of town and believe that
more exist out on the snowy wastes. (One did
exist and is now back at the base, others do not
exist.)

Village H. This is the friendliest maali village
and the primary port of trade for the maali
nation. The village is about three times the
size of the small village map (the GM can pho-
tocopy the village and arrange it as he wishes).
It has 500 permanent residents and from 100
to 200 temporary residents at any given time.
Only about half of these temporary residents
are maali. The others are rogue etar and other
peoples who have migrated to the Frozen
Lands to help fight against the Creator. Many
of them are from the High Lands to the north,
sent by their king, Scar. This is the only village
that has inns and common houses open to the
public for a price.

Player characters who keep their ears open
in this town will be able to pick up the follow-
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ing rumors:

* The Creator is an ancient man/machine,
once named Harlan Quade. He is awesomely
powerful and completely without pity. (True)
* The Creator is actually an illusion of a
cyborg, created by powerful mechanical
brains that rule a huge underground temple.
The illusion is represented as the leader.
(False)

* The Creator secks to ally himself and his
legions with a land to the northwest. (True)
* The Creator has thousands of robots and
man-machines. (Maybe once this was true,
but now it is false.)

* There is no Creator, only a council of of
androids holed up in an old installation to the
south. (False)

* It is believed that no raw materials have been
available to the Creator for more than three
years, so he must be scavenging from either
his robots or his underground temple. (True)
* A giant robot has been slowly thinning out
the forests so one great shockwave of robots
can sweep away any resistence to Quade (the
robot is true, its intentions are not- see the
Timberer robot in the New Robots section and
Village J below).

* A vast treasureland of wood is located some-
where south of Quade’s base. It is hidden
from everyone but the giant robots. (True)
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* Three days south of Village G is a constant
blizzard that no one has ever survived. (False)

If the PCs are able to roll a Black Result on
the aforementioned Request Reaction Roll,
they will be able to recruit two maali fighters
from this village and one non-maali fighter to
go with them to attack Quade’s base. Other-
wise they will have to hire them by providing
weapons and equipment equalling at least
500 g.p. for each fighter. If the player charac-
ters or hired maali return with proof that the
party successfully attacked Quade’s base
(entered it and returned with some robotic
part or artifact), others will join the adventur-
ers to help them defend themselves while
traveling to and from the base (GM’s discre-
tion).

One ice boat’s captain will offer to sail the
party to any of the other villages for a fee of
100 g.p.

Village 1. This village is extremely friendly,
and while the party will be checked out when
entering, the characters will not be challenged
or attacked. The members of this village do
most of the hunting, trapping, and hide prep-
aration for the maali nation. It has a popula-
tion of 150 people, about 60 who are adult
warriors. In addition, the village has some of
the finest carpenters and craftsmen that the
party has run across. The GM should use the
cost guidelines in the Revised GAMMA
WORLD ® Game Errata Supplement for cal-
culating how much it would cost to have
something repaired, made and so on. Though
no maali fighters can be recruited from this
village, they will allow the party to use one of
their hophar sleds for their adventures at a cost
of 500 g.p. a week. The party will be able to
trade any craftsman’s tools in this village for
double their normal worth, as tools are rare.
Maali guides are available for hire to take the
party to other maali camps for a fee of 50 g.p.,
but only after the ruling maali council of this
village has questioned the player characters
individually for hours. Only if they display
some great benefit for the maali peoples, such
as great trade items or an intent to attack
Quade, will the council okay the guide’s use.

Village J. This is the most isolated of maali vil-
lages, but it is not unfriendly. It has a popula-
tion base of 400 people, but more females and
children than any of the other villages. Only
100 maali here are warriors. Although they are
on the opposite side of the ice field crescent
from Village G, they are spared robotic
attacks. Apparently Quade is trying to punch
a hole up the middle of the Pan-Plains tribes
alliance. This village holds most of the

libraries and high technology devices of the
maali nation, the glories of what was once
their society. In addition, there is an old, old
maali in the village who knows all about
Harlan Quade, who he was, what he is, and
what his relationship is to Scar of the High
Lands. This old maali is psychic and gains
flashes of insight concerning the Creator. He
will tell anyone who listens, but most of his
own people believe he is foolish and a liar. If
any of the party will listen to him, the GM can
reveal some of the facts concerning Quade
from his entry in the New NPC section.

The party will be able to enlist the aid of
fourteen adolescent maali in this village (stats
are all one lower and they are only three
meters tall) by making successful Command
or Impress Reaction Rolls and stirring up the
adventuresome spirit of youth. The youths
will accompany the player characters wherever
they wish to go in the Frozen Lands, as they
crave adventure. The other ice boat is current-
ly docked in this village when the party mem-
bers arrive. It is going to Village G the next
morning and has room for them if they will
pay a passage fee of 10 g.p. each.

Village ] Encounter. While the party is in this
village the giant timberer robot appears from
the east. The GM should slightly preface its
arrival with the following comment to the par-

ty.

“As you walk along in the village the
ground begins to tremble ever so slightly.
Maali stop stock-still in whatever they are
doing. After a minute the trembling
increases, but it is a strange, measured
shock, more like a giant drum being beat-
en or a giant walking. Suddenly, the maali
are running everywhere, picking up their
children and valuables, and sprinting into
the woods. They seem terrified, not as if a
certain danger is upon them, but a legend-
ary one that they have somehow come to
expect. Abruptly, you can see the cause of
the panic, a huge robot is walking across
the ice in the general direction of the vil-
lage.”

The timberer "bot’s weight is sufficient to
give it traction on the ice. If it is left alone, it
will continue past the village to the west. It
will cross the Falling River and begin working
on the trees there. After eight hours, fully
loaded with a huge amount of lumber, it will
return past the village, go east until it is
roughly north of Quade’s base, then go south
for an entire day to the lost wood treasure
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grounds deep in a valley. The maali will not
attack the timberer. It is a legend to them,
possibly even a diety to some. Nor will they
attempt to stop it or climb on it, but will sim-
ply run away and hope it does not notice
them.

It is possible for the party to try and climb it
(grappling with ropes or making an Orange
DX check and grabbing one of the ladder legs
if it is close to them), or otherwise get on top
of the robot (if they can levitate, fly, etc.). The
robot ignores anyone ascending it or climbing
about it but not attacking. The results of com-
bat, defeating it, or riding it to its destination
are detailed in the New Robots Section. If the
party manages to defeat it, they will be held in
high esteem by the maali and the etar. Word
will spread throughout all the villages in a
week. After that, the party will have a +3 CS
modifier in all dealings with all of the Frozen
Lands villages. The number of recruits nor-
mally available will be doubled.

Timon'’s agents will hear about the party’s
success in a week, too, and at least two of them
will start searching for the player characters to
figure out who they are and how to neutralize
their influence. The hoops will decide in short
order that the party cannot merely be dis-
graced, but must be eliminated. Any party
that is so powerful as to defeat a giant robot
will be too powerful for them to handle alone.
A contingency plan they have established is to
plant a tracer on a character or party that
threatens their mission. This tracer, activated
when they place it in the party’s possessions
during a night, (the GM should run this
encounter normally), automatically signals a
tracker. This tracker is in the possession of the
hoop who has made contact with Quade. That
hoop will inform Quade spies are trying to
thwart their alliance and must be dealt with.

Quade has one special Espilon Cyborg in
mind to handle this task. It is a humanoid
mutant who retained its immunity to the cold
after the cybernetic conversion operation. It is
equipped with special and costly bionic parts
that are cold resistent. Quade has used this
cyborg in the past for special missions, and
will send it, with the hoops’ tracker, to seck
out and destroy the person or persons who
possess the tracer transmitter. Although the
player characters may have gained a lot by
defeating the lumberbot, they now have
carned the wrath of the Creator.
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HOW TO DESCRIBE THE BASE

When the GM runs this section of the adven-
ture, he should try and keep in mind all of the
deteriorating super-science fiction installa-
tions he has seen in movies. Harlan Quade’s
base is dying around him as a result the seem-
ingly endless winter and the cannibalization
of parts and raw materials he has been forced
to inflict upon it. The climate inside is always
humid and cool, unhumanly so, as if alien
creatures lived here, not any creature that is
warm-blooded.

The lighting of the base is indirect and is
often at different intensities, even on the
same level, as will be explained later. This
weird interplay of light casts unusual shadows,
also adding to the alien feel to the installa-
tion. The structure was definitely built for
function and does not appear to have many
creature comforts, almost as if those were
things for lesser, weaker creatures. But the
most alienating aspect to the installation is the
sounds. There are always sounds and echoes of
sounds. Distant humming of atomic genera-
tors, the screech of machinery being worked
and moved, the scraping of robotic locomo-
tion as it moves throughout the corridors,
dripping liquids from the constantly melting
snow and far-away think tanks, the far away
sounds that might be the crack of a whip and
the cry of a creature, and metallic laughter as
it issues forth from a metallic throat. All of
these sounds reverberate throughout the com-
plex. And because of this resonance, it is diffi-
cult to accurately detect which sounds are near
and which are far away, let alone the direction
of the sounds. Any character trying to locate a
sound’s direction, or follow it, will find out it
is nearly impossible. The entire complex ech-
oes constantly, as though its creator no longer
understood the limitations of organic hearing.

Another perplexing aspect of the base is the
lax security. Unlike some of the legendary
installations in Gamma World, this one has
few guards patrolling the entrances, no sen-
tries outside, and an almost absent feel to it,
despite the abundance of things milling
about. It’s as if the master of the complex
needed no security force. Confident in his
power, he knows none dare oppose him suc-
cessfully, and thus turns his attention to other
tasks. More than ranks of soldiers waiting to
defend the base, this smug security is disturb-
ing to the average adventurer. A man secures
his valuables and defends them, not dares
anyone to enter and try to take them. But then
again, the master of the complex is no longer a
man.

And the robots seem to be everywhere. In
the strange, indirect lighting, and numerous
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dark locales, it is hard to distinguish robot
types. In the constant, unreal drone of back-
ground noise, one cannot tell in the dim or
the dark areas whether a machine or creature is
coming toward you or going away until it is
too late.

Background

When the ancient Harlan Quade decided to
exile himself to the lands south and west of
Mindkeep (in the Flower Lands as detailed in
GW6—ALPHA FACTOR) and take on the
persona of the Creator, he knew that he must
build himself a new base of operations, a base
that reflected his contempt for the soft organic
world that had failed to evolve smoothly. He
planned on his complex being dozens of levels
deep with some levels the size of whole factor-
ies. An underground city was his eventual
goal, where the only organic beings would be
slaves, kept alive only so his city could grow
through their work and sorrow. It would be a
city where the reflected his contempt for the
soft organic world that had failed to evolve
smoothly. He planned on his complex being
dozens of levels deep with some levels the size
of whole factories. An underground city was
his eventual goal, where the only organic
beings would be slaves, kept alive only so his
city could grow through their work and sor-
row. It would be a city where the ultimate
function was to someday unleash the metallic
fury of what Quade believed would be the
eventual world domination of the robots and
borgs. But grandiose plans are the most diffi-
cult to maintain. After constructing two levels
his resources ran low and his war with Oscar
North began, as detailed in Quade’s entry in
the New NPC Section.

Eventually Quade was able to complete
only five levels of his headquarters, two above
ground and three below. The deepest level
provides the life support for the base and is
scaled against interference from above. After
years of snow accumulation the complex is
almost impossible to spot in the vast frozen
wastes, except if one is flying low or riding a
huge robot, such as the timberer.

During the last decade Quade has been
almost completely trapped here by the wors-
ening winter weather. His parts and raw mate-
rials have dwindled to the point where he has
had to cannabilize the installation and his ear-
lier robots.

Quade has no idea what is causing the
weather, he believes it must be another nucle-
ar winter brought on by an unforeseen deto-
nation of a hidden cache of missiles. He
believes the frozen snows will last for at least
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another decade. The three or four week thaw
never has great impact in the vast snowy
wastes, so Quade believes the underground
areas are impervious to the thaw. A dangerous
assumption at best, but his brilliant mind
now fails to see many obvious things becausae
it is so filled with obsessive thoughts of con-
quering the world. He has stripped the outer
metal shell away from level IV and is begin-
ning to to do so in sections of level III.

This process involves ripping off the outer
shell of one small section or room at a time,
spraying the surrounding snow with a fine
mist, then bringing in freezing coils and
superhardening the walls to ice. Finally, he
sprays the walls with a thin coating of plastic
to prevent any minor leakage due to the
room’s heat. All the inner walls and supports
are load-bearing, as long as the snow and ice
shell is maintained. However, this practice has
considerably weakened the integrity of the
structure,

What no one inside or outside of Harlan
Quade’s base understands is that if the maali
stop their winter weather for least three
months, the whole place will collapse in on
itself in a sea of slush. Little cracks and fissures
have appeared all over the outside walls,
allowing small, burrowing creatures and
plants into the base.

The base is equipped with a broadcast
power station that powers all of the robots
within it and outward to a radius of three map
inches. Below level IV is the sealed level of the
think tank, cybernetic installation and nuclear
reactors. Quade has accomplished what no
man or mutant has come close to. He has com-
plete control of the installation through his
cybernetic brain link with his think tank that
controls the cybernetic equipment. However,
he cannot possibly consciously run everything,
so most of the robots and machines are pre-
programmed for certain duties that he rarely
has to check on. These will be covered in more
detail later in this section.

Quade designed the base. He has sold his
soul to build it by destroying countless lives
and enslaving hundreds. And now he is risk-
ing his life and his base to continue his mad
plans for conquest. Quade is the base...the
base is Quade, and both are on the brink of
destruction.

NOTES ON THE CITIES
OF MAN

The party has encountered no one up to this
point who has ever heard of the Cities of Man.
However, inside Quade’s base this is not the

case. The supervisory borgs in here, as well as
the repair robots, were all designed to help
build shuttles to transport people to the Cities
of Man and to work in the shuttles during the
flight. They still have that information pro-
grammed in them as a “priority command.”
Anyone who asks either of these types of
robots about the Cities of Man will immedi-
ately gain complete control over them.
Although once this happens, these robots’
abilities to command other robots in this com-
plex drops by two Stages of 1.D. code. The
repair robots only know how to maintain the
shuttles. The supervisory borgs know how to
direct the construction of the shuttles and can
act as crewmen on the shuttle. They also can
tell the party controlling them that shuttle
flight may require deep space suits. They
know that the suits for shuttle flights were
brought by the Creator to this complex, but
they do not know where.

Any additional information about the Cit-
ies of Man must be gained from Harlan

Quade.

INSTALLATION SPECIFICS
Structure. The complex is a squat, hollow cyl-
inder with a diameter of 170 meters. Any
character who has been in Mindkeep will rec-
ognize this as being from the same basic
school of architecture. It consists of five eight-
meter high levels, the fifth being the sealed
level. These levels are separated by three-
meter thick floors. The ceiling and base floor
of the installation are four meters thick. The
remaining outside walls are three and a half
meters thick. These walls and floors can with-
stand the equivalent of 500 points of damage
per square meter. The snow walls only can suf-
fer 100 points of damage per square meter
before collapsing. The snow walls and floors
take double damage from heat attacks. If the
GM decides that 25% of a single floor’s out-
side walls have been destroyed, then the floor
above will cave in. If this is one of the under-
ground levels, the entire area that has been
opened will fill with snow that pours in like a
mini-avalanche. If more than half of a level’s
outside walls are destroyed, the entire com-
plex will collapse. Any character inside has a
chance to escape the collapse, as it will take
ten minutes for the entire installation to fall
apart. In the first turn of collapse, all the doors
are sprung by the torc action of the walls. All
doors except the main entrance doors will
remain in their present position — opened or
closed — unless knocked down (see the door
section later).

The most obvious avenue of escape is by
exiting through the main entrance, which is
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detailed below, as the doors will have sprung
open. Once the structure begins to shift, the
lifts also will quit operating. So characters will
have to run and climb to the entrance. Only
higher orders of robots and cyborgs may
choose to try and detain escaping creatures.

Another avenue of escape is one of the tun-
nels established by a burrowing creature,
either a randomly rolled one, since the col-
lapse of the building will draw many, or an
already established one in the module. Of
course the burrowing creature might have to
be defeated before characters gain access to
the passage.

The final way out is for a character to try
and blow away or cut away an outside wall sec-
tion on one of the above ground levels, then
dig through the light snow covering to the sur-
face. Any creature or item not out of the
installation by the time the collapse comes
will be killed or destroyed.

The inner walls can sustain 200 points of
damage per square meter; the pillars can sus-
tain 100 points of damage each before buck-
ling; and the doors can sustain 50 points of
damage before caving in. There are no win-
dows in Harlan Quade’s base, and only the
one, huge, exiting door. All of the electrical
wiring, fixtures, plumbing and air shafts are
built into the walls and are very difficult to rip
out. Several drop tubes open onto each level
to allow vertical passage (see the drop tube
section below). All of the service functions are
powered by the nuclear generators below the
complex in the sealed fifth level. The installa-
tion is completely functional, with the excep-
tion of some lighting problems that have
arisen lately.

Lights. The lighting system has malfunc-
tioned leaving lights in a fixed mode. All
rooms and corridors are either completely
dark, dimly lit, brightly lit, or the lights in
them flash on and off. Dark rooms are pitch
black and only an entity that can see in the
dark or has radar or sonar can maneuver in
them. Dimly lit areas limit a character’s sight
to half its normal range. Brightly lit arcas are
as bright as sunlight. Intermittent on and off
arcas, by far the most common, go from an
hour of brightness to an hour of dimness to an
hour of darkness, then repeat the cycle. All of
the intermittent areas follow the same cycle.
Therefore, the GM should start with an hour
of brightness when the party enters the com-
plex and follow through the light cycle as he
keeps track of the game hours the player char-
acters spend in the complex.

Drop Tubes. There are four openings onto all
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four levels. Drop tubes are highly sophisti-
cated tractor/ pressor beams. The character or
robot using them moves out into open air.
The computers immediately recognize the
entrance and turn on the tractor/pressor
beam, no matter how fast the entrance into
the six meter wide tube. By simply pushing
one of two vertically aligned buttons, the
character can go up or down, just like being in
an elevator. When he wishes to exit, he merely
walks out. Nothing restrains him. As he
ascends or descends, others may step into his
arca and ascend or descend with him. How-
ever, unlike an elevator, someone can wait
until someone else has passed the level by half
a meter, then also step into the tube and go in
the same direction. Direction only can be
changed after the ascending or descending
party has exited. Up to twelve human-sized
individuals can ascend or descend at the same
time in this fashion, all at different levels. The
rate of movement is always constant, two
turns per level ascended or descended. Energy
release inside the drop tubes, such as energy
weapon’s fire, does not affect the tractor/
pressor beams, but energy weapon’s fire is dis-
torted by the electromagnetic energy and
radiation sufficiently to actasa =5 CS.

Doors. Although there are a few normal
hinged/doormnob doors and a few open door-
ways in Harlan Quade’s base, most are sliding
metal doors which only open in response to ID
cards, or built-in responders in the case of
robots. These identification forms are color
coded, but Quade designed them to be work-
able with Stage IDs normally used in installa-
tions. There are eight different types of cards,
and, like other ID systems, they are in an over-
riding order. It is not obvious which Stage
I.D. Code is the equivalent of which Color
Code. Only testing will show that. The availa-
ble color coded locking mechanisms, and their
Stage ID counterparts, are:

COLOR ID STAGE
Brown |
Gray 11

Red III
Violet 111
Yellow 111
Orange 1AY

Jet Black I\Y
Silver \Y

All robots have spectrum responders that
can duplicate all of the colors. For game pur-
poses, robots will have no problems entering
and exiting rooms. If no I.D. card is available,
the door can be jimmied open by a character
making his PS roll with an Orange result or

better and using at least a 60-centimeter-long,
flat bar of hard metal or plasteel alloy.

Main Eantrance. The base is completely cov-
ered with snow, except for a long, low ramp
descending into the earth for about 40 meters
to the first underground level, level III. The
ramp, like the huge metal door at the end of
it, is 12 meters wide. The door is six meters
tall. From the outside, the surrounding area
just looks like another hill...with a ramp and
door leading into the northeast edge of it.
This is the only direct entrance into Harlan
Quade’s base. Amazingly enough, it was not
closed completely the last time it was used and
has a gap of about 90 centimeters at the bot-
tom. Upon inspection it is apparent a piece of
ice jammed under the door and prevents it
from closing.

Security. Due to the cannabilization of the
complex and a shortage of supplies, Quade
has had to rely solely on his security robot to
maintain the security of his base. His own
powers, and the presence of so many of his
Epsilon Cyborgs also provide him with assur-
ance that he can destroy any intruder.

Many creatures, large and small, have
begun to prowl in the complex, gaining
entrance through the stripped off lower level
areas or through the cracks forming in the
exterior walls. Quade himself is so engrossed
with work on the cyborgs and negotiations
with Timon’s agents that he has not reacted
on reports of strange creatures in the installa-
tion and breaches in the walls.

Waste Chutes. Waste chutes are located at var-
ious points throughout the complex. These
chutes are pressurized and can immediately
evacuate anything placed in their one-meter
wide openings. Where the item is evacuated
to is unknown, presumably far away under the
snow or underneath a frozen lake or sewage
dump.

Toilets. There are toilets located on each level
of Harlan Quade’s base for use by cyborgs,
volunteers or slaves. These are marked with a
capital “T”. They are simple enclosed cubi-
cles with a toilet and a sonic stall. Sonic stalls
will clean and disinfect an entire person in one
turn, including getting rid of spores, corro-
sives under Intensity level 10 and any skin dis-
case. Quade is an absolute fanatic about
cleanliness in his cybernetic subjects, as an
infection can play havoc with a bionic part.

WHAT IS HAPPENING AT THE BASE
When the player characters arrive at the base,
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Harlan Quade will have entered into serious
negotiations with Timon's hoop agent.
Quade will be completely wrapped up in the
dealings of this treaty for three to four weeks.
He is negotiating the conditions of the treaty,
the amount of cyborgs and robots he must
supply, the timetable for shipments of materi-
als to him by Timon, deployment of the Epsi-
lon Cyborgs, and other concerns. Therefore,
Quade will not be walking the corridors of his
base during that period of time. A month
after the player characters arrive, if they have
not neutralized the agent, he will leave and go
back to Timon with instructions for the first
materials shipment. The shipment will come
two months after the player characters arrived
at Harlan Quade’s base. At that time the Epsi-
lon Cyborgs and other robots will depart for
Timon’s base of operations in the Flower
Lands to the northwest. Three months after
the player characters arrived at the base, the
maali must rest and allow the weather to
return to normal for a few weeks. Although
the base never has been affected by this
before, the enormous amount of structural
support stripped away will now take its toll. A
week after the thawing begins, the base will
collapse in upon itself as hitherto described.
Any information, items and so on must be
retrieved before this time.

During Harlan’s negotiations with Timon'’s
agent his base will be gearing up for the
expected upcoming surge in manufacturing.
The Epsilon Cyborgs will be getting impa-
tient, but must remain in the complex and,
Quade prefers, build up their organic
strength. So as not to divert his attention, or
draw attention from unwanted sources,
Quade will stop external patrols and forays
during this time. He and his forces have
‘“gone to ground” in expectations of greater
things to come.

Since the party may travel to and from the
base to a friendly village, the GM should keep
unleashing random encounters, or establish
planned outdoor encounters of his own. The
encounters in the base are numbered and list-
ed below. These will never change location
unless the party has radically altered some-
thing. If this happens, the GM can reassign
units as they are needed for security, contin-
ued work quotas, etc.

NUMBERED ENCOUNTERS

Most of the encounters in Harlan Quade’s
base are identified by numbers on the maps.
These will be dealt with on a level by level
accounting. There also are numbered
encounters that are identical throughout the
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levels. These include the numbers 1 through
15. Any numbers beyond 15 are individually
identified in the level descriptions below. The
following numbered areas, 1 through 15, are
the same no matter what level on which they
are found.

1. This marks one of six medical robots that
work in the base. Their locations correspond
with the last site where they were needed.
They will remain there unless called by an
injured character within the robot’s sight or
audible sensors or summoned by security bots
or Quade, the latter through his cybernetic
installation/think tank link (hereafter refered
to as CITT link). These medical robots have
been programmed to treat any living creature
in the base because of the many slaves and ref-
ugees Quade kept in the complex. Therefore,
a medbot will attempt to heal any non-plant
character who requests aid. The only problem
is that medbots are rather loud in their verbal
diagnosis of ailments and will definitely d<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>