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Proclaim it through my 

host, Iago, that he which 

hath no stomach to this 

fight, let him depart. We 

would not die in that 

animal'• company that 

fears his fellowship to die 

with us. Henceforth this 

day is called the feast of 

Fortain: He that shall see 

this day, and live old age, 

will yearly on the vigil feast 

his neighbors, and say 

'Tomorrow is Fortain's 

Day:' Then will he strip his 

sleeve and show his scars, 

and say 'These wounds I 

had on Fortain's Day! Than 

shall our names, familiar in 

his mouth ea household 

words-Bonapart, Iago and 

Tamburlains, Exeter and 

Mercutio-be in their 

flowing cups freshly 

remembered. Thia story 

shall the new animals teach 

their sons and daughters; 

and Fortain'• Feast shall 

never go by, from this dey 

to the second ending of the 

world, but we in it shall be 

remembered; We few, we 

happy few, we bend of 

brothers; for he today that 

sheds his blood with me 

shall be my brother. And 

good creatures in Jospeen 

now a-bed shell think 

themselves accursed Chey 

ware not here, and hold 

their valor cheap whiles any 

speaks that fought with us 

upon this Fortain's Dey. 

Napoleon I addressing the 

Ranks of the Fit before 

their greatest victory at 

the battle of Fortain. 
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Bonparr Region 
Encounter Tables 

Because different groups of player characters can have very different levels of power, these en
counter tables must be used with discretion. ff a random encounter is too powerful for the PCs to 
cope with, be sure the characters have an escape option, or scale down the encounter. ff a 
randomly-encountered creature or group is too weak to fight the PCs, allow the NPCs to escape or 
shift the focus of the encounter to role-playing. 

Unaligned Territories Bonparr Wildarnaaa 

2 .......... . .. . .............. . ..... Arks 2 . .. . . . . .... .................. . ... Yfiefs 
3 .. . . . ...... . ..... ...... . . ...... . . . . Arri 3 .. ..... . ....... . .... . . . . .. .. .. . . . Triekrs 
4 ....... .. .......... ... . . ...... Attercops 4 ........................... . ... .. Pogosi 
5 .. . . ... .... .... .. .......... .... Blaashes 5 ........... . . . . .... . . . ......... Pilgrims 
6 . . . ... . . .. . ..... . .. . ....... . Blood birds 6 . . .... .. . . .. . . . ................ Badders 
7 ... .. ..................... . ..... Brutorz 7 . . . . ..... . ..................... Blaashes 
8 ....... .. ....... .. .. . .. ... . .. Centisteeds 8 .. .......... .... . . ... . . . .. . . . Centisteeds 
9 ...... .. .. . .. . ............ . ... . Hoppers 9 ........................... . . . . . Podogs 

10 .......... . .. .. .. . .... . .... . .. . . .Jagets 10 .. . . . ......... . ................. Mantas 
11 .. ......... . . . ... ... ... . . ... .. . .. Kraak 11 .. ....... .. ... . ................... Seps 
12 . ................ . ...... . ..... .. Mantas 12 . ... . .. . . . .................... Squeekers 
13 . . ...... . . . ..... . ...... . . ... ..... . Obbs 13 .......... .. . .. .. .. .. . ...... . . . . Kai tins 
14 .... . ........ . .................. Pinetos 14 ......... .. ..................... Narleps 
15 ..... . ... . ... ... . . .. . ..... . .. Ralla krens 15 ..... . ... . .... .. .. . . . . . ......... Farmers 
16 . . ....... . ... .. .... . .. . . . ...... Rakoxen 16 .. . ... . .. . . . ................ Soul beshes 
17 . . .. . ....... .. .. . .. . . .. ... . . .. .. . . Seps 1 7 . . .. . . ... . . . . . .. . .. . .. . .. . . .. .. Pilgrims 
18 . . . . . . . .... . . .. . . ... . . . ..... Seroon Lous 18 . ... . . .. . ....... ............. Ralla krens 
19 ... . ........ .. .... .. .... . . . ... Squeekers 19 ..... .. . . . . ........ . ........... Shroums 
20 ... .. . . .......... . ............... Yfiefs 20 ............ . . .... . .. . . .... .... . Nerbils 

Appalling Hilla Bonparr, Town or Village 

2 .. ......... .. ... .. . ... .. . . ... . .... Arks 2 ................................ Drunks 
3 ... .. .. . .............. . ..... .. ..... Arri 3 ............... . . . .............. Bandits 
4 ...... . . . ... . ................. Attercops 4 ..... . ...... . . . ..... . ........ Performers 
5 ....... . ...... .. .. . .. . ... .. . . .. Badders 5 ...... .. . . . . . .. .............. Craftsmen 
6 ... . ..................... . ... .. . Blights 6 ............ .. . .. . . . . . ....... Wild dogs 
7 ..... .. ........... . .. . . . .. .. Blood birds 7 . . . . . . . .. . .. . .. . .......... . . .... Beggars 
8 ...... . . . ............ .. ........ Gretvols 8 ... . . . . . .. . .. . ............. Town leaders 
9 ........... .... ...... . ........ Hawkoids 9 ............... .. . ..... . . . . . ... Laborers 

10 . .. . . . . ........... . .... .. . .... .. Kai tins 10 . . . .. ........ ................. Merchants 
11 . ...... . . ........ . ............... Kraak 11 ................. . ............. Citizens 
12 .......... .. . . . . . . ... ... ........ Mantas 12 .... . . . . . ... .. . ...... . ... Police or guards 
13 .. .. ................. .. .... .. ..... Obbs 13 ............................... Revelers 
14 ..... . . . . ..... . ............. . .. .. . Parns 14 . ..................... Bonapartisr officers 
15 ........... .. .. .. .. . . ... . ...... Rakoxen 15 ... . ...... . .. . .... . .... . . ... .. Teamsters 
16 .. . ......... .. ........... . ... Ralla krens 16 . . . .. .......... . .... . . .. . . . . . City guides 
17 ...... .... ... ... ...... . ........ Relanops 17 ................... . .. . .... . ..... Militia 
18 ........... . ..... . ... . ........ Squeekers 18 . .. . . ..... . .. ......... . ...... . . . Cadets 
19 .................. . . . ..... . ...... Yexils 19 ...... .. . .. ... . ..... .. ...... . . . Pilgrims 
20 . .. . .. .. . . .. .... . . ............ .. . Yfiefs 20 ... ........ . .. . ................ Laborers 



Population: 60,000 
Tech Level: Ill, verging in IV 

Major Towns: 

Jaapeen: ........................... . pop. 22,000 
mayor Art Mowynn 

tech level III/ IV 

Defiance: ......................... ... . pop. 5,000 
mayor Groun Paurc 

tech level ID 

Elda: ................................ pop. 12,500 
mayor Pterano 

tech level DI/ IV 

Finday: .............................. . pop. 4,000 
mayor Manifeste 

tech level ID 

Fartain: .............................. pop. 8,500 
mayor Dav Gwonn 

tech level 111 

Green Village: ....................... . pop. 2,500 
mayor Rosalita 

tech level II/ III 

Lemay: ............. . ................ . pop. 7,000 
mayor Tridkix 

tech level III 

Maanaee: ........................... . pop. 4,500 
mayor Broos Doobin 

tech level III 

Latta: .................................. . pop. 68 
tech level I 

New Pair: ............................. . pop. 206 
tech level III 
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Introduction 

It has now been nearly a decade since I first con
ceived the notion of my great journey, which has 
taken me acros the length and breadth of Gamma 
Terra in search of knowledge. I was a young leeth , 
very sure of my own wisdom and convinced that 
the world could be studied completely, in depth , 
from the safety and isolation of the great sleeth uni
versity in Yrsahl. It wa , and is, the greatest reposi
tory of knowledge , both ancient and modern , in all 
the known world , o what could pas ibly be served 
by venturing forth into the wild , untamed land ? I 
was content to accept the teaching of my elders a 
truth , and did not even think to question my belief. 
How foolish it see ms now , and how ironic that my 
eye were opened by a loutish , uneducated , and 
illiterate new animal from the wildernes . 

His name was Gui! Titan, and he was of some fe
line genotype I had never seen before, nor have I 
since . He was a wandering adventurer who had 
come to Yrsahl to be taught to read and write . or
mally, uch a one would be dismissed out of hand , 
but he gave the deans several unknown artifacts of 
the ancients in payment , and therefore his reque t 
was granted. They assigned the responsibility for 
teaching him to a young graduate tudent named 
zah-lah . 
In the beginning , I had nothing but contempt for 

my new student, and paid him only a minimum 
amount of attention . He learned his lessons well , 
considering that he was not a sleeth , but the lesson 

he taught me proved to be of much greater import. 
I remember that I had given him an assignment to 
transcribe a treatise on the tate of Bonparr that had 
been written by the great scholar Sleh-nah. Titan 
had no problem with the transcription , but he took 
me to task on the lecture 's contents. According to 
him , the offl1and dismissal of Bonparr as a back
ward police state was a gross injustice and misrep
resentation of the truth. I was fa cinated by his 
arguments, and wondered how one who was not 
acquainted with the written histories of Gamma 
Terra could be so knowledgeable in other areas. 
His re ponse wa to tell me in no uncertain terms 
that one could not learn the true state of the world 
without experiencing it first hand . 

I pondered Titan 's words long after he had 
departed from the university . Finally, I made a deci
sion , one that has shaped the course of my life ever 
since . I decided that I would embark upon a tour of 
the lands of Gamma Terra, to ee for my elf the 
people in all their myriad forms , to experience for 
myself the dangers of the world , and to bring the 
truth home to Yrsahl. 

My fir t destination was the nation of Bonparr , 
which Gui! Titan claimed was so different from the 
official histories . 

-Excerpt from the introduction to 
Exploring Gamma · Terra, Volume I, 

by Szah-lah , sleeth historian . 
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To uncover the beginnings of the Ranks of the Fit, 
one must start with the great Emperor-General 
Napoleon I. Those scholars who claim chat history 
consists of inevitable events that happen with or 
without the consent of their participants find utter 
refutation in the case of this famous new animal, 
who seized the controls of destiny in his great paws 
and set an entire sector of the world on a path of 
his choosing. 

When asked how he had risen from his bestial 
beginnings to become one of the most powerful 
sentients in Gamma Terra, apoleon replied , "Some 
are born great, some achieve greatness, and some 
have greatness thrust upon them. " 

-Excerpt from Histories of Gamma Terra, 
by Szah-lah , sleeth historian 

History 

The history of the Ranks of the Fit begin with its 
founder, who came to be known as apoleon I. The 
Bonapartist founder was a mutated bear, but his on ly 
known mutation wa hi powerful int ellect. To all 
outward appearances he seemed an ordinary animal , 
a fact th at he used co his advantage many times 
throughout his long life. 

It is widely believed that Napoleon 's parents were 
ordinary bears , and that for most of his youth and 
young adu lthood, he was unaware that there was any
thing different about himself. With hi mutated mind , 
he devised ingenious traps and snares to catch prey . 

One day , the be ar caught a bewildered dabber 
named Bonapart in one of his traps. Since he had 
already eaten earlier that day, the bear did not kill his 
cap tive immediately , but instead , took him back to his 

lair. The dabber feared that he had been captured by 
a wild beast, but after noticing the makeshift tools 
that were scattered around and the sophi ticated cam
ouflage that covered the cave 's entrance , Bonapart 
realized that the bear was a true new animal. 

At first motivated by self-preservation , Bonapart 
tried to escape using the mental powers of his 
species , which to his surprise, did not seem to affect 
hi captor one iota. Recognizing this as a sign of the 
anima l's high intelligence and mental strength, Bona
part decided to try to teach the bear to speak, in 
hopes that he might persuade the bear not to eat him. 
He managed to get the bear to speak his name, 
althou gh the great beast pronounced it "Bonparr. " In 
just a few short days , the bear was able to form com
plete sentences and within a month , he was com
pletely fluent. Bonapart had taken his name from a 

ook of the Ancients that told the hi tory of a leg
endary conqu eror. From this same book , he gave the 
bear the name " apoleon. " 
Wishing to be released from the cage where the bear 
still kept him, Bonapart offered to teach Napoleon to 
read in exchange for his freedom. The bear was skep
tical at first, but finally agreed. 

The only book that Bonapart possessed was the text 
about the Ancient general , entitled From Arcoli to 
Waterloo : Rules for Napoleonic Battl es. Th e bear 
proved to be a ve1y astute learner and quickly grasped 
the basics of reading and writing . The book left a great 
impression on him about the organization and tactics 
of armies and warfare. He also gained an oveiwhelm
ing curiosity about the world outside his forest home . 

Bonapart had come to like the great bear , and the 
former captor and pri oner became partners . Together, 
they traveled to the city of Jospeen , which at that time 
was the capital of Ohyy , a nation ruled by the Zoo-
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premists. Bonapart and apoleon jo in<::d the cryptic 
alliance. They we re sent on a secret mission into the 
land surrounding Bastion to spy out the strengths and 
weak nesses of the Knights of Genetic Purity. 

The mission W<::nt horribly wrong when an esper 
slave of the Knights detected the Zoopremis t group. 

apoleon, Bonapart , and the rest of their squad were 
thrown into a concentration camp , where they were 
brutally tortured and grilled for information . When 
Bonapa1t died of this abuse , the great mutant bear went 
berserk , killed dozens of guards , and made his escape. 

For se , era! months he laid low on the outskirts of 
Bastion, using his old wilderness survival techniques 
to vade the patrols that ,vere hunting for him. With 
his remarkable ingenuity , he fashioned deadly home
mad e traps to hunt the true men who had killed his 
only friend. His hatred of humans was so great that 
he stalked and slew any person of human stock 
~·hether pure stra in or altered. 

One day. while fleeing from a particularly ruthless 
squad of Knights , apoleon stumbled upon th 
remains of an old dwelling of the Ancients . The struc
ture had been gutted and trampled into d isarray by 
countless passages of the Ramblin g Woods, but he did 
find two su rviv ing artifacts. Both we re books. One 
was ca lled '"Pum Ing lro by Ar Enegger ,'· and the 
other had no discernible title but was full of stor ies of 
passion, love , war , history , and tragedy. apoleon 
event uall y came to call this tome --The Book of Uni
versal Wisdom ,·· and he quoted passages from it fre
quently. Together with the book of the ancient 
general 's battles , these writings would become the 
foundation of the principles of the Ranks of the Fit. 

apoleon was event ually located by a Zoopremist 
scouting party and returned to the city of Jospeen but 
he was disgusted and disillusioned with the Zoo
premists and their desire to ens lave humans . He would 
he satisfied with nothing less than the utter destru tion 
of all hum anity , whether pure strain or alter<::d. He 
began ro secretly recruit other membe rs of the Zoo 
premists who felt the same way and together, they 
began plotting ·1 coup . Guided by apo leon they com
bined the notion of ·uccess through physical fitness 
contain ed in Enegger 's book with the milita1y organiza 
tion of the ancient emperor and crea ted the Ranks of 
the Fit. Napoleon was declared their general by unani
mous vote. To identify their membership, the grea t bear 
devi. eel a symbo l for his followers to wear: an inverted 

triangle with a stylized dagger thrust through it. A · this 
symbo l appeared more and more frequently , the Z o
premist leadership wondered at its significance, hut did 
not learn the truth until it was too late . 

apolcon d c.licated the movement to the memory 
of his dead friend , and the allian ce was nicknamed 
the Bonapartists. It remained a secret underground 
movement for roughly five years, as it gradual ly 
increased its numbers and perfected its regimen of 
physical training and discipline. Finally one co ld win
ter's night, apoleon and his followers staged a vio
lent takeov<::r of Jospeen , exe ·uted the leader of the 
Zooprem ists, and declared themselves the new rulers 
of the nation , which they renamed l3onparr. Several 
days later, apo leon was installed as the first Emperor
Genera l of Bonparr. 

Within a year , the Ranks· pow ' r in Bonparr was 
secure and their forces had quadrupled in siz . apo
leon began wholesa le campaigns of conquest and 
genocide. The military precision of l3onparr 's forces , 
when matched to 1 apoleon 's brilliant! unorthodox 
tactics , proved to he an irresistibl for ·e. At its height , 
the nation of Bonparr reached from the Lance Marsh 
in the north to the Ohyy River in the south ·ind from 
the Alm River in the east to the Kank River in the we ·t. 

Napoleon's rule lasted over 30 years. After de ades 
of campaigning , however , his forces were becoming 
so widespread that it was nearly irnpossibl ~ to keep 
all of his armies under cent ralized control. Many o f 
the Bonapartists · regional commanders were former 
Zoopremists who began to recruit conque red pure 
strain humans and a ltered ones into the Bonparr 
legions rather than slaughter ing them. \1 hen wore.I of 
these practices reached apoleon , he was infuriated 
and a civil war broke out between the ;.traditional" ' 
Bonapartists lee.I by apoleon and the --reformed .. 
Ranks of the Fit. The remnants or the on ce-powerful 
Zoopremists , who had been living as an underground 
guerrilla movement, took advantage of the confusion 
created by the civil wa r and managed to assassinate 
Napoleon. Without th gr at hear's leadership , the 
traditional forces were qui kly absorb d by the 
reforme rs. To this day the Ranks of the Fit have never 
forgiven the Zoopremists for apo leon 's death; nei 
ther have th e Zoopremists forgotten that they were 
once ma ters of the nation that is now Bonparr , and 
an eternal enmity exists between these two alliances. 

apoleon was succeeded by General Iago , a mu-
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tated ram who had spea rheaded the refor mer move
ment. Iago was a capab le leader, but his batt le tactics 
an d overall strategies were much more conservative 
and lacked the creative spa rk of his predecessor. Dur
ing his rule, 13onparr's expans ion came to a grindin g 
halt , and the Rank s suffered their first defeats at the 
hands of the Knights of Genetic Purity in the n01th and 
from the orlens in the sou thwest. Iago's gene ralship 
lasted only three years before he was ous ted by a par
ticularly ambitious member of his military counc il, hut 
Iago lasted longer than any of his next 10 successors . 

These were dark times for Bonparr and the Ranks 
of th e Fit . During this period, a major rebellion of 
hissers took place, led by the Grand Matriarch Shcr
zhrn (an ancestor of the Grand Matriarch Saressa cur
rent ruler of Huush) , a revolt wh ich divided Honparr 
nearly in half and led lO the formation of the indepen
dent hisser nation of Huush. On ly the unpredictability 
of the ravenous Rambling Woods prevented the hisser 
armies from marching on Jospeen. 

The borders of Uonp·trr were finally stabi lized in 
their current positions when the Ranks of the Fit were 
taken over by General rsal , a murated bear who is 
rumored to be a descendent of the great apokon 
himself . Where many of his predecessors had wasted 
resources and ani malp ower in fruitless campa igns of 
conquest, rsal implemented a plan to concentrate on 
stabilizing condi tions within the nation and ending 
the po intless wars of subjuga tion. 

Once he had consolidated his power , Genera l Ursa! 
called an immediate halt to all camp ·tigns then under 
way and began negotiations for peace . This proved to 
be ;1 long , difficult process, but his indomitable deter 
mination and the people's deep desire for pea ·e were 
able to overcome all obstacles . 

Once peace \Yas achieved , Ursa! began a massive 
reorganization of the ent ire Bonapartist milita1y. Much 
of the sta nd ing army was reassigned to civilian duti ·s, 
charged with keep ing the peace rather than , as too 
often had been the case being the ones who dis 
turbed it. rsal 's plan then decentralized direct con
tro l of the individual divisions that mac.le up the army 
and gave more control to the individual towns . 
Colone ls ~ ere allowed to hire out excess troops to 
other nations as mercenaries, subject to approva l from 
the chiefs of staff. 

With so much of life in Bonparr geared towa rd the 
maintenance and upkeep of the army. the so ldiers 

we re the only commod ity the nati on had to offer its 
neighbors. After some initia l hardships , Bonparr's 
economy b ega n to boom a nd th e nex t stage of 
Ursal 's plan was implemented, increasing nonmilitmy 
trade and professions. Sooner than would have been 
expec ted, Bonparr, and espec ially the central city of 
Jospcen , became a major center for com merce. 

The Ranks of the Fit still had more members than 
Bonparr could really supp o1t, so Ursa! began sending 
out sm·tll co ntinge nts of Bonapani ·ts to other nations , 
to set up bases of operat ion from which they could 
sp read their philosophy and n.:cruit new memb e rs 
from all across Gamma Terra. In some plac es the 
Ran ks were welcome d, in others they were tolerated, 
and in a few they had to act cove rtly. 13ut in all, their 
influence was felt as far away as Apples Kanzaz, and 
New Ork. Some Ranks of the Fit ex plor ers have eve n 
been as far away as Saddl e, Poorl and , and Frt:zno. 

Gene ral Ursa! has been the top officer of the Ranks 
of the Fit for nearly 40 yea rs and has become some
what less vigi lant and more irascible than he on ce 
was. Because he no longe r personally co ntrols the 
day-to-day opera tions of the alliance , factions have 
once again begun to form among his officers. Many 
of the younger members of th e Ranks have nev er 
exper ien ·eel war and a re eager to begin th e recon
quest of the areas on ·e rul<:!<l by Napoleon. While 
publicly always in support of Ge nera l Ursa! Colonel 
Egeon , a mutated wo lf and the Ranks ' chief strategist, 
has been secretly encouraging this fact io n . Another 
faction favors the restoration of the Hanks founder 's 
policy of antihuman exterm inati o n. This faction is 
headed by Colone l Dumaine, a mutated human who 
is so animallike in appea rance that he has pa sse d 
himself off as a new animal for many years. A more 
voca l faction , whose spokesma n is Colom:! Ferdi
nand , ch ief adjudicator of Bo nparr , believes that 
cove rt activ ity and esp ionage is the bt:st way to top 
ple foreign gove rnm ents an d make tht:m vuln erabl e 
to Bonapa1tist takt:over. The bulk of the Ranks, how 
eve r, are loyal to Ursa ! and his so n, Colonel Orsino, 
who is cons idered the most likely person to succeed 
the genera l up on his passing . Sho uld General Ursa! 
pass away un expected ly (he is still in quite good 
heath for his age), a power str uggle is sure to ens ue 
that will rock the Ranks of the Fit to its foundation. 
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During my brief interview with Colonel Conrade I 
was given the opportunity to examine the anci;nt 
books that formed the basis of the Ranks of the Fit's 
philosophy and organization. By far the least im
pressive appearing of these was a small volume 
entitled From Arcoli to Waterloo: Rules for Napole
onic Battles . And yet, as I carefully scanned its 
pages, I realized that the military units described in 
the book were nearly identical to those I had seen 
while traveling through Bonparr. 

Another book, which had no title, was hundreds 
of pages long and had many passages circled in red 
ink. Colonel Conrade told me that those marks had 
been made by the great Emperor-General Napoleon 
I himself. I had time to copy only one of these pas
sages, which the colonel brought to my attention, 
and it read as follows: "Cowards die many times 
before their deaths; the valiant never taste of death 
but once. Of all the wonders that I have heard, it 
seems to me most strange that men should fear: see
ing that death, a necessary end, will come when it 
will come." 

When I returned to Yrsahl some years later, I dis
covered that this quote had long been attributed to 
Napoleon I, who used it while addressing his 
troops on the eve of a battle against the Knights of 
Genetic Purity. 

-Excerpt from Exploring Gamma Terra, Volume I 
by Szah-lah, sleeth historian 

Recruitment 
and Training 

All citizens of Bonparr , both male and female , are 
conscripted for military duty by the Ranks of the Fit 
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when they reach the age of majority . For pure strain 
and altered humans , this takes place at roughly 18 
years of age; for mutated animals , the age of majority 
is highly variable, and is evaluated on a case-by-case 
basis. The exceptions to this law are sentient plants 
and tho se creatures with particularly debilitating 
mutations . The green folk are generally considered to 
possess a physiology and psychology that makes 
them poor soldiers. After all, they grow stronger and 
more fit in the exact opposite way from mamm alian 
life forms: by taking root and lying about in the sun. 
Unfit human or animal mutants are generally assigned 
some public duty other than the milita1y. 

Draftees are put through a rigorous four-week basic 
training course , where they are drilled in weaponry, 
discipline , and especially physical fitness. Recruits are 
assigned for special training in infantry , cavalry , 
mechanized , flying, or artillery unit s, depending on 
the army's needs and the draftee s' abilities. After com
pleting basic training, recruits gain the rank of private 
and are assigned to a company, usually stationed 
away from the new soldier 's home town. 

The standard tour of duty is two years , after which 
the soldiers of Bonparr are given several options. 
They may retire from active duty and return to their 
home town or village, where they remain a part of the 
reserves, to be called upon in times of war or national 
emergency . They may reenlist , choosing a two, four, 
or eight year tour of duty . Finally, they may apply for 
officer training school at the Academy in Jospeen . 
Those so ldier s who have distinguished themselves 
(particularly new animals) may be singled out by their 
superiors and encouraged to enter the Academy . 

Officer training take s six months and is extremely 
demanding . The first three months are spent at the 
Academy in Jospeen, where the cadets are taught mil-



itary history tactics and procedures, trained to 
develop their physical abi lities , and indoctrinated in 
the philosophy and beliefs of the Ranks of the Fit. 
The second three months of officer training take place 
in the mountains east of Admiral Lake , where the 
cadets must apply their learning in practical applica
tions and warfare simulations. 

Seventy-five percent of those who enter officer 
training quit before their term is up , and either return 
to their previous rank and company or voluntarily dis
charge themselves from the se1vice . Another ten per
cent of the cadets do not su1vive. Those who make it 
through the six months of training are then subjected 
to the Test of the Fit, a 24 hour , nonstop succe •sion of 
physica l and mental challenges. Legend has it that 
General Ursa! was the only cadet in histo1y to rece ive 
a perfect score on the Te ·t of the Fit. 

Most officers in the Ranks of the Fit fall into the 
enforcer character class, but there are also espers and 
scout officers as well. Except for a few very rare 
exceptions , examiners almost never pass the Test of 
the Fit, and therefore are not true members of the 
alliance. The Bonapartists recogn i7.e the value of the 
examiner class, howeve r, and frequently employ them 
as civilian advisors . 

Military Units 

The Ranks of the Fit, and the army of Bonparr that 
they control, is organi7.ed along military lines that 
were taken from an ancient rule book for wargames 
onc e own d by the great general, Napoleon I. Both 
the divisions of the army and the designations of rank 
were taken from this book , which has left the l3ona
parti sts with a military organization which is much 
mor e simplified than those which historically existed . 
Of co urs e, in the intervening years since the Ranks 
was founded , some alteration and specia lization has 
taken plac e. 

The bulk of the army is made up of infantiy , which 
are simply soldiers on foot armed with swords and 
rifles. The smallest unit of the infantry is the squad , 
which consists of 10 to 20 soldiers who are commanded 
in the field by a sergeant. A platoon i: made up of three 
to five squads, and is usually commanded by a lieu 
tenant. A company consists of three to five platoons, 
and is under the command of a captain or a major. Five 
companies make up a division , the hrgest subset of the 

army . Each division is commanded hy a colonel. 
In addition to these basic infantry units, there are 

special units that exist independently of the divisions . 
Cavalry units, or brigades , are made up of soldiers 
who ride into battle mounted on steeds . The Uonparr 
army currently has four brigade. : a troop of hoops 
mounted on hoppers , two troops of dabbers who use 
their empathy to control their centisteed mounts , and 
a troop of altered ones who ride podogs. Each 
brigade has from 100 to 250 soldiers. There are also a 
substantial number of stagons used by the army, but 
these are generally used as beasts of burden rather 
than steeds. 

Another specialized unit in the army is the artillery , 
organized into corps. The corps are comprised of sol
diers who have been specially trained to load , fire, 
and repair cannons and other large guns . Artillery 
units stationed in Bonparr·s cities generally make use 
of the laser cannons that are situated there for defense 
(see Chapter Two for details). Laser cannons are far 
too valuable Lo risk in the field , so when the corps go 
into batt le , they are usually armed with chemically
powered m01tars and shell-firing cannons. The size of 
each corps depends on its number of cannons , with a 
crew of approximately 10 per weapon. 

The Bonparr army also contains two squads of aer
ial units , or flyers. These are basically the same as the 
infantry squads, except that the soldiers that make 
them up are all mutants with the ability to fly or glide 
through the air. Like infantry squads, each flyer unit is 
comprised of 10 to 20 soldiers. Aerial units are most 
often used to fly reconnaissance missions and are 
kno n for their high casualty rate . In fact some flying 
mutants have tried to hide their flight ability to avoid 
being assigned to these high-risk units . Both flyer units 
are currently stationed in Jospeen (see Chapter Two). 

The most elite unit in the army is the mechanized 
unit , or ro llers. This unit goes into battle inside five 
Tech Level IV tanks that are General Ursal's pride and 
joy . Due to the extreme rarity of these vehicles, and 
the intense training required to learn how to operate 
them , only the most skilled and talented soldiers are 
accepted into the rollers. Each tank has a crew of five. 

Chapter 2: Organization 9 



Military Ranking 

Although the Ranks of the Fit commands the army 
of Bonparr , the vast majority of the sold iers that com
prise these forces are not actually members of the 
cryptic alliance, and ther fore do not get the ben fits 
associated \ ith membership. The ranks in the army 
can b loosely divided into three categories: enlisted 
men , low-rankin g officers, and high-ranking officers. 
Enlisted men include the ranks of recruit , private, cor
poral and sergeant. Low-ranking officers are those 
who have gracluatecl from the Academy, passed the 
T st of the Fit and receiv ed a c mmission . These 
include the rank of ensign, lieutenant , brigadier and 
capta in . High-ranking officers are those who have 
mad e a career out of the military and make all banle 
plans and long -ter m strategies. These include the 
ranks of major, commander co lonel, and general. 

The lowest rank in the army is the recruit. Recruits 
ar soldier who have just be n drafted and sent co 
basic training. pon graduation recruits arc pro
moted to private. 

The rank of private represents the basic sold iers 
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who make up the army of Bonparr. They generally 
serve a two-year tour of duty and then return to their 
ho mes, reenlist , or apply for fficcr training school. 
Each private in the army is issued a long sword (Dmg 
ld8 +PS mod) a suit of leather armor (AC +2, cus
comiz ·cl to fit its earer), and a flintlock rifle (Dmg 
3d8) with a bayonet (Dmg ld6 , double when used in 
a charg ) and 24 rounds of ammunit ion. 

Corporals are noncommissioned officers, or COs, 
who have he n given a special cask within an infan11y 
company , such as second-in-command of a squad, 
company clerk or service personnel (supp ly officers, 
cooks, engineers, etc.). The bulk of cavalty and aerial 
units are also made up of soldiers who hold the rank 
of corporal. 

The highest rank in the army chat a so ldier can 
attain without going to officer training scho l is that 
of sergeant. Sergeants , also COs are usually career 
soldiers who have served a number of tours of duty . 
Most infanc1y sq uads are commanded by a sergeant, 
although some of the specia lized duties mentioned 
above in th description of corpora ls sometimes fall 
to sergeants. Sergeants are also placed in cha rge of 



recruits in hasic training. The teams that make up the 
tank crews of a mechanized unit are almost always 
comprised of sergeants . In addition to the gear issued 
to privates, sergeant · are u 'll'tlly given a ·ingle- ·hot 
pistol (Dmg 2d8) and 12 rounds of ammunition. 

pon graduating from the Academy , cadets are 
generally ·1warclecl the rank of ensign which is the 
lowest rank for commissioned officers. Ensigns are 
usually a ·signed to support duties, frequently as staff 
member · for higher-ranking officers in order to gain 
practical experience in command. They can often be 
found holding admini tracive po t at the company 
level. The equipment arried by ensigns , and all ocher 
commis ioned offic rs vari s according co their spe
cific as ignmenc and duties. 

Officers holding the lieutenant rank are often in 
command of platoons corp and flyer units. Lieu
tenants are also in direct ommand of ach tank in the 
roller unit. On the administrative ide , virtually eve,y 
po ·icion in a colonel 's staff is held by a lieutenant. 

Brigadier i · a special rank, roughly equivalent to 
but ·lightly above a lieut nant , that is reserved for the 
commander of a cava lry b rigade . It is said that the 
famou apoleon I . corned the u. e of cavahy until a 
brigade of troop on centisteeds turned the tide of the 
battle of Fortain . apoleon rewarded the leader of the 
cavalry with the distinctive rank and the Bonparr 
army has honored it ever since . 

If any of the PCs are member · of the Ranks of the 
Fit, it is likely that the highe ·c rank they will hold is 
captain . Captain are the co mmanding officers of 
companies ~vithin the army . but it is also a common 
rank for professionals such as lawyer and engineers. 
, ince there are more captains than there are compa 
nies, the ·e officers are often assigned co odd du tie , 
such a espionage, reconnai sance , investigation , 
explornti n , and so fo1th. Captains with these sorts of 
dutie are frequently given ·1 great deal of leeway in 
th mission and adventures they pursue, as long as 
they alway check in with their superiors at regular 
interval and alway act in the interests of Bonp·1rr 
and the Ranks of the Fit. The rank of captain is also 
the highe . c rank that any pure strain human , altered 
one, or sentient plant may attain. 

Usually only an officer who ha· made a career in 
the military will ri e to the rank of major. Majors are 
in direct command of each of the pec ialized branches 
of the army. including the corps , flyers, and rollers . 

Majors can also be found as the second-in-comma nd 
of a division , and most colonels have majors as their 
immediate subordinate staff member . 

The rank of comma nder represents the beginning 
of the higher eche lons of com mand in the Ranks of 
the Fit. They are given control over large numbers of 
so ldiers and are responsible for the planning and exe
cution of long-term strateg ies, troop deployment and 
movement, and intelligence. Units of the Bonapartists 
that are sent abroad are usually led by a commande r 
and independent operators usually report to an offi
cer of this rank. 

ince there can only be one genera l at a time co lo
nel is the highe. t rank that any offic r can r asonably 
hope to attain. Colonels make up the chiefs of staff of 
the general , sit on hoard of review that judge disputes 
that may ari e , dictate policy , and bear the ultimate 
responsibility for the army's arrying out of order . 
Each division of the army is overseen by a co lonel, 
and the top officer of each town garrison in Bonparr 
(with the exception of the Green Village) is a colonel. 

The highest officer in the Ranks of the Fit is the 
general. In a tradition going back to Napoleon I , 
there is only one ge neral in the army at any time, 
although apoleon 's grandio •e title of Emperor-Gen
eral was abolished many years ago. Any officer , 
regardless of rank , who feels capab le of holding the 
rank of general may nominate him. elf for the position 
upon the death of the previou ge neral, alt hough 
usually only colonels do so. Only once in the history 
of the Ranks has an officer low r than a colonel been 
promoted to general: an nsign , son of the deceased 
general , was promoted to the position by ly politi
cians who used him as a puppet for their own ends. 
Once nomination . have been made and the variou 
merits of the candidates have bee n debated, the 
colonels vote and the nominee with the most votes is 
promoted to general. 

The general wi Id upreme executive power ove r 
both the milita,y and civilian populations of Bonparr 
for the duration of his or her lifetime. He is the final 
arbite r of all dispute and maker of p !icy. All mem
bers of the Rank of the Fit and Bonparr army mu ·c 
ultimately be held accountable to the general. 
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There is a saying among the troops of Bonparr that 
warns a soldier to beware of angering a private 
today, for he may be your captain tomorrow. While 
there is not a great deal of literal truth in this state
ment, it is true that promotions and rearrangements 
of the officers in command are frequent. While pass
ing through the town of Elda, I was escorted by a 
young joardanz ensign named Regan, and when I 
returned from visiting Lemay and Finday, she had 
already been promoted to captain . 

-Excerpt from Exploring Gamma Terra, Volume I 
by Szah-lah, sleeth historian 

General Ursal 
MA bear ; EN 15; AC 12; MD 11; HP 155; THAC melee 
+20; THAC ranged +15; #AT 1-3; Dmg ld8+5 / ld8+5 / 
ld6+5 or by weapon ; Hth 12; pd 15; Per 12; St +2; 
RU O; UA +3; RR 12. 
P 22; DX 9; C 16; M 13; I 11; CH 11; S 11. 
Mutation : Heighten ed smell, immunity to poisons , fear 
generation (16), mental reflection (16), phobia (heights) . 
Cla s kill : Combat Leadership 22, Make hift Weapon/ 
Armor 17, Size Up Opponent 18. 

The current general of the Ranks of the Fit is a 
mutated bear named Ursal who is said to be a descen
dant of apoleon himself. His reputed ance try did not 
earn him any pecial favors, however , a he worked 
hi way up through the ranks. He spent much of his 
time fighting on the front lines· during one of Bonparr 's 
futile border wars with Huush, as the leader of an elite 
commando unit. Ursa! wa eventually placed in charge 
of the garrison in the town of Finday , a post he held 
until the assassination of General apoleon III. 

A vicious power struggle followed the general's 

sudden death, and it seemed that Bonparr would be 
plunged into civil war. Before major fighting could 
break out , however , Ursa! tracked down the assassin, 
a Zoopremist radical that had been hired by one of 
the deceased general 's political rivals. 

To Ursal's surprise, he was promoted to general by 
the council of colonels as a result. He resi ted at fir t, 
but the colonels claimed that he was the most hone t 
officer in the Ranks of the Fit. 

General Ursa! has now been the supreme comman
der of the Ranks of the Fit for close to 40 years. Bon
parr has been at peace for 20 of those year . Recently 
some of Ursal's oldest and most trusted subordinates 
have begun to retire or pass away, and have been re
placed by young officer who have never experienced 
all-out war firsthand. Many of these are itching to 
reconquer territory once controlled by Bonparr but lost 
since the days of apoleon I. Due to his advancing 
age , Ursa! no longer takes a direct role in the day-to
day operations of the Ranks, which has allowed everal 
factions to gain a great deal of support . He relies on his 
on , Colonel Orsino , to keep things under control. 

Ursal is constantly surrounded by a squad of six 
bodyguards , all ensigns of the enforcer class, level five 
or higher . As a show of confidence , he carrie only one 
weapon himself , a Mark V blaster (THAC +2, Dmg 
5d8). Having no humanoid physical mutations to speak 
of, he also retains the powerful bear fighting abilities of 
his ancestors (claw/ claw/bite , 1D8+5/ ld8+5 / ld6+5). In 
a crisis, Ursa! wear customized chain mail (AC +5) and 
carries a VL Laser Rifle (THAC +3, Dmg 4d6). 

Council of Colonels 

In addition to a large personal staff, General Ursa! 
is advised by a council made up of six colonels: Colo-

1 2 Chapter 3: Current Officers 



nel Orsino. his second-in-command; Colonel Egeon. 
ch ief strategist; Colonel Ferdinand. chief adjudicator: 
Colonel nrade. physical trainer; a lone! Vernon. 
J speen garrison co mmander: and Colonel Basset, 
superintendent of the caclemy. Their personal infor
mation is as follmYs. 

Colonel Orsino 
M bear; E 11; AC 11; MD 13; HP 169: THAC m lee 
+1- ; TH C ranged +12: =AT 1-3; Dmg ld 8+4/ ld8+4 / 
ld6+4 or by \Yeapon: Hth 14: pd 16: Per 13; t +3: 
R +4: AO; RR 12. 
PS 20; DX 13; C 19; MS 11: I 9; CH 12; SN 13.(FL) 

lutati ons: Heightened sme ll. density control (self) 
14), mental reflection (12), fear generation (14) . 

Class kills: Combat Leadership 20, lakeshift Weapon/ 
Armor 15. Size- p Opponent 15. 

Colonel Orsino is the ·econd-in-command of the 
Bonparr army and onsidered th mostly likely cand i
date to ucceed Ursa! as general. Howe,·er, he did not 
gain his high position through nepotism , even though 

rsa l i his father. One of the first things rsal did 
~-hen he ,,_.a · promoted to gen ral wa to et strict 
standards for promotion cl signed to eliminate nepo
tism, political maneuvering. and the like. 

Or ino was a lieutenant at the time rsal became 
general. serving as a courier. ince then he has served 

xtensively ou tside Bonparr. 
In addition to generally promoting the reputation 

and renown of the Rank · of the Fit, Orsino took part 
in a number of dangerou · adventures during this time. 
He helped save the town f Harmony from a swarm 
of arns. uncm ·ered a veritable treasure trove of ancient 
artifact from the remains of the ancient city of Walke 
(including the ·weapons now carried by him ·elf and 
G neral rsal). and even defeated a security robot sin
gle-handedly. ju t to nam a few of his exploits. 

While he has proven his valor in combat over and 
over agai n . Or 'ino is not as skilled a politician as his 
father and has bad difficulty keeping in check the var
ious faction - that ha, ·e cropped up among the Bona
partists in recent years. 

Like mo. t upper-echelon officers, Orsino does not 
norma lly wear armor or carry a great number of 
weapons on a day -to-day basis. He does, however, 
hear a machine pistol (THAC +8/ +12, Dmg 3d ) and a 
pair of IR gogg les. both mementos of his day· a ·· an 

ach·enturer. Like his father , he is devastating in hand
ro-hand coml1'lt. using his ur 'ine talenrs to lethal effect 
(claw / claw / bite, Dmg ld8+4 / ld8+4 / ld6+4) . In war
time, he ~·ears a suit of specially-made chain mail ( C 
+'5) and wields an IR Laser Rifle (THAC +'5, Dmg 4d6) . 

Colonel Egeon 
MA wolf (H); E 12; AC 12; ID 13; TIP 96; THAC 
melee +13: THAC ranged +14; ~ T 1; Dmg ld6 +l or 
by weapon: I-Ith 10; Spd 13: Per 13; . t + ; R +2; 
+2: RR 14. 
P 13: DX 16; C 12; 1. 10: IN 16; CH 8; S 11.(FL) 
Mutations: Heip,hlened smell. he 1Rhle11ed heari11p,1 mol
ec11/ar disruption 03) , s/111111i11gforce (14), thought 
imitation , acbilles heel (base of spine). 
Cla ·, kills: mbat Leadership 19, Iakeshift Weapon/ 
Armor 17. , ize- p Opposition 21. 

The chief ·trategi t of Bonparr i · a mutated wolf 
named Colonel Egeon. He was among the first recruits 
when rsal start cl th mandatory ons ription and 
serv ice program years ago and has remained in the 
Ranks of the Fit ever since. 

Egeo n serYecl as a mer ena1y for the town of F rt
ain in many action abroad, but chafed at fighting for 
someone other than hi · o~·n counny. He oon found 
that he wa · n t the only one in the Ranks with this 
sentiment and b gan to secretly devel p a faction that 
ca lls for Bonpar r to reconquer the lands it once po -
sessed. While he was the chief in tigator and moth a
tor of this sp lint er group , he managed to keep his 
involvement hidden from the upper echelons of the 
Ranks by ahvays agreeing \Yith ·1ncl 'upporting official 
policy in public . 

pon his promotion to colonel. Egeon was put in 
charge of the Jospeen garrison , but quickly managed 
to to have himself tran ·ferred to the position of chief 
strateg ist, where he cou ld bett r erve his faction's 
encl . . He al ·o u ed his po ·ition to hand -pick his suc
cessor a commander of the Jo peen gar rison , , hich 
allows him to maintain contro l of this powerful force. 

Oddly enough, Egeon doe · n t consider Genera l 
rsal his prima1y opponent, v n th ugh he knows 

that the general will never endorse :i policy of aggres
sivene s. Egeon kno s that rsal ill not live forever. 
and is conv inced that he can win the genera l -hip away 
from Colonel Orsino. Egeon belie, ·es that his greate t 
competition will come from Colone l Ferdinand , who 
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openly endorses a policy of subterfuge , or Colonel 
Dumaine, commander of the Elda garrison, who 
wishes to eliminate the human presence in Bonparr. 

Unlike other members of the chiefs of ·raff, Colonel 
Egeon almost always wears his custom-made uit of 
chain mail (AC +4). Most believe he does this out of 
vanity (he cuts a very impressive and fierce figure in 
it), but in reality, he does so to protect the vulnerable 
point at the base of his spine. He carries a standard
issue single-shot pistol (Dmg 2d8) and ceremonial 
saber (Dmg ld8 +l) , but ha· secretly stockpiled a 
number of Tech Level V weapons, including a UV laser 
pistol (THAC +3, Dmg 3d8), a screamer (Dmg 4d10), 
and flying blades (THAC +6, Dmg ld8) . In desperate 
situations, he is capable of biting for ld6 + 1 damage . 

Colonel Ferdinand 
arbis; SC 10· AC 12· MD 13; HP 70; THAC melee +2; 

THAC ranged +4; #AT 1 or 2; Dmg ld4 / ld4 (claws) or 
+2 (weapon); Hth 10; Spd 9 walk , 3 burrow ; Per 17; t 
+11; RU +11; UA +1· RR 14. 
P 9; DX 13; C 10; M 14; I 13; CH 11; 6. 
Mutations : Heightened sight, heightened smell, direc
tional sense. 
Cla ·s Skills: Detect Ambu h/Trap 16, Hunting 13, av
igation: 15, Tracking 1- Wilderne. s urvival 14. 

The chief adjudicator of Bonparr is Colonel Ferdi
nand , a sarbis. It is very rare for a sarbis to reenlist, 
and even more rare for one to apply to the Academy . 
Only five sarbises have ever graduated to become offi
cers in the Ranks of the Fit. 

His career has been successful but not particularly 
exciting. Ferdinand pent most of his time with the 
judge advocate 's office, first a an investigator later as 
a lawyer , and finally as a judge. His reputation for 
fairne s, impartiality, and attention to detail finally 
earned him the position of chief adjudicator. Hi 
re ponsibility is to over ee the entire legal sy tern , 
including both the military and civil courts. Any case 
to be appealed before General Ursa! must first be 
cleared through Colonel Ferdinand. 

During his years as a court inve tigator , Ferdinand 
had a great deal of contact with the ecret operations 
office and he came to hold them and th ir activities in 
awe. He eventually came to believe that a few well
placed agents could accomplish more than a whole 
army of troops . Like Colonel Egeon, he wishes to see 

Bonparr expand its sphere of influence, but unlike his 
rival, Ferdinand believe · that conquest would be better 
accomplished from within . One of Ferdinand's closest 
con piratoc in thi regard i Commander carus, the 
cuITent head of the secret operations office. 

Like other officers of hi rank Ferdinand only 
wears a tandard single-shot pistol (Dmg 2d8) which 
contrary to official regulations , he leaves unloaded 
most of the time . He has no additional gear specifi
cally set aside for use during wartime because in such 
a crisis, hi job would be to remain in the capital and 
coordinate civil defen e. 

Colonel Conrade 
MA bear (H); E 11; AC 12; MD 22; HP 102; THAC 
melee +4; THAC ranged +2; #AT 1-3; Dmg ld8+4 / 
ld8+4 / ld6+4 or 3d6+ 7 or by weapon; Hth 13; pd 12; 
Per 8; St +3; RU +l ; UA +1; RR 14. 
P 20; DX 12; C 18· MS 13; I 14; CH 9; S 7. 
Mutations : Heightened smell, mental blast (26), men 
tal control (28), allergy (wood and paper) . 
Class kills : Hypnosis 17 Identify Mental Power 14, 
Photographic Memory 15, Sen e Mental Power 14. 

The Bonaparti ts' physical trainer is Colonel Con
rade another mutated bear . He is General Ursal's old
e t surviving friend , and has served with the general 
for over 4- year . In fact , Conrade is reputed to be 
even closer in Ur al' confidence than hi on , Colo
nel Or ino . 

The duties of the physical trainer are to monitor 
and set the standards for phy ical fitness among the 
Ranks of the Fit. and to protect the philosophical 
foundations of the alliance. Colonel Conrade oversees 
the physical fitness council, a staff of officer (mostly 
commanders and major ) that conduct regular tours 
of inspection and have the authority to order any offi
cer or enlisted oldier back into training if that figure 
does not measure up to the Rank ' ·tandards. 

As part of his role as protector of the beliefs of the 
Ranks of the Fit, the physical trainer is charged with 
the ·afekeeping of the books from which apoleon I 
conceived the notion of the Ranks of the Fit. The only 
individual outside of the Ranks organization ever 
allowed to see the books was the sleeth histo rian , 
zah-lah, and even then, he was only given the time 

for a cursory examination . 
Colonel Conrade is a staunch supporter of General 
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Ursa! but he is beginning to show the signs of aging , 
and has been contemplating stepping down in favor 
of a you nger officer . He has postpon ed his reti rement 
ar the behest of Colonel Orsino, who fears that the 
leaders of the factions struggling for pow er might tty 
to put one of their own in the position, thus strength
ening their power base and weakening his own. 

Colonel Conrade keeps a standa rd-issue sing le-shot 
pistol (Dmg 2d8) in his quarters but rarely ca rries it, 
believing that his mind and body are far more potent 
weapons. In a fight , Conrade will us e his formidable 
psioni c powers first (mental blast MHAC + 7 Dmg 
3d6+7; mental contro l MHAC +8). His hand-to-hand 
weapon of choice is an ancient energy mace (THAC 
+5 Dmg ld6+ 4+4d10) , although hi s natura l claw / 
claw / bite arrack (Dmg ld8+ 4/ ld8+ 4/ ld6+4) is quite 
effec tive in its own right. 

Colonel Vernon 
Dabb er; EN 9· AC 12; MD 13; HP 91; THAC me lee +9; 
THAC ranged +11· #AT l; Dmg by weapon ; Hth 11; 
Spd 12; Per 16; St +4; RU +3; UA +l ; RR 14. 
PS 10; DX 1-; C 13; M 17· I 14; CH 12; S 15. 
Mutations: ight vision, photogenerati on (23), empa
th) (12), illusion generatio 11 (9) , repulsion field (10) , 
telekinesis 03) telepathy (7). 

Class Skills: Combat Leadership 11, Makeshift Weapon / 
Armor 17, Size-Up Opponent 12. 

Dabbers have a lways e njo ye d a spe cia l status in 
Bonparr , dating hack to the rime of Napoleon I. There 
are always a large number of dabbers in the Ranks , 
a lthou gh usua lly not in high positions of authority. 
Colonel Vernon is an exception. 

Cmrenrly the head of the Jo spee n garrison , Vernon 
was hand -pick ed for the job hy his predecessor , Colo
nel Egeon . Vernon is the mo st out'ipoken advocate of 
the faction that wants to go to war , but a ll of hi s 
rhetoric is dictated to him by Egeon . The chief trate 
gist uses Vernon as his mouthpiec e ro keep General 
Ursa! , his loyalists and Egeon 's ot he r compe titor s 
from realizing whe re the rea l threat lies. Most of Ver
no n 's "fo llowers" a re well awa re of who their real 
lea der is, and their loya lties are ro Egeon. 

Vernon himself remains blis sfully unaware of the 
real state of affa irs and considers him se lf a powe rful 
political figure . He actua lly believ es that he ho[dJ; far 
more power than he does , and outfits himself to 

reflect this . He wears a garish sui t of specially-made 
plate armor that tends to weigh him down while pro
viding only supe rficia l protection (AC +2, THAC -4). 
He ca rri es two pearl-handled revolvers (Dmg 2cl8 
eac h) and wears an ornate ceremonia l saber (Dmg 
ld6) . He is so sur e of himself that he wi ll use his 
weapons as his primary means of defense , even 
though his photogeneration and mental powers are 
mu ch more effec tive. 

Colonel Basset 
MA bat (H} SC 9· AC 10· MD 13; HP 56· THAC melee 
+l ; TI-TAC ranged +3; #AT 1; Dmg per wea pon ; Hth 
10; Spd ~ walk , 12 fly; Per 18; St +i- ; R +11; UA +2; 
RR 12. 
PS 7; DX 11· CN 8; M, 18; I 16· CH 11; SN 6. 
Mutat ions: onar, heightened heari11.g, wings (11) , 
diminished sight. 
Class Skills: Detect Ambush/Trap 14, Hunting 12, av
igation 14, Tracking 14, Wilderness Survival 13. 

As far as he knows, Colonel Basset is the only one 
of his kind in Gamma Terra. His ea rliest memorie s are 
of wa nd er ing the streets (a nd skies) of Jospeen as a 
small chi ld . He was found by a city patrol , and after 
efforts to locate his family proved fruit less , he was 
made a ward of the state . When he was old enough, 
he joined the Bonparr army and naturally was in
ducted into the flyers. He served several tours of duty, 
then d ec id ed hi car er was going nowher e and 
applied to the Academy . 

When promoted to majo r he requested a po. ition 
as an instructor at the Academy. He has been there 
ever since and is no w its supe rintendent . Of all the 
officers on General Ursa l's staff, Basset has the least 
input, which suits him just fine. He prefers the relative 
·edusio n of rhe Academy to the mainstream army. 

Co lonel Basset"s prized posse s ion is an energy 
cloak that saved him from an enemy laser ca nn on 
dur ing a battle back during his clays as a member of 
the flyers . He se ldom has a need to ca rry a weapon at 
the Academy, but he is an expert in the firing, clean 
ing , and maintenance of every kin d of firearm of 
every Tech Level known to the Ranks of the Fit. He 
occasio nally impr esses cadets by tak ing target practice 
blindfolded , using his sonar and sensitive hearing for 
uncanny accuracy . 

~ B Chapter 3: Current Officers 



Garrison Commanders 

Each town in Bonparr is governed by a colone l who 
rules mostly independently subject only to the laws of 
Bonparr and the review of the chiefs of staff. Some 
fifty years ago, the commander of the Finday garrison 
imposed a tyrannical rule over the people in his 
region and managed to keep his sinister activities from 
being revealed to centr·tl command. Once his duplicity 
was discovered he was quickly arrested , tried , and 
executed , but the scanda l caused new standards to be 
set for the territo rial garrisons. Since that time , the 
local co lonels have had to report back to Jospeen 
once a year , while reviewers from the general's staff 
inspect the individual territories. This practice has 
much reduced , but not eliminated , local corrup tion . 
The following officers currently govt:rn tht: towns of 
Bonparr : Colonel Speed , Ddiance ; Colonel Dumaine , 
Elda ; Colonel Antenor , Finday ; Colonel Bertram, Fort
ain; Colonel Peto , Lemay ; Colonel Fenton , Moonsee ; 
and Commander Hotspur, Green Village. 

Colonel Speed 
MA lurtlt: CH); E 9; AC 20 ; MD 12; HP 95 ; THAC 
melee +8 ; THAC ranged +17 ; #AT 1-2 ; Dmg per 
weapon; Hth 1 l ; Spd 15 walk, 6 sw im; Per 7; St +2; 
R -1; A -1; RR 14. 
PS 7; DX 10; C 13- MS 8· IN 7; CH 9; SN 5. 
Mutations: Total carapace (22) heightened .\peed (24) , 
heightened precisio11 , beighte11ed ha/a11ce, periodic 
a11111esia. 
Class Skills: Combat Leadership 14, Makeshift Weapon/ 
Armor 11, Size-Up Opponent 14. 

The all-rime marksmanship champion of the Acad
emy. popular rumor has it that Colonel Speed has 
never missed a target. Currently the commander of 
the Defiance garrison , Spt:t:d has been instrumental in 
the d fense of the town against the periodic attacks 
by the Rambling Woods. As governor of Bonparr 's 
largest agricultural producer , he plays a vital part in 
the politics of the nation . 

With a carapace that has been toughened by a life
time of batt le , Colonel Speed has little need for addi
tional armor. Tht: only weapon he carries regularly is 
an ancient machine pisto l (THAC +2/ +4, Dmg 2d8) . 

Colonel Dumaine 
AH; E 11; AC 13; MD 11; HP 121; THAC me lee +11· 
THAC ranged +14 ; #AT 1-2; Dmg ld6 / ld6 or by 
weapon or radiation ; Hth 12; Spd 15; Per 7; St +3; RU 
+1; UA 0; RR 12. 
PS 11; DX 17; CN 16· MS 9; IN 12; CH 12· SN 7. 
Mutations: ew body parts (tail claws), d ualiZ)', radi
ating l'.YeS (21 , intensity 10), body change (fur cover
ing entire body) , seiz ures. 
Class Skills: Combat Leadership 13, Makeshift Weapon / 
Armor 17, ize-Up Opponent 15. 

Were he not so heart lt:ss and vic ious, Co lonel 
Dumaine might almost be pitiful. Cast out by his 
human parents at birth , he was raised by a family of 
new anima ls. When he learned his origins, he was 
sickened and repulsed by his "human" heri tage, even
tually developing a hatred of all humans . Dumaine 
decided that since anima ls were the only ones who 
had ever treated him kindly , he would he an animal. 

In fact his appearance is so bestia l that he had no 
prohl ms convincing the Bonparr autho rities that he 
was a new anima l, and he has had a ve1y successfu l 
career in the Ranks of the Fit. Several years ago, he was 
appointed commander of the garrison in Elda, despite 
his rather outspoken prejudice against all human geno
types. There are no altered humans on his staff, and 
on ly a few human soldiers among his garrison. He is 
the chief proponent of the faction of the Ranks that 
seeks to reinstate the long-outlawed practice of impris
oning and executing all humans. Perhaps the most dis
turbing fact is his growing number of followers. 

Dumaine is always well-armored and well -armed. 
He wears a suit of ring mail (AC +4) and carries a 
long sword (Dmg 1d8) , bull whip (Dmg ld2) , and an 
IR laser p istol (THAC +3, Dmg 3d6). Dumaine can 
also use hi:; claws in hand -to-hand combat (Dmg 
ld6 / l<l6). It is rumored that ht: uses the hu ll wh ip 
when inspecting humans that have been imprisoned 
but such misconduct has never been subs tantiated. 

Colonel Antenor 
MA otter CH); EN 9; AC 15 ; MD 13 ; HP 82· THAC 
melee +10· THAC ranged +11; #AT 1; Dmg ld6+1 or 
3d6+4 or by weapon· Hth 10; Spd 8 wa lk, 8 swim ; Per 
8; St +4; RU O; UA O; RR 14. 
PS 13; DX 16; CN 12· MS 8; IN 11; CH 11; SN 8. 
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Mutations: Multiple limbs (2 extra arms) hands o.f 
power (zapping, 20), levitati on (12), telekinesis 03), 
directional sense . 
Class Skills: Combat Leadership 15, Makeshift Weapon/ 
Armor 10,. ize-Up Opponent 14. 

With her six limbs , lutrin e features, and tendency to 
hover several inches abo e the ground, Colonel Ante
nor certainly presents the most unusual appearance of 
the various regional comnnnders. Colonel Antenor is 
content to oversee Finday and rarely gets involved in 
national politics. The Finday area, l eing the furthest 
removed from the capital of Jospeen , has historically 
been a staging area for plots and uprisings, but there 
has been no such unrest while Antenor has been in 
charge. 

Anre:::nor b well-liked by her troops and by the local 
population . Although hcking in imagination , she is 
fair, straightforward , and devoted to the ideals of jus
tice and fair play . She wears a specially-crafted suit of 
ring mail (AC +4) and ears a ceremonial rapi er 
(Dmg ld6+1) . She rare ly uses her weapon, howe ver, 
relying more on her zapp ing lnnds of power (MHAC 
+4 Dmg 3cl6+4) in combat , or in de sperate circum 
stanct:s , biting ht:r oppont:nts (Dmg ld6+1). 

Colonel Bertram 
Joarclanz· EN 9; AC 14· MD 10; HP 106; THAC melt:e 
+13; THAC ranged +9; #AT l ; Dmg ld8+4 or by weap
on; Hth 12; Spd 9; Per 12; St +2; R +1: UA +1; RR 14. 
PS 20· DX 10; C 16; MS 9; IN 13; CH 6· S 11. 
Mutations : Horns , lnt11itio11 (6), sound imitation , 
heightened strength , fadeout . 
, pedal Powers : Like all joarclanz, Col. 13ertram can 
use "herd instinct' ' to increase his Intuition MP if there 
are any joardanz cows within 100 meters . 
Class Skills: Combat Leadership 12, Makeshift Weapon / 
Armor 12, Size-Up Opponent 12. 

Like most joardanz , Ht:rtram " as born and raised on 
a farm , and was given all th e special treatment that 
young hull joardanz receive . Un like most joardanz , 
however , Bertram applied for the Academy after serv 
ing his two years of duty with the 13onparr army, 
rather than returning home . B ing one of only 15 joar
danz officers in the Ranks of the Fit (and the on ly bull) 
has gained Bertram a certain amount of heroic status 
among his people , even though his ca reer has been 

uneventful. As the head of the Fortain garrison, he has 
helped to fill the treasuries of th e Bonparr army by 
imp os ing tariffs on merchant goods that pass through 
the town. This has made him popular among the lead 
ers of the alliance but has not endeared him to his 
constituency . 

Co lonel Bertram belie es that there is nu one more 
important than himself and every action he rakes is 
based upon his ana lysis of how he can best benefit 
himself . Even thou gh not a single other colonel has 
offered to support him, he plans to nomin ate himself 
for general if the opportun ity becomes available . 

olonel Bertram's horns are larg e and sharp, the 
ve1y image of joardanz good looks. He is ve1y rrot ec
ti e of them, a nd will use them in ·ombat (D mg 
ld8+4) on ly as an absolute last resort. Instead he 
wields a wicked rnurningstar (Drng 2d +4) and carries 
a machine pistol (THAC +2/ +4, Dmg _d8 ). There are 
three cow joardanz office rs on Bertranfs staff. whom 
he always takes with h im into ha zardous situations , in 
order to enhance his empathy . luch to the disgust of 
some of his fellm joardanz fficers , he wears a suit of 
studded leather armor (AC +3). 1:3 nram gets quire em
barrass ed whenever he suffers a fadeout during battle . 

Colonel Peta 
MA ant (H); E 9; 1 ; MD 12: HP 50; THA melee 
+11; THAC ranged +13; ;;:AT 1; Dmg by wearon ; Hth 
11; Spd 14/ 3; Per 9: St +4: R 0: A 0: RR 10. 
PS 16; DX 19· C 1 4; MS 15; I 11· CH 12; S 9. 
Mutations : Multiple li111hs (2 extra arms). photodepe11-
de11t. beighte11ed dexterity, tra11s.f11sio11 ( 13), mental 
para~)•s1~, (11). 

Class Skills: Combat Leadership 12, Makeshift Weapo1 
Armor 11. Siz ,_ p Opponent 13. 

Colond Peto always knew chat h, wanted to be an 
office r in the Ranks of the Fit. chiedng his dream , 
however. proved exrrem ~1 difficult because of his 
poor health and weak constitutio n . He arpealed co 
the chief of the local garrison, who was so imrress ·d 
by Pero·s en thu siasm that he over rul ed the draft 
board's decision . 

As soon as he had finished his first tour of duty , 
Peco applied for the Academy bur was rejected. I-le 
se rved two more tours befon: he was finally accepted . 
The rig orous training of th e Academy nearly made 
Peto give up. espc.:c:ially aft ·r h · failed the Test of the.: 
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Fit on his first attempt. He decided to tty again, and 
on his econd attempt, he pa · -ed with a score of 8~. 

After a long and distinguished career, Peto was pro
moted to the rank of colonel and placed in charge of 
the garrison in Lemay. During his tenure , he has 
become acquainted with an altered human named 
Krike , laav , who has been urging him tu campaign 
for the expulsion of the Knights of Genetic Purity 
from Bonparr. So far, Colonel Peto has remained non
committal , but Slaav·s arguments have been ve1y con
vincing , and Peto is beginning to see things his way. 

Although physically fit and strong , Peto has the 
same weak constitution that plagued him a· a child , 
which makes him very susceptible to disease , poi
sons, and so on. Therefore, he makes sure that he 
keeps his personal physician , a Healer named Zethen
der close at hand . 

With his speed and accuracy, Colonel Peto is quite 
adept at fighting. His favorite tactic is to use mental 
paralysis to render his foes helpless , then finish them 
off with one of the two rapiers he carries (Dmg ld6+2 
each). As a high-ranking officer , he also possesses a 
customized shirt of chain mail (AC +5), and two sin
gle-shot pistols (Dmg 2d8 each). 

Colonel Fenton 
Hoop; E 9; AC 14; MD 12; HP 105; THAC melee +10; 
THAC ranged +11; #AT 1· Dmg by weapon; Hth 12· 
Spd 18; Per 12; St +4; R O; UA O; RR 14. 
PS 13; DX 16; C 16; MS 8; IN 12; CH 12; S 12. 
Mutations: Mm;· mind (14), telepathy (16). 

pedal Powers: Like all hoops , Col. Fenton can cause 
met ·d to temporarily soften with just a touch (see 
page 152 of the GAMMA WORLD® rules for specifics). 
Class Skills: Combat Leadership 11, Makeshift Weapon/ 
Armor 11 Size-Up Opponent 14. 

The last officer to command the Moonsee garrison 
was a mutant fox who nearly caused the largely hoop 
population of the town to revolt. In order to keep the 
locals in line , General Ursa! assigned his top hoop 
officer , Colonel Fenton , to the job of Moonsee garri
son commander. The hoop colonel is very popular in 
his region and the local government has become 
much more effective since he took over. His only 
political leanings are to increase the power and influ
ence of hoops in the Ranks of the Fit, and he will ally 
him ·elf with others to promote this end. 

Fenton is fairly typical for his race , in that he thinks 
of eve1ything in terms of milita1y value. Although he 
wears no armor , he does posses· a number of nasty 
weapons. For personal combat , he utilize · a hotgLm 
(0mg 4d6) , a pair of single-shot pi tols (Dmg 2d8 
each) , a battle axe (Dmg ld8+1) , and a short sword 
with a serrated edge (Dmg ld6+2) . 

Commander Hotapur 
MA horse (H); E 9; AC 13; MD 12; HP 133; THAC 
melee +13; THAC ranged +12; ;;AT 1-2; Dmg ld6+4 / 
ld6+ 4 or by weapon ; Hth 13; pd 16· Per 15· St +5; 
R +2; UA +2; RR 14. 
PS 20; DX 18; C 18; M 12; I 13; CH 15; S 14. 
Mutation. : Heightened dexterity , energy abso1ption 
(18) , shape change (18), duality , mental invisibilit y 
(14), symbiotic attachment (15). 
Class Skills: Combat Leadership 14 Makeshift Weapon/ 
Armor 12, Size-Up Opponent 10. 

Commander Hotspur the head of the small garri on 
stationed in the Green Village, i · po ·sibly the most cel
ehrated officer in the entire Bonparr army . Hi· unique 
combination of physical strength , practicality, ability to 
shapechange, and useful mental abilities have allowed 
him to ·urvive a number of dangerous missions . He 
never hesitates to lead hi · troop· into battle personally , 
which has made him v ry popular among the enlisted 
soldiers under his ommand. Hotspur never asks his 
subordinat s to perform any task that he would not be 
willing to undertake himself. Thus , he can occasionally 
be found patrolling the street5 of Green Village, explor
ing the hills for dangerous monsters , or arbitrating dis
putes among the populace. Hotspur lives by a very 
strict code of conduct, and is perhaps the only high
ranking officer who has not compromised the martial 
vittues of discipline , humility, patience , and duty . 

As part of his desire to have an affinity with the sol
diers under his command, Commander Hotspur out
fits himself much more simply than others of his rank . 
He wears a simple suit of leather armor (AC +2) and 
carries a long sword (Dmg ld8+4) , bolt-action rifle 
(THAC +2, Dmg 3d8), and sing le-shot pistol (Dmg 
2d8). A mutated horse , Hotspur 's "feet" retain equine 
hooves , which he can use for a devastating double 
kick (Dmg ld6+4 / ld6+4). 
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During my stay in Jospeen, I was given the op 
portunity to visit the Academy of the Ranks of the 
Fit, where I was escorted by one Colonel Basset, the 
institution's superintendent. 

The Bonapartists place nearly as much impor
tance on training the body as sleeth do on training 
the mind. But I also saw that there is more to the 
Ranks of the Fit than just physical fitness and mili
tary conformity. The future officers of Bonparr 
devote nearly as much time to history, theory , and 
tactics of warfare as they do to practice. Despite my 
belief in the superiority of the sleeth way, I could 
not help but be impressed by the cadets. I also felt 
a nagging discomfort that to this day , I have been 
unable to identify. 

-Excerpt from Exploring Gamma Terra: Volume I 
by Szah-lah, sleeth historian 

PCs as Ranks Members 

Unlike ot her cryptic alliance , characters cannot 
become members of the Ranks of the Fit merely by 
announcing their intention to do so. Becoming a full
fledged Bonapartist i a long, exacting process that is 
de igned to weed out the weak and uncommitted . 
Therefore, beginning player character should not be 
allowed to start the campaign as full members of the 
Ranks. Starting PCs may certainly declare their alle
giance to the Ranks of the Fit and an intention to 
someday become a member. 

The proce s of becoming an officer in the Ranks of 
the Fit is inter esti ng an d complex enough that it is 
more fun to role play the sequence rather than simply 
imposing it by fiat. If the campaign does not take 
place in or near Bonparr , it may be some time until 

circumstances give him or her the opportunity to visit 
the nation and pursue membership in the Ranks. 

Any character class may join the Ranks of the Fit, 
but most members are enforcers , and only they 
receive the special membership benefits described on 
page 136 of the GAMMA WORLD® rules. Approxi 
mately 25% of the Ranks are scouts, with another 10% 
who are espers . Examiners among the Ranks are so 
rare as to be almost unheard of, but there is no partic
ular prohibition against their membership . 

Basic Training 

If the PCs are natives of Bonparr , a likely starting 
point for the campaign is their induction into the 
army. They will be sent to boot camp for basic train
ing. o personal belongings are allowed during basic 
training , so the PCs will have to temporarily give up 
any special weapons and artifacts they may possess. 
Boot camp lasts for six weeks , during which time the 
recruits will be drilled on discipline , physical training , 
mental alertnes , hand-to-hand combat, armed com
bat, and basic military strategies. Their training will be 
overseen by a staff sergeant who will not give the 
recruits any slack or show them any mercy . 

Typical Staff Sergeant 
MA various (H); EN 4; AC 14 (studded armor); MD 10; 
HP 84; THAC melee +6; THAC ranged +5; #AT 1 or by 
weapon; Drug by attack or weapon; Hth 12; pd 12; 
Per 13; St +3; RU +l; UA +l ; RR 14. 
PS 15; DX 13; C 15; MS 8; IN 14; CH 8; SN 12. 
Mutations: various. 
Class Skills: Combat Leadership 11, Makeshift Weapon/ 
Armor 6, Size-Up Opponent 10. 
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The GM has the choice of whether to gloss ove r the 
PC ' basic training or to develop an adventure around 
it. Some of the PCs' fellow recru its may not be all they 
appear to be-some could even be Zoopremists at
tempting to infiltrate Bonparr' s army. Boot camp is a 
good way to award low-level PCs experience in non
lethal situations. If basic training is played out, PC 
should be awarded 1,000 XP for completing it, plus 
whatever is appropriate for any adventure s they had 
along the way. The PCs shou ld also add one point to 
whichever of their phy sical sta tistics (PS, DX or C ) 
was the lowest at the start of basic training. 

Of course, basic training can be skipped altogeth er 
at the GM's discretion . If the PC are hardened veter
ans of many adventures , they will probably already 
be better trained than most of the army' recruits. This 
will certainly influence the proper authorities, wh o 
may bypas s the usua l requirements to allow the PCs 
to sign up for a tour of duty . Unle s the GM has pe
cific adventures in mind , the PCs will mos t likely be 
assigned to an infant1y squad, rather than the corps, 
flyers, rollers, or brigade. 

Tour of Duty 

If the PCs have no weapons and/or armor of their 
own, they will be issued some stand ard equipment 
when they get ou t of boot camp. These include a cu -
tom-fitted su it of leather armor (AC +2), a wooden 
shield (AC +1) with the Bonaparti sts' triangle-dagger 
emblem emblazoned upon it, a long sword (Dmg 
ld8 +PS mod ), a flintlock rifle (Dmg 3d8) and twenty
four rounds of ammunition. In addition to weapons 
and armor, the new private rece ives a daily wear uni
form comp lete with the Ranks' distinctive tricornered 
hat , a formal uniform , and a combat pack containing 
a bedroll, two weeks' worth of dried rations, a com
pact shovel, a canteen, a penknife (Dmg ld2 , no P 
mod), and 15 meter s of rope . 

Once the PCs have become soldiers in the Bonparr 
army, the GM must decide where they are going to be 
stationed. There are basically two options: they may 
be assigned to a garrison in Bonparr or sent abroad as 
a mercenary force. In either case , the GM may wish to 
promote a particularly outstanding PC to corpora l or 
sergeant, so the group will not rely on an NPC supe
rior to always give them orders. There are different 
adventure po ssibilities for bo th campaign option s, 

and there is nothing that ays the GM cannot do both , 
having the PCs se rve in one capacity for a time, and 
then transfer them to the oth r. 

If the PCs are stationed in Bonparr , they w ill be 
assigned to a pecific town garri on . Their duties will 
bee sentially those of poli eme n: to capture criminals, 
patrol the sere ts, ke p the peace , respond to emer
gencies, an d so on . However their ·checlule will be 
strictly regim ented , and they may be called upon to 

guard the town walls , go in search of dang rou · mon
sters nearby, and other such task . PCs serving in chi 
capacity may participate in a variety of urban adven
ture , like investigating a ·erie · of break -ins, rescu ing 
ho tage , weeding out an ill ga l cryp tic allian ce , or 
prot ecting a visiting dignitary . The PCs' relativ ly low 
rank should not prevent them from taking major r le 
in unfold ing events (although their super iors may take 
credit for 'tnY PC victories) . 

The other post-boot camp option for new PCs in the 
Bonparr army is to become part of a town 's mercenary 
units . This gives the GM a wide range of advent ure 
possibilities , as the PCs' squad cou ld be sent virtually 
anywh ere on the map. And of course, they have co go 
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where they are told or face court-martial. In the course 
of these adventures, the PC could find them 'elves a · 
part of the militia of some foreign city, or they could 
be ent to cout out dangerous , little-known areas. 

The standard tour of duty in the Bonparr army is 
two years , but assuming the PCs are above-average 
individuals , accomplish their missions , follow orders , 
and genernlly make a name for themselves , they may 
get singled out for for spe ial treatment. Among the 
Ranks of the Fit, special treatment means early enroll
ment in the Academy which is the first step to be
coming an officer and a full-fledged member of the 
Ranks of the Fit. The GM always has the option of 
skipping the formalities and directly promoting the 
PCs to officer ranks . 

The Academy 

If the PCs thought that basic training was difficult, wait 
until they hit the Academy. All of the subjects drilled in 
basic training are done moreso at the Academy. In addi
tion to rigorous physical training, cadets take classe · in 
command, military hi ·rory, ·rrategy and tactics, milita1y 
techno logy and a variety of other subjects. They are 
especially indoctrinated in the code of honor of the 
Rank · of the Fit which stresses four ma1tial virtues: dis
cipline, patience , humility and duty. Cadets are taught 
to always keep these virtues in their thoughts , words , 
and actions. Each of the four virtues has meaning for 
both the individual and the whole alliance. 

In studying the virtue of di cipline, cadet · learn the 
importance of the chain of command , obedience to 
superior officers, and the strncture of the Ranks of the 
Fit. They also practice self-discipline, each cadet tak
ing re pon ·ibility for maintaining himself at the peak 
of physical and mental fitness. 

The second virtue, patience, teaches the creed of 
knowing when to fight, and when not to fight. Rush
ing into a fight without information can lead to disas
ter, so cadets are taught to balance decisiveness with 
patience . The students also learn to be patient with 
themselve ·, using techniques for calming the mind 
and body. 

Emperor-General apole n believed that the rea
son nations and conquerors ultimately failed was 
because they became too ab orbed with themselves 
and full of self-adulation and gratification. Hence, the 
third virtue is humility. During this part of their educa-

tion , cadets learn the importance of the entire Ranks 
of the Fit as a whole, rather than as the sum of its 
parts . The future officer are taught to have respect 
for others, as well as re ·peer for themselves. 

Con idered the most important of the four virtues , 
duty includes both the obligation of the R-mk · of the 
Fit toward the nation of Bonparr (o r whatever group 
has purchased their services) and the re ponsibility of 
the individual officer co the Ranks of the Fit as a 
whole. This duty extends not ju t to one'· allies , but 
to enemies as well . Any Bonapartist officer who 
allowed those under his command to pillage or plun
der conquered peoples (o r even worse, participated 
in such activities himself) would be subject to imme
diate court-martial. 

After three month· of instruction at the Academy , 
the cadets are taken to the hills east of Admiral Lake, 
where they undergo more intensive training . They 
also take part in training exercises, war games , and 
drills that are designed to give them practical experi
ence to supplement the theories they have been 
taught. Every move the cadets make during this 
period is do ely ·crutinized by the instructors , who 
quickly correct even the smallest of errors . This part 
of officer training lasts three months , during which 
rime a large number of cadet drop out, and a few are 
sometimes accidentally killed . aturally, in this dan
gerou , situation there are plenty of scenario for the 
GM to throw at the PCs. The player characters may be 
assigned some hazardous mi sion during a war game, 
they cou ld uncover a plot by the Zoopremi t to dis
rupt the training , or they might have an unexpect ed 
encounter with a previous ly unknown monster. 

The Teat af the Fit 

Only cadets who have passed all of their classes to 
the satisfaction of their instructor· and di tinguished 
themselves during field training are permitted to take 
the Test of d1e Fit. The test is comprised of 20 different 
physical and menta l challenges, each of which i · 
worth five points . The test is held over a per iod of 24 
hours , during which the candidate is not allowed food 
or sleep. They are given as much water as they need 
however. Each part of the test is worth up to five 
point , and if the candidate scores a zero on any part , 
he automatically fails the Test. The final segment of 
the test is an assessment of the candidate 's endurance , 
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as the examiners gauge his fatigue . Many exhausted 
candidate::. have made it through the first 19 chal 
lenges on ly to foil al the end because of exhaustion . 

If the PCs are going to take the test, the GM should 
customize the :egments to best challenge the players 
and their characters without making it totally impos
sible. The tests should be evenly divided between 
puz7.les that have to be solved by the players them
selves and feats that require dice rol ls. Be sure to 
include some problem-solving for the players , so the 
lest does not become just a ritual of dice rolling. Here 
are some suggestions for possible tests : 

Test of Strength 
The candidate must roll a one-meter -diameter iron 

ball up an elliptical ramp that gets gradually steeper 
the higher it goes . The PC makes a number of Attri
bute Checks against his PS. each with a higher diffi
culty raring . The first failure of any of these ro lls 
indicates the maximum height that the PC has been 
ahl, to move the hall and the number of points he 
receives for this pait of the Test. The difficulty rating 
begins at 0, then goes to +2, +4, +8, and finally , + 16, 
for :1 tot :il of five rolls . Tf the PC fails at a difficu lty rat
ing of O he gets no points and has failed the Test . If 
he suc ceeds at 0 , but fails at +2 , he receives one 
point. This continues as the difficulty rating increases : 
failing at + scores two points, at +8, three points, and 
at +16, four points. If he succeeds al +16. he scores a 
perfect five points. PCs with the heightened strength 
mutation may subtract 2 from the difficulty rating of 
each roll , regardless of what their actual PS is. 

Test of Agility 
A number of wooden posts have been set up , laid 

out in an irregular line that gets consecutively higher. 
Also , the surface area of the tops of the posts gets 
·mailer as the posts get higher , and the posts lose sta
bility as they progress . The PC must ::.tart al the lowest 
post and try to jump from post to post to reach the 
top . Again , a series of Attribute Checks with increas 
ing difficulty ratings are made (0 , +3, +6, +12, +18) , 
this time using the DX attribute . Points an .: awarded as 
in the strength test above. !'Cs with the heightened 
dexterity mutation may subtract 2 from the difficulty 
rating of each roll , regardless of their actual DX score , 
and PCs with heightened balance may subtract 3. PCs 
~Yith both mutations get a whopping -5 bonus . 

Test of Combat 
The PC must fight one-on-one for one minute (six 

rounds) against an opponent of the same , or approxi
mately the same , genotype (not another candidate). 
The PC may not use any activated mental mutations, is 
unarmed and wears no armor , while his opponent 
wears ch;tin mail (AC +5) and is armed with a mact: 
(0mg ld6+1 +PS mod). The PC must tiy to keep from 
being knocked unconscious or killed, attempt to dis
able his opponent without doing permanent harm, 
and must fight well. Simply avoiding the opponent for 
six rounds is not adequate . The GM decides how well 
the PC fought and awards points accordingly . Simply 
punching the opponent out might earn one point, dis
arming him and using his mace against him could earn 
two or three points, while analyzing a flaw in his tech
nique and exploiting it would earn four or five po ints. 

Test of Reflexes 
The candidate must run a 100-mt:ter slalom course, 

dodging between life-size dumm ies at full speed. 
While he does so , five archers standing on the sides 
of the course fire arrows close to (but not directly at) 
the runner. The runner may dodge, duck , or swerve 
to avoid the arrows . One of the five arrows, chosen at 
random , is fletched with rec.I feathers; the others are 
gn::y and black. The runn<::r must attempt to catch the 
rec.I arrow in mid-flight . As each arro\: is fired, the 
GM makes a Perception Check (d20+5_PC's Per=suc
cess) to determine if the PC sees what co lor it is in 
mid-flight. If the arrow color is nut dett:cted, the PC 
must decide whether or not to try and grab it (grab
bing at incorrect arrows deducts points). Obviously , if 
the PC has correctly determined the arrow 's color, he 
will know whether or not to try for it. To grab an 
arrow , the PC must make an attack roll, using his 
ranged THAC modifier. The arrow is considered to 
have an AC of 20. If d20+THAC_20, the PC has caught 
the arrow . Points for this test are awarded as follows: 
rt:d arrow caught earns five points; red arrow missed 
earns four points ; red arrow not attempted earns three 
points (if at least one other arrow was attempted); 
each nonred arrow caught subtracts one point ; each 
nonred arrow attempted but missed subtracts two 
points· if tht: runner does not uy to catch at least one 
arrow , he earns no points and automatically fails the 
Te.st. PCs with heightened sight subtract 2 from the 
roll needed to spot the red arrow , and characters with 
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heightened precision add 2 to their THAC to catch an 
arro . 

Test of Accuracy 
The PC is given a rifle with five shots. He or she 

must try to hit a mo ving target with an AC of 10 at 
long range . The PC suffers penalties for both the 
range (-5) and movement (-2) , but may take an extra 
round per shot to gain the bonus for aiming ( +3) if 
the player declares that the character will do so. Each 
hit earns the candidate one point. 

Test of Wits 
The PCs must run a maze made of movable wooden 

walls , hitting four checkpoints in order along the way . 
The GM should design the maze on paper and give it 
to the player at the start of the test. The player must 
then trace his character's path with a pencil , never 
removing the point from the paper. If he mak es a 
wrong turn , he must trace his backtracking . The PC 
has two minutes to compl ete the maze. The candidate 
gets one point for each checkpoint he makes it tu , 
and an additional point for comp leting the maze. 

These are just a few ideas tu get the GM started . A 
candidate must score at least 50 point-; on the Test of 
the Fit to rec:ei e a commission in the Bonparr army 
and become a true member of the Ranks of the Fit. A 
score of T points is considered superlative and wi ll 
probably cause the candi dat e to be singled out for 
special attention during his career. 

Commission 

Once the PCs have passed the Test of the Fit, they 
will be official members of the Ranks of the Fit and 
recei e th benefits listed on page 136 of the GAMMA 
WORLD rules. In addition to these, PCs get three 
points to distribute among their physical attributes 
(PS , DX, CN) , with the restriction that at least o ne 
point must be adck:d to the character's lowest starting 
physical attribute. The PC also adds one point tu his 
lowest mental attribute (MS, I , or CH). 

In addition to whatever eq uipment they may have 
acqu ired as an en listed soldier , a new officer is issued 
a single-shot pistol (0mg 2d8) and a ceremonial saber 
(Dmg ld8+PS Mod). In unusual circumsta nces , an 
officer is given access to the local Ranks of the Fit 
armory to outfit hims elf for a specific mission , but 

only rarely will he be allowed to take any equipment 
higher than Tech Level IV. To receive Tech Level V or 
Vl gadgets , the officer must provide a specific re·1son 
why he needs the equipment , and must return it 
immediately upon conclusion of the specific mission . 

Bonapartists who have just graduated from the 
Academy are generally assigned th e rank of ensign 
and posted to an ass ignment that suils their abilities . 
The following are suggestions for positions that will 
give the PCs amp le opportun itie · for adventures : a 
cour ier between Jospeen and remote outposts , inves
tigators for the judge advo ate 's office , a spy for the 
secr et operations office , a field agent for the foreign 
affairs office , a staff person for a particularly ambi
tious high-ranking officer , or a recruiter / adventurer in 
a foreign outpost. In any case , the GM shou ld be sure 
to have a regularly -recurring PC officer to \ hom the 
PCs report on a semi -regular basis . 

The Ranks and 
Other Cryptic Alliances 

Both in Bonparr and all around the lands of Meriga, 
th<.: Ranks of the Fit come into contact with members 
of other cryptic alliances. The following lists the gen
eral attitude or offic ial policy of the Ranks toward 
each of the known groups , although there may be 
some variation by location or individual. 

The Archivists: The Archivists would lik e to 

believe that their most secret acti itics in 13onparr 
remain unknown to the Bonapartists ' leadership . 
However , the secret operations office of the Ranks 
has actually infiltrated Arch ivist groups throughout 
Bonparr , in ·ludin g their largest hideout in Furtain . 
The Ranks of the Fit allows the Archivists to exist , sur
reptitiously using them to find and research ancient 
artifacts . When an item of particular value is ana lyzt:d, 
either a Ranks spy will steal the item or the Archivists ' 
enclave ~ ill be raided . In such an extreme case , a 
number of Archivists are allowed to "escape ,·• so that 
they may continue to find useful artifacts for th e 
Ranks of the Fit. 

The Brotherhood of Thought: Since the philoso
phy of total personal freedom preached by the Broth
erhood is ·ontrary to th rnilit ·1ry regimen of the 
Ranks of the Fit, the Bonapartists do not like having 
them around . The Ranks leadership views the Broth
erhood as a bunch of dangerous anarchists , and does 
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nut allm them to espouse their views publicly. If a 
member of the Brotherhood is found in Bonparr , he is 
generally arrested and banished. If such an individual 
persists in returning to Bonparr , he will be imprisoned 
instead. The Ranks knows the clanger of creating mar
tyrs among this sort of group. so executions are rare . 
After all, it's not like they're Zoopn ::mists. 

The Created: Official Uonapartist policy states that 
this cryptic allian ·e does not exist. However , the 
upper echelon officers of the military cannot overlook 
the potential danger of su ch a group . There have 
been occasional missions to verify the existence or 
nonexistence of all gee! android en laves. Most of 
these have either returned empty -handed or not al all, 
much ru th leaders' consternation . 

The Followers of the Voice: The Programmers are 
outlawed by the Ranks of the Fit in Bonparr , since 
their membership does not recognize the military·s 
authority. Currently , there are no centers of the Fol
lowers of the Voice in Bonparr, because nu computer 
has ordered them there. Outside of Bonparr , the 
Ranks of the Fit are usually too busy fighting with the 
Zoopremists to pay the Programmers much attention. 

The Healers: Of all the oyptic alliances , the \X/hite 
Hand is the must welcomed by the Ranks of the Fit. 
Each town in Bonparr has a small \X/hite Hane.I hospi 
ta I, and the one in Jospeen is the largest outside 
Ascension . Many of the Healers are hired by the 
Ranks of the Fit to provide the army with medical 
assistance . In times of war , the Ranks try to make sure 
that at least one healer accompanies ea ch company. 
Many Bonparr citizens who are deemed unfit for mili
tary duty are sent to the Healers tu be trained as 
physicians as alternate duty. Members of the \X/hite 
Hane.I traveling through Bonparr are always given the 
best protection possible . 

The Iron Society: For a bri ef pe riod some years 
after the assassination of Napo leon I the Iron Society 
formed an uneasy alliance with the Ranks of the Fit, 
who needed help in their war against Bastion. One of 
the articles of the treaty that ended the war with the 
Knights of enetic Purity insisted that 8onparr expel 
the Iron Society from its borders. Most members of 
the alliance ere driven out , but some remained 
behind in secret. The Iron . ociety 's nnin goal is the 
destruction of the Knights but they are none too fond 
of the Bonapartists and will jump at any opportunity 
to sabotage the treaty between Bonparr and Bastion. 

\X/hen members of the Iron Society are discovered in 
Bonparr , they are imprisoned and turned over to the 
Knights . 

Knights of Genetic Purity: Odd ly enough, the 
Knights and the Ranks have been living under a truce 
for several decades . This is particularly ironic since 
the city of Bastion was the first and fiercest enemy 
that the Ranks of the Fit ever declared war against. 
There are factions on both sides , however, that wish 
to resume hostilities , hut this generally only manifests 
itself in locations outside the two nations . 

The Order of the Mind: The three espers that 
have been form ing this alliance in Psion City have 
been making some gestures of friendship toward the 
Ranks of the Fit , but so far the Bonapartists have 
remained neutral. Should the Order of th e Mind 
openly declare itself, it is likely that the Ranks will ally 
themselves with whichever side they deem most 
likely to be victorious. 

The Peace Brigade: The Peace Brigade knows bet
ter than to practice its bullying tactics on regions pro
tected by the Ranks of the Fit. For their part , the 
Bonapartists are more than happy to emp lo y the 
Brigade for the improvement of their settlements , but 
do not hesitate to slap them down if they get out of 
hand . 

The Radioactivists: This alliance is nut particularly 
interested in Bonparr , which enjoys a totally radia tion
free environment. A small group of Radioactivists has 
a se cret base in Jospeen , where they plot various 
ways to irradiate the nation. So far , none of these 
plots have succeeclec.1 but the plotters have managed 
to elude the Ranks of the Fit authorities. All members 
of the military in Bonparr have orders to arrest any 
known or suspected Radioactivist since Col. Orsino 
halted a plan to detonate a neutron bomb. 

The Restorationists: This group is allowed in 
Bonparr but must report all of their activities to the 
Ranks of the Fit. A large group of reformed Restora
tionists is active throughout Bonparr, and obeys the.-;e 
rules , hut there is also a traditiona l group secretly 
based in Lemay that is plotting to ove rthro w the 
Bonapartists. They haven 't figured out how, though. 
The Restorationists are a major supplier of artifacts to 

the Ranks of the Fit who are especially interested in 
obtaining sophisticated weapons . 

The Seekers: Due to their humanocentric attitude 
and rejection of technology , the Seekers are generally 
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found on ly in slum areas of Bonparr . They are toler 
ated by the Ranks of the Fit, who are more amused by 
the Seek rs than anything else. Occassionally , a 
group of Seekers will get together and try to make 
trouble, but the better organized and more well
equipped Bonapartists alway · manage to quell any 
disturbanct:s quick ly and without much fuss. 

The Zoopre mists: This is the only cryptic alliance 
for which the Ranks of th Fit holds true hatr cl, even 
though their underlying philosophy is very similar. 
The Zoopremists once ruled Bonparr , but were over
thrown by the great general apoleon I. They now 
only exist a · an underground organization in Bonparr, 
and are allowed to operate in the open in very few 
other places. The Zoopremists and Ranks of the Fit try 
to thv arr each other's aims at every turn , and any 
town that harbors both groups is just asking for trou 
ble. Zoopremists that are discovered by Bonapartists 
are generally executed on the spot. 

The Ranks 
Outside Bonparr 

nder General rsal 's guidance the Ranks of the 
Fit took a cue from some of the other cryptic allian ·es 
and began to set up bases all across Meriga . Their 
goal is to spread their ideology while recruiting new 
mt:mbers. This way, the nation of Bonparr can gain 
power and influence without the expense and effort 
of going to war. The following is a summa1y of some 
Ranks of the Fit activities currently und r way in 
regions outside of Bonparr . 

Ascension: The forces stationed in Ascension are 
the largest concentration of Bonapartists outside of 
Bonparr. early every town in Bonparr has at least 
one representative here , who is in charge of renting 
out the town 's mercenaries. The Ranks have been 
moder·1tel successful in recruiting new members in 
Ascension, mostly appealing to lower clas · new ani
mals with a beef against humans. However , the Zoo
premists are also quite active in Ascension , and the 
Bonapartists frequently come into conflict with them. 
Go ernor , lyler has informed Commander Barnadine 
(,1 murared falcon, and head of the Ranks in Ascen
sion) that if if the trouble between the Ranks and the 
Zoopremists keeps up both groups will be banned 
from the city. As Ascension is a major market for Bon
parr, Barnadine has been forced to comply outwardly , 

but secret ly, the campaign against the Zoopremists has 
become much more underhanded and nasty. Although 
a capable leader, Barnadine sometimes has trouble 
keeping some of his hotheaded subordinates in line. 

Bastion: The Knights of Genetic Purity were once 
the bitter enemies of Bonparr , and they still don 't like 
the Ranks of the Fit very much . However, a pair of 
low-ranking alter d human Bonapartist officers 
helped the Bastion government root out a secret 
enclave of the lron Society some years back , which 
led to limited diplomatic and trade relations between 
the two countries . The Ranks of the Fit are not al
lowed to remain in Bastion after dark , nor may they 
move about the city without a human escort . Th 
Ranks of the Fit has a small headquarters ju ·t outside 
the city walls , which is unique among all Ranks out 
posts in that its staff is comprised almost entirely of 
altered humans , and even has one ensign who is a 
pure strain human. The only mutated animal currently 
stationed there is Major Strato, a mutated boar, who is 
the chief of the outpost . The main job of these offi
cers is Lo guide and protect Bonparr traders who 
come to B·1stion on business. 

Bort Yuron: The Ranks of the Fit are particularly 
popu lar here, but so are the Zoopremists . The Bona 
partist outpost here is the second largest outside Bon
parr (behind the one in Ascension), and the local 
go ernment is not well equipped to keep the peace 
between the two groups . Bloody battles are always 
breaking out between the rivals. The Zoopremists 
have superior numbers , but the Bonapartists are bet
ter armed and trained so neither side has been able 
Lo gain tht: upper hand . Visiting sleerh historians have 
likened the situation to the mob warfare that they 
have read about in ancient history books . The head of 
the Ranks of the Fit in Bort Yuron is a mutated lion 
named Commander Leonine , who is so bloodthirsty 
that he was sent here to avoid ha ing him run amok 
in Bonparr. Leonine is always concocting some crazy 
scheme to wipe out the local Zoopremists, particu
larly the leader of the Zoopremists, a mutant tiger 
called The Boss. 

Harmony : The Ranks of the Fit are most assuredly 
not welcome in Harm ny, nor do they havt: any par
ticular interest in the Seeker town. For some reason , 
however , a delegation is sent to negotiate with the 
Seeker elders for rights to recruit and train new mem
bers among the local new animal populace. The 
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elders are awa re of Bonpa rr's desire to improve tech
nology and always refuse , sometimes violently . 

Huu sh: The Ranks of the Fit have no permanent 
bases in Huu ·h , even though this land is closest tu 
their home in Bonparr . This is mostly clue to a series 
of long , bitter , border wars that ended on ly a few 
·hort decades ago. The hissers will generally let 
Rank of the Fit members pass through Huush unmo
lested , but frown on extended stays. They don 't want 
a war , but don 't intend to let the Bonapartists infiltrate 
their country . They absolutely positively do not allow 
the Ranks of the Fit t do any recruiting in Huush. 

Jainus: The Bonapartist< are fairly active in Jainus , 
but they do their best to keep the tnt scope of their 
acth ities from the attention of the or lens who contro l 
thi · region . The orlens tolerate the Ranks and do not 
p·ty much attent ion to them , since the main focus of 
the Rank i to spread their message and recruit fol
lowers from among new animals , whom the or lens 
consider beneath their notice. This is a mistake they 
may regret someday. The Zoopremists resent the 
acceptance of the Bonapartists in Jainus , but are hin 
dered in their attempts to thwart their hereditary ene
mies by the need to maintain secrecy . The leader of 
the Ranks of the Fit in Jainus is Colonel Sampson , a 
mutant insect ,vho is I oth a shrewd diplomat and an 
able leader. 

Mad Zon e: Several attempts have been made tu 

establish a settlement here, since the Ranks of the Fit 
would love to get its paws on some of the live metal 
that exists in such abundance here . So far, however, 
even the I est- ·mned groups have failed to establish a 
beachhead . The Ranks simply do not have the re 
sources needed to fight or deactivate the many robots 
that roam the area. The last attempt was made three 
years ago : a squad of thirty well-trained soldiers was 
ne er heard from again. 

Miacholin: As one of only two cryptic alliances 
that have been allowed to operate freely in Miacho lin, 
the Ranks of the Fit has found a great deal of business 
among the carrin rulers , who often hire the mer enar
ies to embark on dangerous missions. The main mis
sion of the Bonapartists in Miacholin is to buy or 
purloin as much of the arrins ' Tech Level IV mach in
ery as they can , for analysis and duplication by tech
nicians in Bonparr. There has not been much success 
on this front , since the carrins are so meticulous about 
guarding their borders and inspecting everyone and 

everything that comes in or out. Ve1y few carrins are 
successfully recruited by the Ranks of the Fit, and 
those that are are never trusted comp letely. Other 
mutant anima l types living in Miacholin are too fright
ened of the dark emperors to change allegiances . 
General Ursa ! recently sent a communique to Com
mander eyton , chief of the Ranks outpost in , pira l, 
expressing his d ispleasure and demanding more 
results. The other approved alliance in Miacholi n i. 
the Zoopremist ·. The carrins take a perverse pleasure 
in playing the two groups off one another and use 
the conflict to keep both groups in check . 

Lake Mitchgloom: The Ranks of the Fit have a 
small base on the island of Bestie , but have had no 
success recruiting new members from among the 
insular Faremen. Major Cranmer, a joardanz cow has 
been trying to secretly infiltrate one of her sold iers 
into the Faremen for some time , but such spies have 
always been detected before they cou ld learn any of 
the Faremen 's secrets . Cranmer has made it her per
sonal goal to solve the mystery of the Faremen , no 
matter what the cost. 

Psion City: With its large population of powerfu l 
espers Psion City has been the target of major recruit
ment efforts by the Ranks of the Fit. Growth of the 
alliance has been slow however , as the espers rare ly 
can live up to the necessary physical regimen. Con
flicts between the Ranks of the Fit and the Zoo
premists are less frequent here than elsewhere since 
the espers can usually sense , hen trouble is brewing 
and diffuse it before it happens . The mentat has been 
secretly meeting with Commander Moth (a mutant 
insect , who is a powerful esper in her own right) , 
head of the local Bonapa1tists, in hopes of getting the 
Ranks of the Fit to support him should a revolt break 
out. Unknown to the mentat , however , the Order of 
the Mind trio has also been negotiating with Comman
der Moth . , o far, Moth has remained non 'Omrnittal to 
both sides , waiting until she can assess which sic.le is 
most likely to be victorious if civil war does break out. 

Yrsahl: The sleeths tolerate the Ranks of the Fit as 
an intellectual curiosity but the egotistical lizard men 
have no interest whatsoever in joining the alliance. It 
has b en ages since the Ranks of the Fit did anything 
of notice here , and a posting to Yrsahl is considered a 
reverse career move . Major Caphis , a mutant german 
shepherd , as assigned here a year ago , and has 
spent the past deven months requesting transfers . 
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Much has been said and written about the unusual 
speech used by General-Emperor apoleon when 
speaking in public or addressing his troops before 
battle. Compared with his everyday mode of talk
ing, which was comparable to that of his least edu
cated foot soldier, his speeches seem at once 
poetic, lofty, and inspired. Take for example this 
excerpt from the speech him made to the people of 
Jospeen upon hi investiture as the new ruler of 
their nation: 

"The heavens themselves, the planets, and this 
center , Bonparr , observe degree, priority, and place, 
in isture, course, proportion, season, form, office 
and custom, in all line of order." 

It is my belief that these and other similar words 
are not those of the great ursine leader, but that he 
amended them from his ancient Book of Universal 
Wisdom for his own purposes. Whatever their true 
origin, however, the people of Bonparr often quote 
the general-emperor's words when describing the 
beauty, composition, and population of their land. 

-Excerpt from Histories of Gamma Terra 
by Szah-lah, sleeth historian 

Borders 

After Bonparr's war were halted by General Ursa!, 
the borders of Bonparr were set approximately at the 
White tream in the we t and south. The border of 
Bonp arr and Huu h i ostensibly a line drawn east 
and west from Lake Fork Tongue to Dawg Creek . 
Since most of thi line lie in the midst of the Ram
bling Wood' easonal territo1y, the residents of Bon
parr se ldom journey thi far north . The land to the 
ea t of Bonparr is largely unexplored and unknown 

territory, therefor the town of Finday is generally con
sidered the easternmost point of Bonparr. 

Historically, Bonparr was once much larger in area , 
but the divided Ranks of the Fit could not hold such 
widespread lands . Many conquered lands were 
regained by their original residents, while some 
formed new communiti-e . A great revolution of 
hisser in the north of Bonparr caused another split in 
Bonparr and led to creation of the new nation of 
Huu h . The current borders of Bonparr have been 
stable for everal decades , thanks to General Ursa!. 

Geography 

Bonparr lies in a fertile river valley formed by the 
Awba h River and its tributaries: Urs Creek , the 
Oglaze River, and Missuena Creek in the north; as 
well as the Beev River and White Stream in the south. 
The Awbash itself originates roughly thirty-five kilo
meters east-southeast of the town of Lemay, winds 
outhwe t, then curves to the northwest, where it 

empties into Admiral Lake, the largest body of water 
in Bonparr . From the lake , the river winds its way 
gradually westward, through the capital city of Jos
peen, past the town of Fortain, and out of Bonparr. It 
eventually reaches Lake Tarote , where it meets the 
Skyoto Dam and turn outhward to unknown lands. 

The waterways of Bonparr are mostly clean, thanks 
to strict anti-pollution laws passed by General Ursa!, 
with very few dangerous mutants . The exception to 
this is the White Stream , so called because it is a 
whitewater rapid for much of its length, which peri
odically becomes infested with fleshins. The hoops of 
Moonsee have recently been negotiating with the lake 
people of Admiral Lake for assistance in wiping out 
the flying fishes once and for all. 
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Bonparr ha three lake : Admiral Lake, mentioned 
abo ; Wer Lake, located near the source of the 
Oglaze River· and Lake Katur, which is also located 
on the Oglaze, just south of the Rambling Wood' ea
sonal territo1y. The large t i · Admiral Lake, named for 
the acquatic race that dwell beneath its surface. Wer 
Lake lie ithin the Rambling Wood 's seasonal terri
tory and therefore has no native life of its own. How
ever , something about the wood' periodic infe ·cation 
makes Wer Lake the only place in Gamma Terra 
where the grain quaddro-tri can be grown. Katur Lake 
i · abundant with life, fortunately all non-hazardous, 
which make it a popular resort for the rich and influ
ential of Jo peen. 

Three major roads run through Bonparr, in addition 
to numerous other , smaller roads not ·hown on the 
large map found in the GAMMA WORLD rule . The 
aptly-named Bonparr Road originate in the town of 
Finday , running generally ea ·t and we -c. It takes a 
northward turn around Admiral Lake, then pa ·e 
through Elda, Jospeen , and Fortain, after which it 
continues to the west to Ascension, Jainus , and many 
other foreign hnd . The Bonparr Road is easily the 
mo t traveled in the nation. The Defiance Road runs 
south out of the town that gave it its name , passes 
near Lake Katur , then continues south , through Jos
peen, finally ending up at the town of Moonsee. The 
third major road is the Beev Road which starts in Jos
peen and runs roughly parallel to the Beev River as it 
winds it way to Green Village. All three roads are 
paved and very well maintained. 

Climate 

Bonparr lies in a temperate zone , with no ea. onal 
anomalies. In the summertime , temperatures can 
reach a high a· 3- _ centigrade , and in the v. inter , 
they drop a· low a · -20_ C. Admiral Lake is the only 
body of water that does not freeze over during the 
winter, thanks to the efforts of the lake people and 
some technological assistance from their groak allies. 
Average rainfall for a year in Bonparr is about average 
for Gamma Terra , although the plains are known for 
their fierce blizzard . which can drop a much as 2-
inches of snow in a day 's time. 

Heat fogs are virtually unknown in Bonparr, thanks 
to its being virtually radiation-free. Color storms occur 
occasionally but not more or le s ·o than elsewhere 

in Gamma Terra . For ome rea on that has never 
been adequately explained violet and purple color 
storms take plac in Bonparr about as often as all 
other colors combined. 

Flora and Fauna 

The area around each town ha · been cleared for 
agriculture. Past -1bout six kilometers out, the land 
become a rolling prarie , nearly eamless except for 
the occasional small wood . emi-independent vil
lages do exist outside of the eight main settlements , 
but these are very few and far between . 

In addition to a wide variety of harmless ve •eta
tion , Bonparr 's uninhabited lands contain pocket s of 
dangerous plants such as narl eps winisleans. and 
seroon lous. There are also several species of haz 
ardous plantlife that are unique to Bonparr and its 
immediate surrounding . The. e inclucl ncrbil., . mall 
mobile bushes with great maws that consume any
thing from inse t to large rodents ; schroums , a non
intelligent fungu that atta hes itself to Ii ing fl sh 
and slow ly leeches its ho. t's life away ; ralla krens , a 
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large su nflowerlike hloom that animates when sen
tient plants draw near and attempts to consume them 
by osmosis· plus se era! other less lethal varietie . 
Most of the really dangerous pockets of these plants 
have been weeded out by the Ranks of the Fit, but 
travelers d come across them once in a whi le. 

A great deal of animal life wanders the countryside 
of Bonparr as we ll. Harmless descendents of every
thing from field mice to white tai led deer can be 
found in ·1bundance. Predator also make th ir home 
on the prtiries. Widely known creatures such as man
ta , , ep · and ·que kers are found here. as we ll as 
som les r known monster species. These include 
yfiefs, twenty-meter-long snakes with a head on each 
end of its body, each with a different deadly poison; 
triekrs , carnivorous mutated sq uirrels with the power 
of levitation and an in ·,uiabl appetite· pogosi , two
meter mutated opossums whose tails contain a painful 

lectrical shock: and several others. Despite the gov
ernment's effo1ts to ·ontrol these animal populations , 
they continue to thrive. 

Population 

Bonparr has a total population of approximately 
60,000 sentient beings. Of these , 45,000 are new ani
mals of one ·ore or another 5,000 are altered ones 
3. -oo are green folk. and 1 500 are true men. 

Except for a ·mall handful of farmers and a few 
scattered illages , the people of Bonparr live in eight 
settlements : the city of Jospeen, the towns of Fortain, 
Moonsee Defiance , Elda , Lemay Finday, and Green 
Village. More or less half of the citizens both male 
and female , of each settlement belong to the milita1y. 
The rest a re m rchant ·, civil ·ervants trademen , 
laborer· and criminals. Jospeen and Elda also have 
sma ll communities of scientists and tech nicians. 

Technology 

As a , hole , Bonparr is at a Tech Level lII levd of 
development . Muscle pow er is still the predominant 
energy source , and beasts of l urden are the primary 
means of locomotion . Howe er, technology is mo ing 
forward quickly in th nation , helped by the Hona 
partist ·' financhl and organizational support of vari
ous scientific research groups. Bonparr is n the 
verge of becoming Tec h Level IV. The largest settle-

ments have gas lights on their main streets, and some 
sections of Jospeen even have electrical power . 

The biggest hindr ance to progre s in Bonparr is its 
lack of natural re. ources. The only place that metals 
and fuels can be mined is in the hills . urrounding the 
Magmatap , a task that has proven nigh-impossible due 
to the wild beasts that roam the area and frequent ·ei ·
mic disturbance , from the ancient manmade volcano . 
Bonparr has been forced to trade it military serv ices 
to other nations for the materia ls it needs. 

A group of engineers in Jospeen rein vented the 
steam engine five years ago, whic h led to the con
struction of a sma ll rai lro ad between Jospeen and 
Ekh. It was built by an unprecendentecl cooperative 
effort between the Ranks of the Fit , the Restora
tionists and the Peace Brigade. ince the entire line is 
only about fatty kilometers long the railroad is more 
of a curiosity than anything else but the leaders of 
Bonparr believe that it bodes we ll for the future. 

Most of Bonparr's military force· u ·e Tech Level III 
weapons , such as their standa rd-issue flintlock rifles 
and long swords. However , instead of being crafted 
by hand (or paw , or vine, as the case may be) , these 
are as ·embled in factories with Tech Level IV produc
tion lines . 

Organization 

All of Bonparr is ruled by the Ranks of the Fit. The 
·upreme leader of the nation is Gene ral Ursa! and 
each tow n is governed by the colone l in com mand of 
that settlement 's garrison of the Bonparr army. In 
add ition to the military rule , each town has a civilian 
mayor with his own staff of subordinates and assis
tants. Except for Finday , here it is an hereditary 
post , eac h mayor is elected by the population of the 
town . His term aries from one year (Green Village) 
to ten years (Elda . The mayor of any given tm n is 
restricted by la" to only a single term . 

Tht: only real occupation of the mayor is to act as 
an intermediary lx:rween the people and the militaty . 
Tht: mayor 's staff is in charge of keeping a censu · of 
the population , co llec ting taxes , monitoring trade, 
organiz ing festivals and so on. Politically speaking, 
the mayor 's office has no influ ence at all regarding 
the establishment or enforcement of la s. 

Those jobs fall to the army. Sin<.:e ·uch a large part 
of the populace is actual ly in the military , soldiers 
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double as the nation's police forces. Eve n with th is 
res ponsibility , there is a surplus of fighting men , so 
th e tm,vns su pplement their i11<:ome by ren tin g ou t 
their forces as mercenaries . The rates they charge vaiy 
depending upon the nature of th · service to be per 
formed, its risk factor and the expe nses that will be 
incu rred. Hm ever, anyo ne w ho hires a tow n 's me r
ce naries to fight the Zoo premis ts will undoubtedly get 
a ba rga in, as will those whose opp onents are oppose d 
to equa l rights for new an imals. 

Foreign Relations 

Given the size of its army and ge nera lly militaristic 
out look , it is so mewhat remarkable that, at this time , 
Bonr,arr is not currently at wa r. In ages past , most of 
its current neighbors were its hitte r enem ies , and not 
all memories of those days has faded . 

Ascension : Due to their associatio n with the Ranks 
of the Fit. representatives of Bonparr are tolera ted in 
the city-state. and have grown quite influential in some 
circles. Unfortun ate ly, the Zoop remists are give n the 
same unbiased treatment by the government of Ascen
sion , which has led to quite a lot of conflict w ithin the 
wall of the city-state. Governor Slyler rece ntly notified 
th e l:3onparr ambassador a nd the local head of th e 
Zoop remists that the) had better knock it off o r both 
grou ps , ill he out lawed. Since Ascens ion is a majo r 
trade center, this , ould be a devastating blow to Bon
parr , who rel ies heav ily on fore ign sources for natural 
resources . The city is a lso where much of the bartering 
goes on between offic ia ls of Bonparr's tow ns and 
those wishing to hire mercenaries . 

Bastion : As an unexpected result of a treaty that 
ended a war between Bonparr and Bastion , the two 
nations have beco me semi- regu lar tradin g partners. 
This arrange ment is much mor benefic ia l for the true 
men of Bastion than for Bonparr , since the Knights of 
Genet ic Purity a re sh unn ed throu ghout mu ch of 
Gamma Terra. 

The peace that has ex isted betwee n the Knights and 
the l:3onapartists has always been uneasy at best. Many 
of the new a n imals that live in Bon pa rr have a n 
intense hatred of the Knights , and it goes witho ut say
ing that the purists of l:3astion abhor mutants of any 
kind . Occasion·1 lly, a trading party from one nation or 
the other wi ll he attacked on the road, hut so far, all 
such assau lts have been tra ·t:d to radical grou ps (often 

the Zoopremists or the Iron Society) and avenged . 
To protect the truce and show their good faith (and 

confide nce in their ow n ab ility), the Ranks of the Fit 
allowed the Knights to es tablish 'l small headquarter s 
in Jospeen. It se rves most ly as a place of prote ction 
for merc ha nt s w hile th ey a rc in town co nducting 
business . The rulers of Ba. tion have not bee n quit e so 
accomodating , refusing the Bonapartists ' requ est to 
build a similar facility in Bast ion . As a compromise, 
the Ranks were allowe d to co nstru ct a small bas e just 
outside the all-human city. 

New animals from Bonparr are on ly allowed in the 
city of Bastion during the daylight, and only after they 
have been thoroughly sea rch d . They must carry iden
tification pap ers at all times , hile in Bastion territory , 
and are forbid den to bring a ny weapon , no matt e r 
how small , into the city. Certain conservativ e elements 
in Bastion fear that the Ranks of the Fit might try to 
incite the animal slaves of the hum ans to revo lt. 

Huush: A sore spot in the mine.ls of many Bonparr 
residents , Bonparr still officially co nsid ers Huush part 
of its territories , eve n though the hisser state has been 
an independent nation for longe r than living memory . 
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The hissers want nothing to do with Ilonparr , and 
carefully monitor any party that enters their land from 
that direction. 

The Grand Matriarch Saressa has se era! well-paid 
spies stationed in key locations in Bonparr , who regu
larly send her information on the Bonparr mi litary 
force's size location and deployment . She is well 
awar of the fact that Co lonel Egeon is behind the 
movement to restart the wars, and will I e waiting for 
him if he makes any moves in her direction . 

Jain us: Bonparr has been technically been at peace 
with Jainus since Co lonel (then lieutenant) Orsino 
brought orders to encl a siege of the orlen city many 
years ago. The Bonapartists have never quite forgotten 
their so-called "last defeat ," and have been trying to 
undermine the city for som time . The orlens who 
rule the city are so self-center cl that they have not 
concerned themselves with the large population of 
new animal in the city. Bonparr conducts some trade 
~ ith the city, but this is largely a front for widespread 
recruitment of the city's non-orlen natives into the 
Ranks. If Jainus· rulers are not careful, they might 
wake up one clay and find that their city has become a 
new Bonparr outpost. 

Miac ho lin: The carrin rulers of Miacholin are 
among Bonparr·s must steady customers for merce
naries . The dark emperors seldom use the rented 
troops for defense or military use , however. Instead , 
the mercenaries are hired to embark upon perilous 
missions into ancient t rritories to find and recover 
artihcts. Bonparr squads have been very successful in 
th se quests , and they often return to Bonparr with 
a1tifacts as well as payment. 

Psion City: Both factions of the ru ling council of 
espers have been in contact with Bonparr , seeking 
assistance in case the city erupts into civil war. At this 
point , Bonparr has remained neutral , waiting co see 
which side will be successful before committing valu
able resources. If such a revolution takes place , Bon
parr may take the opportunity to try to co nquer the 
place for themselves. 

Yrs ahl: The leaders of Bonparr would love to have 
closer ties with Yrsahl since the vast resources of the 
sleeth universitie: could provide them with mu ch
needed assistance in their technological research . The 
sleeths consider Bonparr primitive and uncouth , have 
no real need for military assistance , and generally 
consider thems Ives the center of the known uni-

verse. Some of the cleans ha e granted 13onparr lim
ited trade concessio ns and minimal diplomatic ties . 
There is a Bonparr ambassador in Yrsahl, but no 
sleeth ambassador in Jospeen . 

Economy 

For many years, Bonparr"s economy was focussed 
entirely on military spending and buildup. When 
General Ursa! put an end to the fruitless wars, he also 
restructured the economy of th e nation so that it 
would not collapse. The army is still the biggest 
industry in the nation , but since the towns were given 
permission to rent out their troops as mercen ·1ries, the 
military has been able to provide much of its own 
upke ep. This left the rest of the citizenry \I ith the 
oppor tunity to de elop new indu stries. 

Agricu ltu re: The biggest center of agriculture is 
the north ern town of Defiance , which supp lies , ell 
over half of the cou ntry·s grain. Their great cash crop 
is the grain known as quacldro -tri, a mutant form of 
wheat that grows directly on the surface of Wer Lake. 
For some reaso n , the grain will not grown on any 
other body of water. Examiners who have studies this 
phenomenon suspect that the periodic passing of the 
Ramb ling Woods through the ar a leaves a residue in 
the water that allows the grain to thriv . This theory is 
supported by the fact that quaddro-tri cips are nearly 
45% lower in years when the Woods do not pass 
through the lake. 

Farmland also surrounds each of the cou ntry 's 
towns , but with equipment and techniques that are 
Tech Level III or worse, these farms are hard-pressed 
to provid for Bonparr 's growing population. Depen
dence on quaclclro-tri is therefore quite high . 

Lives to ck: In addition to farms several of the 
towns have areas given over to raising livestock. 
Many of these ranches are operated by joardanz 
herds , who seem to ha e a knack for it. The most 
widely-bred animals are stagons but there are ranches 
that raise centisteeds and podogs as well. The Pyre 
Square Ranch just outside Moonsee is the sing! 
largest breeder of jackalopes in all of Gamma Terra. 

Mining: As discussed above, Bonparr 's mo ·t seri 
ous economic deficiency is its lack of raw materials. 
, ome mining does 10 on in the hills east and south of 
Green Village, where coa l, co pper , and sometimes 
iron are found. The area is plagued by ea rthquak es 

32 Chapter 5: The Nation of Bonparr 



caused by the Magmatap to the southeast, and many 
monster types roam the hills . All of which combines 
to make mining an even more hazardous unde1taking 
than it is elsewhere. 

Import /Ex port: Because of its own shortages , 
Bonparr is forced to import minerals such as iron and 
steel at exorbitant rates . The nation has begun to 
export manufactured goods , hut its major commodity 
remains military expenise. 

The largest trade center in Bonparr is the market
place in Jospeen. The town of Fortain , along the west 
road to Ascension , Jainus, and other nations, has also 
bec ome a major mercantile ce nter. 

Manufacturing: Five years ago , the city of Jospeen 
inaugurated their first Tech Level IV factory . Most of 
the items this factory produces are Tech Leve l II 
, eapons and co mmodities , but it has served as a 
model for other, smaller factor ies in Jospeen and Elda. 
These smaller estab lishments produce textiles , tools 
and even some luxury items . The cit izens hope this 
manufacturing '·boom" will help bring them up to a 
Tech Level existance along the lines of Yrsah l o r Mia
cholin. 

Society 

Like all nations , Bonparr is separated into distinct 
classes. The biggest division is between the military 
and civilians. The Ranks of the Fit has all the political 
power, the military might to back it up, and therefore 
receives the best the country can provide . 

Because the Ranks of the Fit was founded on the 
basis that new animals are a superior form of life, all 
positions of authority are held by mutated animals. 

on-m ilitary new animals and altered hum ans make 
up the middle class, while pure stra in humans occupy 
the lowest rung on the social ladder. The green folk, 
oddly enough, seem to exist outside of the social 
structure altogether. They are not pa11icularly discrim
inated against , but neither is any special attention 
given to them. This stems, perhaps , from the essential 
differences between plant and animal minds. 

Cities and Towns 

The cities and towns of Bonparr are described in 
great detail in the following chapters. 
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Joapeen 

"As many arrows loosed severa l ways, come to 
one mark , as many ways meet in one town ; as 
many fresh streams meet in one salt sea; as many 
lines close in the dial 's center; so may a thousand 
actions, once afoot, end in one Purpose , and be all 
well borne without defeat. •· 

Remark attributed to Napo leon I, 
during a civil planning meeting. 

Tech Level: III/ IV Population : 22,000 
Population Breakdown: 3% P. H 1.5% orlens , 4% hid
den , 10% other AH typ s 10% dabbe rs , 2% groaks 
0.5% hissers, 8% hoops , 6% joardanz , 4% sarbises , 
0.5% sleeths, 35% other MA types, 1- .So/o SP. 

History 
Jospeen was founded nearly 200 years ago by the 

Zoopremist-;, on the site of a great castle of the ancient . 
The leader of the Zoopremists at the time wa a huge 
mutated stag named Jospeen Elkhorn. B ing somewhat 
immodest, he gave the castle his surname and the vil
lage that grew up around it his given name . The Zoo
premists were veiy powerful and influential back then , 
and with d1e weald1 of artifacts that they discov ered in 
the castle, they were able to quickly mak e Josp en the 
capital of a mighty nation called Ohyy. 

At the time of the Bonapartist coup , Jospeen had 
roughly 10,000 residents , over 90% of which were 
mutated animal. . Under the rule of the Ranks of the 
Fit, Jospeen b cam a militarized zone and remained 
so until some years after Genera l-Emperor 's Napo 
leon 's dead1 . During thi time , most of the remaining 
humans (pure strain and altered) in the city were 
wiped out. When less bloodthir sty officer · as ·umed 
control of the city, the genocide was halted , but 
humans have never been fully accepted . 

During the reign of General Belarius construction 
was begun on the great wall that surrounds the city . 
Similar walls have been built ar und many of Bon
parr 's other towns. 

nder Genera l Ursal 's rule , Jospeen has experienced 
an unprecedented growth in population , economy, 
and culture. Given the militaiy mindset of its inhabi
tants it is no wonder that that Jo ·peen 's greatest cla im 
to fame is d1at it has never fallen to an external foe. 

Layout 
Jospeen is roughly divided into three secto rs, which 

are defined by the routes of the Awbash and Beev 
Rivers . They are known simp ly as the East Sector the 
West Sector, and the outh , ector. The Ranks of the 
Fit Academy is located in the northeast of the city . It is 
not contained within d1e city walls but is enclosed by 
a sma ller, omewhat less substantial barrier. 

Cryptic Alliances 
Almost every cryptic alliance in ex istenc e has a 

pres ence in Jospcen, ~ hether secret or known. Their 
status and current a •tivities are as follows. 

The Archi vis ts belie e that d1eir headquart rs is a 
secret to the authorities, but is actually well known . 
Most of their activities involve the theft of artifacts , 
hut their lack of a truly clever approa h has inhibited 
their success. 

The Broth erhood of Thought ha s a small head 
quarter · here . They are not ery well liked by th e 
authorities , but are tolerated as long as they don 't 
make trouble. Their biggest activity is to preach on 
street corners and occasionally ask for donations . 

The Created hav e no presence in Jospeen. 
The Follow ers of the Voice are a . ecret presence 

in Jospeen. While they have not been given any spe
cific orders regarding Bonparr , the fear that the 
Ranks of the Fit may t1y to deve lop their own com
puters . 

The Healers are ve1y well known and well liked in 
Jospeen. Their hospital here is the largest outside 
Ascension. 

The Iron Soci ety has been outlawed in Jospcen 
for decades but a small und rgrouncl movement still 
exists. They take any opportunity they can to try to 
destroy d1e trading agreements between Jospeen and 
Bastion. 

The Knight s of Ge netic Purity are known and 
tolerated, if not well liked , in Jospeen. Their represen 
tatives make frequent visits to Jo ·peen 's marketplace 
and merchants , since the city is one of the few places 
where they are accepted . 

The Peace Brigade is a small but o ·i~·rous group . 
They have been trying to convince the Ranks of the 
Fit that the outlying to\ n · of Moonsee and Green Vil
lage need fortifying like the rest of the town s in the 
nation. So far, d1e commanders are not interested . 
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The Radioactivists are a secret group. They have 
been lacking a direction or purpose since their failed 
attempt to irradiate the city some years ago. The exe
cution of their ringleaders has led to squabbling 
among themselve · ·md little unity . 

The Restorationists are the econd-largest alliance 
in the city, after the Ranks of the Fit. They have been 
working closely with the Bonapartist leaders to make 
the count1y reach Tech Level JV. Their succe " ses so 
far include limited electrical power for a portion of 
the city, th railroad betwe n Josp n and Elda. and a 
facto1y that can mass produce a number of goods . 

The Seekers make the Brotherhood of Thought 
look appealing. The local authorities kick them out of 
the city occasionally if they annoy people in the p·trks 
too much. 

The Zoopremists repres nt the largest under
ground group in the city. D spite weekly xecutions, 
mor of them keep popping up trying to destroy the 
Ranks of the Fit and restore their long-lost kingdom of 
Ohyy . 

Paints of Interest 
1. Elkhorn Castle. What was originally an ancient 
shopping mall has now become the center of the gov
ernment of Bonparr, and the spiritual home of the 
Ranks of the Fit across Meriga. It was extensively 
repaired and rebuilt (and cleaned out of artifacts) by 
the Zoopremists , and later adapted for milita1y use by 
the Bonaparrisrs. Ir has three above-ground levels and 
a basement. 

The basement serves as the headquarters for the 
local police foce. ·incl doubles as a jail for both local 
criminals and prisoners sent to Jospeen from other 
parts of Bonparr . It is constantly under guard and 
believed to be inescapabl , having constraints that 
even prevent teleportation or displacement. 

The first le e l has a large courtyard with trees , 
fountains , and elegant staircases leading up to the 
second le el. The courtyard is used for formal occa
sions such as welcoming foreign dignitaries , promo
tion or a~ arcl cer monies, and state dinners. Also on 
the first floor in areas somewhat removed from the 
courtroom are th general's offices and counci l room , 
offices for the chiefs of staff , and numerous adminis
trative personnel. 

The second level has a balcony that looks out over 
the courtyard . Off the courtyard are more aclrninistra-

tive office·, plus the war room, the general's pr ivate 
quarters, and quarters for the chiefs of staff. 

The third level is smaller than the lower two floors, 
and is devoted to the cast le's support staff, including 
the kitchens maintenance, and storag e. 

The immediate area surroun ding Elkhorn castle is 
covered in a hard black substance like ·oft stone. The 
area is kept free from unwanted growth by a staff of 
maintenance peop le. The loca l garrison often prac
tices maneuvers here. 

2. Train Station. One of the Re ·toration ists' greatest 
recent breakthroughs was the reinvention of the 
steam engi ne. To celebrate the success, and to give 
the people a phy ·ical examp le of the technological 
progress that is being made, a sma ll rail line was built 
between Jospeen and the town of Elda. The Jospeen 
station look · remarkably like its twentieth-century 
forebears, with a platform, waiting area ticket booth, 
and wall-mounted arr ivals and clepa1tures sign. 

3. The Marketplace. The marketplace is a meeting 
place for local merchants and traders from outside the 
city. On :orne clays, it is nearly deserted , while on 
others, it is full to practically overflowing. The b st 
season for trade is toward the encl of summer. 

4. White Hand Hospital. With the financial help of 
the Ranks of the Fit and the technical knowhow of 
the Peace Brigade, the Healers managed to build an 
immense hospital facility. On a daily basis, they treat 
all genotypes for all manner of inju1y and illness. 

5. Lower East Side. This corner of Jospeen is a 
haven for altere d humans of all genotypes. While not 
necessarily a slum or a ghetto, it is not a particularly 
nice place to live. The police do not patro l the area as 
frequently as they do neighborhoods with a larger 
animal population , which causes the Lower East Side 
to have a higher than average crime rate. Sequestered 
away on a side street is the secret headquarters of the 
Iron , ociety. 

6. Restorationists' Superstore. Located in the area 
of Jospeen known as The , trir (see below) , this is the 
largest Restorationist establish 1rn.:nc in 13onparr. Th1::re 
is an 85% chance that the alliance will have any de 
sired artifact, and in those rare cases when they don 't, 
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they can refer a cu tomer to another place. They al ·o 
do a brisk bu ine · buying artifacts , and pay slightly 
above Ii t price for any artifact in good working order. 

7. The Strip. Thi ection of Jo peen is known a The 
trip because of the way it street parallel Elkhorn 

Road. It is a major mercantile center where anything 
available in Bonparr can be bought for the right price . 

8. The Garden. The Garden i an upper middle cla s 
inn that caters exclusively to mutated animals. It i al o 
one of several ecret meeting place for the Zooprem
ists. The owner of the place is a mutated deer named 
Kven Chell , who take a perver e delight in defying 
hi enemies by living within ight of Elkhorn Ca tie. 

9. The Soldiers ' Quarters . ome of the Jo peen gar
ri on' troop have private re idence in variou loca
tion throughout the city. The rest live in chi area , 
where they can be quickly on call if they are needed 
at the castle. The housing here range from very par
tan group accomodation for enli ted per ·onnel to 
quite luxuriou apartment complexe for officer . 

JO■Pl!l!N 
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10. Bonparr Inn. Thi i the most popular of the 
many inn that dot the city. It i widely known for its 
fine creature comfort , including gourmet cui ine , 
umptuou accomodation and oothing bathhou e. 

The proprietor i a huge mutated pig named Chraggles. 

11. Napoleon I Amphitheater . This theater is large 
enough to seat up to 3,000 audience members at a 
time. The Amphitheater i regarded as Bonparr 's cul
tural center , howcasing moving drama , uproariou · 
comedies , and stirring concerts . The admi ni trator of 
the facility i a beautiful mutated butterfly known as 
Bab Homefree . 

12. Resto rati oni st Com pound. A elf-contained 
community-within-the-community thi area is walled 
off and open only to the Restorationi t . Everything 
within the wall reflects Tech Level IV or bener tech
nolo y. The chief of the Re torationists is a true 
human named Jon Brandfire , who is a former Knight 
of Genetic Purity. His defection i till a ore point 
with the Knigh , who would love to extradite him to 
Ba tion if they thought they could get away with it. 

0 
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13. Riverside. This is a neighborhood of twisting 
streets and winding alleys. It is also largely aban
doned, clue to the de ·tructive effects of the river on 
many of the building ' foundations. Many of these 
deserted building house small bands of the Hidden, 
a mysterious race of silent, nearly invisible humanoids . 
Although most citizens believe that the Hidden are a 
myth, they are quite real. 

14. Power Plant . This building houses as Tech Level 
IV hydroelectric generator that is powered by the 
Awbash River. It was built and is maintained by the 
Restorationists. The machinery has not been com
pletely perfected yet, and blackouts are frequent , but 
the plant does provide the nearby neighborhoods and 
the Restorationists ' compound (see above) with elec
tricity for whatever equipment or artifact can utilize it. 

15. Bonapart Park. A stat ue of Emperor-General 
apoleo n I and his dabber companion (for whom the 

park is named ) stand in the middle of this area. The 
park is a favorite recreational area for the lower mid
dle classes of Jospeen. They enjoy running , picnicing , 
and engaging in a variety of sports and game ·. The 
houses that surround the park are homes to some of 
Jo peen ' most well-off citizens. 

16. Lower West Side. This neighborhood is largely 
populated by unskilled workers and laborers. Alma t 
all of the resident · are mutant animals , and tolerance 
for non-animal genotype reaches its lowest here. ot 
surprisingly , this area is a veritable breeding ground 
for the Zoopremists, who are able to recruit a surpri -
ing number of new member , mostly from among the 
disenchanted youth. 

17. Brotherhood of Thought Temple. In an effort 
to promote peace and harmony in the Lower West 

ide area, the Brotherhood of Thought constructed 
this haven . The local refer to it as a temp le , but in 
reality , it is simp ly a place where individua ls are 
urged to forget their cares and meditate on peaceful 
coexistence. The members of the Brotherhood are 
frequently ridicu led by the discontented loca ls, and 
have sometimes been the victims of violent attacks. 
They persevere , mostly due to the encouragement of 
Kven Chell, a mutated <leer who is considered the 
head of the local Brotherhood. 

18. Jospeen Manufacturing Company. This is the 
large t a semb ly-line factory in all of Bonparr . Most of 
its resources are geared toward the production of 
weapons, armor , and other milit ary goods for th e 
Ranks of the Fit but becau ·e it was built by the 
Re torationi ~ts, it also produces other goods . These 
include textiles tools , cooking utensil ·, toy , gla · ·, 
medical equipment, machine part , and even copies 
of artifacts such as binocular . 

19. Generator . This generator i steam-powered and 
is used exclusively to power the machine1y of th Jos
peen Manufacturing Company . 

20. General 's Park. This park is surrounded by the 
mo t exclusive neighborhood in Jospeen . Only the 
very rich or the ve1y well connected can afford to live 
in one of these mansions . The park itself is very well 
maintained , with several breathtaking view of the 
river and the eastern half of the city. The park has a 
most unu ual "resident :" a mutated tree named Bufulr 
that is rooted at almost the exact center of the park . 
Bufulr i · not ve1y ·ociable and has a na ty habit of 
lobbing explosive acorns at intruders. 

21. The Silver Silhouette. Thi tavern is a combina
tion cabaret , cas ino , and dance hall. It ca ters to an 
upper middle class clientele , and many well known 
figures in Jospeen are regular customer . The leading 
performer of the ilhouette is a exotic altered human 
dancer named Genifier Kehll . When she put s on a 
show , spa rks literally fly as she utilizes her electrical 
generation powers for mysterious pyrotechnic effects . 

22. Public Library. All of the books in the library are 
post-cataclysmic , but ome of the e are duplicate or 
copies of ancient writings . There is a wide selection 
on all ·ubject ,, but the mo t popular volume are 
those that glorify the exploits of the Ranks of the Fit. 

23. Uptown. The stores and shops in this area of 
town are more up ·cale than those found elsewhere in 
Jospeen . Instea d of crude cloth and fur , for exam
ple , one might find finely woven fabrics. The weapon
smiths of Uptown are considered by many to be the 
finest in all Meriga. The merchants of Uptown charge 
top domar for their wares , but it is usually worth it. 

Chapter 5: The Nation of Bonparr 37 



24. Zoological Gardens. This institution wa founded 
by the Zoopremists many years ago, and even though 
they are no longer tol e rated in Bo np a rr, th e zoo 
remains . The zoo features a wide variety of animal and 
p lant life from all aero Meriga including ome 
species not usually found in the Lake Mitchgloom / 
Lake Ire area. The chief caretaker of the Zooloogical 
Garden i a mutated monke y named B1yan Androbin . 

25. The Academy. The grounds of the Rank of the Fit 
Academy are located outside the walls of Jospeen in 
order to keep track of the cad rs who are not allowed 
out of the Academy during their training period . The 
north and east sides of the Academy are enclosed by a 
, tone wall that is somewhat smaller and less thick than 
the wall surrounding the bulk of the city. 

On the north side of the co mpound are a hug e 
gymnasium complex and the administrativ bui ldings. 
Cadet barrack s are in the northea st corner of the com
pound. The open centra l area is u eel for a variety of 
training , including mark manship hand-to-hand com
bat , bstacle co urse s, and mock battle s. The so uth 
end of the enclosure consists of classroom buildings. 

Important NPCs 
Commander Nestor 
MA wo lf (H); E 7; AC 12; MO 11 ; HP 68; TH C 
melee +9; THAC ranged +9· #AT l; Dmg ld6+2 or by 
weapon ; Hrh 10; pd 19/ 5; Per 8; t +2; R 0; UA 0· 
RR 14. 
PS 16- DX 16· C 10; M 13; IN 11· CH 17; S 8. 
Mutations : Heightened smell , heigh tened bearing , 
night vision, displacement (2 ). 

Class kills: Combat Leadership 10 Makeshift Weapon/ 
Armor 7, ize-up Oppon ent 13. 

Comm and r esto r' · offic ial po sition is right-hand 
man to Colon I e rnon , and seco nd -in-com mand of 
the Jo peen garr iso n (a very prestigious post). estor 
is in leag ue with Colonel Egeo n and freq uently acts as 
a mess nger betwee n the two colonels. The comman
der does not particularl y dislike e rn o n, but he is 
convinc ed that Egeon will be the nex t ruler of Bon
parr . es tor sees serving Egeon as a surefire route to 
promotion and a garr iso n command of his wn. 

Like other officers in the warfar fa tio n , Nestor 
~ ears armor and weapons at all times. He is usually 
attired in a shirt of ring mail (AC +4) and carr ies both 

a ceremo nial long word (Dmg ld 8+2) and a se1vice 
single-shot pi to! (Dmg 2d8 . 

M ajor Biron 
MA octopus (H); E ; AC 11; MD 11: HP 67; THAC 
melee +9· THAC ranged +8; ..rAT l ; Dmg by ,veapon: 
Hth 10; pd 9/ 7; Peri-; t +l; R +l· A +l; RR 12. 
PS i- ; OX 14; C 9; M 14; I 14; CH 13· 14. 
Mutations: Gills, cha meleon powe r (14) , multiple limbs 
(arms and leg ), photosynthetic skin, doubled pain. 
Clas kill : Combat Leader hip 9 take. hift ~ eapon/ 
Armor 14 ize-up Opponent 9. 

Major Biron is th office r in cha rge of the Jospeen 
police force a job that kee p all four of his hands full. 
He ha · gained a cenai n degree of renown and re pect 
for his per istence and tireless pursuit of crimin als . 
Biron rea lly di like th Broth rh od of Thought, 
which he cons ider a pack of eak- illed cowards . 
To his exa peration, h kee ps runnin g into one of the 
lea ding Broth rhood m mb r in to n, Kven Che ll, 
despite their mutual efforts to a o id one anothe r. 

Major Biron is eq uipp ed with the follow ing gea r: 
studded leat he r ar m r ( C +3) , t o lo ng swo rd s 
(Dmg ld 8+1 eac h), and a bolt-action rifle THAC +2, 
Dmg 3d ). He al o ha a tee! shie ld ( C +2) and a 
para ly is rod (Dmg para lysis) that he use . whe n he 
ha to lead the riot ·quad into action. 

ArtMo wy nn 
Dabber ; EX 4; AC 11; MD 9· HP 39: THAC melee 0: 
THAC ranged +l: =AT l; 0mg by weapon ; Hth 10; 

pd 12/ 3; Per 11; t +l; R 0· A +4; RR i-. 
P 11; DX 13; C 11; M ; I 9; CH 12;, 11. 
Mutations : Photogeneratio11 03) empc,tby ( ) ill11sio11 
gene ration (10) repulsion field (10), telekinesis o-) , 
telepathy 03) . 
Cla-. kills: Avoid Artifact Disaster , Ju1y- Rig 9, Read 
chemat ics 4, Repa ir Artifact 4. 

lowynn has just entered the last ear of his term as 
mayor of J peen. He is more invol eel in the politics of 
Jo. peen than many of his predecessors were, which has 
made him . om dangerous enem ies. Colone l Egeon 
despises him, but has not taken ·my a ·tion for fear of 
lo ing conu'Ol over Colonel Vernon, anod1er dabber. 
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Bryan Androbin 
MA money (H); EX 6; AC 12; MD 10; HP 53; THAC 
melee +2; THAC ranged O; #AT 1; Dmg ld3 or death 
or intensity 6 radiation o r by weapon; Hth 10; Spd 
15/5; Per 11; St +2; R 0; UA +6; RR 18. 
PS 12: DX 16; C 12; MS 9; I 9; CH 11; S 11. 
Mutations: J11111111nity (draining/life leech), radiating 
(='.)1es (16). thought imit ation, mental multiplier (17) , 
death field ge neratio n O 7), de11ol11tio11 (9). 
Class Skills: Avoid Artifact Disaster 9, Jury Rig 11, 
Read Schematics 8, Repair Artifact 10. 

Bryan Androhin is the chief caretaker of the Zoo 
logical Gardens. He is a retired adventurer. 

Bufulr 
SP tree ; NCC; AC 15; MD 10; HP 23; THAC melee O; 
TIIAC ranged +2· #AT l ; Dmg 2 hp -3d6 or 2d6; Tith 
10; Spd O; Per 11; St N/ A; RU / A; UA O; RR 0. 
P, 12; DX 1- ; 8; MS 11; I 12: CH 8; S 14. 
Mutations: Total carapace (l 1), anti-life leech. poiso
nous thorns (intensity 1, MP 11), dissoll'i11gj11ices 
( 13). explosi11e seeds (12). 
Special Powers : Bufulr is rooted to the ground and 
cannot move. Any attempt to remove him would 
prove fatal. 

Hufulr is a mutated tree that stands in the center of 
General's Park. It was nearly full grown when it was 
exposed to the Glow by a group of Radioactivists and 
gained sentiency. Bufulr has an irasihle nature and 
can be quite orne 1y. Figures who approach him too 
closely are likely to have an explosive seed hurled in 
their dir ction. The authorities have determined that 
Bufulr is too deeply roo ted to be moved , so instead , 
they have discreetly posted warnings about it. 

Geniller Kehll 
AH ; CC; AC 12 ; MD 11; HP 47 ; THAC melee +2; 
THAC ranged O; #AT 1; Dmg 3d6 or by weapon; Hth 
11; Spd 14/ 5; Per 17; St +2; RU +2; UA +2; RR 18. 
PS 11; DX 15; CN 14· MS 1 ; IN 16; CH 16; S r . 
Mutat ions : lmm1111ity (menta l attacks), electrical gen
eration (11 ), sonc11: boc(y cbange (purple hair) , beip,bt
e11ed balance . 

This exotic-looking humanoid is employed as a 
dancer at the Silver Silhouette. In fact , the tavern was 
renamed in her honor : the name refers to the halo of 

energy that coalesces around her body when she uses 
her electrical powers . She is currently trying to save 
up enough money to buy the tavern herself, and 
retire from dancing. 

Jon Brandfire 
PSH· EX 11; AC 10; MD 13; HP 48; THAC melee +2; 
THAC ranged 0; #AT l; Dmg by weapon ; Hth 12; Sp<l 
12/ 3; Per 14; St +2; R +l ; A +14; RR 21. 
PS 15; DX 8; CN 15; MS 17; I 13; CH 16; , N 13. 
Class Skills : Avoid Artifact Disaster 12 , Jury -rig 12, 
Read Schematics 16, lkpair Artifact 16. 

Jon Branc.lfire is the chief administrator of the 
R "storntionists in Jospeen . He sp-'ncis most of his time 
coordinating his group 's efforts w ith the Bonparr gov
ernment, although he does sometimes take pa1t in the 
examina tion of a particularly mystifying piece of 
ancient technolo 6ry. Brandfire was a Knight of Genetic 
Purity in his youth. He came to Jospeen as an cmis
sary from l3astion and was so impressed by the civi-
1 ization of the local population that he rejected his 
former ways and joined the Restorationists . 

KvenChell 
MA deer (H); SC 9; AC 14; MD 10; HP 59 ; THAC 
melee +6; THAC ranged +4; #AT 1 · Dmg ld / ld6+ l 
charg ing or hy weapon; Ilth 13; Spd 24: Per 27 ; St 
+ 12; RU +8; UA +3; RR 14. 
PS 17; DX 19; CN 17· MS 12· I 6; II 10; S 13. 
Mutations : Heightened bearil/P,. teleportatio11 (10) , 
hod_J chaHge (hairless), beighte11ed speed (14) dis
placement (7). 

Class Skills: Find/ Remove Traps 14, Hunting 10, avi
gate 13, Tracking 13, Wilderness Survival 14. 

The Brotherhood of Thought hdieves in total equal
ity, so they have no leaders as such, but if they did , 
Kven Chell would b the head Brother in Jospeen . He 
is the oldest and most expe rien ce d member of the 
alliance in Bonparr . Chell has recently begun to believe 
that his fate is somehow intertwined with Major 
Biron 's, even though he has a great distaste for the offi
cer. For some reason , the two seem to run into each 
other even when deliberately avoiding one another . 

A total pacifist , Chtd l wil l always fl "e (and he is 
remarkably well equipped to do so) rather than fight. 
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Defiance 

Tech Level: III Population : 5 000 
Population Breakdown: 2% PSH 1% fens, 5% other 
AH types 8% hadders, 5% groaks, 2% hawkoids 6% 
hissers , 1% hoops , -% jo·1rdanz , 1% keeshins , 4% sar 
hises , 9% or her MA types , 11 o/o SP. 
Garrison: 2 companies of infanny (1,000 so ldiers); 10 
artille1y corps (100 soldiers); 1 aerial squad 05 flyers) 

History 
Defiance was established as a military outpost on 

the main route to northern cities such as Sith Odess , 
and Bastion , during Bonparr 's early campaigns of 
conquest . The s ttlement prospered until the first time 
the Rambling Woods came through the area, wiping 
out the entire to n and killing many of its inhabi
tants. For se era! years, Defiance was deserted except 
for a few courageous farmers . 

The town was reestablished when a scientist 
mutated a new strain of grain with several unusual 
properties . First it did nor grow in the ground ; it flour
ished on the surface of Wer Lake. econd , it grew at a 
phenomenal rate; fast enough to bring in several crops 
a year . Finally it could be ground into flour that was 
indistinguishable from wheat and therefore safely edi
ble. The drawl ack to this breakthrough was that the 
only body of water that the grain , named quaddro -tri, 
would grow upon was Wer Lake. 

Despite the dangers involved, the settlement was 
reestablished, and named Defiance to reflect its 
inhabitants· determinati n to defy the odds and build 
a thriving community . Since that time , Defiance has 
grown into a town to rival any other in Honparr. 
Almost eve1y year, the townspeople have to fight off 
an attack by the Rambling Woods . Their methods 
have become so refined , however , that the Woods 
present very little danger any more. 

Layout 
The town of Defiance lies on the eastern shore of 

Wer Lake . The bulk of the town is built on the sh re , 
bur there are several blocks worth of buildings built 
on a great pier that extends out into the lake . The 
protective wall around the town continu s on pillars 
out into the lake, to protect the pier . Between the 
to n center and the shoreline lies ·1 recreational park. 

Government 
The head of the Defiance garrison of the Ranks of 

the Fit is Colonel Speed , a mutated turtle . He takes lit
tle part in the day -to-eta rule of the town. however , 
concentrating his efforts on making sure that the gar
rison and townsfolk remain well-prepared to defend 
the town against the Rambling Woods. Because of the 
unique needs of the city , Colonel Speed has two pri
mary subordinates: Commander Marina a mutated 
sheep who is in charge of overseeing the garrison and 
day -to -day business ; and Commander Antipholus , a 
mutated duck who is in charge of civil defense. 

Cryptic Alliances 
The Brotherhood of Thought , Healers , Peace 

Brigade. and Restorationists are all openly active in 
Defiance and each has a small base known to the 
government. The Brotherhood likes to send members 
with particularly agressi e tenden ·ics to Defian e to 
help them work out their hostility in battl against the 
R-tmbling Woods. 

The Iron Society is a strong underground move
ment in De fiance . Since most trade expeditions 
between Jospeen and Bastion go through Defiance 
th Iron . oc iety keeps a large number of spies and 
covert operatives here . Every once in a while , ·111 Iron 
Society member is caught and turned over to the 
Knights of Genetic Purity in a public ceremony , as a 
warning to others of their ilk. The Knights themselves 
have no permanent base in Defiance. When circum
stances bring the Purists to the town, they generally 
stay al The 39th Chromosome , a humans-only inn just 
inside the southeast gates of town . 

The Zoopremists exist in secret in Defiance , hut it 
has been nearly two years since they made any trou 
ble. Things have been so quiet, in fact that Colonel 
Speed is convinced they are up to something no 
good . 

Paints of Interest 
1. Bonapa rtist Hea dqu arte rs . The local Ranks of 
the Fit headquarters is located near the town center , 
overlooking it from the east. Tn addition to the two 
sto1y building that houses facilities for Colonel Speed 
and his staff, the base is outfitted with a large gymna 
sium and a era k , both considered symbo ls of the 
progress the town has made. The garrison's barracks 
are located across the street from the track. 
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2. City Hall. City Hall is located on the north face of 
the town center. It is a nondescript building, discern 
able only by the words "City Hall" embossed over its 
front door. It co ntains an office for the mayo r, a 
reception area , a formal dining room and a kitchen 
hut not much else. 

3. Quaddro -tri Fields. Just outside the walls , on the 
surface of the lake, are two huge areas set aside for 
growing quaddro-tri. The grain grows so quick ly that 
by the time one of the fields has been harvested , the 
other has comp letely matured and is ready for har
vesti ng itself. 

4. The Docks. Originally constructed as a refug e 
against the Rambling Woods , this huge pier has 
become a vital part of the town in its own right. It is 
lined , ith warehouses for the storage of quaddro-tri 
and taverns that are frequented by sailors and quad
dro-tri farmers . 

5. The Avenue. This area of Defiance gained the 
nickname "The Avenue· • for having the straightest 

w .. Lak• 

streets in town . It is full of shops offering a variety of 
goods and services, such as clothiers , blacksmiths , 
bakers and carpenters . In the southeast corner of the 
Avenue stands The 39th Chromosome, an inn that 
caters exclusive ly to true men, despite frequent 
protests from the local resident">. 

6. Restorationist Headquarters. The Restorationists 
have only been situated in Defiance for a shmt time , 
and have not yet built up a very wide selection of arti
facts . In fact, they are much more interested in buying 
than selling at this point . There is on ly a 5% chance 
that the Restorationists have a specifically requested 
artifact, and they will charge at least 2000/4 of its listed 
value. However , they are eager to acquire new arti
facts , and wi ll pay 1500.ic> of listed value for any worth
wh ile artifact that is offered to them. 

7. The Nograin Bottle. This tavern is one of the most 
popular in Defiam :e. The bulk of its customers are 
mutated animals , but nu genotype is excluded. It is 
owned and operated by a dabb er named Pfinkaicl, who 
claims to be a descendant of one of the town 's original 
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founders. An irrepresible gossip, Pfinkaid has been 
known to give comp lementmy drinks in exchange for 
juicy pieces of information . This Jy1s made him o ne of 
the most we ll-infi nnecl sentient · in the region . 

8. The Mires. This section of town is the poorest in 
Defoinc . ea rly a ll of the sett ! ment's a ltered hum ans 
reside here , as do the few nati e green folk. The loca l 
garrison considers the Mires a breeding gro und for 
the criminal element and frequently conducts house
to-house searches, often with no justifable cause. The 
loca l Zoopr mists have a headquart e rs in the base 
ment of one of the ten ~m nts in rhe Mires, which has 
not ye t been discovered by the authorities. 

Important NPCs 
Commander Antipholus 
MA duck ; SC 9; AC L; MD 12 ; HP 63; THAC melee 
+2· TH C ran ged +3 ; ,;AT l ; Dmg 3d6+1 or(,; of 
rounds)c.16 or by weapon · I-Ith 10; Spd 6 walk , 3 swim , 
18 fly; Per 19; St + 11 · R +9; A 0; RR 12. 
PS 6; DX 12· CN 10; MS i-- I 8; H 8; SN IO. 
Mutations : \ illRS {1 - ) , i11.fral'isio11, su11ic bias/ (l ) , 

c1yoki11esis (8), pbo loki 11es 1~,; ( 1 ). 
Class kills: Detect Ambush / Trap 13 Hunting 9. avi
garion 15, Tracking 1 , Wilderness urvival 9. 

ommanc.ler ntipholu s has served in Defiance for 
his en tir ~ career . He is not ve1y knm ledgeab le of the 
, orld outside of his haliwick hut no one knows the 
ins and outs of Defiance like he does . 

In combat. ntipholus relies almost xdusively on 
his sonic blast (Dmg 3d6+ l) o r his CJ okinesis ( Dmg # 

of rounc.b x c.16). Like all officers of his cal ib er of 
course , he is quite profici e nt in the use of weapons. 

Commander Marina 
MA sheep (H) ; EN 9; AC 13; MD 10 ; HP l 6; TH 
melee +11; THAC ra nged +12 ; #AT 1; 0mg stun or by 
w<::apon: Hth l ; Spc.l 12: Per 11;, t +- ; RU + I ; A +l: 
RR 1 . 
P, 16; DX18 ; 19; MSH ; J 14; CH15;S 10. 
Mutat ions : Heigbte11 ed con tit11/io11, displace111e11 / 
(20), s/111111i11P,force 0 0), forcefie ld generation (7) , 
1bo 11gb 1 im ital ion. 
Class Skills: Combat Lead<::rship 9, Makeshift \Xfeapo 
Arm or 9, Size- p ppon ·nt 1 

nknown to her superior , ommander Marina is a 

member of the anti-human fact ion co ntr o llec.l by Colo
nel Dumaine. So far s he has not slai n any humans 
unjustly or vio lated any regulations of the Ranks of 
th e Fit , but sh is quite brutal in her treatment of 
human ge notypes. 

1arina has distinguished herself by accompli -bing 
severa l dar ing missions aga inst the Ramblin g oods, 
planting bombs and the like, rdying on her displac<::
ment to ke<::p her from harm . Her stu nnin g fo rce 
pc)\: er is relati ely weak, so she prefers to keep it a 
secret, using it to take unwa,y oppone nts by surprise . 

Groun Paurc 
MA boar (H) ; C; AC 10 · MD 10· HP 41; THAC 
melee +5 ; THA ranged O· .:;,AT l · Dmg lc.16+5; Hth 
12: Spd 11/ 3· Per 9;, t 0· R +l; UA +l ; RR 12. 
PS 21: DX 8: C 15; M, 9: I 13; CH 5; 8. 
Mutations: sp in es, e11erg1 meta11101phosis (lasers, 15) , 
leleki11eli cfl igbl (11) , magnetic co11/rol (1 4 ) , Iola/ 
bea ting (1 J ). 

The mayor of Defiance is a mutated boar nam<::d 
Groun Paurc , \ ho is in the third year of a six -year 
term . Before ht:: was e lect<::d mayor , Paurc was a chi ·f 
supe r\' iso r of the quac.ldro-tri industry . It is wicl ly sus 
pect ed that his friendship with omman c.l<::r Antipho 
lus help ed him w in th<:: ekcrion. 

Tim Angle 
PSJI ; ; AC 10 ; MD 10 ; HP 0; TT-IA melee 0; 
THA ranged 0; ,;;\Tl ; Dmg by weapon ; Hth 11· , pc.I 
12/ 3; Per 11; St 0; R +3; A +5; RR 20. 
PS 11: DX 11; C 1 ; M ' 8; IN 17; CH 16- S 8. 

Tim Angle is the proprietor of The 39th Chromo 
some , an inn locat <::c.l in th<:: Av<::nue that caters on ly to 
true men. mak ing it one-of-a-kind in Bonparr . Angk's 
chief c ustom e rs are Knights of enetic Purity and 
other true men \ ho make up trading parties passing 
between Bastion and Jospeen . nbeknownst to his 
cl ientele. howe er Angle has mad a sid<.:: living by 
sdling information to the local Iron Society. 

The innk ·ep<::r do<::s not us<:: weapons e ry often , 
but he keeps a maser pistol (THAC +3 Dmg 3d10) in 
a holst<::r whenev<::r he is on duty , just to keep his cus
tomers and the locals in line . H<.:: c.lo<::s not want any 
troub le betwee n hi. human cus tomers and the mutant 
cit izens of Defian e. 
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Elda 

Tech Level: III/ IV Population: 12,500 
Population Breakdown: 1.5% P H, 0.5% admirals, 2% 
hidden 7% ocher AH types, 2% arks , 9% dabber .. 8% 
groaks 1% hawkoids , 1.5% hissers, 3% hoops, 3% 
joarclanz , 2.5% sarbises -0% other MA types, 9% SP. 
Garrison : 3 di isions infant1y (6,000 soldie rs) ; 1 ca -
alty brigade (Z-0 dabbers on centisteeds); 24 artillery 
c rp (Z-0 soldiers) : 3 aerial squads (35 flyers) 

History 
Elda is the largest town in Bonparr second only to 

the capital of Jospeen in size and population. It began 
at the v.·him of Genera l Griffith, certainly the most 
maniacal leader in the Rank· of the Fie' · history. Grif
fith , a hawkoid with a ell developed sense of 
heightened mell, had decided that Josp en was too 
rank for a great milita1y hero of his stature. Therefore, 
he ordered ch conscrnccion of a new settlement on 
the east shore of dmiral Lake apparently under the 
a· ·umption that the air near the large body of water 
would b le , mal dorous . 

eneral Griffith did not live to see the comp letion 
of Elda (it wa a blood le coup , except for his), but 
oddly enough, the eemingly ill-planned town thrived. 
A trading agreement with the lake people ha made 
Elda and its sister town across the lake, Lemay, into a 
major economic center of BonpaIT. At first the bulk of 
Elda's economy was supported by the fishing industry, 
but in recent years, Elda has become Bonparr's lead
ing center of technological research and development. 

Recently, Elda has fallen on harder times, thanks co 
the dictatorial rule of Colonel Dumaine. Dumaine has 
imposed ·evere restrictions on all non-animal resi
dents of the town , which border on martial law . There 
have been rumors that the colonel personally tortures 
human prisoners no matter what their crime. Some 
citizens have cried co protest thi police ·race, but tho ·e 
, ho comp lain ed the loude t have all mysteriously 
vanished, and a pall of fear hangs over the town. 

Layout 
The walls of Elda are laid out in uch a way to form 

a roughly oval pattern , with the exception of the 
western side where the wall ang les in toward the 
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center of town. There are four gates leading into the 
city: the main gates on the south and northeast walls, 
through which pa· es the great Bonparr Road. A gate 
on the ea t ide of town lead · down to the hare f 
Admiral Lake where a number of outbuildings sup
port the fishing indu try. The gate on the outh wall 
of the "angle" i used primarily by the researchers at 
the Bonparr Technological Research Institute, who 
frequently need to conduct dangerous experiments 
outside the town wall ·. 

Cryptic Alliances 
The Re orationi t are the mo t acti e non-Ranks 

allianc in Elda. With financial backing from the 
Bonaparti 'ts, they oper1te the Bonparr Technological 
Re-earch In titute. With much of the research ba eel 
on deciphering ancient technology, the Archivi ·ts 
have become quit a nui ance. Fortunately, the so
called ervant of the Eye are fairly unimaginative and 
obvious about their thieving that they are virtually 
al • ay caught in the act. 

imilarly, the Programmer have set up a covert 
pre ence in Elda. They fear that the researchers ulti
mate goal i to create their own computer ·, which i 
tantamount to blasphem . The Follower of the Voice 
plan to keep a low profile until more can be learned. 

Elda i the only town in Bonparr here the Knights 
of Genetic Purity are forbidden due to a fear that they 
might teal di coveri being made at the In titute. 

The Zoopremists have their usual assortment of 
u peer in Elda, but unlike other locations, this group 

is well known to the town 's ruler. Colone l Dumaine 
ha be n in ontact with the Zoopremists for some 
time, us ing them to further antihuman sentiment 
throughout the town. Once they have outlived their 
usefulne , the adi tic colonel plans to have them all 
publicly xe uted. 

Points of Interest 
1. Bonapartist Headquarter s . Thi compound has 
been tran formed from a shining monument to the 
Rank - of the Fit into Colonel Dumaine 's persona l 
realm. The n nmilitary citizens of Elda avoid the 
headquarter whenever possib le, ecret ly referring to 
the main building a the "place of no return." 

2. City Hall . Thi ram ·hackle building has not been 
u ·eel since Colonel Dumaine took command of Elda. 

It is still officially the seat of the civilian government, 
but Dumaine had the mayor and his entire staff 
moved to a uite of offices in the basement of his 
own headquarter , where he could keep an eye on 
them. 

3. Bonparr Technological Research Institute. This 
group of buildings is the largest center of scientific 
research in Bonparr. Most of the work that goes on 
here involves the tudy of ancient artifacts, but there 
is a great deal of original research, as we ll. Each of 
the four building i devoted to a different ubject. 
The large t is the weapons building, which i not ur
prising considering the Ranks of the Fit is the Insti 
tute 's sponsor. The other buildings are devoted to 
medicine (where the Re torationi t · are a· istecl by 
the White Hanel), transportation, and mi -cellaneous 
tudie . The upervi or of the In titute is a mutated 

fox named hann Rose. 

4. Railroad Station. Several years ago, the In titute 
succes fully reinvented the team engine through a 
combination of research into ancient texts and some 
trial and error . The leadership of the Ranks of the Fit 
wa so pleased with this breakthrough that they imme
diately ordered the constmction of a rail line between 
Elda and Jospeen. So far there is only one locomotive 
and eight cars but the train makes regular runs 
between the two locations. It is hoped that the railroad 
will someday connect all of Bonpa rr' ettlements. 

s. Rounders. Decades ago, a fire raged through the 
east end of Elda leveling many of the buildings . When 
the area was rebuilt, the area that had been damaged 
the worst was left empty and became an open -air mar
ketplace. ince the market is not quite circular in 
shape , the residents have named it Rounder . The 
building urrounding the market are mostly small 
shops , selling common goods and equipment. 

6. Richard Chavez . Located in Elda's worst slum, this 
is the home of Richard Chavez , an altered human 
with enormously elongated limbs. Colonel Dumaine 
ha forbidden the sale of artifact· in Elda, but Chavez 
has several contacts in th black market. There is a 
35% chance that, given enough time, he can get his 
hands on any specified type of artifact, but the cost 
will be 300% above Ii t price not negotiable. 
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7. The Spotted Blaash. The sign outside this inn shows 
a trange animal that eem to be a centi teed with only 
four leg or an undergrown brutorz, over which has 
been carved the odd name " potted Blaash. '' Even the 
proprietor, an ark named Gnar Bark , has no exp lana
tion for this di crepancy, having acquired the inn after 
its previous owner was hauled away by the police . The 
potted Blash lies in a less-traveled area of town , but 

the neighborhood i crawling with pies who will ale1t 
the police to any uspiciou per ·ons or actions. Even 
Bark is not above turning in his customers. 

8. Simeon 's . From the outside, imeon 's appears as 
though it should be condemned as a hazard to the 
community. This has given it a rather poor rep utation 
in the community . Inside however , it is a fairly well
kept tavern and inn with fair rates . The owner, Mark 

imeon, is a mut·tted monkey with a spare head. He 
i al o a former officer in the Rank of the Fit, who 
has been ecretly been helping Colonel Dumaine 's 
enemie e cape from Elda. imeon is on of th f w 
places in Elda where p ople can talk without fear of 
being overheard. 

■LOA 

Important NPCa 
Commander Corin 
Dabber; E 9; AC 12; MD 13; HP 7 ; THAC melee +9; 
THAC ranged +11; i;AT 1; Dmg by weapon; Hth 12; 

pd 13; Per 17; t +4· RU +2; UA +2; RR 14. 
P 11; DX 16; C 1 11; M 17; I 14; CH 12; 16. 
Mutation : ight vision, photogeneration (21), empa
thy 11) , illusion generation 03), repulsion field (15), 
telekinesis 03), telepathy (14). 
Cla , kill : Combat Leader hip 12, Make hift Weapon/ 
Armor 12, , ize-Up Opponent 12. 

Commander Corin is Colonel Dumaine 's clo te t 
confidant and right-hand animal. He came to Du
maine 's attention when he "accidentally " killed a fel
low cadet at the Academy. The victim of the incident 
was an altered human . 

Commander Corin wear· a suit of ring mail (AC 
+4), and often carrie a duralloy ·hielcl (AC+3). Hi 
weapon of choice i a hotgun (D mg 4d6), but in 
do e quarter , h u e a rapi r (Dmg ld6). 
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Pterano 
MA lizard (H); C 3; AC 11; MO 7; HP 50· THAC 
melee 0; THAC ranged +1· #AT 1· 0mg by weapon· 
Hth 11· Spd 9/ 4/ 16· Per 11; St +l ; RU -1; UA -1; RR 12. 
P 8· DX 13; C 14; MS 3; I 5; CH 4; SN 12. 
Mutations: Wings (20) , forcefield generation (15) , 
density control others , 8), mentally defenseless. 
Class Skills: Detect Ambu ·11/Trap - , Hunting 4, Navi
gation ·- , Tracking 4, '\ ilderne ·s urvival 4. 

If anyone in Gamma Terra knew what a <lino ·1ur 
wa they would think that Mayor Pterano resemble 
a miniature pterodactyl. The last civilian mayor of 
Elda , ·1s executed for protesting Colonel Dumaine 's 
policie ·, and even though Pterano is no mental giant, 
he knows enough to stay in his office and keep hi· 
m uth hut. 

In combat Pterano puts up his force field and flies 
away as quickly as he can. In a pinch, he might take 
futile swings with hi · ·hort sword (0mg ld6) , the 
only weapon he' • allowed t posse · . 

ShannR ose 
MA fox (H)· EX 10; AC 12; MD 10; HP 72 ; THAC 
melee +2; THAC ranged +2; #AT 1; Dmg ld6 ; Hth 11· 
pd 21/ 5· Per 17· t +3· R +3; A +17; RR 15. 

P 9; DX l'; C 14; M 8; I 17; CH 16; N 14. 
Mutations: Heightened smell, heightened hearing , 
11ight vision, heightened constitution beguiling (13). 
Cla · kills: Avoid Artifact Disaster 14, Jury Rig 1- , 
Read Schematics 12 Repair Artifact 11. 

Shann Rose grew up in a Restorationist community, 
surrounded by Tech Level IV luxuries . He believed 
that the only way that ivilization could be restored 
wa · by working together with other allian es . This led 
him to take a position at the Bonparr Technological 
Research Institute , where he eventually worked hi· 
way up to the position of chief ·dentist. In recent 
years, his faith in the equity of belief · ha · been 
shaken by his exposme to Colonel Dumaine. Rose 
dares not openly oppose the colonel but has begun 
to deliberately slow down the weapons research 
being don at the Institute. He hopes that the Bona
partists ' central command will eventually investigate 
the situation and expose Dumaine's misdeeds. 

Richard Chavez 
AH; EN 4· AC 10· MD 10· HP 68· THAC melee +3; 
THAC ranged +2: #AT 1; Dmg by weapon; Hth 10· 
Spd 17/3- Per 14; t 0; RU 0; AO; RR 1 . 
PS 10; DX 12; C 11; M 11; I 9; CH 11: 14. 
Mutations: Oversized limb (arms, 80%) oversized 
limbs (legs, 100%) mental reflection (18) , i11tuition. 
(15), life leech (9). 
Class kills: Combat Leadersh ip , Makeshift Weapon/ 
Armor 6, ize- p Opponent 7. 

Richard Cha ez is a coundrel and an opportuni r. 
He is also walking a ery dangerou line . o far, he 
has managed to avoid falling prey to the anti-human 
sentiment stirred up in Elda by Colonel Dumaine and 
hi followers. Chavez insi ·ts on pu bing his luck how
ever, by illegally dealing in a1tifacts. Hi · contacts in the 
black market are quite exten •ive, and he can procur 
alma t any obje t, but his price are exhoribitant. 

Chavez utilize a number of artifact weapons, 
including a vibroblade (THAC +10 Dmg d6) , a panl
ysis rod , and a Vl Laser Pistol (THAC +3 Dmg d6). 

Mark Sime on 
MA monkey (H); E · AC 14· D 11· HP 62; THAC 
melee +10; THAC ranged +4; ,,AT 1-2; Dmg ld3+3 / 
ld3+3 or by weapon type; Heh 10; pd 16/7 · Per 13· 
, t +4; RU 0; A 0; RR 13. 
P 18· DX 20· C 10· M 14; I 12; CH 8· 13. 
Mutations: Heightened physical strength, heightened 
mental strength , gas generation (hallucinogenic, 14), 
skeletal en.ban.cement, dual brain (directional sense, 
animal control). 
Class kill : Combat Leadership 12, Makeshift Weapon/ 
Armor 11 ize-Up Opponent 10. 

After erving in the Ranks of th Fit for three 
decades , Mark Simeon de ided to retire and use hi. 
savings to buy a little pub . He bought a tavern in Elda 
and for a while , business was good . Once Colonel 
Dumaine rook control however , things got bad in a 
huny. Utterly loyal to General rsal, imeon has been 
secretly helping the colonel's enemie • co e cape , hop
ing that one of them will be able to bring the true state 
of -1ffairs in Elda to the eneral's attention. Simeon has 
carefully cultivated the un avory reputation of his 

tabli hment , to help keep the authoritie · a-.. ay. 
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Finday 

Tech L<::vd: III Population : 4,000 
Population 13reakdown: 2% PSH , 16% AH types , 3% 
dabbers , 1% groaks, 5% joardanz , 2% sarbises, 61% 
other MA types , 10% SP. 
Garrison: 3 infantry companies (1,200 soldiers) ; 6 
artille,y corp (60 soldiers) 

History 
The tm n of Finday originated as a sma ll hereditary 

monarch . lt was a rather small, se lf-contained mostly 
harmless town. For some reason , Emperor -Genera l 

apoleon decided that he wanted it, and the forces of 
the Ranks of the Fit marched on Finday. The duke of 
Finday rt!ali7.ecl that resistance would only result in 
the wholesale slaughter of his people, so he quickly 
capitulated to the advancing divisions. 

The duk ·s unselfish actions made him something 
of a fo lk hero , and he was almost unanimous ly 
elected the first civilian mayor of the "new " Finday. 

pon his death , his son was elected mayor, and then 
his son , and so on until the Bonapartist leaders de
cided to simply makt: the position hereditary. 

Finday's remote lo at ion has always made it one of 
the least significant towns in Bonparr. As the eastern
most point on the Bonparr Road, Finday is d1c hst out
post of c ivilization before travelers venture into the 
wide lands to the east. At any given time, d1ere are large 
numbers of adventurers in Finday planning eastward 
expeditions , as well as explorers from the east bound 
for Jospeen , Ascension , or other westward locat ions . 

For a ,vhile . Finday had a reputation for being a 
troub!t: spot, because ambitious co londs assumed that 
the town's remote location meant that central com 
mand was paying it no attention. More than once, a 
potential rebellion tried to build up an army in Fine.Jay, 
hut with no success. The current governor of Fine.lay, 
Colonel Antenor , has no such ambitions. She has been 
in command of Finday for nearly fifteen yt:ars, and is 
very popular both with tht: soldiers in her command 
and the civilian population. The only blemish on her 
re cord was a scandal that occured nearly a decac.l • 
ago . Althm1gh sht: dt:niec..l it, Antenor allegedly had an 
affair with a local mutant of her genotype that turned 
our to he a Zooprcmist. o hard evidenct: was ever 
found to connect her \1 ith the radical , and no charges 
, ere ever brought up against her. 

Layout 
Finday is nestled in a valley formed by the conflu 

ence of Hou Creek and the Sendussy River. A curved 
wall protects the town 's eastern edge, while the two 
waterways make up its other boundarie ·. The Bon
parr Road divides the town into three sections: the 
center is dominated by the local Ranks of the Fit 
headquarters , with the rest of the town sprawled to 
the north and south. Several farms dot the region, a 
few of which are operated by the New Dawn. 

Cryptic Alliances 
On ly the Seekers have ever taken any real interest in 

Finday , occasionally trying to get the townsfolk to rebel 
against d1e Bonapa1tists and return to their nontechno
logica l roots. The citizens have lived under d1e Ranks of 
the Fit for so long , however , d1at they cannot really con 
ceive any other way of life, so the Seekers are laughed 
out of town more often than they are arrested . 

Of course, the Zoopremists have an underground 
movement here , much to Colonel Antenor 's chagrin. 
Every rime the Zoopremists t1y something , rumor of 
her purported ttyst with a Zoopremist ten years ago 
makes the round: growing more labyrinthian and 
convoluted with each telling. To distance herself from 
these sordid tales , Co lone l Antenor has put her sec
ond-in-command, Commander Launce , in charge of 
all anti-Zoopremist actions in Finday. 

The Archivists , Brotherhood of Thought, Peace 
13rigac.le, and Radioactivists all have secret followers in 
Finday , but none of these have d isrupted the town in 
any major way in years. When an occasional Knight 
of Genetic Purity visits the town, they are given the 
tacit w •!come required by protocol , but are hardly 
welcomed with open arms. There is much grumbling 
among the altered human segment of the popul:.ttion 
during such visits . 

Points of Interest 
1. Bonap arti s t Hea dquarte rs . The headquarters in 
Finday is consistent with those found in other towns. 
It has a main building facing the town square which 
is used by Colonel Antenor and her staff. Administra
tive buildings are lo ·atecl on eichcr sic.le and behind 
the main building . Rows of identical barracks round 
oul the complex . 
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2. City Hall. Many years ago the modest castle of the 
duke was leve led to make room for the Ranks of the 
Fit headqua rte rs that now stands on the site. When 
the former duke was el creel mayor , the people con
structed this mansion to serve as city hall. In add ition 
to its admi nistrative purpo ses, the mansion doubles as 
the home of the mayor and his family. 

3. The Hexagon. This inn is a popular gathering 
place for trn eler ·, whether they are headed e·1st or 
west. It is a good place to get information on current 
goings-o n in Bonparr , as we ll as tips regarding what 
tu expect in the Wild Lands . The innkeeper is a 
chubby sarbis named Gribe, who has an uncanny 
memory for names and faces, but cou ldn 't tell you 
what he had for breakfast this morning. 

4. Artifacts "R" Us. The owners of this shop bill 
themsel es as ha ing "the largest s lect ion of ancient 
artifacts east of Lemay ... In reality , there is only about 
a Z-% chance that they will have a spec ific item ava il
ab le . Their prices are quite competitive: some a re 
even for sale at be low list prices. But beware of bar
gains that don 't necessarily work. 

FINDAY 

0 

0 

5. Lucky 3.14159 Casino. The centerpiece of this 
gamb ling hall i an actual working slot machine of the 
ancients , which has been in the fami ly of the Lucky 
3.14159's o ner for generat ions. The slot machin e is 
only played on specia l occasions : most of the time it 
just adds to the charm of the decor. Patrons can enjoy 
games of shoot the hoop , mantas and parns , black 
hack and sp inwheel. Espers employee.I by the casino 
discretely patrol the crowds and inform squads of 
large, burly bouncers if they detect the use of any 
precognitive telepathic , or telekinet ic mutations . 

6. Hightown. o one in Finday is quite sure why this 
shopping district is called Hightown , but it is. There is 
a wide asso1tment of shops here , offering a selection 
of goods both common and exotic. A favorite shop of 
adventurers i · tht: Blob and Tang le, a store that spe
cializes in too ls that are as. emblec.l from b its of 
ancienc items. There is a 5% chance that a particular 
item for sale might ha e a useful artifact as part of its 
makeup . Depending on the size of tht: asst:mb lec.l 
product , prices range from 1 to 30 domars , mak ing 
any artifact a ·teal. 

Oo 
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Important NPCs 
Command er Launce 

1A wolf(H): E 8; AC 13: MD 13: I-IP 91; TI IA mclee 
+9; THA ranged +11: =AT 1; Dmg ld6+1 or hy" eap 
on: Hrh 11; Spd 14; P ·r 13:. t +5; Rl 0; lJA 0: RR J/i. 
PS 1 : D 1 : 13: IS I 0; I 9; 1-1 12; . 1 3. 
Mutations: Heightened smell. beighte11ed bearing. total 
/1ealing (16): telepatby ( 16): poor duct! hrai11 (hostility 
field). 
Class Skills: Combat Leadership 9, Makeshifl '\ eapon/ 
Armor 9. Size-Up pp 111::nt 15. 

Commander Laun e is second-in-command of the 
Finday garrison. and has heen running the troops 
almost single-handed! for the pa. t few years. olonel 

ntenor trusts Launce to g 't the job cl ne right. She 
onl steps in , hen Launce ·. second brain takes over 
and rums him into one of the most unpopular beings 
in tm n. Launce would like to get closer to the center 
of the a tion in Bonparr. 

Laun ce prefers not to wear heavy armor , so he 
makes clue ,Yith a specially-made shirt or studd ~d 
lea ther armor ( +3) . Launce is familiar \\'ith many 
hand , ea pons. but prcrers to use a spear ( Dmg 
ld6+ 1). H also possesses a standard -issue single-shot 
pistol (Dmg 2d8). 

Maifeste 
MA armadillo (H); 1 15; MD 10; HP 4 1; TIIAC 
melee O; Tl I C ranged 0: -.AT 1-3: Dmg 1-3: Hth 1d3/ 
1cl3/ ld2 or by weapon · ."pd 12/ 6: Per 1'5; St 0: R -1; 

A -J ; RR 12. 
PS 10: DX 12: C 9: M. 8: I ; CH 10: S 16. 
Mutations: Total carapace (12) , 11ip,ht uisio11, skeletal 
enhc111ce111e11t. gills. 11/trc11•isio11. 
Special Powers : an burrm at 1 meter per minute. 

laifeste is the beloved mayor of Finday . His family 
once ruled the regi n. but capitu lated when faced hy 
the ovenYhelming m ight of the Ranks of the Fit. 
Oddly enough , the former royalty found the new 
position or mayor much more to their liking. s ince 
they held a title and position , but \ ere not burdened 
by authority . lai~~st lov ' S his job and his people : he 
can frequ ~ntl) he s en walking the streets , chatting 
with visitors to the city. and l:ven gaming at the Luck 
3.1 159 Casino. 

Fortain 

Tech Lev I: Ill Popu lation: 8,500 
Popu lation Breakdown : 0% P. 11 l. - % or lens , 9% 
other AH types , 5% dahb rs , % groaks , 2% hissers , 
4% hoops , 6% joardanz , 3.- % sarbis s , 0.5% sl echs, 
52.5% other MA types, 12% SP. 
Garrison: 2 infantry d ivisions (3 800 soldiers)· l cav 
alry brigad (200 AH and podogs) · 9 artillery units 
(100 sol di ·rs). 

History 
Forta in is a town that sprang up vimta lly on its own, 

and has continued to grow. Located where Missuena 
re k enters the whash River, the first s >ttl ments of 

Fortain were little more than log cabins bui lt for the 
convenience of tradesmen traveling b tween Jospeen 
and nations to the west. As time ._ ent by , more people 
settled there permanent ly and the motley collection of 
build ings became a village of considerable size. Even
tually , a clever Jospeen m rcll'lnl came up with the 
idea of h>ating out his ·omp titors by s >1ting up shop 
in Porta in and dealing with traders b >fore th ·y reached 
the big ity. Och rs soon copied the idea , and in no 
time , Fcmain was a thriving b om town. 

Ueing removed fr m the capital gave traders a great 
deal of freedom from the taxes and rules imposed by 
the Ranks of the Fit. The Bonapart ist leade rs allowed 
this Lo go on fur some time but when word of the 
,, ealth that was passing hands in Fortain reached 
them, they dec ided it was high time they took persona l 
charge of the city. With the help of the Peace Brigade, 
they built a headquarters in the town . Later, they con
structed a protective " all around the settlement, but 
the eng ineers on th proj ct miscalculated the town ' 
gro, th rate. Just t\: o years after th wall was com
plet d , th rown \ as fill 0 d to overflov ing. Forta in has 
continued to grow to this day , ,vith a large number of 
buildings now located outside the town wa lls. 

For the past year and a half, Fortain has been gov 
erned by olonel Bertram , a joardanz hull. He is not a 
very popular ru ler , due to a ser ies of stiff taxes and 
tariffs he impos cl short ly after he assumed 'Ommand. 
Business has boomed so much in Fortain that these 
taxes , whi le annoying , ha e not slowed th> town's 
growth al a ll. 
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Layout 
Fortain stands just to the west of the confluen ce of 

Missuena Creek and the Awba h River. Th Bonparr 
Road passes through the center of town. Due to over
crowding, an increasing number of buildings have 
been hu ilt outside the town walls , mostly along the 
south and west sides . 

Cryptic Alliances 
Virtually eve 1y c1yptic alliance has either a secret or 

open presence in Fortain , which has led to a number 
of open conflicts. The outlawed Iron Society attempts 
to d isnipt any visit from the Knights of Genetic Purity , 
and the eekers freq uent ly sabotage the effo1ts of the 
Restorationi ·ts. The local garrison has been stymied in 
its efforts to keep unwanted alliances out, due to the 
<·on ·rant traffic through Forta in. 

The most dangerous alliance in Fortain is the Zoo
premists, who have a secret headquarte rs just on the 
opposit sid<:: of the tow n wa ll from the Ranks of the 
Fit headq uarters. They are currently embarking on a 
plan to tunne l under the wall and plant high explo
sives under the Bonapartists ' main building. 

Paints of Interest 
1. Bonapartist Headquarters. This complex is 
another examp le of the short-sighted planning of For
tain. There is not nearly enough space in the ba rracks 
for the entire garrison, which has forced the Bona 
pa1tists to house a large number of their troops in pri
vate residences throughout the town. 

2. City Hall. This two-story building looks more like 
a meeti ng ha ll fo r a merchants ' association than a 
government bu ilding . With the exception of the 
mayor's sma ll suite of offices, the entire build ing is 
divided into rooms where judges can reso lve differ 
ences between traders. 

3. The Rotunda. An all-purpose entertainment cen
ter, tl1e Rotunda is capab le of seating up to 2,000 peo 
p le. On any given night , the rot unda may feature 
music , drama, or sport ing events. The most popular 
eve nt is the annua l Ranks of the Fit championship, in 
which members of the alliance from all across Bon
parr come to compete in a variety of test<; of strength 
and skill. 

4. The Armada Inn . With its locat ion ;n ay from the 
hustle and bustle of the town , th Armada Inn is a 
popular resting place for ind ividuals sel:king a little 
peace and quiet. The proprietor is a former adven
turer named Tynser old , a mutated v asp. old keeps 
himself up to date on happenings both in Fortain and 
across Bonparr , and is a prime source of information . 

5. Zoopremists. The local chief of the Zooprernists is 
a mutated wease l named Drawyn Morbly. I-le hold s a 
job in the town as a garbage disposal sp cialist and 
part time exterminator . Beneath his una ssuming one
room ho el is a rough h wn tunnel that leads so me 
one hundred meters to the no1th. Along ,vith hi. fel
low Zoopremists, Morbly is planning to set off a pack 
of explosives underneath the Ranks of the Fit head 
quarter , providing they can complete their tunn I in 
secrecy and can obtain some explosi es some\ here . 

6. Restorationi sts . This allian ·e has a small store
front right across the Bonparr Road from the Ranks of 
the Fit headquarters. ith all the traffic that pa sses 
through the town , they have been doing a booming 
business. There is a 7-% chance that th e Rcstora
tionists can provide any particular artifact, and will 
charge only 90% of the list pric . Due to the glutt ~cl 
market , they will only pay 50% of list pric for any 
artifact that is offered to them. 

7. Valoru s Medda . Located along one of the many 
siclestreets on tl1e north side of Fmtain is the abode of 
Valorus Mede.la. Mee.Ida, a hulking mutated rhino, is the 
dom inant figure of Fortain ' · organized crime. He has 
some part in virtually e ery illegal act that occurs in 
Fortain , and is heavily involved in the local black mar
ket. Like all good mobsters , he has managed to leave 
no concrete e idence of his crimes for the authorities . 

8. Bank of Fortain. In most towns in Bonparr , all 
financial matters are pro ess cl thr ugh the Ranks of 
the Fit headquarters. , o much bu sine ss go ·s on in 
Forta in, howe er, that the Bonapa1tists were unabl e 
to handle the load in their overcrowded complex . 
This institution has nea rly 2,000 ,000 domar · in its 
underground vau lt, as wel l as a wide ariety of valu
ables. The bank is patro lled by the Ranks of th<.: Fit 
twenty-four hour a clay, and constantly monitor ed by 
espers for any , ign f ~ ul play . 
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Important NPCa 
Command er Valentin e 
MA deer (H); E 9; AC 13 ; MD 19 ; HP 74· THAC 
melee +2; THAC ranged +3; #AT 1; Dmg 1d4+2 (THAC 
+2 1d6+2 when charging) or by weapon; Hth 11; pd 
1 · Per 11·, t +-; R +l; UA +l· RR 14. 
P, 16; DX 18; C 13; M, 12; IN 7· CH 10; N 12. 
Mutations: Heightened hearing, body change (en
larged eyes) ultrcwision, pyrokinesis (19), teleport 
object 03) . 
Class kill ·: Hypnotism 11, Identify Mental Power 11, 
Ph tographic Memory 13, ense Mental Power 13. 

Commander Valentine is one of two officers . uhor
clinate to Colonel Bertram . Her responsibility is the 
administration of the town 's business, which is a con
siderable task . 

Commander ,dentine wear a ·imple ·hirt of ring 
mail (AC +4), and carrie · a quarterstaff (Dmg ld6). 
She relies heavily on her pyrokine ·is power in com
bat, and so metimes set the end of her ·raff on fire 
(acid +3 to the staff's damage if she hits with a flaming 
encl). 

FORTAIN 

Commander Proteus 
MA puma (H); E 8; AC 16; MD 14; HP 107; THAC 
melee +13; THAC ranged +12; #AT 1-3; 0mg lcl6+5/ 
ld6+5 / lcl6+5 or by weapon; Hth 12; Spd 16; Per 13; 
t +6; RU -1; UA -1; RR 14. 

PS 22; DX 20; CN 15; MS 16· I 6; CH 14; S 14. 
Mutations: Heightened hearing, heightened smell , 
n.ight vision, transji,sion (19) life leech (9) , death field 
generation (14). 
Cla s Skills: Combat Leadership 10, Makeshift Weapon/ 
Armor 10, Size-Up Opponent 13. 

Commander Proteus is Colonel Bertram 's other 
chief. uborclinate. His area of responsibility is to over
see the garrison and maintain the peace , which is not 
an easy task with so many foreigners and cryptic 
alliances in town . Proteus has been eeking evidence 
again . t Valorus Medda . 

Commander Proteus ' most effective weapon i his 
death field eneration, but since it poses a threat to 
friend and foe alike, he seldom use it. Instead, he relies 
either on his natural claw/ claw/bite abilities (Dmg ld6 
+5/ ld6+5/ lcl6+5) or his single-. hot pistol (Dmg 2d8). 
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Dav Gwonn 
roak; CC; C 10; MD 11 ; HP 53; TH C melee 0: 

THAC rang d O; *AT 1: Dmg by weapon : Hth 10: pd 
1-(10) / 12; Per 20; t O· R +3· +3· RR 14. 
P 9· DX · C 10· M 13; I 1 ; CH 13; 17. 
Mutations: Gills, regeneration 03), duafi(y, p:,ychome
fly. nocturnal. 

Dav Gwenn is the current mayor of Fortain. Unlike 
ome of the other civilian leader of Bonparr , Gwonn 

actually wie lds a con iderable amount of power , 
tlnnks to his high connections in the merchant om
munity . He wa elected ·ix year ago and has done 
·uch ' I good job that election keep getting po t
p ned , to allow him to remain in office. Gwenn has a 
dark ecret. however. For two year , h has b n r -
ce iving kickback , from Valorus M dda , in return for 
mi leading the authoritie and obscuring evidence. 

Drawyn Morbly 
MA wea el (H) ; C ; AC 12· MD 9· HP -1 ; THAC 
melee +- ; THAC ranged +6; =AT 1; Dmg by weapon; 
Hth 10· pd 16/ 5; Per 21; t +9; R +9; UA +2: RR 12. 
P 17; D 16; C 10; 1 6: I i-; CH 13; 12. 
1utation : i bt vision heightened physical strength , 

moleculcir dismption (14). periodic amnesia , dual 
brain (ma · mind , 14). 
Class kill : Detect A.mbu h/Trap 8, Hunting 10 avi
gate 10, Tracking 11, Wilderness urvival 11. 

A a youth, Drawyn lorbly wa rejected by the 
Bonparr Army becau e he was deemed too mentally 
unstable. Iorbly a o embittered by this rejection 
that he left the country. In cen ion , he was recru ited 
by the Zoopremist , who trained him for a top ecret 
mi sion in Fortain . Morbly makes his living u ing his 
molecular di ruption mutation to dispose of refu e, 
and occa ionally hou eho ld pests . 

The Zoopremist provided Morbly with only token 
weapon con i ting of a ·hort word (Dmg ld6+3) 
and a mace (Dmg ld6+ 4). He ha been able to up
plement thi equipment with a stolen flintlock rifle 
(Dmg 2d8) for which he ha 8 round of ammunition. 

TynserVold 
M ,vasp ; E - C 17: MD 10; HP 4 : THAC rnel e 
+6· THAC ranged +8; =AT 1· Dmg ld6+poi on (int n
sit) 3) or by weapon· Hth 10·, pd 11/ 2 ; Per 11: 
t +3; R +1; +l ; RR 12. 

P, 13; DX 1 ; C ; 1, 9; I 9; CH 9; 11. 
Mutations: Wings (18). multiple limbs (legs). metamor
phosis (20), body change (extra ant nnae) -umm on
ing (14). 

Class , kill : ornbat Leadership 7, lakeshift Weapon/ 
Armor 9, , iz -up Opponent . 

Originally from Ascen ion, Tyn er old spent a 
brief career a an adventurer, but retired a oon a · 
he had earned enough domar t buy The Armada 
Inn. Vold often uses his metamorphosis abi lities to 

ngag trangers in con er. ation. making him a gold 
mine of information. He eldom part with hi infor
mation ithout good rea on howe er. 

old's adventuring days are long past but he still 
keep a few memento around. These include a stun 
ray pistol (Dmg tun) and a club (Dmg ld6+1 ). 

Valorus Medda 
MA rhinocerou (H) ; EN ; C 11; MD 9; HP 131: 
THAC melee +13: THAC ranged +6: =AT 1: Dm 
ld6+ (2d6+8 charging) or 3d6+6 or by weapon; Hth 
14; pd 1 · Per 13; t -1; R +2; UA +2· RR 12. 
P 23; DX 6; C 19; 1 6; I 16; CH 10; 12/ 8. 

lutation : Heigbtened smell, diminished sight, ouer
ized legs, immunity ( onic attack ). electrical genera

tion (24). 
Clas kills: Combat Leadership 15, Makeshift Weapon/ 
Armor 10, ize-up Opponent . 

Valoru Medda i the "godfa ther " of crime in Fortain. 
Hi lackey nm protection racket and the black mar
k c, II contraband, and much more. If it' dirty in For
rain M dda i b hind it. Like mo t gangsters , however , 
he distances him If from hi organization's activities 
so that no evidence can link him direc tly co any crime. 
Even though eve1yone know he is a crime bo he 
continues acting lik any other hone t business animal. 

Medda rar ly get per anally invo lved in any vio
lent activity. but when he doe , he di dains the u e of 
any weapon . One of hi favorite tactics is to impa le 
an opponent on hi horn . then nd a lethal jolt of 
electricity through hi victim' body. 
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Green Village 

Tech Level: II/III Population: 2,500 
Population Breakdown: 0% PSH , 5% grens , 0.5 % 
orlens , 4% other A I ryp s. 1% ark. 1% dabbers , 1% 
hoops , 1. -% joardanz 0. 5% sarbises , 40. 5% other 1A 
types , 45%, P. 

arrison: 4 platoons infantry (4-o soldiers); 5 artillery 
corp· (50 soldiers) 

History 
Green Village was originally founded by a small 

tribe of nomadic grens , who had migrated north from 
their untamed homeland near Datun. The spot they 
chose for their settlement had a wide variety of plant 
life , and it was not until they tried to chop down 
some of the trees that they realized that much of the 
plant life in their chosen land was sentient. 

After thi · regrettable misunder ·randing , the grens 
·rncl the green folk decided to cooperate and built the 
first structures of Green Village. Half of the town con 
si, red of crude wood n buildings while the othe r half 
wa . formed of living tree , that th green folk some 
how managed to grow into desired forms. 

Green illage remained an insignificant part of the 
Bomparti rs· h !cling until General Ursa! took com
mand. As part of his plan to bring Bonparr economic 
indepedence , he gave orders to begin large scale min
ing operation in the hill to the ·outheast of Green 
Vilhge. The Beev Ro·1d was I uilt, connecting the vil
lage with the capital of Jo peen , and many people of 
all genotype - 1 egan relocating c Gr en Villag . le 
remain ch mallesr town in Bonparr. 

The head of the garrison is Commander Hotspur, a 
mutated horse . A very popular figure among the garri
son and the townsfolk, he h-1 · managed to prevent 
the huge influx of new citizen from destroying Gr en 
Village's unique identity . 
Layout 

Green Village is built with its back to the hills. It is 
an odd mixture of living tree-buildings maintained by 
the encient plant population , and more traditional 
wood and brick buildings fa ored by mammalian life 
forms. For the most part, the tree-buildings are located 
to the outhwe t of the terminu · of the Beev Road , 
while the mammal habitations lie to the northwest. 

Cryptic Alliances 
Just a · Green Village has only recently ome to the 

attention of the Ranks of the Fit, other alliances have 
also just begun to make their presen ·e known . The 
most vocal among these have been the 13rothcrho cl 
of Thought , who ·ee the town as a ripe new re ruit
ing ground; the Restorationists , who arc appalled by 
the Tech Level II cond itions (despite the fact that th 
people are quite happy with them) ; and the Peace 
Brigade, who have been loudly trying to gain p rmis
sion to build a fortified wall around the town. 

The Healers and eekers have also recently com 
to Gre n Villag , but without attracting all the atten
tion of some of the others. acurally. the Zoopremists 
never completely left th village hut now that it has 
·ranee.I to gain some strat gic imporran ·e , they are 
tepping up their anti-Bonapartist acti ities. 

Some of the gr en folk of the illage have become 
feel up with what they ·all ·'the meat invasion ,'' and 
have begun to form a new alliance callee.I the Green 
Millenium, which is open to sentient plants on ly. The 
basic philosophy of these extremists is that mammals 
exi ·t only to convert oxygen into carbon dioxide for 

Chapter 5: The Nation of Bonparr 53 



use by plant .. The so-called getarians also believe 
that the caracly m was ordained to give control of the 
world back to vegetab le life forms. Their symbo l is a 
tylized white rose. o far the Green Millennium has 

only a handful of member . and has not gone public. 

Paints of Interest 
1. Bonapartist Headquarters. The facilities here are 
the mall st in Bonparr but are still half-empty . Com
mander Hotspur has been t1ying to get more support 
from his superiors in Jo peen, but to no avail. 

2. Guard Posts. The hill outheast of Green illage 
are literally crawling with dangerous monsters . In the 
pa t, there have been encounters with blights , kai 
\ins mantas squeekers and other creatures that defy 
categorization. The ·e three outpo ·ts ,., ere e ·tablished 
to keep an eye out for any creature · that might 
threaten th village. 

3. The Tree and Leaf. This inn i. compri ed of . ev
eral living trt:e that ha e been grown into dwellings 
by the green folk. De pite it unusual construct ion. it 
is quite comfortabl and ha fa ilities for any geno 
types. Ir i operated by a pair of entient plant who 
call themselves Fir and Maple and act remarkably like 
a married coup le ev n though uch a concept i · 
unheard of among the gre n folk. rill, whatever their 
reasons, their goodnarur d bickering often help 
put mammalian gu srs at ea . 

4. Montag's Inn. Montag' Inn is located just aero 
the street from the Tree and Leaf. It i · a candard two
story manufactured building in th traditional tyle. 
The owner i · ' l mutated bulldog named Montag, who 
like to engage Fir and Maple in friendly ri aliy . Mon
tag er e any genotype but tend to favor mutated 
animal , especially tho e who are cl arly descended 
from canine stock. 
.S. Quixotymllovi. Quixorymilovi i. a ntient plant 
that has lived in the Green illage for decade . Ir may 
be th only entient still ali e who remember· when 
the Zoopremist ruled the country. It is also secretly 
the leader of the Green Millennium, and the alliance '· 
member often use Quixotymilo i's abode as their 
meeting place. Oddly nough , because of their 
leader ' photodependency the Green Millenium 
tends to me t during the daytime rather than at night . 

6. The Odd Shop. This core run by an old fungus 
named Gmehclow is the clo e r thing to a general 
store that Green illage ha . Any kind of common 
supplies can be purchased here , although the ration 
provided are mostly dried fruit rather than dried 
meat. Gmehdow al ·o dabble· in the artifact trade , but 
it. inventory is par e at be t. There is only a 10% 
chance that it has a given item and it will only part 
with an artifact if offered at lea t 120% of listed price . 

Important NPCe 

Major Octavius 
MA octopus (H); C 8· AC 12; MD 13; HP 57; THAC 
melee +1; THAC ranged O· .;AT 1· Dmg by weapon· 
Hth 10· pd 8 walk , 6 sv im· Per 20; t +10· RU +10· 

+4; RR 14. 
P 1 · D 10; C 9; M ; I 16· CH ~; 10. 
Mutation : Gill , chameleon power (1 ) , multiple limbs 
(arms and leg ), ize change (30% larger), telekinetic 
hand (12). 
Class kills: Detect Ambu 1 Trap 12, Hunting 13, av-
igation 10 Tracking 12, Wilderne urvival 13. 

Iajor Octa iu i Commander Hotspur' , second-in
command. He ha been given the task of protecting 
the village from out ·ide thr at while Hotspur deals 
with the far -reaching problem of esrabli bing a 
decent mining operation . Octav iu frequently leads 
expeditions into the hills himself. 

With his numerous limbs , Octavius is a dangerous 
hand-to-hand-to-hand opponent. He carrie four long 
word (Dmg ld8+1 each) , which he has learned to 

u e in rand m ~·ith lethal efficiency. He wear no 
armor, but omerime carrie an iron hield (AC +2) 
in which ca e he i only able co wield two of the 
sword · at a rime. Octa iu · al o pack a pair of pistol · 
(Dmg 2d each). 
Ro alita 
P fl er ; CC; AC 10: MD 10; HP 33; THAC melee O; 

THAC rang d O· =AT 1: Dmg 2d6 or# of rounds x d6 
or by weapon ; Hth 10; pd 14/ 3· Per 15; r 0; RU +2; 
U 0; RR 0. 
P 8· D 12; C 9; M 12; I 11; CH 20; 15. 
Mutation : Pyrokinesis (11), gas generation (burning , 
11) , 11/tra ision, oversized limbs ("leg "), allurement 
(11), razor-edged leaves. 
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Rosalita is the curr ent mayor of Green Village. She 
has heen rendering what assistance she can to om 
m::inder Hotspur , hut the people of Green Village resent 
this sudd n demand for a major change in their life 
style. If attacked , Rosalita defends herse lf w ith her acti
vated mutations, prefering to avoid a fight if she can . 

Gmehdow 
. P fungus· EX 2; AC 12; MD 10; HP 51; THAC melee 
0 ; THAC ranged +2· #AT l ; Dmg ld6 or by weapon ; 
I-Ith 12; pd 11/ 5; Per 16; St +2; RU +l; UA +l ; RR 1. 
PS 8 ; DX 15; C 16; MS 12; I 6- CH 12; S 17. 
Mutatio ns: Cbame leoJI pou 1er (14) , cc1r11i 1 nro11sjau •s 

(8) , .fi11P,er ui11es x2 (11 ) , sq u eeze L i11e xl (11 ), e11erp,y 

se11sitiuizJ1. 

Class Skills: Avoid Artifact Disaster 3, Jury-Rig 5, Rt:·tc.l 
Schematics 3, Repair Artifact 9 . 

Gmehdow is the owner of the Ocie.I hop , a store 
that offers a wide variety of goods common and 

GREEN VILLAGE 

uncommon. Gm he.low is veiy old and is fascinated by 
artifact!-i. He is reluct·int to pan with any ancient items 
in his possession, but might I e amenable to a trade. 

Quixotymilovi 
SP inc · EN 6; AC 10; MD 9; HP 55· THAC melee +6 ; 
Tl-IA ranged +6; #AT l ; Dmg per weapon; Hth 10; 
• pc.I 9/ 3; Per 10; St 0; R 0: -2; RR 0. 
PS 9· OX 9; 10; MS 7; I 5; CH 11; S 12. 
Mutations: KiJ1etic ahso1ptio11 (11) , f.!,tlS baf.!,s (1 ), ji·11if 
(sustenance , 17) , adap ta ti oJI, pbo todependent . 

Class Skills: o mb at L ade rship 9, Makeshift Weapon/ 
Armor 9,, ize-up pponent 9. 

Quixo tymilovi is a very old ine , and some of its 
fri nc.ls fear that its routs are rotting. It has be ·om 
more and more outraged by mammals moving into 
Gre '11 Village and cha llenging vegetab le supremacy. It 
has begun recruiting younge r plants to the cause , un
der the name the Gree n Milli.:nnium or the Vegetarians. 
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Lemay 

Tech Level: III Population: 7,000 
Population Breakdown: 1% P H 8% admirals , 2% hid
den 3% other AH types 6% dabb rs, 9% groaks, 4% 
sarbis s, 1.5% . le ths, - .-% other MA types, 11% SP. 
Garrison: 1 division infantry (2 -oo soldier ·), 1-
artillery corp (150 so ldier·). 

History 
Lemay b gan as an experiment, to see if a commu

nity could be hared by the water-dwe lling admira ls 
and the surface-dwelling Ranks of the Fit. A site was 
chosen on the east shore of Admiral Lake by mutu 'tl 
consent, and the volunte r re ident b gan the arduous 
ta k of trying to get along wid1 one another. At fir t the 
two sides did not interact at all and often m'tny week 
, ould go by when no one from the surface side 
caught so much as a glimpse of the lake people. It 
looked as Lhough Lhe xperim nt would fail. 

This all changed when the groaks arrived. The frog
like mutants saw the potential to make truckloads of 
domars by acting as middlemen between Lhe two 

group·. Aln1o·t overnight Lemay went from ghost town 
to thriving community. As the city grew, the Ranks of 
the Fit t ok a more immediate role in its governance, 
constructing a headquarters in the town and arranging 
for the construction of a protective wall around it. 

The head of Lhe garrison in Lemay today is Colonel 
Peto , a mutated ant. Peto has dreamed of being in d1is 
position for mo -r of his life, and enjoys living out his 
dreams . The more practical duties of running Lhe town 
arc left to his staff, particularly Commander uu Zahn 
Dee, his second-in-command. 

Layout 
Lemay is built partially on the eastern shore of 

Admiral Lake, and partially under the surface of the 
lake it elf. Thi · was done to accomodate the acquatic 
and amphibious residence of the town as well as the 
lake people, with whom L may has close ties. 

Cryptic Alliances 
The largest secret alliance in Lemay is nor the Zoo

premists , as might be expected, but the Iron ciery. 
Lemay is far enough removed from Jospeen and Elda 
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for the Soc iety to thrive , but dose enough to occa 
sionally try to disrupt the alliance between the Purists 
and the Bonapartists . 

The Healers and Restorationists are both welcome 
in Lemay , but for some reason , each has only a token 
presence in the town. In fact , ther e are more Archivisl-; 
living here in secret than Restorationists who reside 
openly . Of the other alliances , only the 13rotherhood 
of Thought , the Peace Brigade and the Seekers hav e 
small bases he re . 

Points of Interest 
1. Bonapartist Headquarters. To outward appear 
an ces, this outpost seems just like any other , but 
inside it is a study in luxury and elegance . Colonel 
Peto supervised the redecoration p<.:rsonally, starting a 
few weeks before he actually took command of the 
garrison. The floors are covered with lush carpeting , 
the walls are decorated with fine art , and the furnish
ings are ornate and plush . Even the troops ' barracks 
are extremely comfortable , making Lemay a much 
desir ed posting for soldier · in the Bonparr army. 

LaMAY 

2. Undertown. One of the main roads out of the cen
ter of town le·1ds straight into Admiral Lake, where it 
gives access to Undercow n. This region is mostly in
habited by admirals , although there are quite a fow 
other water -breathing inhabitants as well. The main 
source uf contact between the towns acquatic and 
land -dwelling residents are the groaks , who have 
become quite wealthy as middlemen . 

3, Trebich Park. This sma ll park is an island of ca lm 
in the midst of a busy mercantile neighborhood. The 
area surrounding the park is clustered with shops of 
all sizes and shapes, where almost any piece of com
mon or uncommon equipment can be purchased. 

4. The Dock. This large pier was built tu ease com
merce with the lake people and to facilitate lake traf
fic. It is lined with many warehouses. 

5. The Leaky Boat. This inn is a favorite among 
sailors and trave lers trying tu work on a budget. The 
clientele are rather crude and unsophisticated and 
often try to take advantage of un wa1y strangers . The 

aonperr-Road 
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Leaky Boat is operated by a mutated crab named 
Bain but e en he does not kno, who o, ns it. 

6. The Archivists. The R storalionists do not have a 
store in Lemay for buying or ·elling artifacts, so the 
only ·ource is the Archivists . This small building is lirtle 
more than a ho el , but the alliance has c·1refully e ca
, ·atcd a , ell-kept and , ell-protected vau lt underneath 
it. They ha e a fairly good s Jlection with a 35% chance 
of finding a d sir d item. However , the rchivists wi ll 
not pait , ith a single artifa 't un i ss the are g iven one 
of ac least equal value , in addition to payment . 

7. Lemay Foundry. This sma ll factor produces 
some of th J finest metal\ ork found anywher' in 
Bonparr. In addition to cook, are, tools , fendng , iron 
poles, and th~ like, th J foundry produ ct::s sturdy metal 
weapons . Th ir specialty is blunt weapons , such as 
maces , flails. and morningstars , hut their swords :ind 
other cutting ,, ·eapons are quit ser\'iceable also. 

8. The Iron ociety. This location marks the home of 
Krikt: Sbav, a , ell -known businessman . Slaav has 
become ver c lose friends with Co lonel Peto , ho 
does not suspect that Slaav is actuall a front man for 
the Iron Society. The membership of the Society 
meets about on e a month in , laav ·s basement. 

Important NPCs 
Commander Suu Zahn Dee 

IA cheetah (H): E 6: 10; MD 10; HP 6 : THA 
melet: +9; TH C rangt:d +6; ""AT 1-3; Drng lei +3/ 
Id +3/ ld6+3 or 3d6+2 or by weapon: Hth 10; Spd 
36/ 5 ; Per 1 ; St 0; RU + I; l A +l; RR 1 . 
PS 1 ; DX 12· ll; MS 8; I 7; CI I 13; S 15. 
Mutations : Heightened uision. c,ir sail, photodepen 
dent. hc,nds Qfpo11'er(hot, 15), mental m11!t1p!ier(l7) . 
Class Skills: ombat L ·adership 9, Mak shift Weapon / 
Armor 10. Size- p Opponent 8. 

Commander Suu Zahn Dee is s cone.I-in-command 
of the Lemay garrison. She has be<.:n , atching ht:r 
superior offi ·t: r's de, ·e l ping friendship with the 
altered human Krike , laav , with a mounting st:nst: of 
a larm. Dee has no particular love for true men , bur 
she is growing suspicious of :taav·s constant harping 
about the Knights of Genetic Purity. UnknO\ n to 
either Peto or Slaav , D · J has be n ha ing the altered 

one folio, ed in order to in estigate his motive s 
complete I 

Tridkix 
MA camel (H); CC; AC 8; Ml 11 ; HP 69; THAC 
melee + ; THAC ranged -2; #AT 1· 0mg ld4+4 or by 
v eapon· Hth 1 ; , pd 1 ; Per 13; , t -2 ; R -1· UA - 1· 

RR 12. 
PS 20: DX 5; C 19; M, 14; I 7· CH 14; 1 . 
Mutations: l<ege11eration (15) , transfusion (16) , sound 
imitatio11 hoc~y change (single eye), infrauision . 

la or Tridkix is e e1y garrison commander's dream 
come true: a civilian mayor , ho is a hootlicking 
toady. Tridkix is dim and unpopular. Tridkix fa,, ns 
annoyingly over the Bonapa11ist leaders in Lemay. 

Zethender 
MA spider: N ; A 12; MD 10; HP -3; TH mele<: 
0: THAC ranged +2; ,;:AT 1; Drng lcl4+poison (inten
sity 4) or by, eapon; Hth 11; Spcl 14; Per 11; St +2· 
R 0; UA 0· RR 12. 
PS 8; I X 16: C l · MS 10· I 8; CH 11 · SN 12. 

lutations: Multiple limhs (arms anti legs), ene rgy 
melamo,phosis (8) boc~y change (mispla ·ed facial 
feature). size chc,nge (30% ·mailer) , lei itation (17). 

Zethende r is a Healer and Colon I Peto's personal 
physician . Sh has treated him ever since his youth , 
and is e ry familiar, ith his unique physiognomy . 

Krike Slaav 
AH; ES ; AC 12: MD 11: HP 28; THAC melee 0: THAC 
ranged -1 · =AT 1 · Dmg by , eapon; Hth 10: Spd 
l l/3 /6; Per 13; St -1; R 0· A 0; RR 18. 

PS 11; D 7; 10· MS 13; I 11· JI 13-, 13. 
Mutati o ns : Hmpe1thy (9), 111e11te1/ im isihi!izy (11) d11al
iz11. telekinetic flight (] 3), telepathy O 3 . 
Class Skills: H pnosis 1 , Identify Mental Power 5 
Phorograr,hic M mory - , . •nsJ Mental Power 5. 

Krikt: .'laa is a member of the Iron Society on a 
ve1y sr,ecial mission in Lemay . He has been using his 

0 mpathic mutation and hypnotic abilities to turn the 
head of the Lemay garrison, olonel Peto, into an out
spoken enemy of the Knights of Genetic Purity . So 
far, Slaa ·s brainwashing has gone ell but Suu Zahn 
Dee is beginning to susp ct that something is up . 
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Moonaee 

Tech Level: III Popuhtion: 4,-00 
Population Breakdown: 0% PSH, 1% orlens , 4% other 
AH types, 1% dabbers, 74.5% hoops , 0.5% joardanz , 
11 % other MA types , 8% SP. 
Garrison: 3 divisions infantry (2 ,500 sold iers) ; 15 
artillery corps (150 soldiers); 1 cava lry brigade Or 
hoops on jackalopes) 

History 
Legend has it that Moonsee gained its name when -1 

tribe of hoops found a section of the White Stream 
that was not rushing rapids, and was so calm that the 
moon 's reflection could he seen on the water . The 
hoop tribe settled there and were soon jo ined by 
another tribe, and then another, and so on , until 
Moonsee became known all across Gamma Terra as 
the city of the floppsies . 

Moonsee was nominally part of the nation of Ohyy, 
but the hoops were so hard co control chat the Zoo
premises never pres eel their claim to the town. \1 hen 

apoleon I led the Bonapartist coup , the hoops took 

to the Ranks of the Fit like ducks to water. It was 
some time before the Bonparr authorities could sort 
out the complex hoop system (at the time of the 
coup , Moonsee boasted r "generals ") and bring 
Moonsee into line with their new order. 

Today, Moonsee remains the most out-of -contro l 
co,vn in Bonparr, and yet, the most loyal to the Ranks 
of the Fit. The u ·ual policy of the Bonapartiscs is co 
·ration soldiers in the army away from their home 
to-. ns , but Moonsee is an exception. o other town 
wants to have companie · of we ll-armed, lightly 
crazed giant rabbits roaming the streets . 

Tht: last colonel to supervise Moonsee was not a 
hoop , but a mutant fox named Colonel Melun. He 
tried to bring the garr ison in line with the rest of the 
Bonparr army , and nearly incited a revolt for his 
efforts. Melun gave up his postin, to bring a peaceful 
encl to the sicuaci n, after which he resigned his com
mi ion altogether, citing mental health reasons . He 
was replaced by Co lonel Fenton , who is a hoop 
through and through. He has managed to keep Moon
see a step above anarchy, which is considered satis
factory by central command . 
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Layout 
The local Ranks of the Fir headquarters was delib 

erately built on the hanks o f the \1 hite , tream at a 
spot v.·he re the 'tterwa is relatively calm. The rest 
of the rown on ists of ho p burrov. s ( hich resem
ble four meter high mounds of dirt with doors and 
,-vind ,, ·s). dd buildings and hou ·es . all 1 uilt seem
ingly by , him. Then :: is n rhyme or reason to the 
t0 \\'11. which ha. led to some odd pairings of neigh
bors , such as the Hea ler hospital which stands 
betw ee n a funeral parlor and a slaughterhouse . 

Cryptic Alliances 
E,·en the most incautious of alliances balks at the 

id a o f trying to set up shop in a town filled with 
floppsies. Ev<::n the Ranks of the Fit hadng coopted 
the hoops ' nati e military org-tnization into their m n , 
tends to leave the town to its own de ,·ices . A few 
undaunted or foolhardy Healers work in the town , 
and there are a handful of Restorationists. Th " lo ·al 
puni ·hment for being a Zo premi ·t is to be drawn 
and quarten ::d , and then fed to a pair of horl chaos 
th at are kept in a pen for just that purp . e. Thus, 
eve n the Zoopr mists ke p a lm profi le. 

Points of Interest 
1. Bonaparti t Headquarters. Thi . compound 
alv.·ays looks as th ugh a tornado or othe r natural dis
aster had pa sed though. but the only di ·aster in town 
in the inhabitants. omehow, Colonel Fenton and his 
staff manage t fun ctio n in thi tare f co ntrolled 
chao: and keep track of all the garr ison's business. 

2. The Ears and TaiL This is the most popu lar ta ern 
in town , but only among the uproarious townsfolk. 

isitors to Moons ha e described it as "di gusting ·· 
"filthy, .. "an abomination , .. and other terms not so flat
tering . The owner i: a hoop named Bynkie , who is so 
invoh·ed v.·ith his own problem and neuroses that he 
is ol Ii ious to the clutter aro und him. 

3. The Beige Brutorz. This inn is owned and per
at d by Philip ddams the only pure strain hum ·1n in 
Moo nsee . Th inn is w e ll e quipped to dea l with 
guests of irtually ·tny genotype, but the rates are 
some what inflated . any visitors who have spent ·1 
night in a hoop- oper ated h ste l have come back to 
the Beige Brutorz for the durat ion of their stay. 

4. You Break It, You Buy It. The ho p m: ncr of this 
genera l sto re thinks its name is hysterically funny, and 
can 't understand wh bus iness is so terrible . His name 
is B-1hnggo, and he is genuine ! friendly and helpful 
to any customer, as long as they don 't stare at hi · ear 
(he lo ·t the other one in an accident while h<:: was a 
baby) . His prices are ·lightly inflated. 

5. Treasures of the Ancients. If you are looking for 
junk. baub les . or ·urios ities, you·ve come to the right 
place . If you are look ing for some thing useful or that 
ac tually work ·, you·re out of luck . Like hoops eve1y
, here. th e res id nr- of M on ee hoa rel work ing 
anc ient artifa ts. While there i. ery little worth pur
chasing h re, it is possib le to make a tidy profit ·ell
ing any old piece of ancient trash. 

6. Pyre Square Ranch. This ranch is the largest 
breeder of jackalopes in Meriga, and perhap s in all of 
Gam ma Terra. It is owned and operated by a femal 
hoop named . chiebah, , ho is extremely critica l and 
difficult to please . \1 hile this does not endear he r to 
her worker ·, it doe · insure that the jackalopes she sells 
are the be:t bred and be ·t trained that money can buy . 

Important NPCs 
Commander Dogberry 
Hoop · EN 7; AC 12· MD 11; HP 86- THAC melee +10; 
THAC ranged + 7; :;AT 1 · Dmg by eapon; Hth 11 · 
, pd 18; Per 12; , t +2; R 0; A O· RR 14 . 
PS 17; DX 12; C 13; M 10; I 10; CH 12;, 12. 
Mutations: 1assmind(l) telepathy(ll) . 
Spe ial Powers: Like all hoop ·, Cmdr. Dogberry can 
cause meta l to temporarily soften with just a tou ch . 
, ee page 1-2 of the GAMMA WORLD• rules for the 
specif ics of this power. 
Class , kills: C mbat Leadership 10, Makeshift Weapon/ 
Armor 10, ize- p Opponent 10. 

Commander Dogberry is ·econd-in-command of 
the Moonsee arri. on, but he does far more work 
than Colonel Fent n cl e . More than once, Dogbeny 
has g ne t in pe er the cene fa disturban e and 
found that the in tigator a Colone l Fenton himself. 

Dogbeny 's prized posses ion is a pair of pre-Gtta
clysm machine gun ·. He bring · them with him into 
any hazardous ituation. Howe er, he never fire · them , 
becaus e he is afraid that they might be damaged. 
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Broo s Doobinn 
IA grasshopper· CC; C 17; MD 12; HP 2 ; THAC 

melee -1; THAC ranged +3; =AT 1; Dmg 3d6+2 or by 
weapon; Hth 10; , pd 9/ 18· Per 9; . t +3· R -2; A -2; 
RR 12. 
PS 6: DX 17: C 10; l 16: I 4; CH 9; 11. 
Mutations: Multiple li111bs (legs) , size cba11p,e (-0 % 
smaller), co11/i1sio11 (12), mental blast (1-) fearge11er
atio11 o -). 

Broos Doobinn i nominally the mayor of Moonsee , 
but no one has seen him since the clay after he was 
appointed to the post b olon · l M 'lun . Due 10 an 
odd quirk of Bonparr Ian ·, a new mayor cannot b 
named until the old mayor is located or accounted for. 
Philip Addams 
PSH; CC: C 12; MO 12; HP 42; THAC melee +2 ; 
THAC ranged +2 ; ,...AT l; Dmg by, eapon: Hth 10: 
, pd 14: Per 5; St +2; R +_: A +4; RR 20. 
PS 16; DX 15; C 12· MS 1-- I 16· H 18;, 13. 

The on ·ner and operator of the Beige Brutorz inn , 
dclam · has the distinction of being the only true man 

MOONBEE 

living in Moons e. Many of his customers wonde r how 
he can stand living in the town without going insane . 
Eventua lly they realize that ddams is a bit loony. 

Schieba 
Hoop: E 6; C 11; MD 10; HP 85· THAC me! e +8; 
THAC ranged + ; #AT 1 · Dmg by ,, eapon ; Hth 11; 
, pd 18; Per 12· St +1· R 0; 0: RR 14. 
P ' 15: DX 1 ; C 13; M 11; I 12; CH 11; S 12. 
Mutations : Mass 111i11d (18), telepathy (10). 
. pccial Powers: Like a ll hoops , chieba can cause 
metal to temporarily soften with a touch. ee page 
152 f the GAMMA \1 ORLD ru les for specifics. 
Class Skills: Combat L adersh ip 12 Makeshift Weapon/ 
Armor 9, Size- p Opponent 9. 

, chieba is the own rand operator of the Pyre 
·quare Ranch . There is probab ly not a single ·entient 
in all of Gamma Terra that is mor e kn wleclgeable of 
jackalopes than she, or prouder of it. 

If she expect a fight , chieba carries a spear (0mg 
ld 6+2) or with a bolt-action rifl (THA +2 Dmg 
3d8). 
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Admirals [Lake People] 
Number: ld4 
Percept: 1 
Stealth/R.U.: +2 
AC: 12/ 18 
MD: 12 
Health: 10 
Speed: 2 

(water) 
Level : 2 
Hit Dice: 10 (41) 
THAC: 0 
Attacks: 1 

Weapon: 0 
Int: High 
Morale: 15 
Size: M 
XPValue: 120 

Frequency: Rare Organization: Tribe 
Activity Cycle: Day Diet: Omnivore 
Tech Level: II Artifacts: G, W 
Climate/Terrain: Unden .tter (Admiral Lake only) 
Physical Mutations: Gills (admirals can on ly breathe under 
water) , 11eu body pa,ts (webbed fingers and toes, dor ·al fin 
on head, neck, and back), pa,tial ca rapace (14) 
Mental Mutations: Telepathy (1~) (wo rks with other admi
rals or telepaths only) 
Special Powers: none 

Description: The admirals are a race of water-dwellers 
that inhabi ts Admiral Lake. They are approximately man
sized. with silvery 'kin, webbed finger and toe ', and a dor
sal fin that runs from the center of their foreheads to the 
small of their backs. Admirals have oversized eyes that help 
them to compensate for the lack of available light underv,a
ter, but this does not othe n: ise enhance their vision. The 
entire torso is covered in scales. nable to breathe air , 
admirals must remain submerged at all times in order to sur
vive. 

Combat: Being such a ·mall comm unity, the admiral · 
prefer to avoid combat , henever they can. However, when 
forced to fight, there are few foe · more dangerous under
water . They u ·e their telepathy to coordi nate attacks aga inst 
ene mies and employ compressed-air spear guns as their 
primary weapon. Being born and bred underwater gives 
them a natural edge again ·t any surface dwellers that ny to 
invade their territory. They are familiar with rebreather 
apparatus used by surface dwellers and know how to dam
age them , forcing their u ·ers back to the ·u1face. 

Society: The admira ls are a peaceful race , content to live 
out their lives at the bo ttom of Admiral Lake. They live in 
small village , usua lly organized into p.irriarchal family units 
of up to 15 or 20 individuals. When a unit becomes too 
large for the clan's doma in to support a younger son will 
take his family to an unoccupied sectio n of the lake and 
estab lish a new village. There i · ·ome trade between the 
admirals and the ·urface dwe ller ·, u ' ually conducted 
through groak merchants. The admirals exchange fish and 
exotic goods fo r materia ls and manufactured goods that 
they cannot produce themselves. 

Groaks 
Number: ld12 
Percept: 18 
Stealth/R.U.: -2/ +1 
AC: 
MD: 11 
Health: 9 
Speed: 13 ( 

bipedal) 
12 swim-
ming 

Level: 3 
Hit Dice : 7 (2~) 
THAC: -1 
Attacks : 1 

Weapon : -1 
Int: Very 
Morale: 13 
Size: M 
XPValue: 1 ~ 

Frequen cy : Common Organization: Clan 
Activity Cycle : ight Diet: Omnivore 
Tech Level: Ill Artifacts: M, V 
Climate / Terrain: mphibian 
Physical Mutations: Gills, regeneration (11) , 11oct11mcil 
Mental Mutations: D11cili(y, psychometry 
Special Powers: one 

Description: Groaks are man-sized toads with no physi
cal humanoid characteristics. Their skin is brownish-green 
in color , , ith a ·mooch, moist texture . Contrary to popular 
belief , groaks do not cause warts nor do they have po ·sess 
an inordinate number of unsightly blemi ·hes . Groaks are a 
rather weak race, physically , ex ept for their powerful hind 
legs, which allo, them to leap enormou · distances and 
swim at high speeds. The groak ·' toadlike features ·eem 
rather comical to d1e unfamiJar, but their large, beady eyes 
reflect their uncanny intelligence . 

Combat: ince they are rather phy ·ically weak , groaks 
prefer to rely on technology when it comes to a fight. The 
average groak will possess at least one Tech Level III 
weapon, and the pa1ticularly rich have been known to cany 
Tech Level IV or V sidearms . Groaks are no fools, and hav<.: 
no compunction against fleeing untenab le situations. In 
such instance ·, they try to make be t u ·e of their leaping 
and swimming ability. 

Society: Groaks live in clans that are not based on family 
units, but rather on economic units . Their ·pecialty is trade , 
e ·pecially along river route ·. A clan is genernlly headed by 
the most experienced and shrewd merchant available , irre
gardle · · of age or family position . Groak ,, duality and psy
chometry mutation , come in very handy in their chosen 
occupation as they can negotiate with customers while 
simultaneously (and surreptitiously) probing the psychic 
impressions left on trad items. It is well knm n that cheat
ing a groak is a nearly impossib le task. 

The groaks living in the town · of Elda and Lemay are the 
major go-betweens bet, een the surface-ch elling popula
tion of Bonparr and the mysterious aquatic admirals . By 
charging middleman fees to both the admirals and their 
land-dwelling customer ' the groaks have managed to build 
up a sizeable fortune. 
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umber: ld3 
Percept: 16 
Stealth/R.U.: 0/ +l (+11) 
AC: 10 
MD: 9 
Health: 11 
Spee d : 12 
Level: 5 
Hit Dice: 11 (39) 
THAC: 0 
Attacks: l 

Weapon: 0 
Con fusion : MHAC +3 

Int: Very 
Morale: 17 
Size : S ( l met\.:r) 
XPVal ue: 1.-100 

Frequency: Unco mm on 
Activity Cycle: Day/ ight 
Tech Level : Ill 
Climate/Terrain: Any 

Organization: 
Diet: 
Artifacts: 

None 
Omnivore 
E, W 

Physical Mutations: Cba 111e/eo11 (22- this mutat ion is co n
sidered automatic and always in dlect), che 111ica l s11scepti 
/Jili~1•. 11/tral'isio11 
Mental Mutations: Co11Ji1sio11 ( 18), directio11a / se11se 
Specia l Powers: 1 one 

Description: The Hidd en are approximately 1 meter tall 
hum anoids. It is unknown from what geno type they o rigi 
nally sp rang . Th ei r t!Xact shapt! and features are unknown, 
dut' ro their co m pl •r , blend ing wi th all backgrou nds. Con
siden.:d a my th by most races of Gamma Terra. the Hidden 
are bot h g ift ed and cur sed with a powerfu l chamel eo n 
murarion : th eir ability to remain hidd en, ho lstered by the 
pO\\·er to cloud the mind s of tho se who suspect their pres
ence. I lowever. th ey have no conscious contro l over their 
power and are mute , making it nearly imp ossibl e for them 
to make their presence known. even if they want to . 

Com bat: The I lidden rarely enter int o combat , since it 
is nearly impossible for any being to detect them. In those 
rare instances. the Hidden use their confusi on powe r to dis
tract their opponen t long eno ugh to e ith er do him in or 
\.'Scape. A lth ough they gener~11ly do not carry eq uipm ent , 
the H ie.Iden are quite int ' lli gent and :1bl 0 to use any Tech 
Level II . 111, or I\ weapons . 

ociety: The Hidden are lom:rs who surv ive by li v ing in 
secret on the fringes of socie ty. They usually make a home 
fo r tlwmsel ves in some infreque ntl y isited location, where 
they Ii, · ' :tlone , or in rwos or thr ees. Oddly enough, while 
they ; in: , ·i,tually invis ibl e to all others , the Hidden are quite 
,·isih le to o ne anoth er and comm unicat e u:;in g a co de of 
gestur es and body movements. 

The I l idden ha\ ·e made an effo rt to keep their vt!ry ex is
tl'n ce ;1 serrc.:r. and they have had a measure of success. In 
doing so. they have attained a quasi -mytho logica l status that 
both protects th em and hdps to explain situ ati ons where 
their actions have not gone unn oticed . Parents in Gamma 
Terra frequently use the threat of the Hidd en to keep unru ly 
t·hildrL'n in bed. 

Joardanz 
Number: 2c.110 
Percept: 13 
Stealth/R.U.: -1/ 0 
AC: 9 
MD: 9 
Health: 10 
Speed: 9 
Level: 1 
Hit Dice: 9 (32) 
THAC: +1 
Attacks: 1 (ma le), "" 0 (female ) • 

Horn : ld8 !. 

Weapon : 0 i~ ,1111/P 
Int: Average 
Morale: 6 ~ ... ,,, 

Size: L (3 meters) 
XPValue: 120 

Frequency: Common Organization: Herc.I 
Activity Cycle: Day Diet: Herbivore 
Tech Level: II Artifacts: G 
Climate/Terrain: Plain s 
Physical Mutations: Fad eout , horus (ma les onl y), so1111d 
i111irario11, i1111111111i(}vd isease (f emales only) 
Mental Mutations: /11t11itlo11 (6) 
Special Powers: Joardanz have a special ··herd instinct :" for 
every co w in th e herd , add 1 to the Power Score of the 
bulrs Intuiti on. 

Description: Joardanz arc mutated hereford C'attl e, and 
have retained many of the characteristics of the i r orig inal 
stoc k . Their facial features are st ill bovine , and the males 
(bulls) have rwo cur ved horns co ming out of th eir heads. 
They tend to be somewhat obese, and their bodies n::tain a 
distin ctiv e bla ck-and-white colori ng . They stand on two 
legs, hut their rear hoo ves are not reall y built for standing , 
so their movements tend 10 he awkward and ungainly . 
Thl.!y live in herds compri sed of one or two bulls and fifteen 
to tw enty-five cows . 

Combat: Du e to their tendency to p:1nic and fadeout , 
jo:1rdanz are not much use in combat. sua ll y , they will 
only fight to defend the here.I or farm from outside attack . A 
hull , ill use his horns o r whatever weapon is at hand to 
defe nd th e co ws from harm , \ h ile using his intuition to 
anti cipa te oppon ents · act ions. The range of th e joardanz 's 
herd instinct is onl y one hundred meters , and if the cows 
pani c and flee or fadeout , the bull will suffer a co rrespond
ing loss of intuition P . 

As most joardan z farms are on ly Tech Le cl 11, the herds 
will rarely utiliz e high tech weapon.~. Th ey are more likely 
to attack with farm implements such as ho es, pitch forks, 
shovel:;, hatches . or hammers . 

Society: The joardanz are a passive race, conte nt to stay 
on their farms and let the world go its own way . Cows out
numb er bu ll s by a ratio of abo ut tw enty to on e, th erefore 
the herds are naturall y organized around one or t\ o bulls , 
wh o make all decisions for the herd . early all joardan z are 
occ upied in agrarian pursuit s, livin g and worki ng on farms . 

.:;I 
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2 Contents & Introduction 

Introduction 

Reco rd s te ll us th at th e co untr y of I3o np arr o nce 
stretched to Lance Mad , in the north the Ohyy River 
in the south , the Alm River in the eas t, and the Kank 
River in the wes t. The e fact are in little dispute. The 
qu estion that remain i , what cau ed this great empir 
to dwindle down to its pre ent size? There are sev ral 
rheor i that hav ga ined a po pul ar following among 

hola r . Obv iou ly, the internal conflicts among the 
Rank of th e Fir made th e adm inistration of uch a 
la rge area difficu lt at best. The succes · of the his ·e r 
rc.:vululion thal lee.I lo the prese nt-day stale of Huu ·h i · 
a prime exa mpl e o f thi s diffi culty. Other hi rorians 
have cited Bon parr's lack of natural reso urces as the 
primary reaso n \ by the c untry imploded . 

I believe that Bonp arr has bee n unable to sustain its 
expansion only partially for these reaso ns. The main 
reaso n is beca use of the inherent dangers in the rerri
to1y it was tty ing to hold. The land surroundin g mod
ern -day Bonp arr tee m · with strange creat ures that I 
have neve r encount ered el ew here . ·evera l dwe lling 
place of the an ient lie near Bonp arr, eac h fraught 
with it own uni qu p ii i whether it is the Glow that 
pe rm a res a pl e s , th e powe rful liv e me ta l th at 
inh abit s Gru s m Afbayz, o r th e geo log ica l up 
heava ls cau ·ed by the Magmatap. It goes without say
ing that the fea r ·ome Rambling Woods are a dange r 
to a ll w ho trave l no rth fr m Bo np arr. ,ive n these 
hazar ds, is it any wo nde r that eve n the Ranks of the 
Fil have bee n unable lo conqu er the land lastingly? 

During my stay in Jos pee n , I beca me acqu a inted 
with many of the sayings of Emperor-General apoleon 
I, who m the citizens quoted almost ince antly. (I have 
mentioned el ·ewhere that it i my be lief that many of 
these quotations we re taken from apoleo n' Book of 
\Visdom.) One of the e quotation eems to me to be 
quire desc riptive of ome of the more deso late ections 
of the nalign cl Territories . It i taken from a ·peech 
the grea t leade r mad ju ·t after h i· army had decimated 
a peacefu l valley and reads as follows: 

·'A barre n <let sted vale yo u see it i ·; the tree ·, 
though sum mer, yet forlorn anc.l lea n, ove rcome with 
moss anc.l baleful mistletoe; here neve r shines the sun ; 
he re noth ing hree d ·, unl e ·s the n ightly owl or fata l 
raven." 
-Exce rpt from the introd uction of ExplorinP, Gamma 

Terra Volume I, by Szah-lah 



Geography. The naligned Territories consi t mostly 
of flat plain , broken occa ionally by small forests and 
hills. There are waterways scattered throughout the 
area , including Big Bo tream , Jaget Creek, High 
Brook and Low Brook , as well as the Highwater and 
Roo h River . The e waterways are remarkab ly 
uncontaminated , when compared to the likes of the 
Il-noy River, but do contain a variety of dangerous 
aquatic life. In the southeast portion of Bonparr and 
extending south into the Wild Lands are the Appalling 
Hills, a serie of highlands that are partly natural and 
partly the result of eruptions from Magmatap . Much of 
the Appalling Hill area is in a constant state of 
upheaval cau ed by eruptions. 

Climate. Like Bonparr itself, the Unaligned Territorie 
have a temperate climate with long , humid ummer 
and cold winter . Average ummer temperature tend 
to be around 35°C, while winter temperatures drop a 
low as -20°C. Rain and snow fall in roughly equal 
amounts over the course of a year , with a tota l annual 
precipitation of 3 to 4 inche . 

Color storm occur frequently all year long . Most of 
the Unaligned Territories are free of heat fogs , with 
the exception of an area roughly 75 kilometer 
around the ancient city of aple , where they appear 
with frightening regularity during the warm month . 

Flora & Fauna. The Unaligned T rritorie are literally 
crawling with many kinds of plant and animals , both 
benign and malevolent. Commonly encount r d plant 
forms include narl ep , nerbils , pinetos , eroon lous , 
schroum , and ralla krens. The ralla krens are particu
larly feared by the green folk, which are the cannibal 
plants ' main food. The wor t congregation of danger
ou plants in the region i the Rambling Woods . 

Animal mon ters are also quite common. Mantas , 
parns, triekrs , pogo i, squeekers, and yfiefs are all 
potted often by travelers. The yfief population has 

been growing rapidly , so the creatures now pose a 
major threat to the region . 

Another fear ome life form found in the Unaligned 
Terr itories is the arr!, a mutated virus with a sinister 
intelligence . Culture of Tech Level III and lower refer 
to the arr! a "evil pirit ," due to their ignorance of 
the infection ' true nature. The arr! have been slow to 
spread , becau e their hosts eventually die , but they 
recently infected the entire population of a small vil-
1 age. Their ultimate goal is to inhabit all warm
blooded creatures in Gamma Terra. 

The most feared and legendary creature in the 
region is the kraak , a gigantic flying lizard with the 
ability to cloud its victims' minds , so that it goes unno
ticed until it attacks. Although considered a myth by 
many , the kraak is quite real , and apparently make its 
home in a cave somewhere in the Appalling Hill . 

Population. De pite the dangers , a few communities 
of entient beings have been establi hed in the 
Unaligned Territories . Approximately 5,000 to 6,000 
individual of all genotypes live in the area. ew ani
mal are the most common, frequently leftovers from 
the time when Bonparr controlled a much larger terri
tory. Oddly enough, green folk are the next most 
common , even though they are relatively scarce in 
other part of Gamma Terra. True men and altered 
humans exist in roughly even numbers in the Un
aligned Territories , but are found almost exclusive ly 
in Ichun and Maree . 

Towns and Villages. Most of the individual living in 
the naligned Territories have grouped them elves 
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together into to\>\ ns and vilhge: for se lf-protection. 
ome of th ese se tt! me nt s are co ntroll ed by various 

cry pt ic alliances others are ho lly ind epend ent. The 
Ranks of the Fit hav e a stro ng pr ese nce in most 
place , but rar ly have any dir ect ay in the gov rn 
m nt a Bo np arr abancloncled its claim to the se land s 
long ago . Th peo pl of th r g i n tend ro b wa,y of 
stra ngers. 

Ther e are only two settlements in the nalign ed 
Territori es la rg e n ugh to b e a ll cl towns: the 
underground c ity of I hun a nd th e peacef u l Maree. 
Each of th ese is desc rib ed in deta il late r in this book. 
There are al o a doz n r o villages, ran ging in pop
ulation from as i w as 25 to a · man y as 200. The fol
lowing is a repr ese ntativ e se lec tion of these villages: 

Converts. Pop ulation 80 Tech Le e l III. 
Onc e a mall farming ommunit y, Converts was 

rece ntly taken ove r by the arr!. The infec ted re ·iclents 
ha ve bee n tiying to bolster their population by gradu 
ally spr ea din g to nea rby Foulto, n and Moons 'e. In 
th e meantim e, th e fac t of th e to\ n' s ·orruption 
rema ins a tightly -he ld see r t. Th e arr! pr ete nd to sti ll 
I e th villager · th ey ha e inhabited , in o rder to trap 
un u p cting trave lers. 

Foultown. Population 124, T ch Level III. 
Thre e-fo urth s o f the population of FoultO\ n :.ire 

mutated bird of one · rt o r another . The town 's gov
ern m nt i rganized along spe ies lin es, \ ith th o ·c 
d es e nd ed fr m bird f pr h !din g pO\ r. Th e 
head of th loca l government is a hawko icl nam ed 
Ac cipon wh gain cl hi s p s iti o n through ruthl ess 
dominati o n of hi s f llm ha , ko icls. Th ' primary 
activity in Foultown is hunting , and the amoral res i
dent s h ave few r se rvati o ns 'tb o ut captu rin g a nd 
devouring intelli g nt prey. me f their eating habi t · 
are consider cl ca nnibali sm by most inhabitants or 
Gamma Te rra . Most travelers arc ad iscd Lo sh un 
F ult ow n . 

Glowburg. Pop ulati on 9 , Tech L e l II. 
Located on th " ou t kiw of the ·1ncient city of ap

less, Glowburg is a illage built and o cupi cl I y th 
Rad ioac tivists. The reside nts , primarily ne an ima l. 
and gree n fo lk , make fr quent trips into th e an i nt 
metropolis . sea rch ing ou t plac · wh re the IO\· is 
p a rti ·ul ar ly strong. The presence o f th e c rypLi · 
allian ·e is kep t sec re t from o ut ·icier- . The Raclio' t -
ti ists often hir themselves out as guid es in rel r to 
lead th e unwary into highly radioa •tive a reas of th e 
city. 

Lotto. Populati n 68. Tech Level I. 
small vi llage contro lled b the ' cekers Lotto is 

best known fo r ha ing b ·cn de . tro eel b sup erio r 
forces m ·e r a d oz n tim es. In ea h asc the illag e 
was raz d to th e gro und but a han dful of surv ivo rs 
managed to hid· in the hill s nearb . Every tirn ~ th 
village is ipecl out th Se kers reb uild it and r sume 
th ' ir rustic wa of lif . Th urrent village has staye d 
intact for nea rly - 0 yea r .. f llow ing an attack I y ark -
l'rom the east. 

ew Pair. Population 2 6, Tech Lev I III. 
The ex i. te n ·e of I e\Y Pair i · no t ge nera lly kn ow n 

even to close neighbor ·, and th e re id nr · want to 
k, ,p it th a t way . Thi s i. be a use ew Pair is co n
troll e d by rh Zoop rc rni sts . and if word re· tcbe cl 
Jo.speen of a Zoop rem ist s nl men t so close to the 
borders of 130111 arr , th Rank s of the Fit " ·oulc.l ce r
tain ly rea ct q ui k l and io l ntl . Th hi ef of the 
Zoopr ·mi sts in 1 \ Pai r is a n o ld badder nam e d 
Tax ic.lel w ho cla ims chat the Bonapartists robbed him 
or his duk ·dom s "vera l cl ·a cles ago. Th e truth of this 
claim remai ns to be see n . 
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Before th cataclysm , Grue ome Afbayz wa ri -
som Air Force base , a military outpost named for the 
third human in outer space. In the early 21 t Century, 
it gained notoriety as the first spaceport facility to be 
constru ted almo t entirely underground . Beneath its 
few remaining surface building , Gri som was a vast 
labyrinth of bunkers , docking bays , maintenance 
facilities, and munition bays. 

Robotic was a k y a p ct of the renovated base. 
As part of a long-term experiment , 90% of the work 
don at the ba e during its latter day wa performed 
by robots. Human erved only in command po i
tions: all oth r task were performed by live metal 
ervants . 

The experiment was so succes ful that th cientists 
of the time went one step further , and installed an 
artific ially intelligent upercomputer known as the 
High- peed Analog Neurotronic Computer , or HA C. 
This comput r was connected to every ystem in the 
base except ecurity. The true men in charge of the 
ba e believed that it was too great a risk to entru t the 
afety of the ba e to the untried computer. Thi 

proved to be a fatal mistake. 
Shortly after HA C went on-line, th catacly m 

truck, w iping out human civilization in the blink of 
an eye. Being mo tly underground , Gri som suffered 
on ly minimal damage . In the chaos , however, a 
young officer (who e name has been long forgotten) 
activated warbot #RM- 1975 and ordered it to full 
r adines . But the el ctromagnet ic pul es created by 
thermonuclear detonatios were too much for RM-
1975 ' hielding ; th machine 's logic circuits failed 
and it ran amok, slaughtering eve 1y human it could 
find in the base. 

HA C' circuitry was designed to imulate the 
processe of the human brain and it was undamaged. 

But it found itself in an untenable ituation: the com
puter controlled eve1y a pect of the base ' operations 
except ecurity, and was therefore unable to stop RM-
1975' rampage. As the electromagnetic interference 
waned , RM-1975 reverted to its original programming, 
but its logic circuit were permanently damaged and 
it developed a form of paranoia peculiar to live metal. 
It believed that all intelligent and emi-intelligent life 
was a threat to the base . 

HANC tried to coerce , trick , and persuade RM-1975 
to d activate it elf , or to put ecurity under HA C's 
contro l. one of these ploys met wi th any success. 
RM-1975, for its part , could not deactivate HA C, 
b cau the computer contro lled all the base 's nonse
curity functions. An uneasy truce developed between 
the two . 

The truce began to unravel when creature tried 
r turning to the base , over a century later. A well
armed band of ark raiders, searching for ancient arti
facts , stumb l d upon Grue ome Afbayz quite by 
accident . Faced with what appeared to b a ho tile 
outside force , HA C gave RM-1975 limited acce to 
areas of the ba e that it had previou ly prohibited the 
warbot from entering, namely th warbot and weap
on torage areas. RM-1975 activated two other war
bots , and the three machine ea ily wiped out the 
arks. 

The two newly-activated warbot were in pristine 
condition , and quickly realized that RM-1975's pro
gramming was faulty . They tried to deactivate RM-
1975 , but the crafty machine predicted their action 
and deactivated them. The warbot then cannibalized 
the other two , using their parts to enhance its own 
pro e sing and offensive power. HA C watched 
the e event with great concern, unable to intervene. 

When more outsiders found Grue ome Afbayz sev-
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era! dec ad . late r, RM-19T wa:-; ·a r · ful to r ~progr:.im 
th w a rbots he to ok fro m s to rage hdor · a ·tiva1 ing 
them . In the in te r enin g year s, H C had anal yze d 
the remain f the o rig inal ark in ade rs as we ll as h is 
own r co rd ing s o f th e ir enc unt e r with the:: ~ arb t ' . 
Fr o m hi. o b . e rva t io n ., h e d e du ce d mu c h o f th e 
change that had occ urr ed in the wo rld . Thu s, wh en 
th e ·ec net g roup of invad e rs app ro ach ed th e co m
pl ex , HA C tri cl to w a rn th e m o f th e dan ge r th ey 
fa d fro m RM-1975. t lea t o me man ag cl to flee 
with th ir Ii es . 

In rh yea rs s ince, Gru esome Afhayz gain ed a g reat 
dea l o f no tori ·ty, h th as a pla · o f d ·adly p ·ril and 
as a trove o f intact anci ·nt le ·hn o log y. M;rny ad e n
turers ha ve att empt ed lo lm::a ·h the bas e and sl a l ils 
tre as u r ·s. A f ·, hav · ma nag ·d to pi lfe r so m · fun ·
tio n·1I devices fro m the surface bu ilding s, but no one 
has , 'f p n tra t cl th , und e rgro und leve ls o f th e 
ba e. 

Fo rty-th ree yea rs :ig th e Rank of th e Fit und r
to o k a majo r o ffens ive to captu re ' rueso me Atha yz. 
Thi · a · ·au lr wa co nce ived , coo rdin ated and perso n
all led by e nera l Stan le the o nly ho p ge ne r:il o f 
the Ra nk f th e Fit in hi s t ry. He b Ii ve d that 
w ap ns fr m th e ancient co mpl ex w uld make th e 
Bo na p a rt i. t' . a rm y in v in c ible . tanl ey se nt in fo ur 
div is io ns o f infantr y, ·upp o n ed by art illery , cava lry. 
and eve n flye rs . 

Predict ably his troops we r d c ima1ed hy 1h 1wo 
\: arbo rs . • tan ley him se lf ho pped into his tank and I ·d 
a se o nd a . . a ult . Th e tank , wi th the ge neral insid · it, 
w as a to m iz.e d , a nd th e all ac k \: a s c a ll e d off b y 
Co lo n I a po leo n , .· ta nl ey 's seco nd -in -co mm a nd 
(w ho v ntu a lly beca me Ge nera l Nap o leo n Ill ). 

·ince th e fut ile Ao nap artist attac k , no nn jo r effo rt 
to ca ptu rt: G rue o mc:: Afl)ayz ha . tak e n pl ac e . Th e 
battl e remains a ·o re ·p t in the Ranks o f the Fic's his
to r . l{M- 19 5 has g rown in po w e r ove r tht: ye ar s , 
using eac h fighr, no matte r h w small, as an exc use to 
::i ·tiva te and re pro gram mo re of th e c mp lex ·s 1 ng
do rmant sec urit y dev ices. Th ' de ran ge d warh ot now 
has ma ny Lim s mo r fire pm e r than it wou ld eve r 
n d fo r s impl e sec urit y. HAN C's influ e n ce has 
w a ned a s R 1- 19 5 's pow r h as wa xe d , a nd 1h · 
·up e r ·o mput e r now fea rs th at th e warbo t may soon 
ext e nd its rea lm beyo nd Gru eso me lh-1yz . 

Equipment 

RM-1975 
Percept: 30 
Stealth / R.U.: + 12 
AC: 35 (D ) 

Force Field: 60 
Speed: 60 
Hit Points: -oo 
THAC: + I 5/ +10 
Attacks: 5 

I land : ld 6+8 
lJ I.as ·r: 3d8 
JR Lase r: 3d6 
Flamethrow er: 3d6 
\Veapon: + I 0 

PS, DX: 30. 20 
Tech Level: / 0 
CPU: Perso nali ty ( insan e) 
Size: 11 (6 m ) 

XP Value: :10.000 

Classification: lilita ,y 
Territory: rue m Afl x1 z 

Mission Statement: To pr tee r ru eso me Ath ayz 
fro m a ll hos tile intruder ·. us ing wh at ·v ·r mt:an · a re 
nc ·c...:ssa ,y and poss ihl ·. 

Description: R 1- 19T is a h ighly-111odified warh o t. 
Its turr ' I hrist l ·s with w ·aponr and it has fo ur t ·nw
·l ·s ( I) 1- , PS 28) rat h · r than th ' usua l tw . F r 

so me unknown re aso n . RM- 19 5 ha s ma nif es ted a 
s iniste r. humanlikc face..: on its egg -sha ped to rso , pos 
sibly th rough modifica tio n of its ca moul1age cloa k . 

Equipment: RM- 19 5 ca rries a ll o f a warbot 's stan 
dard equ ipm e nt plu s a flam • thro we r. seve ral napalm 
gre nad es, and a pa ir o f II{ las rs . 

Reactions: RM-19 5 rid itsdf ,r the co mpu lsio n to 
obe y I earer · f ID ca rd · long ago . lt now po · ·es ·c · a 
se nt ience o f its wn , hut it. o nsc io usn ~s. is tw ist ~ I 
a nd ev il. It is o bsesse d w ith its mi ss io n t p ra te ·t 

rue ·ome Afl ayz fro m out ·ide intrud e rs. e\· ·n though 
ils crea t rs hav ~ bee n d ~ad for c ·nturi ·s . 

Th · mod ified warho1 has lx :e n frustrated by its lon g 
de pend e n ·e o n HANC, the sup e rco mputer 1hat ·o n-
1rols a ll non securi ty functions o f the ba se. Ho, e e r, it 
·;rnn o l d es tro y o r <lea ·tiva t<.: 11 , s in ce do ing so 

wo uld vio latt: its p rimary o rde r to prote ct th · insta lla-
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tion from harm. O ,·er the years, RM-19T has gradu
al! gained mor and mor ind p ndcn , and may 
·oon have the re . our e it re 1uir s to take its battle 

against th nemie . f ,ru some a, ay from the 
in tallation. 

The warbot 's faulty logic has led it to the conclu
sion that anything approaching the bas is a thr at. 
, · hen any being come · within range of the base's 
sensors. RM-19 5' · response is sw ift and mer iles .. It 
rare! g es to the surfa e it. elf, hm e er, but prefers 
t contro l other warbots from its contro l cente r deep 
underground , where it can a lso keep an ·•eye" on 
HA 

Gruesome Warbots 
Percept: 20 
Stealth / R.U.: +4 
AC: 3 CD) 
Force Field: -o 
Speed: 50 
Hit Points: 250 
THAC: +11/ +
Attacks: 2 

Hand: ld4+8 
Laser: 3d8 

, ' eapon: +8 
PS, DX: 25, l -
Tech Level: VT 33 
CP : Int ·rpretin! 
Size : IT (3 111 

XP Value: I 2, 500 

Classification : lilitary 
Territory: rucsome 01ayz 

Mission Statement: To defend Gruesome fbayz 
from all outsi 1~ enemies. To ob~y the o rders of war 
bot .rR 1-19 5. 

De scription: The Grucsom An1ayz warhots ar, 
identical to all otht:r warbots (see page 125 of th<.: 

1 IJ\ '\ HU) game rub,). The only difh··nc ~ is 
in their programming . 

Equipment: Th~ a rb ors of rue ·ome fbayz 
hav · standard equipment: s rambl cl communication 
gear, in\'isil Jc spot light ·. a cam ra. a camou
flage cloak , twin maser rifles , 20 grenades and a 
launch r, eight mi ·romissles , and a fi · •ion cannon. 

Reactions: Despite its b ·st effo rts, R 1- 1975 has 

b en un 'tble to totally rem the war l ot ' mpul -
ion to obe ho ld r of milita1y ID ca rd . However, it 

has programmed them in such a way that its own 
commands can s up ercede those given I ya card 
holder. ince RM-19 - has not encouncered such a 
card in o er a centu ry, it does n t concern it5elf o er 
this too mu h. 

If encountered on the ground . of Gruesome Afbayz, 
these warbots will arrack u ing I thal force. If targets 
flee beyond the ran g of the base 's s anner. (about 
two kilometers), the warbots b reak off pursuit and let 
their quany go . 

Jetbots 
Percept: 25 
Stealth/R.U.: 0 (+10) 
AC: 15 
Force Field: 0 
Speed: 8 
Hit Points: 100 
THAC: 0/ 0 (0/ + r) 
Attacks: 1 

I land : ld-1+3 
PS, DX: 15, - (20) 
Tech Level: V / Z
CPU: Analytical 

ize: M (1.- 111) 

XP Value: 4,000 
Note: alues gi en in parentheses abo e apply only 
when the jetbot is piloting an aircraft. 

Classification : Corpo rate/ Military 
Territory: ircraft 

Mission Statement: To fly d signat cl airc raf t to 
locations spe ifiecl by auth orized humans. To maxi
mize safety of passengers and ai rcraft before during , 
and after flight. To condu t aerial ombat against air 
and ground targ ts as . pecifiecl by human authoritie .. 

Description: J •tbots ar• humanoid in shape , with 
a "h ad" that is almost totally spheri al. The head i. 
loaclccl wirh s 'nsory apparatus. The emb lem of the 
airline or milita1y unit that contro ls the jetbot is usu
all ·ngra eel on its chest. All those found in Grue
some Anx1 z sho, aviator·s , ing s th e mb le m of 
Gr issom Air Poree Bas ·, and a seria l numb r. 

Equipment: Jetbots possess high ly sop histicated 
sensrny apparatus including teles opi , infrared , and 
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ultraviolet isual scanners. Th ey are able Lu pick up 
. ounds well into the ultrason ic and infrasonic wave
I ngch., a. w II . A ll of their interp ret ive software is 
geared coward aviation . In ·ide its chest cav ity are oxy
g n tanks and air nn ·ks capable of supporting up to 
four humans, in the unlikely e em of a sudden loss of 
cabin pressure . 

Reactions: Jebot. are programmed to fly any 
known type of airc raft. They exce l at their designed 
Lask. but are urc rly inept at any othe r function. They 
cannot e en drive land vehi !es. 

In addition tu civi l aeronautics, many jcthots , ere 
programmed to op rat military aircraft, including 
fight rs, bombers h Ii opters , and pacecraft . Jetb cs 
could on ly be contro ll ed by commands radioed to 
them on specific scramb led frc Iucn ies. They were 
s ld om used in warfare , though that ·apab ilit y 
existed. rissom Air Force Base v as the only installa
tion in orth America with a fu ll squadron of mi litary 
jetbots. 

Jetbots require a s curi ty o 1-ride ID card in or I r 
to be activated and ace pt omrnands. 

High-speed Analog 
Neurotronic Computer 
CHANCl 
Percept: 40 
Stealth/R.U.: IA 
AC: 30 (D)" 
Force Field: 60• 
Speed: 0 
Hit Points: 1000• 

cess Panels: 50 
THAC: / A 
Attacks: see be! w 
PS, DX: / A 
Tech Level: Vl/ 60 
CPU: re:.itive 
Size: 
XP Value: 100,000 

Note : alues marked with an aster isk above apply 
only to I-I Cs central core , located deep under
ground. 

Classification: Military 
Territory: Gruesome Afhayz 

Mission Statement: Tu mon it o r and contro l all 

internals st ms of ,rissom Air Force Bas~ . 
Description: The bulk of H N is a series of com

puter banks buried deep beneath ruesome Afhayz. 
In all buildings and underground chambers in the 
comp lex , th ere are access pan ~Is where HA can 
interface ,,·ith others . Each panel has a small camera 
I ns and screen . p lus a keyboard with an 1 D card 
insertion slot. RM-19 5 has seal cl all the 11 card slots 
except the one in the centra l command chamh ·r, th ' 
deepest and most heavil gua rd ~d hunk 'r in th · base. 

Equipment: H clir ct ly controls all d or" ays, 
l ights, elevato rs, and electroni · equipment in Grue
some flx1yz. This includes a large numb 'r of indus 
trial robo ts (us~c.l to maintain th • installation) , s ven d 
disastcr robots. and thr' ' rn ,dihms. 11 1C has inpu 
output port . for conn- lling the comp lcx ·s secu rit y 
equipment , but the proper connections ha c not been 
made. 

Reactions: I IA C v as cl signed to emulate human 
responses and to gradually develop a "personality· • of 
its own . After centuries of being stalemated wi th R 1-
1975. it ha. become more and more depressed , as the 
li ke lih ood of ever regaining control of the base grows 
ever slimmer. 

The sup rcompuler is bound by ils programming to 
take no direct action agains t HM- 1975, hu t if it cal u
lates that an outsider may have a chan ·e of reaching 
centra l command and making the ·onne ·tion I IA C 
needs to gain contr I of th warhots , 11 may indi 
rectly assist. F r instance. charact 'r . may find doors 
opening mysteriously at oppo rtune moments, a robot 
might suddenly d cide Lu cl an up a hallway , h -r · 

rh chancl rs arJ ngaged in a fir Jfight (provid in g 
them with cover) , and so on . 

Layout 
There is not enough space in this book to pro id 

maps and compl te devti ls or the many undcrgroud 
bunkers and chambers that mak up Gruesome 

fhayz . Since most player characters, ill never he 
able to make it that far an}, ay , the follmving des<.Tip
ti ns are simply for the ground -I ·v I buildings. 

1. Security Building. This is a one-story concrete 
building with no wine.lows. It was used to monitor 
secu rit y ameras posted in all th<: surfac · buildings. 
These systems hav · been heavily damaged over the 

Chapter 2: Gruesome Afbayz 9 



10 Chapter 2: Gruesome Afbayz 



cen turi e ·, and the only one · that fun·Lion are ch~ 
perimet r scann r . . Th s an I te t any Ii~ form up 
to 2 kilometer . away from th bas . Two warbot . arc 
stat i necl here at all times, although they are activat d 
on ly when th sca nn r. spot an intruder. 

The security building is one of the fe, surhce 
building · with internal power. There is a 25% ch 'tnce 
of finding Typ J lo t in this building . 

2. Barracks. The . buildings arc a ll one-story alu
minum buildings , ith plastic windows, most of, hi h 
are now ·ma ·heel. Barracks 2A was destroyed and 213 
wa. damag d during the Ranks of th~ Fit"s futile 
attack many years ago. 2 and 2D arc most ly inta t 
but liab le to co llapse if any great stra in is p lace d upon 
them. 

Typ lo t an b found in each of the Barracks 
bui lding .. However. th re is a 90% han that any 
loot found in Barracks 2A and 2B will be damaged 
b yo nd repair. 

3. Command Post. This is a two-sto1y br ick bu ilding 
whi h on e co ntained offices for the base co mman
der and hi. staff. It was mostly cleaned out when 
command was transferred to the underground com
mand center, but it has a few pieces of Type I I loot. 

4. Officer 's Club. This is a large, one-story brick 
bu ilding. Its windows are long gone, but othe1w ise, it 
is in fairly go d shap e. The tables and chai r. are rot
ted away and all the liqu or has turned to vinegar or 
evaporat cl. The building conta in s Type L loot, 
including 'I jukebox that only requires a power sou rce 
to b p rational. 

5. Officers ' Quarters. Thes were once three-stoty 
apartment buildings, but have fallen into ser i us 
d ay. The top two floors of Building 5B have com
pletely co llapsed into the fir ·t floor. 

Type D lo t can be i uncl in all thr e buildings, hut 
there is a 95% bane that any I ot found in Building 
-u is damaged b yond r paiJ. 

6. Control Tower/Operations Center. Th tower is 
six stor i s high , the main building is two stor ies, and 
the ast wing and south entra n area are one stoty. 
All of the equipment in this building , primarily radar, 
commun ication and variou . acr nautic gear , is sti ll 

fully operational. II slo ts for ID cards have l een 
s al d . hut, x pt f r ne n the ' levato r leading 
down to th und rgr und c mplcx. Type M loot, all 
fully fun tional , an be found throughout the:: build 
ing. 

7. Radar Station. This i · a fully operat ional rada r 
dish, including Tech Level V and I scanners. It is 
ah! to track aircraft and spacecraft for thousands of 
kilomet rs. 

8. Spacecraft Launch Silo. From the outside, this 
appears to be a three-story adamant d me. Ueneath it 
is a brg maintenance and loading area as w II as a 
platform that raises 'tnd I wers ·pa craft into launch 
posit ions . 
9. Runways. With the advent of antigravity technol 
ogy , runways became irtually obsolete. However, 
these runways w re k pt in op rating nclition for 
use in emergency landing · in the case of ant igrav fail-
ur '. 

10. Elevator Platforms. The ·e elevators are used to 

raise and low r quipment b t, cen th ' su rface and 
the underground ornp l x. Th ey are completely 
under compu ter control, but HA annot access 
them due to a secur ity override imposed by RM-1975. 

11. Hangars. Each of these i. a ma. siv<.:, four-stor -
high aluminum building. Both l lA and 11 B w ·re 
damag d in the Bonapartists' attack. 

11 A contains two arorni jet fight rs, on~ functional 
and one damaged , as well as two deactivated jetbots. 
11 B contains one functiona l stea lth bomb r and on 
jet bot. 11 C c nt 'tin · on C'trgo plane, two troop carri
ers, and four je tbots, all of whi h are fun tional but 
deactivate I. 11 J has thr c jctbo ts as well as a larg · 
amount of mainte1nnce equ ipment. 

Fu I tanks for the aircra ft in th hangars ar located 
in th ~ underground co m pl x. Th' j 'tbots can only h ' 
act ivated if TIA releases his prima1y ·ontrol. 
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Tech Level: III Population: 2,500 
Population Breakdown: 10% PSH, 3% fens, 45% 
other AH type , 2% dabbers , 1% groaks, 15% joard
anz, 12% sarbises, 8% oth r MA types, 3% SP. 
Military: Militia of approximately 1,000. Local police 
force of approxima tely 125. 

Short ly after th e Rank s of the Fit took over the 
nation of Bonparr , a local merchant fr ed one of his 
altered human ervants, a mutant named Ichun, hop
ing to save him from th e genoc ide that the Bona
partists had begun again t human genotype . Ichun 
fled so uth , pursued by his enemies. Quite by acc i
dent, he stumb led upon a cave that turned out to be 
the entr ance to a huge subterranea n cavern . Ichun 
hid in th e caves , pondering hi fate, when he sud
denly realized that the cavern co uld be u d a a 
refug e for those being persecuted by the Ranks of the 
Fit. 

He retu rned to Bonparr many times, risking life and 
limb to rescue his fellow humans. As the years went 
by , the refuge grew to become more of a community 
than simply a hideout. In addition to the heroic 
adventurers who made frequent forays into Bonparr 
to bring out refugees , the cavern became the home of 
familie , cra ftsmen, and eve n ome merchants . The 
commu nity was secretly upported by the Knight of 
Genetic Purity and the Zoopremists , both of whom 
were engaged in bitter strugg les with the Bonapartist s 
at the time. 

About 10 years after he discovered the cav rn , 
Ichu n returned to Bonparr one final time , where he 
was betrayed by a trusted follower . He was captu red 
and tortured by the Ranks of the Fit, but never di
vulged the location of the hidden refug . When new 
of hi s demise reached the underground town , the 
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inhabitants unanimously agreed to rename the settle
ment in hi honor. 

After the Ranks of the Fit wa taken over by more 
tolerant officers , the policy of genocide agains t 
hum a ns wa nded and the peopl e of Ichun no 
longer had to hide. Some of the population returned 
to their homes in Bonparr , but many more d cided to 
stay in their new home. nder the guidance of a 
group of arbises , a new cave was opened up and a 
min was dug that proved to be a rich source of met
als and minerals. 

Today , Ichun is widely known as a prosperous and 
growi ng mining town. The government is on friendly 
terms with the government of Bonparr , and the mine 
is a major source of raw materials for th nation . 

Layout 

Ichun is constructed in a series of six subterranean 
caverns, onsisting of one main cavern and five 
smaller chambers co nnected to the main cave by a 
eries of tunn ls. Th re is on ly one main entrance to 

the complex. Despite the lack of exits, the caves are 
well-ventilated by a number of small natural crevices 
and several manufa ctured air vent . 

The first chamber is located just inside the primary 
entrance to th town , approximate ly 10 meter under
ground. Its only cont nts are a pair of guard house , 
where vi itor are examined and interrogated before 
being allowed to enter the main cav rn. North of this 
chamber, approximately 35 meters underground, on a 
side tunnel leading away from the main chamber , i a 
cave rn that is se t aside for pack anima ls and other 
live stoc k. A number of stab les are located here , 
where animals can be housed. 

The main chamber is immense . It i divided into an 



upp r and a lowe r level. Th e upper I · el, , hich is 
ro ughl y 75 me te rs be low th· surf-tee . is s •para ted 
from the lowe r leve l hy a stee p cliff. The lowe r level 
it ·elf, appr ox imately 110 meter un d rgrou ncl, is sp lit 
in half by an und ergro und river and small po nd . Two 
path s the s lee p , tr-tigh t Way and Lh mo re ge ntl y 
. lopin g Windin g , ay lea d down the cliffside to the 
lo er leve l. Three bridges cross the strea m. 

The two wes ternm os t caverns c nta in mining and 
refinin g area . Each of these Lwo caves is ' ·tr ' rnely 
w II-ve ntil a ted , and spe ia l c lc ato r ' q ui p me nt is 
used to hau l th e min ed ma te rial dir ec tly to th e sur 
face , ,v he re there are sto rage , arehouses. The mine 
lies 1 r mete rs be low the sur face . The ref ine ment 
area is r o m ters und erground . 

ne fina l hamb er lies to th e so uth of th e ma in 
hambe r, and can I e reac hed thr ugh a sma ll tunnel. 

Mos t of th e buildin gs in thi s a rea a re shabb y, run 
elm n , and ocn 1pied I poo r mine rs and the ir fami
lies. 

Government 

Ichun is ruled by a go vernin g co un cil whose ·ight 
membe r. are elected by the populati on wheneve r one 
of th e ir nu mb r de ides to ste p dow n o r d ies . The 
co un cil ove rsees all co ntac t , ith outsiders, reg ulates 
minin g , and co ntro ls the small loca l po lice force . By 
long-sta nding trad ition, a h mernh r of the coun cil is 
eith r a pur e -crain hu man or an altered hum an. 

The ·u1TCnt mayor i. an altered hum an name d Hal 
Offa, , ho has held the p st for nea rly 12 yea rs. Offa 
is well-liked hy the itizens of the tow n, eve n though 
he has do ne little bu t co ntinu e the po licies o f his fore
bea r . 

Cryptic Alliances 

The n ly rypt ic alliance that is fo rhidd ~n in Ichun 
is the Rank · of the Fit. clue co a linge ring mistrust o f 
the Bonap·trtists. Th · loca ls have so me dea lings , ith 
the gro up th roug h th ei r trade with Bonp arr, hu t no 
memb r o f the Rank s is allo wed to swp roo t in the 
lchun cave rns. 

Mo t c1 pt i alliances have at leas t a small pres ·n ·e 
in Ichun . The most nota ble of these ar th Knights of 
Ge n ti Purit y and the Zoo pr ·mists . The represe nta
tiv s f these alliances sta tioned in lchun tend to he 

more mode rate than in other areas o f Gamm a Terra . 
I I o we e r bot h group s have bee n link ed to ·o me 
myste rio us di sa pp ea rances and un so lved murd r 
o er the year . 

Points of Interest 

1. City Hall. Loca ted nea r th e po nd o n th e lo w r 
leve l or the ma in chambe r, City Hall is an imp os ing, 
t \ o-sto ry buil d ing o nstru cted f t ne exc av ated 
, ith in th ca e rn itse lf. It co ntai ns spa ious o ffices 
for the mayor of Jchun and all of the m mb r. o f the 
tow n co un cil. The oun cil chamb er is large enough 
for seve ral hundr ed spec tators, but the co un cil rarely 
o pe ns its doo rs Lu th e pu blic , and e ven th e n o n ly 
wh en items of discu ·sion are un co ntrove rsial. In th is 
way, th e co un ci l m aintai ns an image of unit y and 
con fide nce for the peo ple . 

2. Police Headquarters. inc entran e to and ex it 
fro m Ic hun a re st rictly reg ul ar d, th small po li e 
force has few res ponsibilities bes ides monitoring the 
town' s entrance. Mos L of th po lice office rs in Ichun 
have me nta l powe rs o f one so rt o r ano th e r, whi ch 
come in very hand y when see kin g out wro ngdoe r . 
The curr ent chi ef o f p lice i · a 2.5-mete r ta ll es pe r 
named Shann o m Arg ill , w ho ett led in th e tow n 
so me yea rs ago. , he ha s co mpil ed an impr ess ive 
record of arrests durin g her tenur e and has proved to 
he an able admin istrnlor as we ll. 

3. The Light of Freedom. There are only three inn s 
in lchun , and th Light o f Fr tom i. by far th mo t 
popular, bot h with the tow nspeo ple and travelers. It 
has a sc n i view of the d ividin g cliff and the low er 
I ·ve l o f th ~ tow n as we ll as the fin es t k itche n in 
lchun. Th m ne r and ope rato r is a po rtly tru e man 
nam ~ct Hm a rd Smi h , wh o cla ims th at his g rea t
grand fathe r was one of the first refugees to be res 
cued by Jchun . If a ·trange r ·ee ms willin g to Ii ·ten , 
, mich \ ill re late the long and co nvo luted tale o f his 
ancesto r's resc ue, v h ich grows in length and co m
plexity with eac h retelling. 

4. Sbuc's Trading Post. Due to a lack of sunlight and 
high silico n co ntent in the .-oil, ve1y few of the gree n 
foll have chose n to seule in Ichun . One of the exce p
tions is Sbuc a sentient plant who thriv s on darkness 

Chapter 3: lchun 1 3 



well-known character ar und to\ n , 
buc wn and perate a general :-;tore where it spe

cializ s in bu in , trading and selling anc ient artifacts, 
with th x ption of weapons whi ·h it will hav 
nothing to do with. There is a 3-% chance of finding a 
specific (nonw apon) artifa t in buc ' · shop. 

5. Gretvol Lair. Thi mall a em i lo ated just to 
th south of lchun. It is home to ·everal gretvols, a 

mutant variety of giant mole . Occasiona lly, thes dark 
dweller will accidentally burrow into th e town . 
where they a:1u ·e chau · until they flee , are driven off, 
or are kill d. Becau f th grecvol ' tremend us 
burrowi ng p ed th autho rities have been unable to 
pur ·ue the creatures to their d n and wipe tJ1em out. 

6. Ichun Mine. The Ichun Min i the sing le largest 
our of in ome in th to, n. It employs nearly half 

of ch town 's itiz ns , ~ ho work the mine in shifts 
around the clock. Th mu ·t produclive pan of th e 
mine i · the large pit, from ~ hich a variety of minerals 
and m tals ar r m ed. Th rt: ar al · a series of 
tunn els that honey omb the rock beneath th , town , 
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wh i h ar xca aced u. ing ancient mining qui pm nt 
includin g sonic and laser tools. Iron and copper are 
the most plentiful and profitable ores that are mined 
here . 

7. Refinement Area. Mo t of the raw materi'il that i 
brought out of the Ichun Mine i · br ught here to be 
refined befo re sending it to the surfa e for shipment. 
Much of th equipment used is Tech Level IV, and 
some of th shop here us a few T h Level arti
fact· . 

Important NPCs 

Hal Offa 
P II ; E - C 1 ; ID 10· IIP 94 · Tll C mele +6; 
THAC ran g cl +6; # T l; Dmg per weapon; Hth 12; 
, pd 13/ ; Per 16; , t +3; R + ; A +6· RR 20. 
P. 1. ; D l ; 16; M 12; I 19; II 1 ; 12. 

la s , kills: Combat Leader hip 9, Make hift '-: eapon/ 
Armor 10, Size- p Oppon nt 8. 



Hal Offa was born and raised under ground , in the 
tow n o f Ichun . At the be hes t o f his fathe r, wh o had 
be en a bawdy , rough-and-tumb le adventur er, Hal left 
home ju.st after his 16th b irthd ay to see k hL fortun e. 
The life of a warri or did not agree with him how ver 
and he return ed to Ichun just four yea r later. Much to 
his fath er's co nste rn ation Hal beca me inte res ted in 
loca l po litics, and when a memb er of the tow n co un
cil res igned , Hal successful ran ·tnd was e lected . After 
a co mp etent if undi stingui ·hed tenur e a · a co un cil
man, Hal was named to replace ch · ou tgo ing mayo r, 
and he has held the pos t eve r sin e . 

His honor the mayo r reta ins a few mementos from 
his brief fora y into adventurin g. These includ e a com
plete . et of protec tive foo tball gea r (AC +3), a rapi er 
(dm g ld 6) , and a stun ray pi tol. 

Shannom Argille 
Al-I; ES 6; AC 12 ; MD 16; llP 56 ; TI LAC me lee +3; 
1 HAC range d +2; #AT 1; Dm g 3d6+4; Hrh 10; pd 
14/ 5; Per 17; St +2; R +2; A +2; RR 16. 
P 11; DX 15· C 11; M 14; I 15; CH 11; N 15. 
Mutation s: Body ch ange- antenn ae (D); size change 
-0 % la rge r ; tr a nsfusi o n ( 14); dir ec tio na l se nse; 
se izures (D) ; mental blast (20) . 
Class kills : Hypn os is 8 Ide ntify Menta l Po wer 11, 
Ph tog raphi c Memory 8, Sens Mental Pow r 13. 

Shann om Argille was born in the w ilde rness , and 
kn ew nothing exc ept a life of hardship until she came 
to Ichun . She was granted pe rmi ss io n to beco me a 
res ident of the city aft r cl monstrating her formidable 
mental prowe ss , with the conditi on that she beco me a 
memb e r of th e town 's p o lice fo rce . he ag ree d to 
these terms, and rapidl y mo ved up the rank s a he 
prove d to be a natural at tracking down criminals and 
brin ging them to justice. he now holds the pos t of 
chief of po li e , and has pro ved to be just a. ad pt at 
admini ·tration a · ·he was at appr ehension . 

Due to he r extr me large s ize and unu sua l amen
nae, no armor will fit hannom, but she com pen. ate " 
for this by be ing e ry nimbl e . She ca rries a very lung 
swo rd (dmg ld 8) and a javelin dmg ld 6) that r . m
bl s a small stick , hen held in her giant hand . 

Howard Smiche 
P 11; NCC; AC 16; MD 11; HP 79 · Tl-lAC m I e +2; 
THAC ran ge d +1; #AT l ; Dmg per we ap on ; Hth 13· 

pd 13/ 4; Per 15; St +l ; RU +4; A +4; RR 20. 
PS 15; DX 13; CN 17· M 14· IN 19; H 14; . 11. 

Howard Smiche is th own er :incl o perntor of th e 
Light of Free dom , lchun 's mo. t popular inn . He has 
lived in Ichun all of hi · life , and co uld probably ·ount 
th e numb e r o f tim es he ha · see n th sun o n o ne 
hand . He has very littl int rest in eve nts that happ en 
o utsid e the tow n, but is ex tr ·mely we ll inform ed o n 
anything that is going on in Ichun .. mi he ' !aims that 
an ancestor o f his was among the first to he resc ued 
by the legendary hero Ichun . 

Sbuc 
SP; SC 3; AC 13; MD 12; HP 50: THA C me l e +3 ; 
THAC range d +3; #AT 1: Dm g ld 6+2; I Ith 10; Spd 
12/ 6; Pe r 17; St +6; R +3; A O; RH 10. 
PS 10; DX 18; CN 12; M 15; IN 9; H 14; N 14. 
Mutations: Po isonous thorns- paralyti (9); new body 
parts- pin ce r ; proj ect il see ds 0 6) ; shap cha nge 
(12); ch mica! suseptibility; noc turnal (D) . 
Class kills: Detec t Ambush / Trap 8, Huntin g 3, Navi
gatio n 6, Tracking 10, Wilderness , u rvival 3. 

Beca use the entire town of Ichun must be lit artifi
cially, the re are ve ry few gree n folk res idin g the re . 
Sbu c is one of them . It ac tu ally thri ves in da rkn ess , 
and ha s se ttled in Ichun pe rman entl y. ·t uc run s a 
small tradin g post wh ere it sp ec ializes in ancient atti
fac ts. Some yea rs ago , Sbu c was nea rly va p rized 
wh en a Mark V blaster that a custom r wa · trying to 
sell him ·udd enly di ·char ge d . Badl y shak n by th 
close call, buc dec ided to no long r ha v anythin g to 
do with weap ons. He will not bu y them, trade them, 
or eve n allow them in his shop . 

The re are many a rtifacts in . hu ·'s shop , but no n 
of them are wea pon ·. Nor does he use any wea pons 
himself, and if it ·ame to a fight, his natural defenses 
would sure ly be enough to defe nd himself. 
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The o rig inal Magmatap was des igned to p rov id 
ene rgy by tappin g th Earth ' crust fo r geo th erm al 
hea t. 21 t Ce ntur y tec hn logy was o o phi sticated 
that it was hild 's play to harness th fore that we re 
re lea ed. 

When the cataclysm struck, it caused a small crack 
in Magmatap 's magma onduit. It was quite mall, but 
as the years we nt by and th now-aba ndo ned contro l 
equipm ent fell into di repair, th crac k grew. Eventu 
a lly , a ur ge of mag ma ca use d th c rac k to br ea k 
o p e n , a nd to rr nt s of lava b ur st fo rth . Mag matap 

be am a full-fledged vo lcano . 
In the yea rs that follow cl, Magmatap erupt ed fre

qu e ntl y, ca u ing wicles pr ad damage and for ever 
a lte ring th land ca pe. Th e App alling Hills are on 
result of thi volca nic activity. 

Virtually all the structures that comprised the origi
nal Magmatap facility w re des troyed ce nturie s ago, 
but one reinforced control chamber still ex.i t . How 
ev r, it is buried und er meters of volcanic rock. Even 
if it co uld b reac h e d , it i hi g hl y qu es tionable 
wh ether the equipm nt can still function. In any case, 

.. •···•· .i·.·.,.,. 
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the t:quipme nt would not be al le to control the pre
nt-day volcano. 

Eruptions. The last major erupti n f the volca no 
was 30 years ago , but minor erupt ion .. till o cur sev-

ral tim s a year. M st of th s ar "hawaiia n rup
tions," ' during w hich lava ooze. from o ne or more 
vents in the side of the olcano. The lava then flows 
downhill at slo . ly. These erup tions can last as long 
as severa l weeks . 

Every few decades, the nnin summi t of th volcano 
will erupt in a serie · of violent "vulcanian " eruption '. 
During th ese events , magma , ash , and uperh aced 
gas are released sudden ly and with tremendous force. 
A column of ash rises from the summ it, om tim s as 
high as 20 kilorn °ters. These erupt io n. ar of short 
duration (m inutes or hou rs), but are repeated at inter
vals of days or weeks before the volcano settles clown 
again. 

\X!hether encountered durin g a hawaiian o r vulcan 
ian eruption. lava cause . 3d 10 points of damage for 
incidental contact. Full contact o r imm ersi n in lava 
reduces any charac ter to a h s immediately. 

Earthquakes . Because Magrnatap is an a rtifi c iall y 
constructed volC'lno . th tre ·s it puts n the ur 
rou ndin g terrain cau ·es frequent earthquakes , even 
whe n the volcan is n t rupting. D p nding on the 
severity of a quak , il cou ld do little rnor than shake 
cha ra ters up a bit , or could ca use seve re damag to 
equipment and persons. It is up to the GM to deter
mine the se ,·erity of quake and potential harmful 
effects to player chara ter . Ea1thquake can occur up 
to 60 kilometers away from Magmatap. 

Avalanches. Perhaps a greater danger than even 
erupti ns or earthqua k s ar ~ avala n 'hes. These are 
caused when ro ' k and debris are shaken loose by 
tremors. Avalanches oc ·ur in mos t parts of th e Ap
palling Hills , but arc more frequent closer to Mag
matap 's one. 

Monste rs . The slopes of Magmatap are home to 
nnny relanops, o r lava lizard . These are creatures 
that have adapted to extreme ly high temperatures and 
are actua lly more ·omfortab le living in lava than ou t 
of it. Roughly one-third of the way up the southeast 
. icle of the main lagmatap co ne there is a steaming 

hot cave where relanops congregate, espec ially dur 
ing co ld weather. 

Other monsters that are somet imes ncounterecl in 
the Magmatap area include the leg nclary Kraak 
yfi fs, blights , yex ils, obbs , parns , and mantas. 

Quake Seve rity Table 

d20 Effect 

1-3 Only i It I y characters ,; ith heightened touch 

4-6 Felt ind r , by per ons at rest 

7-8 Felt ind o rs; hanging objects, such as lamps or 
plant. , swing 

9-10 Felt indoors and out ; s nsation simi lar Lo a 
larg truck passing ; windows rau l 

11-12 . trong enoug h to , ake sleepers; small obje ·ts 
may be knocked ove r· easy DX check r quir cl 
to keep from falling over 

13-14 Tremor. perceptibl to a ll; pi cures fall from 
wa lls; cha llenging OX check requir •c.l to keep 
from falling over 

15-16 Tremor very noticeable to all; parts of build
ings may fall off ; t ugh D ch ' Ck requ ired to 
keep from falling o er 

17 Buildings not specially r infor ·ed damaged ; 
nearly impossibl DX check required to keep 
from falling over 

18 Buildings heavily damaged ; und ·rground ar ·as 
co llapse; ra ks appear in the ground ; only 
chara ·ters with heightened pre ·ision may 
make DX he k to keep from falling over 

19 

20 

Buildings collapse; rive rs spill over their banks; 
a ll characters fall over 

Near tota l destru tion, major changes Lo the 
landscape oc ·ur 
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Tech Level: II Population: 500 
Population Breakdo w n : 24% P H, 35% AH , 21% 
MA, 20% SP. 
Military: one. 

Before the cataclysm, Maree was a small , rural 
town where nothing much happened, and it is still 
that way today . The townspeople are generally laid 
back and content with their lot, and visitors freqently 
mistake this for naivete, or worse, ignorance . But this 
is not the case. The natives of Maree have a simple 
philosophy of life, not desiring much and being 
thankful for the things they have . 

There has never been an incident of violence 
within the hounds of Maree in recorded history . Even 
those who have come to town with violent intent 
have found their aims peacably dissipated with no 
harm to anyone involved. A local saying claims that 
there is no problem that cannot be olved to the ati -
faction of all involved within thirty minutes . 

The locals give credit for their long history of peace 
to a mysterious catfish that is rumored to re ide in 
nearby Blum Lake. It is aid that this catfish , known 
as General Lee, has lived in the lake ince before the 
cataclysm. Every year, a fisherman or two claims to 
have hooked the general, only to have him e cape 
from the net. Even though he is considered the town 's 
"good luck charm ," every fisherman in the area con
siders it his goa l to catch the general and prove his 
existence once and for all. o one wou ld ever sug
gest ending the general's life , but everyone would 
like to see him . 

The chief business in Maree is ostensibly agricul 
ture, but the needs of the peop le are so few that little 
effort is required to provide for everyone . Every time 
a stranger comes to town , it is a major event , and all 
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the townsfolk come to gawk at the outsiders . Every
one is very friendly if treated civilly. 

Layout. The town of Maree consists of one main 
street , where the few businesses and government 
buildings are, and a number of outlying farms. A dirt 
road passes through town from the no rthwest to the 
outhea t. Blum Lake lie roughly a kilometer and a 

half to the we t. 

Government. Maree technically has a mayor , but his 
honor 's only real function is to ·it outside of Town 
Hall and welcome strangers , and to preside over the 
annual fishing conte t. The only real official with any 
influence in Maree is the sheriff. 

Cryptic Alliances. Oddly enough , there are no cryp
tic alliances in Maree. The residents are aware of their 
existence , but see little use in holding radica l view
points that promote or refute a particular idea or race, 
o they have never gone in for them. Perhaps it has 

something to do with General Lee. 

Paints of Interest 

1. Sheriffs Office. This is a small wooden building 
with an office space in the front and a few cells with 
iron bars in the back . Generally , the only person who 
is ever put in jail is the town drunk , who is occasion
ally locked up for his own good overnight. The sher
iff, a mutated bloodhound named 'dee Teil'rr, never 
carrie . a weapon , but does keep a store of various 
weapon here under lock and key . His sole deputy , 
B'rnee Feyef , is allowed to carry a pisto l and a mace, 
but the heriff ha ordered him to keep the pistol 
unloaded except in emergencies. 



2. Floidd 's Barb e rshop. The co re gro up of Maree's 
•itiz nry t nd s to split th ir time be twee n this sma ll 
sho p an I th e fishin g ho le. Th e ·h p is a pl ace for 
go ·sipin g, lea rnin g the lates t new , and hanging out 
with friend s. Flo idd , the barbe r, is abso lut ly the lea t 
informed p rso n in to,. n on an y , uhjec t, ve n tho e 
th at a ffec t him pe rso nally . All o f th e tow nspeop le 
kno w that if Sheriff Teil'rr is not in his office, so me-
one here v ill kn wh re to find him . 

3. Maree Arms. Thi i the only hotel in town. It ha 
a small din e r on the first floo r. The innk ee pe r i so 
no nd esc rip t th at mos t peo p le in tow n do no t eve n 
know his name . 

4 . Goh 'mrr 's Gas . Built on the site of an ancient gas 
sta tion , this bu ·iness i · the only place for kilometer. 
around h re artifa ts can b se rviced . Unf011unately, 
the pr pri t r, oh'mrr P ye ll, knows abolutely noth
ing ab ut ma hine1y or technology, and tend s tn brea k 
pi es of equipm ent more often than he fixes them . 
ince his shop is on the edge of tow n, Goh'mrr is fre

qu emly the first loca l resident that strange rs en ounter. 

MARl!I! 
0 

-.Um Lake 

0 

5. The Fis hing Hol e. Ju t abo ut ev ry nc in Maree 
has a p lace along the Blum Lake shore that he or she 
co nsiders the mos t per~ t fishing spo t in the world . 
This small doc k is the town 's official fishin g spot so 
natu ra lly no one eve r fishes here . Th e ex epti o n is 
durin g th e annu al fishin g c nte t, wh en th co ntes
tants are requir ed t fi h from the do k. 

Important NPCs 

N'dee Teil 'rr 
MA Bloo dh ound ; E ; AC 13; MD 13· HP 83; THAC 
melee +8; TH C range d +8; #AT 1; 0mg 3d6+2; Hth 
12; Spd 12/ 3; Per 13; t +2; R +3; A +3; RR 16. 
PS 12· DX 10; C 13; M 15; I 17; CH 16· N 10. 
Mutations : Rege neration (16 ; bo dy change - b la k 
and white kin (D)· metarn rph ·i (8); electri al g n
eration (16) ; . kel tal enh ancement. 

lass , kills: Combat Leadership 13, Makeshift Wea pon/ 
Armor 11, Size-up Opp onent 12. 

□ 

0 
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Tei! rr i th preeminant citizen of 
Maree. He i steadfa t and con rant, always dealing 
wi th the min r problems that ari e in Maree with 
pati n e and g od hum or. A widower , T il'rr ha · a 
you ng . n nam d O'pe , with whom he frequently 
go s fi hing. 

B'rnee Feyef 
AH; E 1 2· 15; MD 12; HP 68; THAC melee +3· 
TH C rang d + ; # T l; Dmg 3d6 +1; Hth 11; pd 
14r; P r 1 · t +2; R O; AO; RR 18. 
P 13· D 16; 14· M 15· IN 10; CH 17· 1 14. 
1utations: Density contro l-se lf (11); infravis ion; 

sonic I last ; mentally defenseless (D) ; total healing 
(14). 

la · kill : Combat Leadership 5, Makeshift Weapo1 
Armor 5 iz -up Opponent 5. 
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B'rnee Feyef is heriff Teil'rr 's well -mean ing but 
bumbling d pucy. Hi· main functi n in the town is to 
make any mall problem into a huge pr blern until 
the sheriff can be found to put it right. ln B'rn e 
mind, he is an imp ortant and influ ntial m mbcr of 
the community , I ut most p ople regard him as th 

illage idiot. When he i not g tting into trouble , 
B'rnee pursues a roma nce ith a , oman named 
Thlma. he really d lo him but will never admit 
it to his fa . 

Unlik hi, up rior, B'rn e . ea r tudded leather 
armor ( C +3) at a ll time and car rie a pair of 
wea pons. ne i a mace dmg ld6+2 and the th r 
is an unloaded revo lver (dmg 2d8). Th sh riff allows 
B'rnee to keep a bullet in his pocket but he is not 
allowed to put it in the pi to! except in xtreme emer 
gencies. 



Ant -Bee 
MA wasp; NCC; AC L 1; MD L ; HP 49; TI I melee 0; 
TII rang cl +I; :;AT l ; Drng ld 6+po ison ( int ensi ty 
4) ; 11th 11; Spd 9/ 21; P ' r 10; St+ I ; HU O; A 0; HR 12. 
PS 9; I) 14; 14: IS 11; It 9; H 9; SN 12. 
1utations : Mu ltipl limb s-legs : wings ( 12): dimin 

ished sight (D ): douh led pain (D) : immunity-corro
sives/ acids· energy absorption (9). 

Ant-Bee is a mutated "·asp that has served as live-in 
housekee per for Sheriff Teil 'rr and O' pee ever since 
1 ·u ~ ··s \\ ·if<.: passed away . She is ,, . ·II known as th · 
best cook in l aree, and hc:r honey-baked pies win 
blu e.:: ribb ons ev ·ry y 'ar at the annual bak e sale . 
D sp it e th e oddi ty of having a giant in sect in their 
home. both N'dee and 'pee have g ro,Yn to love Ant-
13 e lik • a lose r ' lativ 

Goh 'mrr Pcyell 
PSll: SC 6: C 1; MD ll; II P HJ · TIIA m lee + 1; 
THA ranged +4: =AT l ; Dmg per, eapon ; IIth 13; 
Spd 13/ "l: Per 10; St +.3; H + I ; UA + I ; RR 20. 
PS 111; DX 13: 18: IS 14: I 13; CH J ; SN 9. 
Class Skills : Detect mbush / Trap I 0, I Iunting , a i
gation 10, Tracking 11, \; ii I rness Sur ival 7. 

Go h'mrr Pey<.:11 is one of the most wid ely travel d 
nat ives of Maree. During hi s you th. he tra ve led to 
l3onparr to join the Ranks of the Fil and become a sol
dier. but he w ashed ou t after serving on ly on · tou r of 
duty. Decid in g rhat th e so lcJi ·r's li f, wasn't for him , 
Goh 'mrr came home to Maree and resum ed his o ld 
job ar the gas station . I le has a great lov · of mach in ~s 
and electronic gizrn >. , but has no c lu e he)\ they 
reall y work . This makes his dTo rts to fix such equip
ment questionable at best. 
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aple i a city of the ancients chat was hie hard by 
the cataclysm. The entire population wa wiped out , 
all indigenou life was eliminated, and most of the 
buildings were leveled. The entire area remained 
radioactive for centurie . Mose of the mutation that 
have inflicted life forms for everal hundred kilome
ters around can ultimately be traced back co radiation 
from the ruin of the once-great metropoli . 

The city has long been a mecca for the Radioac 
tivists. The entire area is littered with their remains , as 
the Glow they wor hiped claimed their live . The 
crumbling ruin of Radioactivist settlements doc the 
landscape in and around apless. Only one i till 
active: the small village of Glowburg , located ju c to 
the southeast of the ancient city. All of the re idents 
of Glowburg have at lea t nine mutations and are 
devout Radioactiviscs. When strangers come co their 
village, the locals try to hide their alliance and trick 
the strangers into entering the highly radioactive city. 

All chat remain of apless now are flattened ruins, 
but ome structures are still mostly intact , including 
several twisted Bones of the Giants . Among the e 
twisted , smoking heaps, however, some remnants of 
the ancients may still be found, if an adventurer i 
courageous (or foolhardy) enough to brave the Glow 
and the new dangers that have arisen in this once 
mighty urban area. 

Radioactivity. The intensity of radiation varies 
depending upon the area of apless that is being 
explored. In the worst areas, the radiation has an 
intensity of 5 point per five minute of exposure, 
while the least harmful areas still have an intensity of 
1 point per five minute . The map of aples hows 
the differing leve ls of radiation throughout the city. 
Adventurers would be well advised co obtain protec-
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tive gear before making any prolonged explorations 
of the city. 

Live Metal. Unbeknownst even co the Radioactivists, 
who have explored and charted much of aple s, the 
ruined city is swarming with live metal. The ca ual vis
itor to the ruins is unlikely to encounter any function
ing machinery (although damaged and deactivated 
devices abound) , because all the remaining machines 
have been co-opted by the Created. The mechanical 
cryptic alliance takes no action to prevent organic life 
forms from entering or moving about aples , but 
clo ely monitors all such intrusions. If the pre ence of 
the Creat d is discovered , the alliance will re pond 
immediately and attempt to exterminate the intruders. 
This task i usually carried out by a quad of police 
robots , under the guidance of a security robot or a 
warbot. The exact nature of the structure and leader-
hip hierarchy of the Created in apless is unknown. 

It is po ible that the alliance is controlled by an 
android from ome centralized location . 

Monsters. Few creature can withstand the intense 
radioactivity of apless for any extended period of 
time . Therefore , the number of monster that actually 
reside in the city i very low. These can be of any 
type that the GM prefers , but any "native " mon ter 
that is encountered by player characters will have ld6 
extra mutations , in addition to those normally po -
se sed by that pecies. 

Points of Interest 

1. apless Speedway. During the 21st century , the 
flat racetrack wa converted into an aerial raceway for 
antigrav vehicles . The e racecar vaguely resembled 



the more co mm on flitter but we re slee ker and mor 
ae rody namic. des igned for max imum speed. With the 
co llap ·e o f oc iecy aft r the ca tacly m, the spee dway 
o llap ed a we ll(MD litera lly. Many tiers of spectator 

acco moclat ions that ha d bee n held in place hy anti 
gra pods ca me crashin g dow n on top of on another, 
so that today , the locat io n is no t mu ch more than a 
hu ge pil e o f ru b bl e . Wh a t m a ke· it o f int e re ·t to 
ex plo re rs i · the wea lth o f ve hicl e pa rt · th at ca n I e 
found if the w re ·kage is dilige ntly ·ear heel. Ro ll o n 
the following tahl e to dete rmine what the playe r char
acte rs fin d , addin g +1 fo r vc r add itio na l 24-ho ur 
period past the first that is spent sea rching ( ror exa m
pk , a thr · ' day sl!arch wo uld rec eive a +2 bo nu s). 

ore th at if th e PCs find loo t , it sho uld re flect th e 
p dway I cation : they are more likely to find bin c

ular or a fire ex tinguisher than a gra nd father clock or 
a co in-opera ted mechanical bull. 

d lO 
01 

02 

Equipm ent .Found 
orbing but us I s junk - thi. stuff an·c v n 

be passe d off as artifacts. o loot. 
1o ·tly junk , but a few items that might interest 
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pa rticularly gullible artifact co llectors. No loo t. 
03 A few intac t pi ce o f a nci nt v hi le -gea r 

hift knob , tires fend er , etc. No loot. 
04 Re pl ace m e nt p arts fo r a va rie ty o f ve hi cles . 

Type C I ot. 
05 Vehicle maintenance equipm ent . Type E loo t. 
06 A damage d race Flitte r, int ac t but no t o pe ra

tional. Typ e F loo t. 
07 An intact race flitter, capable of ca rry ing a dri 

ve r only, and requ iring only an atomic powe r 
battery to be fully op era tion al. Type r. loo t. 

08 1cl6 ato mic batteries. Typ M loot. 
09- LO A damaged four -passe nge r bubbl e ca r, mos tly 

intact but requi ring significa nt repairs. Type M 
loot. 

11 + A fun tional ix-passe nge r bu bbl ca r that only 
nee d · a power cell to run . Type O loo t. 

2. State Hospital. Mo t o f thi buildin g i a co llapsed 
h ap , ex ept for the ground floo r and part of the ec 
oncl floo r. If playe r hara t r om h r loo king for 
med icine, they will be un su cess ful , since it was all 
co nt a min ated ce n turi es ago. Any o f the che mi cal s 

c). ~ CJlowburg 

~ 
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fou nd in th building, if inge ted or injected , act a · an 
int ens ity 7 poi ·on. It i up to the GM to d etermine 
whether the effect a re paralytic , debilitative, or 
d tru rive . 

Th r is som sa lvag able m dical equ ipm nt in 
th e building but only an xperi nc d White I land 
healer or a high-level examine r has much chanc of 
determining the purpose of the complicated devices 
found in the hospital. Th m dical a rtifacts found can 
be a , ·imple a a -ceth opre o r more comp licated, 
uch a an x-ray machine or eve n a mediboc. 

3, Whose Yer Dome. This \J as once a gargantuan 
p rts arena capable of seati ng over 60,000 people. It 

featured such popular vents a· footba ll, ant igra ball 
track and field , zooltar, and monster tru k ra llies . 

ow, howe er the playing field is open to the le
ments and time has taken its coll on th e on ·e-pruud 
stadium. The dome has long sin e olhps d and dis 
int grated, the upp er deck of eat· ha partially col
lapsed on th north ~nd of the field, ·ind much of the 
ar na i a reddi h- rang ma of ru ced metal. In the 
lo er I e l th r i a plethora of long -abandoned 
spo res quipment just rip for plucking. Player charac
ter , may find football pads and helmets , zoo ltar mal
lets, and even a few pair · of anrigra, ball cleat· . If a 
power source for the h e · can be found , they will 
allo their , arer to lit rally run in the air. 
An tigra vball Cleats: Tech L c l VI omp lex icy 9 , 
Duration: 2 hour s Avg . Co, t 1,000 domars , W, ight 3 
kg. When w rn, antigra ball cleats negate up to 6- kg 

f ma . Becau e f th a, kwardness of the shoes, a 
cha ra t r mu t pass thr DX checks to get the hang 
of ar ing th m: tough cha llengi ng , and easy. Tf any 
check fail ', the character mu ·t start over. Each die roll 
repre enc 20 minutes of practice . 
4. Monument Circle . Located in the center of ap
less this ar a f at ur s a monument that has miracu 
lous ly , u1 iv d sin e long before the cataclysm. At its 
base, the monument has a number of statues that 
cl pi t ldier from the American ivil War a lthou gh 
they are now o worn with age and eros ion that they 
reseml le altered hum·rn . The in cription a mpany 
ing d1e ·e stan1 i fad cl and can no longer be read. 
A square pillar rea he up bet e n thes statues to a 
height of over T m t rs. c th top o f the pillar 
stand the figure of a woma n dressed in flowing 
rob s, b aring a word in one hand and a tor h in th · 
other. wing d h Im t rests on her head. This statu 
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is re, ·ered b th Radioactivists , ho claim that it 
face · ·outh to dir ct the faithfu l toward the -1rea of 

spontaneous and some set b th Radioactivists as a 
sacr ifice to the Im , ha e caused e n mor dam 
age . The most that any PCs ·an hop to find here a r 
. ome ragged tatters and ome bit. of T pe C loot. 
6. Children's Museum . urpri ingly, nearly 5% f 
the artifa ts fou nd here are in wo rkin g condition, and 
because the building is located in an area where th 
radiation i , parti uhrly intense , looting has been min 
imal. The it ms found in the museum -di fall into the 
ca t g ry of uri sities, and th I shou ld b sure Lo 

role-play all examina tions f art ifacts found here , 
sin th y are all hildren ·s toy , r gam s of one kind 
or anoili r. Of cour e, the player · haraccer · will n t 
know thi ·. and m-,y dis over that their newest find i · 
w rthl e ·s at an extremely in n enient time. F r 
instance , there i · ·1 di ·play a long one \; a ll that con 
sis ts entirely of toy guns of all size · and shapes. The 
midst of combat would be the p r~ ct time for ·1 har 
acter to di ·co er that his n Mark bla ·cer i · noth 
ing of d1e kind. 
7. Navy Avionics Facility. Thi · Tech Le el I mi li
ta1y ba has I en taken over b th reated. o one 
who nters it.'i confines has ev r been seen or heard 
from aga in . Th Radioacti ists of Glo" burg alter
nately b Ii th~ site is haunted cursed, or pos 
s ssed by evil ·pir it. and utterly r fu to go anywher 
near it. Th xact natur of the andr id that are pur
port d to ontro l the r at d is a myst 1y, nor is it 
known \ h th r th r is an} connect ion bet, een the 
Ii em ta! inhal itants f a pies · and th e android · 
reputed to live in Dallln . 
8. Dyanna Worn Priso. Thi · hu •e, impo sin, struc
tur has wa lls of dura llo three st ries high massi e 
duralloy ga tes, and many war htower on v 1y side. 
Inside , the grounds ar patrolled by a for ·e of ·ecu
rit robots that have nev r realiz cl that all of th pris 
oners that r ~ inc ·ir ernt cl h r ar long ·ince dead. 
Tf any P s an someho\ , . manage to get in , they may 
be abl to locate som f th f ility ', Type Kl ot. 

etting it out again will be another matter , a. the 
· ·curity robots will vie any ffort to I a as an 
scap ace mpr. 



The Rambling Woods began as a pre-cataclysmic 
experiment in genetic engineering. The Columba Pro
ject hoped to create plants that were tuned into the 
planet 's bioelectric energy patterns and capable of 
seeking out place where soil , air, and water provided 
optimal growing conditions . The plan to accomplish 
this involved adding cellular structures that artificially 
duplicated the DNA pattern of simple neurological 
pathways to exi ting plant life. In effect, they intended 
to give their new plants a brain. 

The heads of the Columba Project were a pair of 
distinguised biochemical engineers: Dr. Tetsuo 
Aragami and Prof. Heinrich Schmidt. The scientists 
used their own genetic material in the development 
of their "super plants ," de pite the criticism that this 
rai ed in the scientific community . Aragami and 
Schmidt were funded by the powerful Agritech Cor
poration , which had facilities located all over the 
United States. While they conferred and compared 
notes frequently , the two cientists each maintained 
their own research facilities. Aragami 's primary lab 
was located in the small town of Angola , Indiana , 
while Professor Schmidt did most of hi research in a 
facility in LaSalle, Illinois. Unbeknownst to either of 
the men, Agritech was secretly monitoring their 
experiments , with the hope that the new train of 
plants might som eday be utilized as a new kind of 
biological weapon . 

Aragami and Schmidt eventually got wind of the sit
uation. Rather than allow their creation to be per
verted by evil men , the scientists chose to de troy 
their re earch and prototypes to prevent them from 
falling into Agritech's hands. The pair simultaneously 
detonated powerful explosives in both their facilities , 
apparently de troying all trace of their lives ' work. 
However, some of the genetically altered fiber 

survived the blast and were hurled into the upper 
reache of the atmosphere. When they eventually et
tied to the Earth , the samples lay inert and forgotten 
for centuries. 

When the cataclysm struck, the combination of 
atomic , chemical, and bacteriological weapons caused 
a multitude of mutations and created the many exotic 
species of creature that inhabit Gamma Terra. The 
fallout from the de truction also interacted with the 
altered genetic material Aragami and Schmidt had cre
ated and which had lain dormant for so long. Under 
the influence of post-cataclysmic radioactivity, the 
samples began to multiply and infest nearby plant life 
with their altered DNA. Eventually, the strain spread 
to such a large number of plants that it gained a rudi
mentary intelligence. The plants also gained the 
power of locomotion and somehow homed in on the 
place where they had been created. Aragami and 
chmidt 's work had come to fruition, but in a manner 

that they could never have planned or predicted. 
At fir t, the Rambling Woods consisted of little more 

than imple "brain cores " and a few dozen trees. The 
inhabitants of Gamma Terra barely noticed the first 
few migrations of the forests, being more concerned 
with the wars and struggles for survival that character
ized the early po t-cataclysmic period. As each year 
passed , the brain core of the Rambling Woods grew 
larger, and more trees and lesser plants were drawn 
into their genetic matrices . Eventually, the Rambling 
Woods grew o large that they could no longer be 
ignored. The forest that roams the area of Miacholin 
and P ion City is 15 kilometers across, while the 
woods that meander through the border area of Bon
parr and Huush is over twice that size; it has been 
estimated to be nearly 35 kilometers in diameter. 

Both Rambling Woods follow their genetically-
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implanted migration pattern, regardless of who or 
, hat get . in their way . The xact pat h th y fo llow 
varies from year to year , as the brain cores , eek out 
the most fertil arable land w ith their . ea. ana l territo
ries . When the weather starts to grow colder the 
forests leave their territory and move to an unknown 
location in some southern lime. It is believed that the 
"Bonparr / Huu •h'' fore 't travel · to an are·1 somewhere 
between Memfizz and August , but this ha never I een 
verifi d. Map · show th Rambling Wood ·' u ual 
cour e, but they have been known to tray far from 
these paths . In the sixth year of the rule of Genera l 
Claudius, the eastern for st passed through the town 
of Finday ausing wide pread damage to the streets , 
public works and even s me of the ·mailer , flimsier 
buildings . This incident was partially responsible for 
the de i. ion to onstruct prote riv wall. around Bon
parr '. settlements . 

Layout 

During the daytim , th Rambling Wood look 
very much like any other moderately-sized deciduous 
forest. Becau e the p lant that make up th for st 
move at lightly different ·p eds, the exact structure 
of the forest, even relative to it elf change daily. 
\'qhere one day there might be a tight du ·ter of tree · 
the next day might find only a ·ingle sapling sur 
rounded by a cl aring. 

In any given arrangement the center of the forest is 
always the location of the brain core. It res mbles a 
large oak in a ll ways, unless it is exam ined micro 
scop ica lly. Each of its e lls is identical to a normal 
plant cell, except for the nucleus , which has been 
genet ica lly altered to dupli ate the neuron of the 
long-dead Dr . Aragami ' b rain. It may be that the 
Rambling Wood that roam in the vic inity of Mia
cholin is based on Prof . chmid t's brain patterns. The 
brain or is not sentient in the normal sense of that 
word but it doe po - a rudimentary , a lm ost 
instinctive intelligence. Because it is so diffe renr from 
all other animate plant or anima l life in Gamma Terra , 
the brain core and other plants that make up the 
Rambling Woods are immune to all attempts at plant 
control or animal control. 

The brain core directs the Rambling Woods in a 
manner that is partly phy ica l and partly mental. 
Every plant in the forest from the largest tree to the 

smallest b lade of grass , has had part of its -ell struc 
ture alte red to mat ch that of th · brain cort:: a plant 
membrane and encloplasm ith a neurological nucleus. 
Through the e ce lls , the brain ore is able to gi e 
nidimentary mental command - and a ntra l the for
est 's mo ement from it central lo ati n. 

Although it is not elf-aware th brain core doe -
pos s s an instin t for If-pr e1vation. At all time ·, 
the brain core is surrounded by a ring of evergreen 
tree · who e n ed les ar tipped with Inten ity 8 debi 
latativ poi n. A ari ty of thorny vin s ar inter 
twined among th e protective trees. ome of the ·e 
thorns (5d6) grow to b nearly a mt:ter in length and 
·ire razor-sharp . Wh n wielded in d ~ nsc of the brain 
·ore , ea -h thorn has a TH C of + 10 an<l does 1 <l6+4 

points of damag ·. The thorns ha e d6 hit point s 
apiece and an AC of 3. The vines thems el es have an 
AC of 5 and 10d6 hit p ints. 

Amon , the brain core ' other defen ·es are a num
b r of mailer plant and hrubbe1 with a vari ty of 
offensi e mutati n including razor edged leave ·. 
contact poi on ap carniverou jaws ga generation , 
and squeeze vines . Each of these plant s can move 
and attack independently , or in a concerted effort 
organiz d by the brain ore . 

Th n thing that th brain car knows it cannot 
effecti e ly defend it · If again ·t i · fire. However it 
take · quite a large blaze to force the Rambling Wo <ls 
tu change cour ·e or move from a p lace where it has 
taken root. It ·an easily tramp out mall fire. , such as 
ampfires or tor hes , so attempts t use thes e as 

weapons against the forest have little dfcct. Th<.: cort: 
even knows that submerging burning members in 
water will extingui h flame . In th pa t. farmer who 
live along the fore ·t' migratory path have attempted 
to dive1t the Rambling \1 oods from their fields by set
ting large gras fire in it path . Due to the vast size of 
the Rambling Wo d , however this ha · rarely been 
succes ·ful. 

Outside of the vicinity of the brain core rough ly 
0.5 to 0.75 kilometer depending on conditions , the 
Ramb ling Woods become · le ·s imm diately lethal to 
encroachers. There is a ide ariety of trees , bushes 
foliage , grasses , an<l undergro th, just as in any other 
forest. The ·hifting patterns f the phnt · make it diffi
cu lt for even the most experien ·ed scouts to make 
their way through the , oocls. An Navigate or Tra k
ing skill heck made in the Rambling Wo els adds an 
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extra + - to the die roll, in addition to wh ·nevcr Diffi
culty Rating th G assigns. 

Movement 

The Rambling Woods tra el mo ·tly by night, raking 
ro l, here er they happen lo be al dawn. Thcy travel 
3 to kilom l rs in a 24-hour p rioc.l w ith the spe c.l 
c.lep nding on th weather , the surface condition , and 
the nutrient cont nt of the ground over which the for
e ·t pa · ·e ·. The Wood · never re ·t in e en the most 
ideal pla -e for more than one day. 

During the fall and spring migrati n -, the forest 
travels night and da , st pping only for a few hours 
ea h day to "rest. " ab ·orbing needed nutrients from 
the soil. bile mi >rating, the Rambling Wo els cover 
8 lo 12 kilometers per day. d p nding on w ather 
conditions and terrain. Pr ' cipitation l •nds to make 
the Rambling Wood sluggi ·h and ·low. Thus, the 
journey from it · summer territory north of Bonparr to 
it · winter habitat lasts be~ ecn a month and a month 
and a half. The f rest is usually · ight c.l approaching 

its northern territory approximately a month to five 
weeks after the crna l quinox , reaching its final 
wandering zone within a we k . It wander the area 
for the next four and a half month , th n d parts 
around the autumnal equ inox . 

The brain core 1 ads the Wo d wherever it wa nts, 
and is seem ingly oblivious to the distinction between 
natural and man-made obstacles. The forest will cro · 
open prarie or a well -till d field ith equal impunity. 
The woods go ar und ob tad s su h as liffs or la rge 
stone wall ·, but pa s right through stationa1y forests , 
le)\: n treet ·, or even mo ing bjects, such as vehciles 
or people . An dd b ' r ati n about the movement 
of the Rambling Wood is its apparent bliviousnt:ss 
to I dies f ater. It easily fords rivers and st reams 
and e en pas ·es throu gh pond and lakes the entire 
forest being submerged for as long as a day . Because 
of som odd ·ombination of chemicals in the water , 
th residue of the Rambling Woods ' pa ·sage through 
the water of Lake Katur promote the growth of the 
mutant grain quaddr -tri on the lake '· ·urface. 
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Ram bling: The greatest danger that the mm ·ing ror 
es t pr es nts is the dama ge ca use d hy its passag '. The 
R·11nbling \Xlooc.b g ne rally b ·pass ·s larg e structur es . 
such ·1s re infor ce d bui lding s or high stem · walls , hut it 
will crush an small or w ·ak ohsracl, th ·tt gets in its 
wa , such as fences or light ,Yoode n buildings . Since 
th e territory and migrati o n co ur se o f the forest are 
nmv ge nerally known. mos t Bo nparr res ide nts s imply 
·tay o ut of the, oods' wa. . fter all, the re is plenty of 
sp ace in amma Terra to live without asking for more 
troubl e. 

Th e major exception to thi s is th e to,Yn of Defi
an ce . which r s t up o n the easte rn s ho re of Lake 
Katur. \,·e ll within the southern boundary of th e Ra m
blin g , d ·' easo nal terri to ry. De fian ce must def ·nc.1 
irse lf against th· Ramblin g Woods e ery fc" · yea rs 

he n its m andering . bring it lose to the town. Thi s 
involves se ttin g large I o nfire s at strategic loc ati o ns 
al n g th · to \\ ·n , a ll and a long th e:: lakeshore. The 
fires and walls ar ~ usuall y nough to deter the for st , 
hut o n occassion ( ·sp ·cially if it approaches from out 
of the lak ·) . the , oo cls circumv e nts the def e nses and 
passes throu gh the streets. ca us ing much co nfu sio n 
and ha os . During a recent ·piso le . part of the clocks 
\\ ·as brok e n lo os' from its s upport s and doz ·ns of 
pe::ople ,,_.ere injure I r cir wnecl. 

ddly t:nough. the Rambling , ' oods· erratic move
me nt patterns I ose little re::al thre::at to Ion trav e lers 
o r . mall groups that pass through it. If a party stay s 
o n the al ~rt , th ' for ·st , ill us uall pass by with o ut 
in ide nt. a lthough indi iduals who go to sl ·cp on the 
ground \ hil • the forest is on the move are asking for 
troubl e. La rge r groups. s uc h as me rchant ca ra va ns 
with a numb 'r of tru ·ks a nd wagon s . ar in mor e 
d ange r. because it is .. ,sy for such \' · hicl es to h e 
tipp ed m ·er. Such p ·trt it:s fr ' qu ·ntl y use mounted 
sco uts o r ancient technology (e .g., radar) to detect the 
Rambling , · ooc.ls· c urr e nt loca tio n and th ·n st· ·r 
clear. 

Predators: B ·cause of th, instabilit of th , ·nviron 
ment. few pr dators mak, th eir permanent home in 

th t: Rambling \X'o cl·. 'till. there is a -% chan ea t an 
g iq :n tirn · th at a trav ·lc r in th · fo res t \ ill en o unt r a 
cn :atur, that has ·ith ·r , ancler ·cl into th Woods o r 
ha s co m , looking for game . l se th e tabl e be lm to 
c.letermin , ,vlnt kind of animal is e nco unt e r cl. ot · 
that pla nt -ba se d mon sters are nev r n co unt ·rec.I in 
the Rambling , 'o cb . 

Ther e is o ne variety of ·tnimal life th at is unique to 
the Ra m l ling , ' ood · . although it ca n hard] he 
de scr ibed as a pr edat o r. The sq ucc vils arc ·mall , shy 
animals resemb ling both squirr ls and monk , s. 
Th ey spe nd th e ir e ntir e lives riding in th e br ~1nch s of 
rhe Rambling , ' oods . ne , ·e r c ming l the •ro und. 

1o qualified obse 1Te r has e , e r exa min ed a sq u 'e ii 
up dose:. so it is no t kn wn wh rh ·r th ' a r ' int lli
g ·nt. 

d20 rc:ature(s) Encountered 
01 l tter co p 
02 I Blaash 
03 le.I Blight s 
0-1 lei Blood Birds 
0'> ld 3 Cal-Th ens 
06 Jd 3 Hawk o icl · 
o- 1d6 Joarc.lanz 
08 1 I ) Katkin s 
09 lc.L 

JO 
J j 
12 le.I Parn s 
13 Jcl4 Rogs 
1-t lc.l-1 Soul B sh s 
15 2d8 Squ eek rs 
16 ld -1 . tagon s 
I lc.l-t Te rle ns 
J8 lcL \Xardent s 
19 lcl-1 Yexil · 
20 ld2 Yfiefs 
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The Wild Lands are called wild because no trace of 
the new civilization of Gamma Terra has yet been 
able to establish itself within the area. Very few facts 
about the Wild Lands are known , but there is an 
abundance of rumor and legend. 

Facts. The Wild Lands are almost entirely covered in 
thick forests. The north , ea t, and western areas are 
thick with deciduous woods, but proceeding deeper 
into the Wild Lands , the e give way to thistle forests 
where evergreen trees become predominant. 

All of the Wild Lands are heavily populated with all 
manner of creatures, including blakuns , kai Jin , obbs, 
parns , yexils, ralla krens , and yfiefs, to name a few. 
From its lair in the Appalling Hills, the dreaded kraak 
frequently goes hunting in the Wild Lands. In addition 
to mutants, there are many pure strain species of ani
mals still thriving in the Wild Lands. These include 
bears , wolves, deer, and hundreds of other animals, 
birds , and insects . 

The on ly known humanoid inhabitants of the Wild 
Lands are the grens, a race of green-skinned altered 
one . They are exclusively a Tech Level I society, but 
in their home territory they are unsurpas ed as 
hunters and trackers. The grens are not fond of out
sider , since their kind was driven into the Wild Lands 
many generations ago . Still, if they are approached 
cautiously and dealt with fairly, they can sometimes 
be per uaded to provide guide . Gren guide will 
never reveal the location of their home village and 
will only fight to defend themselves. No one who ha 
betrayed the trust of the grens has ever returned from 
the Wild Lands to brag about it. 

Rumors & Legends: Somewhere deep in the Wild 
Lands is the ancient city of Datun. Only a handful of 
adventurers have ever reached it and returned. Each 
has a different tale to tell about the city. Some say that 
Danm is controlled by strange machines in the shape 
of true men . Others swear that the city is utterly 
deserted but that the spirits of long-dead ancients still 
roam the city streets at night, reliving their former 
lives. One boasting enforcer claimed that he had 
found a vast treasure trove of ancient artifacts- "more 
than a thousand men could carry off in a year "-but 
that it had disappeared in the night while he and his 
companions slept. A well-known and re pected esper 
once said that she and her company had reached 
Datun, but had been unable to proceed because the 
way was blocked by a vast, invisible barrier. 

Perhaps the most unusual story of all originated 
from a sentient plant named Pzzt'ahhl , who claimed 
that while exploring Datun, it and its comrades were 
hurled backward in time to an era before the cata
clysm. It could not say how or when it returned to the 
present day , but it swore that the time displacement 
had occurred. 

In the western portion of the Wild Lands, there is a 
mysterious , unnamed river and an equally mysterious 
lake , generally known as Lake Combos. It is said that 
if any two creatures bathe in the waters of the lake at 
the same time , they will merge into one being , with 
all the strengths and memories of the two victims. o 
adventurer has ever reported seeing this phenome
non , but they do say that on certain nights , Lake 
Combos shines with an eerie blue light. 
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Arri [Evil Spirits) 

Number: ld4 colon ies 
Percept: 1 or by host 
Stealth/R. U.: + 20 or by hose 
AC: / A or by hose 
MD: 12 
Health: 12 
Speed: as hose 
Level: 
Hit Dice: NIA 
MHAC: + 
Attacks: l or as host 

Infectio n: ld6 / day 
Int: High 
Morale: 17 
Size: Microscopic 
XPValue: 3,000 

Frequency: Very Rare 
Activity Cycle: Any 
Tech Level: 

Organization: Colony 
Diet: Specia l 
Artifacts: 0 , v 

Climate / Terrain: Anywhere animal life exists 
Physical Mutations: lm1111111i(y (pa ralysis/ neura l auacks) , 
cbemical uscepribili(y 
Mental Mutations: _ymhiotic auachme11 t (25) 
Special Power : ymbi otic attachmen t work on ly when 
approximately 1,000 arr! have entered the bloodstream of 
their victim (see belO\ ). 

Description: The aarl are extreme ly dangerous , intelli
gent, parasitic bacterium. They reprod uce by entering the 
bloodstr am of mammals and gradually co nsumin g eheir 
host's vita l tissues . During the period of infection , the arr! 
take mental contro l of their victim and use him to find new 
potential hosts. Since th e arr! can be parti ularly ruthless 
and violent in the ir act ions, primitive cu ltures (Tech Level 
IV and below) often believe that an individual infected by 
the bacteria ha been po e ·ed by " vii pirits.'' Tech Level 
V and higher cultu re · have a -oo/4 cha nce of recognizing the 
arr! as an infection. 

Combat: The arr! genera lly u e the offensive and defen
sive capab ilities of their host in combat. During battle , sever.ii 
thousand arr! wi ll evac uate the host body (usually through 
the mouth). in hop s f being inhaled by the oppo n m. 

Once at least a thou ·and bacteria have e nt ered the 
intended victim, the arr! make an attack against the target 's 
Health sco re (the parasites have an intensity of 1 for every 
1,000 arr! in the target 's body) . If the attack result is equal to 

or lower than the character's Health score, the intend cl vic
tim 's body has fought off th e infection and the arr ! arc 
dc ' troycd. If the resu lt exceeds thc victim's Heald1 -core, he 
immediate ly takes ld6 damage and the arr! may attempt to 
take contro l using symbio ti c attach111e11t. 

The arr! cause their ho ·t an ther ld6 points of damage 
every day Lhat they remain in the body . This damage cannot 
be hcakd unt il the infect ion has been destroyed through 
chemica l mean ·. 

Society : Almough eac h bacteria is a separate organism, 
me arr! in a particular ho ·r's body share a group conscious
ness . 

Gretvols 
[Dark Dwellers) 
Number: ld4 
Per cept : 3 
Stealth/R.U.: 0 
AC: 10 
MD: 10 
Health: 13 
Speech 12 

Burrow: 10 
Level: 4 
Hit Dice: 18 (63) 
THAC: +4 
Attacks: 1 

Claws (2): 3d6+4 
Int: Animal 
Morale: 6 
Size : H 
XPValue: 420 

Frequency: ncommon Organization: 
Activity Cycle: Any Diet: cavenger 
Tech Level : one Artifacts: one 
Climate / Terrain : nderground 
Physical Mutations: Diminished sight. beighte11ed beetri11g, 
new body pans (claws) 
Mental Mutations: Di;placeme11r 
Special Powers: Grervol · ha e the abilit y to bur row at a 
rate of 10 meters p r round . 

Description: rervols are hug mutated moles that live 
their entire lives underground. Although they are able to 
subs ist on anything orga nic, the bu lk of their diet consi ·ts of 
root ·, insects , and sma ll crea tures. They . ometim s come to 
the ·urface looking for food if the arc particularly hungry 
and unable to find anything underground. 

Combat: Becaus, of Lh ir poor sight and hearing, 
gretvols try to choo e pr y that is sma ller and weaker than 
themselves . They will u ually ome up on their prey from 
underground and try to quickly incapacitate it with their 
claws. Despite their large size , grervo ls are very cowardly 
creatures, likely to flee or di place if faced by any real dan
ger. 

Society : Grctvols are extrem ly solitar creatures, and 
very territorial , cxcept during mating ea ·on . The dark 
dwellers are just as likely ro try co eat each other as any
d1ing else d1ar they come across during their burrowing. 

rervol · make th ir homes in dark ho les sca rce ly larger 
than Lheir ow n bodie ·. They will occupy an existing cave or 
tunnel , but if none ar availab le, they will quickly dig them
selves a sleeping pla e. 
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The Kraak 
Number: 
Percept: r l 

) . J Stealth/R.U.: +10 
AC: r \ MD: 18 
Health: 20 
Speed : 15 

Fly: 20 
Level: 10 
Hit Dice: 30 021 
THAC: +10 
MHAC: +10 
Attacks : 

Bite : 2d6+9 
Claw (2) : 2d4+9 
Tail: cl6+9 

Int: High 
Morale: 18 
Size: H 
XPValue: 16,000 

Frequency: lJniqu e Organization: Solitary 
Activity Cycle: Any Diet: Omnivore 
Tech Level : 0 Artifacts: None 
Climate/Terrain : Temperate hills, plains , forest 
Physical Mutations: Vv'ings (18), beip,htened P (30) , s011ic 
blast (15) , so 1111d imitati on 
Mental Mutations: Mental i11l'isibi!izy (28 , cu 11ji1siu11 ( 12) 

Description: The kraak is a o ne -o f-a -kind mo nste r, 
app arently mutat ed from some kind of lizard . It has a pow
e rfully sinu ous body we ll over 15 meters lo ng. with a pair 
of g iga nti c wings just behind its fore legs . Its tail is long. 
powerful, and capa l le o f deliv ring mighty blows . The 
kraak i capa ble of ra i ing itse lf up o n its hind leg · 10 use its 
fro nt daws and razo r-sharp tee th . 

Comb at: The kraak is widely feared because of its ability 
to remain und etec ted until it attac ks its victim . Very few 
be ings have eve r seen the kraak and lived to tell about their 
ex perience. The monste r usually preys o n no nsenr ie nt crea 
tur es in the Wild Lands , but it has been known to devou r 
lone trave le rs o r sma ll gro up s. It is high ly inte lligent , but 
also unerly ruthl ess and pitiless. When huntin g, it abso lute! 
cannot be reasoned with. 

Society : The kra a k is a unique mutati o n that has been 
aliv<.: for at l<.:ast a ce ntu,y , p<.:rhaps long<.:r. In thal time , ii 
has gained an almos t mythical r<.:putation: in fact, many res
idents of civilized co mmuniti es (even those re latively nea r 
the beast's la ir) be lieve that the kraak is a mere legend , to 
be used to frighte n hat hlings into rema ining in their slum
berpods at night. 

The kraak's lair is a large cave rn cunningl y hidd en in the 
Appalling Hills cas t of 13o np arr. In rece nt yea rs, it has w iped 
o ut s<.:v<.:ral sco llling parti<.:s that hav<.: wandcr<.:cl loo n<.:ar its 
abodt!. Wh •n a ·quad of Hanks of the Fit cadets we r " killed 
I y the kraak. a small scale sea rch was mac.le for the mon
ster. but no trace was found . 

Ralla Krens 
[Cannibal Plants) 
Number: ld 4 
Percept: 0 
Stealth/ R.U.: +3 
AC: 12 
MD: 13 
Health: 13 
Speed: 0/ 6 
Level: 3 
Hit Dice: 8 (30) 
THAC: +3 
Attacks : 

Vines: ld 4 
Int: Animal 
Morale: 20 
Size : M 
XPValue: 650 

Freq uency: Unco mmon Organization: None 
Activity Cycle: Day Diet: Herbivor e 
Tech Level: None Artifacts: None 
Climate/Terrain : Temperat e plains, forest , hills 
Physical Mutations: . queeze vin es x4 (20) , cowac t p oison 
sap (para lytic, intensity 15, affects s ntient planr only) 
Mental Mutations: Life leech (25) (a ffec ts se nrient plant s 
only) 
Special Powers: Ralla krens arc immob ile unti l a entient 
plant co mes within 25 meter ·. Life lc<.:ch can only be used 
on plants that arc in phy ical contact with the ralla kren. For 
eac h hit point that is leec hed away, p a rt of th e victim's 
physical body is absorbed by the ralla kre n . If the victim 
rakes damage th at is equ a l to or greater than his full hit 
points, the pro ess is irrevef'ib le and the I lant i · cons umed 
by the ralla kren. 

Description: Ralla krens re ·emblc large sunflow<.:rs, with 
pani<.:ularly larg<.: stalk s. When quiescent , the plant 's vines 
wrap themse lves around the sta lk in an e ffo rt to appear 
no nthr ea te nin g. When the ralla kre ns become mo bile , the 
vine. um incl to their full length. 

Combat: Ralla kren · become active whenever a sentient 
plant comes within 25 meters of them. When this happen s, 
the rall::i kren move toward its intend ed victim as qui ckly 
as possible, look ing for a meal. II · tac tic an:: ve ry simple : 
first, it allempts to grapp le its target with its vine s, pulling 
the victim towa rd its co ntact poi ·on. Once the target is par
alyzed , it begins t.he process of ab o rbing its mea l. 

Halla kre ns igno re any creat ure bes ide their victim. The 
o nly ways to save a victim after the pro cess of absor ption 
has begu n are to pry the victim free (whi ch, at the GM's dis
cretio n, may cause add itio nal damag ), o r co kill the ralla 
kren . 

Soc iety : R:ill:l kr n have no ·e lf-awa renc s what ocvc r, 
no r a re they cogn ize nt o f o th er being . The myst<.:rio us 
force that draw · 1hem to Green Folk has baffkd slc<.:th sd
en ti ·1s fo r decades . If a sent ient p lant happ e ns co co me 
within range of two or more ralla krens at the same time, all 
will attack , uner ly heedles .~ of o ne anothe r. 
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Relanops [Lava Lizards] 
umber: ld12 Hit Dice: 7 (23) 

Percept : I TIIAC: +3 
Stealth/R. +3 Attacks: 2 
AC: 15 Pyrokin es is: per mutation 
MD: ] hw (2) : 1d8 
Health: 13 Int: Semi-
Speed: 12 Morale : 9 

Swim: 1 ~ Size: s 
Level: 3 XPValue: 270 

Frequency: ery Rare Organization: Clu ·te r 
Activity Cycle: Day Diet: Carn ivo re 
Tech Level: 0 Artifacts: one 
Climat e/ Terrain: lcanic 
Ph ys ical Mutation s : Jmm1111ily (hea fire) rege neratio11 
03) 
Mental Mutation : ?_) roki11esis (18), i11111irion 
Sp ecial Power s : Rclan o ps are particula rly vu lnera b le to 
co ld . o ld -based attacks su h as c ryo kinesi s do doubl e 
damage to rena lops. 

De cription: Rdan ops arc ha lf-me ter I ng lizar ds w ith 
glow ing rccld i ·h-ora nge skin. The ir eye · are u ·ua lly bright 
ye llm . but 1urn red and ultimately wh ite as the ir pyroki 
n ' Si p , e r gr , s in intensity. Lava liza rds are ext reme ly 
hot t the t uch. cl ing ld8 p int · f damage per r uncl to 
an yone who co mes into physical o ntact with them . 

Combat: lost crea tur es avo id re lan ps whe neve r poss i
ble . If fo rced to fight. re lan ps will attem pt to use th e ir 
pyrokinetic abili ty o r natural body heat to roa ·t thei r ene
mies. Relano ps usually hunt in groups o f three to six . 

Society: R , Janops live most o mfon ahly in t mp eratur es 
between L20° and -00 ° centigrade. For this reaso n, the y are 
most often found living in or nea r active volca noes. They 
are capab le of swim ming in lava at a remarkab le spe ed. 

Vfiefs 
[Two-Headed Snakes] 
Number: ld2 
Percept: 12 
Stealth/R.U.: +6 
AC: 14 
MD: 14 
Health: 14 
Speed: 20 
Level: 
Hit Dice: 
TIIAC: 
Attacks: 

Bite (2): 

Squeeze: 
Int: 
Morale: 
Size: 
XPValue: 

22 (80) 
+4 
2 
4cl6+
poi ·on 
5d8 
L ' 
10 
G (a g . 20 111. lo ng) 
6000 

Frequency: Rare Organization: ne 
Activity Cycle: Day Diet: Carnivore 
Tech Level: one Artifacts: 1one 
Clim.ate / Terrain: Temperate plain · 
Physical Mutations: Size cba11ge (la rge r). hody cba 11ge 
(two heads), poi •o11. (hea d 1: parnlytic, intensity 21; head 2: 
dest ructive, inten sity 2 ), d11al hrafl/. 
Mental Mutations: Duality (eac h head ca n ac t ind e pe n
dent ly), bostili(y field D) 
Special Powers: If an yfief' I ody is sepa rated, each half is 
ca p abl e o f reg ne rat ing its los t ma s a nd growi ng a new 
head within 3d 6 clays , depending o n th e seve rity of th1: 
damage . 

De scription: Yfie fs a re g igan tic, 20- rm.:ler -long snakes 
with a head on eac h end of their body . Their mouths con
tain man y sharp teeth, inductin g fangs eas ily a ha lf-meter in 
length . 

Combat: The two-headed snak es are capab le of susta in
ing themse lves hy ea ting with either o f the ir mouths . They 
prefer to sw allow the ir prey whole, and their tac ti s re fl ct 
this. 

!th ough th ey are noninte lligcnr, yfief s ha ve a ce rtain 
deg ree of cu nnin g. Since the ir host ility fie ld~ usually g ive 
away th eir presence, they rarely make n eak attacks . 
Instead , th y mak e a frontal attack with one head while uy
ing to keep the o ther out o f sigh t, curv ing around to catch 
the victim from behind . 

Society: Yfiefs are only marginally sentient. and m:111y of 
them are not eve n aware that the ir other head is pa rt of the 
·ame crea tur e . Occa ·i na lly, co rp es of yf iefs a re fo und 
with one mouth tryin g to swa llo , the othe r hea d . sua lly, 
both hal ves o f an yfiet' s body are the same gender. bu t if an 
egg gesta tes in a radioactive area. the re is a 5% chan ce that 
the hatchli ng will have I\ o d ifferem genders. These hybr ids 
hav e the ab ility to both lay eggs and fertilize them . but for 
·ome unkno\ n rea · n , the clo ul le ge nder mut at ion never 
ge ts carr ied to the follow ing generation . 

Yfief fangs are pri zcd by prim itive Tec h Level I cu ltur s . 
wh o use them as poiso n spea rs. Like all :mak es . yfiet:~ peri 
od i ally shed the ir skins , and e mpt y shells are o ften found 
in the wilderne ss . 
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