The POLYHEDRON

GAMMA WORLD ™ Game Feature

In the beginning of the Dark Years, in
the giant engineering metropolis of
Stelocolm, Washington, a group of
dasigners watched their culture begin to
decline into another Dark Age. With the
total separation of world communica-
tions, and glimpses of biological
nightmares torming in the waters ot the
sound nearby, the engineers decided to
work towards designing devices that
would defend and ward their future
generations from harm.

LUsing the remains of the crumbling
civilization, and the knowledge of their
engineering compulers, these men and
women set about to create defensive and
offensive devices more powerful than
the world had ever known. They lacked,
however, the technological knowledge
of the workings of the Ancient's machines.
One of their leaders, known as Jward,
realized that the complexity and
diversification of the controls on most of
the designs would be completely useless
in a world that had forgotten most of its
past accomplishments. He and a dedi-
cated cadre of scientists developed
equipment that would function under
the most severe conditions yet be easy to
repair.

The equipment developed by those
few enginears who were led by Jward are
known and feared all over the waorld.
Remember; they can be found anywhere
with any group, and they are instantly
recognized for what they are; “THE
TOOLS OF JWARD."

KEY

Weapon Class wcC
Range R
Damage D
Fower Source PS
Duration DR

CRYSTAL OF HEALING

R: Touch
PS: Solar power
DR: 120 minutes per 24 hour charge

The crystal has the power to cure
several ditterent types of health related
problems. It is able to completely destroy
all virug infections after just 5 minutes
under its rays It is also ahle to heal 5 hit
points of physical damage a day after ten
minutes under its rays. And finally, itcan
purify ten gallons of water after twenty
minutes of exposure to its rays.

The device is lisl-sized, and has ten
facets to its structure. Three dillerent
color beams are emitted for the three
different functions. The intensity of the
colored beam 18 determined by how hard
the device has to work to accomplish its
end.
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BEAM OF THE LOCATOR

R: 10 kilometers
PS: Solar power
DR: 60 minutes per 24 hour charge

Thisdevice looks much like a compass.
The holder of the Beam of The Locator
chooses from three settings; powered
energy cells, powered broadeast sources,
and atomic power of any type. An indi
cator then directs the holder toward the
power sourca. While there are many
different types of davices that sarve this
same function, this is by far the simplest
of all.

CRYSTAL OF SEEING

R: WVariable

The Crystal of Seeing is a simple
magnifying device that works from a rod
of unbreakable crystal. While most of the
other telescopic devices have been
broken over the ages, these rods cannot
break, and are highly valued by those
who use them.

TORPOL GEMS

WC: B

R: 3 meter radius
D Z=17

PS: Solar power

These fist-sized gems were made to
release their energy after helng thrown.
They caste forth laser light that encircles
them, The light does damage to all within
its circle. Once the charge has been
expended, the gem musl be subjecled Ly
10 howurs of sunlight before it is ready to
produce ancther blast of destructive
energy.
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PRISM OF WONDER

R: 100 melers
PS: Solar power
DR: 10 minutes per 24 hour charge

The Prism of Wonder has a complex
set of microcircuits placed within its
facets. After it is charged, it is able to
accomplish several different functions.
It can create up to seven different moving
images in holoegraphic perfection. These
images can be verbally programmed to
do anything the prism user wishes once
the first picture of them has been taken
in by the optics of the system.

This imitation has proven highly useful
in dealing with life torms that act
aggressively towards the holder of The
Frism of Wonder. The user can sat up
images that seem to attack, or otherwise
look threatening. Itcan also be used AS A
light source in dark areas, but this effect
is shorllived due to the nature of the
image’s power retention.

LIGHT PAINT

DR: Variable according to the paint's
exposura to the sun

This substance is one of the fow out-
of-date creations of the technologists of
Jward. It is a paint that is commaonly
found in many technological areas of the
world. It ahsorbs light, and glows in its
absence. 11 is highly useful to those that
dwell both above and helow ground.

It has become outdated because of the
numerous types of lichen that now exist,
both above and below ground that glow
brightly at all times. These lypes of
lichen can be found near any area of
intense radiation.



Issue #6

BLADED SHIELD

wCe: ?
R: Touch
D: 2-16

The bladed shield was designed to be
both a delensive and offensive tonl. At
the center of the shield is some type of
blade. The blade functions much the
same as a normal sword, except that the
weight of the individual is behind the
force of the weapon.

The best of these devices are made out
of duralloy, and can be instantly known
by the triangular shape of the device.
The shields not only act as physical de-
fenses against attack, but they also block
almost all of the known forms of energy
attacks.

ACID EJECTOR

WC:. 5
R: 30 meters
D: Variable from 1-10 to 6-60

The device is a simple pump with a
glass lining. Acid is created by several
different means, but only strong ones
are ever used. The device has only three
charges due to its great weight when
filled,

HOLARATOR

R: 5 centimeaters from the wearcr
P5: Solar cells
DR: 30 minutes per 24 hour charge

This device uses the technology of
holograms to generate one of two images
in a 180 degreea field in front ot the user,
Most of these generators are crystals
lhal are able to set up images from any
environment. Basically, the device can
imitate the area around the holder and
thus blank them ovut of view. Those in
front of the holder will see the sur-
rounding area imitated in Lhe field of
force infront of the device activalor, The
Holarator can also recreate the image ol
the last creature its optic system viewed.
This causes the viewer to see an image of
a standing creature of different pro-
portions than the holder of the Holarator.
Many holders try to store mutants of
awesome power in their optics to be
used to frighten away dangerous crea
tures.

When this device is activated, it also
lowers the armor class of the holder by
one bacause all those that try to strike
the holder will be aiming at a false image.

There are several races of mutants that
have been able to create these devices
by using their mental mutations. These
mutant crystals are just like their tech,
but far more plentiful.

HOT LEAD THROWER

wcC: 12

R: Variable

D: Variable plus 3-12 points of heat
damage

While there are many different types of
hot lead throwars, from cannon-sized
ones to tiny derringer types, these have
several things in common: a ceramic
chamber where the shot sits for one se-
cond while it is flash heated, and a sepa-
rate hydrogen energy cell in addition
to the projection method of the ammuni-
tion for the heat generating process.

The unit is capable of heating the me-
tal of the projectile to ahigh degree. This
causesdamage when it strikes, and glves
the weapon grealer range.

ANDRATOR

WC: 14

R: Touch

D:; 4-48

P3: Solar power

DR: 5 activations per 10 hours of charging

The "Andrator" (believed to be a
corruption of "anhydrator”) appears to
be a bow! with several dials and cryslal
tubes attached to the bottom. It was
designed to be a simple unit for the
drying and indentification of liquids of
any type. Years after its creation, a race
of intelligent insects discovered that if
applied to the flesh of an enemy and
activated, the unit would dry out portions
ot the blood vessals in the body. Andrators
then became dangerous weapons in the
hands of these creatures, who would set
the unit to dry and analyze blood. Whan
It strikes the skin, the device turns its
rays on the still living flesh and causes it
to die. Andrators cause terrible pain
when used in combat and are inde-
struclable, as are all of the powerad
Jward devices. The device is now seldom
used for its original purpose.

The POLYHEDRON

LISTENERS

Listeners are simple fans that can be
dllached to the head near the ears, and
are made of special fibers that collect the
sound in the lans and pass It to the ears
of the user. After intelligent races wit-
nessed the principal of this unit, they
started creating all sorts of imitations
that were able to accomplish the same
process at a slightly less efficienl
capacity.

While the device is ungainly, it is
particularly useful in any sort of night
action. With the aid of Listeners, slight
footfalls can be detected up to 30 meters
away.

SPIKE BIKE

WC: 5
R: Touch
D: 3-18

The Spike Bike can be found wherever
there are wheels made by the Ancients.
I'he essential concepts behind the Bike
are much the same as those of the An
cient's hiecyele, except the Spike Bike
nas two more sets of gears. The extra
gears control sword blades that move
along two tracks on the tframe of the bike.
The user can choose to work these gears
while peddling or standing still.

When the biker Is moving, the blades
Cover a circular area around the hiker on
two levels. This allows the biker to escape,
or at least move in another direction
from the enemy, with his sides and rear
partially protected.

When the operator is standing still, it is
possible for him to use the blades o at-
tack more than one enemy at a time. The
bike is limited by the terrain, but has
found its way to many of the larger plane
areas where extremely strong mutants
are able to easily control the unit through
the tall grass.

That's it for now. Watch for more
Weapons of The Ancients in a future
issue of The POLYHEDROMN. i;l]




THE LONE WOLF

A hJ Qe s

Activated installations of the Ancients which have remained
relatively intact until the ume of the GAMMA WORLD
game are without a doubt the best of all possible places for
the characters to adventure in, whether they are new to the
game or veterans with great power. Because these places are
tar and away the most dangerous areas in the endless list of
possible game settings, there should be some type of aid given
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to the characters so that they do not loose heart and shy away
from these areas. The Lone Woll character, as either a plave:
character or a non-plaver character, is perfect for balancing
the deadliness of an Ancient installation with the power thai
can be gotten from looting such a place.

The 1.one Wall character (as a PC or NPC) 1s common 1o
and may exist in every region of the CGAMMA WORLD AT e
seting. Non-player characters are by nature loners, and the
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late action in the game, or players may choose w play a char-



acter with a much higher than average grasp of technology
than is usual in the GAMMA WORLD game setiing. In
either event, the character will never be too powerful because
this type of character chooses 1o use s or her weapons 1n
search of and survival against more technology of the
Ancients, not against other plaver or non-player characters.
The referee should feel free to give the player L.one Wolt
bonuses for understanding newtound technclogy; this advan-
tage over “average’’ player characters is easily balanced by the
deadly areas that this type ol character 1s constantly explor-
ing. {For more details, see below.)

In GW terms, the Lone Woll character {as either a PC or
NPC) has the maximum number in one or more of their abil-
ities. 75% of the Lone Woll “population’ has a Dextenty of
18. 50% have an 18 Constitution. 80% of them are Pure Strain
Humans; the other portion appears to be Pure Strain
Humans but are actually mutants with an unusually large
amouni of mental mutations.

All Lone Wolt characters use and maintaln a major piece
of Ancient technology and several minor preces of equip-
ment. In additon to this major piece, L.one Wolves have a
missile weapon of some type. h% ol them have another gen-
eral weapon {distinctly different than the aforementioned
prece of Ancient technology) of the Ancients. If this general
weapon 1S an energy weapon, they automatically have the
means to recharge the power cells or they may have a large
number of cells. Lone Wolf characters must always be on the
move because they constantly need to search for parts tor the
their equipment so 1t does not fall inte disrepair, and they do
not wish to draw attention to themselves or their unusual
amounti ol Ancient equipment and weapons and imnvite
attack.

Lone Wolves have knowledge of an unusually high
number of items of the Ancients, and have a bonus of 3 on
their checks to understand an item of any type. Although
they are conservative by nature, they will willmgly lead a
party to sights ot Ancient technology, but will also demand
the first pick of all items found during the adventure, and
have the wits and strength to back up such a demand should
a MulIny arise.

Lone Wolves constantly tinker with their equipment to
increase 1is effectiveness. Even tf their missile weapon 1s only
a crossbow, 1t will invariably do more damage, shoot farther
and faster; they might even install a trap so that no other
character may salely use 1t. Although their weapons are
superior to similar weapons found 1in ruins, Lone Wolves are
very dependent on acquiring more knowledge of Ancient
technology to discover new facets of the operation of therr
equipment.

Tool kits are very valuable possessions to Lone Wolves.
They are always on the look out for tools of any type w0 add
to their tool kits. Beginning player characters should be given
simple hammers, files and chisels. They must look for more
tools in the areas ol the Ancients. When they acquire more
items they may start using them to open electronically locked
doors, or fix broken 1tems commonly tound buried all over
the planet. The more wools they find, the greater the percen-
tage chance 1o f1x or modafy an 1tern. 'The GM should use a
5% chance on any given item as a base, and increase the per-
centage with contunued practice on the part of Lone Wolves.

Paradoxically, L.one Wolves long o raise their social
status, however, 1l players role play this character true to des-
cription, Lone Wolves will never raise very high mn rank 1n
any given region because they are a mercenary lot who work

only tor themselves, and do not take the time to benefit a
village or Cryptic Alhance.

However, Lone Wolves are treated with great respect by all
Pure Strain Human villages and all villages Iriendly to men.
This respect grants them 1d8 villagers who will take on the

- challenge of adventuring in an area of the Ancients. They

may also sell items of the Ancients to villages at double their
usual value. Cryptic Alliances which commonly search for
bits ol Ancient technology will often employ Lone Wolt
characters to act as a scouts, so they are cften sought by
Archivists, Followers of the Voice, and Restorationists. These
groups are usually willing to advance the scouts equipment
to aid themn n thelr quest.

Lone Woll characters are also excellent creature trainers.
They are constantly on the loockout tor young animals or
creatures to train for their use, recogizing that such creatures
will ratse their chances tor survival. Trained creatures are
never brought into the deadly installations of the Ancients,
but rather, stay and guard equipment left outside the highly
dangerous areas. L.one Wolves may have from 1-3 trained
creatures at any given time. The areas Lone Wolves travel
resuli 1n a high turnover rate tor these “pets.”” Brutorz, dog
and cat mutations, and olten some type of huge insect are
common creatures to be tramed by L.one Wolves.

The following 1s an example of a L.one Wolf character:

Name: Ren
Race: Pure Strain Human

MS: 16 IN: 18
DX: 18 {CH: 16
CN: 17 PS: 16
Hit Points: 120 AC: 3 (Plastic Armor)

Weapons Systems: Mark VII Rifle WC: 14
Modified Damage: 12d6
2 Stun grenades WOC: 87 2 Torc grenades: W(C: 8

While flying in his Hover Car at high speed, Ren’s engine
fails and crashes 1n the forest, forcing him to leave his unait.
He has dreaded the possibility of just this situation. He
knows where an installation full of vehicles 1s, but he also
knows that the installation is guarded by powertul robots and
computer defenses, and 1s hidden in a sheltered valley. Ren
could get past the automatic defenses, but needs help to
overcome the inner defenses. He decides to locate a friendly
village and enlist a band of men and mutants to help him get
what he wants.

Ren has trained a matched pair of huge, mated falcons.
They have been trained 1o tly overhead and watch tor dangers

ahead ol him.

Names: Hekal and Jekal
Race: Grant Falcon

L.and Speed: 1/200/3 Alr Speed: 12/90(0/18

MS: 1d8 IN: 1d4
DX: 3d6 CH: 1d10
{_N: 1d1{ PS: 1d12
Hit Dice: 2d6 AC: 7
Attacks: Claws 1-4/1-4 Beak: 1-6

Mutations: None

The Giant Falcon 1s one of the least complex mutants of
the GAMMA WORLD® game, having increased 1n size over
the years so that it 1s from two to three teet tall for game
purposes. The flyer has a tendency to nest near civilization
and has been known to come to the aid of Pure Strain
Humans during battle. @



DP(): When a balloon is rolled as part of a
low altitude scenario, is it possible 10 have
more than one?

DPA: Yes. When a low level game occurs
during the Random Combat determination,
aroll of 1 or 2 will mean a balloon is pres-
ent. An additional roll can then be made: if
a 1 1s rolled, there is a second halloon also
in the area. Alter the second balloon has
been noted, a [urther roll can be made, and
it another 1 is rolled, there 15 a third balloon
in the area. Each balloon will have its own
independent altttude and defenses.

DP(Q): What happens if a wounded pilot is
trying to land a plane with numerous criti-
cal hits and the landing chance compautes to
fess than 0%?

DPA: Assuming the aircraft is still flyable
and 1s not out of conirol, the pilot will
always have at least a 5% chance of makine
a successiul landing {even il the subtractions
make 1t kess than 5%). This accounts for the
instances of extraordinary bravery, unusual
good fortune, and the like that occasionally
helped pilots survive in World War 1.

DPQ: I a critical hit resules in adding one
or twa hit factors to the damage taken in
one area ol the plane, must another roll be
taken that turn to check for the chance of
anotiher critical hit?

DPA: No. Critical hits that cause additional
hit factor damage do not reguire an addi-
f1ona] critical hit check.

DP): B a pilot who is lightly wounded has
his plane’s wing shot off, how many rolls
must be made o determine has survival?
DPA: Except tor ptlots coming down in the
tront hines {where a special additional
chance exists for being killed or capiured),
only one survival roll 1s necessary.

In the example above, the pilot's plane
will fall out of control after its wing 1s de-
stroyed, giving him a 5% chance of surviv-
ing the resulnng crash (or 10% 1f it occurred
at less than 2000°). This 5% or 10% chance
always takes precedence as the single roll
needed to determune survival, and wounds
(or lack of them) have no bearing,

It this pilot had a parachute, he would
make one roll at 6% to determine survival
(as gtven under the German Parachutes
rule) — he would not roll separately {or the
jump and then for the wound. All pilots
who survive on 5% or 10% rolls and all
pilots who survive critical wourkds must roll
for possible incapacitation.

Science Fantasy Game
GWQ): I have some questions on the muta-
tions in the GAMMA WORLD® game
revision.

1. In Absorption, 1s a laser a heat weapon or
a light weapon?

2. In Aromatic Powers, can the characters
resist the desire for their [avorite food if they
are not hungry?

4. In Directional Sense, can a mutant really
locate any object he/she wants?

5. In Displacement, can the mutant actively
tace danger and not let himself/herself be
displaced?

b. Does Energy Metamorfhosis make a
muiant immune to the harmiul effects of
radiation?

7. In Elecirical Generation, can the mutant
turn off this power so that allies and friends
may safely touch the object?

8. Is there any way to tell if a Force Field
Generation power 1s In use?

9. How hot is the heat from the Heat Gen-
eratzon mutation?

10. In Kinetic Absorption, is it 25 poinis per
weapon or a total of all weapons used in
that attack round?

GWA: The followine should ke care of
these problems:

i. All laser attacks are considered light

WEea pons.

2. The desire to aquire the food ranscends
being hungry or in danger, etc. The mutant
should be told right away that it is being
drawn 1n the direciion of the smell and
allowed 1o react with all weapons or muta-
tions at his/her command.

3. The word “jutation’ 1s a typo. It should
read mutation.

4. There was some copy dropped here. It
should read “or locate any owned object
held 1n the last eight hours.”

5. The movement aciion happens even if the
mutant tries to avoid being displaced.

b, Energy Metamorphosis does make a
mutani rmmune to radiation.

7. Since the power 1s a consclous one in
humanoids and mutated animals, they may
turn off the effect if they desire,

8. The use of the Force Field Generation
mutation usually causes the user 1o glow
shightly. This 1s not the case in areas of con-
tinual darkness where mutants have been
raised. Here, the mutation 1s not noticeable.
9. The heat lrom the Heat Generation muia-
tion 1s approximately 480 degrees F.
Although the mutant 1s immune w0 the
blasts Irom 1ts hands, it 15 not immune to
the damage of fire caused by the heat.

10. The 25 points per attack 15 from all
weapons. I the mutant ook a 1otal of 27
points of damage from maces and clubs it
would take 2 points that round in actual hit
point damage.

GWOQ: Can people outside of TSR submit
GAMMA WORLD game modules to TSR?
GWAC Tt is datficuls o get a submiassion nto
TSR, but if your idea is original but not
outlandish, vou can see 1t accomplished.
Write (o the Acquisinions Depariment for a
New Product Submissions Packet which
includes guidelines and forms TSR requires
for outside writers 1o submit game matenal.
GW(Q: Considering the het paints of all of
the plaver characters in the game, weapons

~ like swords and arrows do minor damage.

This 1sn’t very logical. i1s 1t?

game balance; thus has been done in the
combat system of the GAMMA WORLD
game. Remember, however, that rnight along
side those ineffectual weapons are things
like Death Rays that kill on contact with
tlesh or Stun Whips that render the victim
unconscious at a touch with no hope of res-
1stance {unless the referee has designed a
new mutation, or the like). Logic can often
render a referee defenseless, but 1t doesn’t
stop a game designer long. Swords do what
they have to do in the game so that every
muiant Conan that walks into the land 1s
not mstantly killing those poor, sweating
men 1n Power Armor.

Lol
1920rs Adventure Game

GEBQ: Can you give any guidelines for game
judges on how to assign a percent chance
for miscellaneous circamstances? For exam-
ple, a criminal is running down the street
from a robbery site. The police are chasing
him. The crimminal has a gun. What is the
chance that he can stop a car on the street,
oxrder the driver out, and steal the car to get
away? What are the chances for linding a
taxi cab?

GBA: In situations hike this, there are two
guidelines to use: common sense, and the
character's Luck score. Ii the above incidenm
were happening in broad daylight in a
downtown area, there 1s no guesinon that 3
car would be coming by; the only question
would be the NPC’s reaction to the charac-
ter, which could be determined normally.
For the chances of indimyg a waxi, use the
character’s L.uck score unless the seuing 1s
one where taxis are constantly coming and
going, such as a major hotel, the vain sta-
tron, etc. Above all else, make your decisions
on what is going to provide the most [un lor
vour player characters without harming the
balance of the game.

GBQ: Are there any types of shotguns avail-
able other than double barrelled hreech
loaders?

GBA: As an experniment, you might want to
let your players use 5-shot pump action
shotguns; a few types ol these were available
in the 192{¥s. The cost tor these should be
about $75 normal retail. Such a shotgun can
fire one round per ttan. If you are using the
Expert rules, any arm or hand hits should
reduce the rate of lire wo one round every
two turns because it takes both hands to hre
and then pamp up the next round 1 a sin-
gle turn.

GB(Q): How may times may a character with
only one hit point left make a Luck check?
zBA: The Luck check 1s in the game 1o
help keep characters alive. A character
always gets a Luck check against any death
situation except one which the game judge
rules 1s automatic. This means that a char-
acter with only one hit point left can roll a
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indicated, is the “Location of Combat™

table used?

DPA: No. Although most random air

battles will occur on the German side of
the lines (as occurred historically}, balloon

games are the exception — they have a
50% chance of occurring on either side of
the lines. One die is rolled: 1, 2, or 3
means the balloon will be Allied and a 4 -
6 means it will be German. Incidentally,
if there are an odd number of players in a
balloon game, the extra player should be
on the attacking side.

DPQ: Can a pilot overdive to go
beyond the normal restrictions of a
maneuver performed in a combat
situation?

DPA: No. When a maneuver 1S per-
formed in a combat situation (that 1s, any
time the use of maneuver cards is called
for by the rules — as in a close range,
head on attack or a tailing situation), the
altitude restrictions are absolute. Over-
diving is only done when a pilot wishes to
push his plane beyond its maximum dive
rate {(and he can never voluntarily over-
dive more than 300’ in a game turn).
DPQ: If a pilot is flying a plane with a
90 degree rotary right turn capability
and is being tailed, when can he use the
90 degree turn?

DPA: In all situations when the use of
maneuver cards is called for by the rules,
the rotary right turns can only be made
after the completion of the maneuver
chosen (that is, not until the plane has
moved one square out of its maneuver).
This is true for the following plane as
well.

DPQ: If only one member of a German
two-seater crew has a parachute can he

ever give it to the other one?
DPA: No.

Science Fantasy Game

GWQ: Why do the characters have te
try and figure out things? It should be
obvious to any being how a gun or
things like that work to anyone whe

plays many science-fiction games.

GWA: It shouldn’t be cbvious how things
work. Note the illustration above from the

$3 module. The devices of the Ancients
are years ahead of what we have today.
Take into consideration how much the
rifle has evolved in 300 years and apply
that to the rifle of 300 years from now.
Game balance also plays a part. The

characters cannot have everything handed
to them on a silver platter. Also, a great
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characters with strange objects that would
be immediately recognizable to us today.

GWQ: Why in the world are characters

automatically hit when struck from
surprise?

GWA: This decision was made to reflect
how truly helpless a being 1s in an
ambush situation. It was also made to
give player characters advantages against
the many powerful creatures of the game.
It works for the characters more often
than against them. If you are getting
surprised too often, be more careful with
your next character!

GWQ: My referee isn’t checking for
reaction with the NPCs we meet. She
says she has them already planned out.
GWA: In all role-playing games, the
referee calls the shots, right or wrong.
This case is perfectly acceptable if the
breaks go with the group as often as
against them. Remember, when it stops
being fun it’s time to stop playing.
GWQ: I have a list of weapons I would
like to use in the game. Would you list
what Weapon Class they should be and
the amount of damage they cause?
GWA: [ can list what I would place on
them as a referee. What your referee
wants to do could be a vastly different
matter.

Weapon WO D
Bolo 1 1d8
Sheriken 2 1d4
Quarter Staff 2 1d6
Machine gun 11 4d8
Vibro Sword S 4(} pts.
Thrown boulder 1 Var.
Thrown

humanoid body 1 1d6
Squirted liquid {any type) Var.
Fist (Per

attackers HD) 1db

Driven vehicle 2 var.
Indirect fire
weapons 3 var.

* var. means variable depending on the

i abhan F the roforon

GWQ: 1 have a mutated bear character

and my referee maintains that since it
hasn’t any armor its armor class is 10. 1

say it should be 5, just like a Dabber or
a jeget.

GWA: The armor class of a species 1s not
just based on the thickness of their fur or
hide. It is also a function of the species’
speed and size. The 10 for no armor
applies to human types that are walking
around in their skin and little else. I agree
with you that a bear type rates better than
a 10. It is still up to your referee to deter-
mine the actual number. I would say 1t
rates anywhere from 7 to 4 depending on
how fast the creatures of your referee’s
world are. I would place it at a 4 in mane.

1920s Adventure Game

GBQ: I like the fistfight system in the
game, but I don’t get to use it very
often. Everyone is always carrying
guns. This often leads to losing a lot of
player characters. What can I do?
GBA: There are several ways to decrease
the lethality of your game:

1. Remind your law enforcers that a hive
criminal full of information is more valu-
able than a dead one. Of course, you
have to have done your homework as
judge and worked out what the captured
criminal will know!

2. There are many situations where char-
acters begin hostilities 10° or less away
from one another. Have NPCUs you are
running attempt to disarm and fhstiight in
such situations. Your player characters
will quickly see the advantages of this
type of procedure.

3. You can always have your law enforce-
ment agencies issue warnings to ofhicers
about the use of firearms in crowded
public places or the public streets. As
judge, you could assign a percent chance
that missed shots hit innocent bystanders,
resulting in legal actions against the offi-
cers who fired.

GBQ: I have been playing in the
GANGBUSTERS™ game module Mur-

der in Harmony for weeks now and
finally believe I know whe the killer
was. Tell me if it was Frankie San-

sotta? It must be him.
GBA: That module has received a great

many good comments. I won’t tell you f
you are right or wrong, but that module
is one of the best reasons why playing
GANGBUSTERS game can be so much
fun. There are few modules out rnght now
that will make you work harder to solve
vour adventure.




ered an “atrocity” and looked down upon
by all respectable airmen. It can logically
be argued that any pilot would want 1o
try to land his plane no matter how slim
the chances were.

DFC(): I have a hard time belicving
some of the luck rolls other players
claim they make. Sometimes I could
swear that my character has hit a plane
several times, but the other players still
claim that their characters’ plane 1s
fine. Iz there anything I can do to
prove them wrong?

DPA: Mot playing with them is the bes
adea, but if that’s not a viable alternative
for you, simply keep track of their hits
and location. If they see you doing this it
won't be long before you can be surce they
arc being honest in their record keeping.
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GW(): Why are pure strain hemans
given sa many benefits over other
player characters?

GWA: After the game bad been out for
awhilec, we notvoed a trend; players were
playimg mostly humanoid mutants. Play-
ers were creating characters which ook all
of the advantages of a human body and
added the powers of mutation. Further,
we felt that the concept of pure strain
bumans survivang after the war years was
a vital onc. 1o encourage the playmng of
pure strain bumans, they were miven
benefits which would add to the chances
of therr surviival — and 10 the GAMMA
WORLD zame, characters can use all of
the belp they can get!

GW(: Why can’t characters increase in
hit points like they do 1o every other
role-playing game?

ZWA: The GAMMA WORLIDD gamc
concept ceals with a savage environnrent
which requires that all beings start out as
tough as possable. This forces the player
character to start out sirong. The empha-
515 15 ¢ material and intellectual develop-
ment, as opposed to physical
development. |

GWi{}: How many spines can the Horl
Choos throw in a given melee tum?
WA The plant can throw 1d8 at any
single target and 1d4 at up to five targets
m its thirty meter range. When the plant
i5 faced with over five targets it wall refuse
to fire, not wanting to get destroyed 1n
some type ol stampede. '
GW{Q: Are the creatures and plants
listed in the baoklet edible?

GWA: If you can catch them and can kdl

them first, I think that you deserve to eat
them. Just watch cut for the many poison
glands that most of them have in unusoal
parts of their bodics.

GW{): I have a player character who
died and was placed in a functional life
chamber. She was brought back alive,
but my referce tells me she has total
ammnesia and can’t even speak the lan-
guage. Iz this the way a life chamber is
sopposed to work?

GWA: A function of the chamber is o
stnp away all of the rechnological knowl-
edge of the character. The refcroe may
determine that all knowledge has been
taken away, but this seems a litde
extreme. On the other hand, your charac
ter has been granted hife again_ If the
character was worth anything to begin
with, you got a luck break.

GWIO: My mutated wolf character
encountered and was kilted by a gen-
eral household robot. I don’t believe
these things arc programmed to attack
creaturcs. Am [ wrong?

GWA: A general household rabot coukd
have a pest control prograsn. It may have
considered you a pest, and controdled you
the best way it knew how.

GB(): The price list does not give the
price of a shotgun. How much is it?
GBA: A standard shotgun costs $375. As
always, the GM may adjust this value to
fit special circumstances if desired.

GB(): The diagram for shotgun fire at
the bottom of page 11 in the relcbook
says that all targets take 10 points dam-
age for ranges of 26" - 757, but the
rules and charts state that targets only
recerve 5 hit points. Which is correct?
GBA: The diagram is correct. "Targets
should receive 10 points of damage.
GBL): My grandfather was a military
peliceman during the 19205 and 3t
sounds like a fun thing to try, but my
referee won't let me play a character
like that becaunse it iso’t standard to the
game. Am [ out of line for asking to
play this type of character?

{:BA: There are problems with setting up
a character ke this one. 'This character
isn’t just a gionfied cop. There is rank to
consider, as well as the fact that such a
character would mainly be concerned
with mibtary and not cviban sitations in
Lakefront City. Although you could prob-
ably talk your referee into lethng you play
one of these types, it probably wouldn’t

be as much fun as you might think,
because you would be constantly forced
away from the action that everyone else is
experiencing.

GB(Q): My character fired a burst from a
Thompson, and my referee said it hit a
nearby friendly policeman. I say that
my character couold aim the barst
towards the area I designated, but he
says I couldn’t.

GBA: The rules say . _ . If the dice roll
indicates a hit, then all characters in the
firing character’s Field of Vision are hit ™
This means that the cop took one no
matter how hard your character tned 1o
direct it away.

STAR
FRONTIERS

Sciemvore-Fledbon Game
SF{): ln the second paragraph of the
section on “Administering Drugs™
(page 16 of the Expanded Raules), it
mentions 24 hours as the time limit
afver which a character whose stamina
is at 0 or below cannot he revived.
Shouldn’t this be ) hoors as stated
elsewhere 1n the section?
aFA: Yes. The time limat should be the
standard 20 hours.
$FL): On page 20 (Expanded Rules), it
states: “For cvery tenth of a gravity
(-1 Iz} less than 1.0 . . . the distance a
character can leap and vault is
increased 5 m.”” That seems rather
large. Is this valuc correct?
SFA: No, the decimal point has been lefi
out. The distance a character can leap
and vault 1s mcreased .5 m for every .1 G
less than 1.1).
SF(): On page 34 of the Expanded
Rules, it states that “MEDIUM move-
ment 15 16 to 75 meters/turn.”’ Is this
corTect?
SFA: It should be 46 o 75 meters/iam.
S3FQ): The Ranged Weapons Modifier
Table on page 22 of the Expanded
Rules and the text on page 32 disagree
with what is printed on the centerfold
and the Releree’s Screen in reference to
attackers and targets in vehicles.
SFA: All the correct information is 1o the
bhook, but 1t isn’t all in the same place.
‘The correct modhfiers are as follows:
Antacker in fast vehicle: -20
Attacker in slow vehicle: -10
Target 1o fast vehicle; -20
Target 1n slow vehicle: -10

SF(}: In the defense table on page 40 of
the Expanded Rules, the power used up
by the albedo screen is stated to be 1




M R LU

tuming.

ATH): Can neutral clerics turn undead
or paladins, and can they control them?
ADA: A lawhul nesiral cleric affects
undead {or paladins} the same as a good
cheric does; a chaovtic neutral clenc aflects
them as an evil cleric would. (Mote that if
a character exhibits a marked tendency
toward good or evil, the DM may allow
this 1 overrule the normal result )

AIN): Are monks a subclass of clerics?
Of thieves? Of both? Of neither?

ADA: The monk i8 a character class in
and of 1tself, not 2 subclass.

ATH): With the deal-classed homan
option, can a character switch from a2
class to a subclass (fighter to paladin,
for example)?

ADA: No. A character may oot switch 1o
a subclass of the original class.

ADM)Y: TIf a dual-clazsed haman charar-
ter who is still operating only in the
sccond class (1.e. oot yet able to use the
benefits of both classes) is hit by a vam-
pire, from which class are the levels
dramned? If they are lost from the sec-
omdl class, are hit points lost as well
{azsnming the character has not yet
gaincd any additional hst points from
the second class)?

ATA: The levels come off the second
class, since that 1s the one 1 which expe-
rence 1s currently being gained. If no
new hit points were gained with those
levels, none are lost 1n the level drain.

BHA: Asfarasgamﬂmchanmm
cencerned, the extent of damage from a
gun depends upon the suse of Lhe bulbet.
Although a derringer is a small gun, it
can fire ammunition around the same size
as that of the average repeating nifle, so
the damage ratings are the same. The
main difference between the weapons 1s
the range, which iz a function of barrel
length. {The farther a bullet has to travel
before emerging from the barrel, the
longer the range it has.)

BHL): I vyon draw two guns, there is a
penalty of -3 to first shot determina-
taon. If you deaw an FIDE and an SAR,
which specd do yoo use in comparing it
to an opponent’s speed? Which gon do
you take the -3 off?

BHA: You take the -3 off both guns.

Under normal crcumstances, you com-

pute the brst shot determmination usang the
fastest weapon.

BH(): Under the weapons chart, when
it says reload rate, does a reload raie of
3 mean that it takes 3 turns to reload?
When reloading, do you just stand ont
there being shet at while reloading
your gun?

BHA: Mo. The reload rate number tclls
you how many rounds you can reload per
lurn. You can replace up 6 3 rounds in
one turn for a weapon with a reload rate
of 3. (Reloading involves taking the spent
casings oul of the cyluwder and putting 1o
fresh cartridges.) While reloading you
may walk, kneel, or drop prone, but you
cannot run, evade ride a borse, etc. It 15
recommerdded that you Hind cover while
reloading.

BHI(): Tn the O.K. Corral example, 1
cannot understand why Morgan Earp
has a 92% chance to hit. The way I
Figure it, the Base Accaracy 35 82%,
with a +*10 modibier for short range and
a -10 medifier for hipshooting, giving
an overalll 82 % chance to hit. Could
you please explain how you et $2%
Base Accuracy on the first shot?

BHA: 82% 18 correct. The book s 1n
error. Apparently the hipshootimg mods-
fier was added to the example as an after-
thought and the totals were never
changed to take it into account. The rat-
ngs should be 82/72/62 for Morgan’s
three successive shots.

yginme dinRL

Scirnce Famiassy Game

GWO(): The turbine car is listed on the
transport tables in the Revised
GAMMA WORLI) game but is not
detailed in the Transport section in the
details of vehicles. What happened?
GWA:: The car 1s detaided in the ald set
but was missed 1n the new one. For those
of vou who do not have a set of the old

rlcs, here’s the car:

Turbine Car
These holdovers from the 23nd
century were stll in hmited use.
They are all wheeled, and powered
by an efficient turbine which burns
fossl fuels. A solar cell on the roaf
powers Lhe hghis, radar, and ch-
mate controt systems.

GWO0): Are the 5 points of damage the

portcnt can absorb cumulative ever any
melee rounds or 1= 5 a total from melee

round to melee round?

GWA: It's 5 points of damage from each

melee round.

GW(Q: 1have some plant plaver char-

acters im my campaign from the old
GAMMA WOELD game rules. The
new rules do not allow for this. Sheould
I make them start over?

GWA: The GAMMA WORLD game is
a very open systemn. Don't take every-
thing from the new version and change
what you are used to. Just fill in the gaps

with what works best.

GCW.): How do the feathers of the terls
warn it of radiatson?

GWA: They change color to a deep red.
The deeper the red the higher the radia-
tron. These feathers wall do this once after
bewng detached from the mutant.

GW{): My player characters want to
use the disposable jet spray drugs as
weapons. What shouald the Weapon
Class of that spray be?

GWA: Make it Weapon Class 3 but keep
track ol things hke wind or artihical pro-
tections on the body this spray strikes.
GWY{): Is it pessible to use the Ants-
grav Shed az a vehicle?

GWA: Thos sled was first designed o lift
heavy weights and make them easy to
carry. If an intelligent berng wants tc use
it much like a modilied skateboard it 15
perfectly acceptable. Double their normal
walking and manming rates.

GWL): I like the GAMMA WORLD
game a kot and can forgive some of its
more amazing concepts, but how in the
world can the poison of a fish change a
something to stonc?

GWA: Treat the chemical given off by the
ert as a catalyst that takes minerzals from
the air and nearby enviconment and
forces them into the bady of the bitten
creature. The effect appears to cause the
creature to turn to stone. i ths 1sn't
believable enough treat the bite as magic
and cnjoy the effeet on your player char-
acters without understanding .

STAR _
FRONTIERS

Srience-Factien Game

SF(): What is the limit to the number
of skalls a character can know?

SFA: The only ltmit to the number of
alilﬂsachamctermnaﬂquuemhnwmany
the character can “afford ” Fxpencace
poinls accumulated -r.lumlg adventures
can be spent to gain skills as described on
page 11 of the Expanded Game Rule-
book. The character may spend any or all
of the accumulated points at a Gme.
There is no upper limit.

SFQ: Can Dralasites usc two weapons
without getting a penalty? On page 4 it
says they can, but on pages & and 23 it
says they can’t.
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the number of attacks vo which the char-
acter would otherwase be entitled). The
parrying bonus can be used only against
one attack per rouod. Subtract the
strength bonus (if any) from the attacker’s
“to hit’” roll. [Note that only very strong
characters benehit from parrying.) |
ADO): Monster Manual IT says that
Belial is the mvost handsome of all the
arch-devils. 1s he handsomer than
Armodens?

ADA: No, Asmwodcens is the handsomest
deval. Since Asmodeus 13 in charge, he is
obvicusly the cleverest and most charis-
matic of all the infernal beings. -
ATM): Are dual-classed characters enti-
ted to additional weapon proficiencies
when they start the second class? For
example, suppose a 6th-level fighter
with a strength of 16 and a wisdom of
17 becomes a cleric. He was proficient
with six wcapons as a fighter:
longsword, long bow, dagger, crossbow,
javelin, and medium lance. He cannot
use any of these weapons and still gain
experience as a cleric. Is he now eligi-
blc for the two weapon proficiencies
that a first-level cleric can have in
addition to the first ssx?

ADA: Yes. Weapon proficiencies for
dual-classed and multi-classed characters
are cumulative, so characters are entiled
to proficiencres as per the appropriate
levels for all classes professed. A dual-
classed character gains additicnal
weapon proficiencies as per the second
class. Note that o lurther proficiencics
tor the oniginal class may ever be gained
after the character takes up the second
profession.

AIX): Can a spellcaster apt to do bess
damage than he is entitled to with a
spcll such as Fireball?

ADMA: Not unless the spell description
specifically allows it. Damage from Fire-
balls, Lightming Bolts, etc. | 15 a set range
depending upen the caster’s level. The
caster cannot control or lessen the dam-
age. So a Firehall from a bth-level caster
will du l6, whether the mape wants that
much or not.

AIX): What 15 the correct hat dice bisi-
ing for the pyrolisk? Monster Manual
IX lists it as 43,

ADA: The pyrolisk should have 43 hat
dice, not 43.

AD{: What would happen to a crea-
ture going through a Passwall tunnel if
it suddenly closed uvp?

ADA: The creature would be imprisoned
m that spot and would probabily dic from
suffecation U not rescued withun a few
minutes.

POLYHEDRON

AIM): Can an illusionist create a crea-
ture with a gaze attack from the
Shadow Monsters spell? Will the gazc
attack work since the monsters created
by the spell are in part real?

ADA: The gaze attack 15 real some of the
inye. Use the percentage of normal dam-
age potential given by the spel descrip-
tion (1.€. 20% for Shadow Monsicrs,
0% for Denn-Shadow Monsters, and
6% for Shades) a3 the chance that the
effects of the gaze attack will be real.
Check cach tume the gaze 15 used. Victims
are sl entitled to the appropriate saving

Wild Wesd (camr

BHO: On page 17 of the BOOT HILL
Rulebook, it states that a civilian scout
for the army earns $75 per month. Yel
in DRAGON® Magazine #76, in the
article “Saved by the Cavalry,” it says
that a civilian scoat earns $1 to 52 per
day, which would be a monthly total of
$30 to $60. Which is corvect?

BHA: Dhifferent sources give different
data. According Lo oosl contemporary
accounts, $1 1o 2 per day is correct for
1876. A scout captain or a veteran might
recelve more, as might a cvilian socout in
the 1890s. Az a rule of thumb scouts are a
lictle betrer paid than soldsers, but not
greatly so.

BH{): That same article points owi
that “While brawling, soldiers receive
a 5% bonux an their hitting and chance
to do damage.”” The system for brawl-
ing as explained in the rulebook uses
no percentages and has only one roll
nccessary. How can this 5% be used on
the brawling tables?

BHA: The BOOT HILL game system
was to be redesigned, using percentages
Jor all rolls, but that has been postponed.
Consider the 5% bonus as a +1 to the
fighter’s voll (1/20th of 100% « 5%).
BH{): The article also cxplains how
soldiers gain experience points, and
gives 2 chart detailing their progression
in rank based upon experience points
gained. I don’t understand how this
works with experience as explained in
the rulebook. How does EXPERIENCE
and SURV¥IVAL MODIFICATION
work? What happens when you survive
12 genfights?

BHA: The rules let a player rell for ini-
tial cxpenicence, and the character gains
cxperience for every gunbghl survived
thereafter. In terms of the military, char-

...............

ACIErS Call @uIn CXpereTee upr o 120 b
oo furiher, It your charactor is a sobdicr,
you use the experience as hsted in the
article 1o advance your character.
Survival also allows a character to gain
experience Jor other scores.

A character who has survived 12 pun-
hights or more may roll with a +10 to s
score, but remember that characters do
age. (See page 17 in the rulebook for
aging etfects.)

Srience Fandasy (amne

GW(}): My playvers complain because [
often make normal-locking plants and
animals do mutated things. 15 it neces-
sary bo change the appearance of a
plant to make it mutated?

CWA: It is porfectly acceptable to make
your apples blow up when bitten or your
watermelons spew seeds when cut, but
you should warn your players that such
things have been known to bappen in the
past. After such a warning, whatever
happens should be fairky consistent. If a
truat explodes because of a regional muta-
ton, then all the fruxt i that area should
explode. 1f rabbits blow up when killed,
then all rabbits 1n that arez should blow
up when kalled.

GW{): My player characier has a dex-
terity of 10. My GM tclls me that this
means he can only jump six feet. He is
nime feet tall. I don’t think this lamita-
tion is fair.

GWA: There must be some method to
determine how far the average character
can jump. If your character has a special
mutation or you feel that for some reason
your abilities are better than normal, it is
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proper to ask for special comsideration
Just take what 15 given 1o you with good
grace, and don’t complain if it 13n’t all
YO want.

GWO0): My character has Nyctophobia,
and the GM says that the character will
be fIroren with Iear even in the shadows

of a Torest. Ducsn’t this make the char-
acter pretty unplayable?

GCWA: That interpetation of the rules is
stronger than it should be. The defects
are designed to help the characters as well
as make them think of ways to get around
the defects. Remember that the monsters
you [ave with thas or similar defects will
be easter to conquer. Keep trying to think
of ways to overcome the handicap. If it
becomes too difbcull, then starl a new
character.

GW0Q: I have a player in my game who
wants to use a dincsaur for the hasic
animal stock. What do you thank?
GWA: With all the muzations running
around the GGAMMA WORLI game, 1t
would be possible for big repiies 10
return. Let them start out as anything
they want unless you feel that 1t will radi-
cally alter the balance of your game. Feel
free to @ive them some of the defects that
the dinosaurs could have bad, bke being
slowed down by cold climates, or having a
nervous systemn that wouldn’t let them
know they had been bitten until ten min-
utes after the act.

GW(}: My character became a member
of the Archivists Alliance, and now my
GM wen't let him use laser gonsx
hecause she says they are considered
special by the group and must be stored
away. Is that the way it should work?
WA That 15 a perfect example of the
kinds of things the Archivists would do.

You have to accept thas and roll with the
pmineches.

STAR _
FRONTIERS

Srienre Fictinn Game

SF(): How many credits does a tele
scopic sight cost?

SFA: A good telescopic sight costs )% of
the cost of the weapon for which it is
mtended. For example, a laser nile costs
30 credits, so a scope for it costs 40K
credits. But a scope for an astomatic rifle
(300 crechis) costs only 150 credits.

SF(): Which weapons can telescopic
sights be put on?

SFA: Telescopic sights are usually used
on rifle-type weapons, since they are
designed to help improve aim on long-
range shols. Scopes can be used on pas-
tols, but thas 15 ot commuon due to the
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weapon's shorter range.

It 15 possible to mount a scope on any
heam weapon except an clectrosatanner,
any projechle weapon except a machine
gun or recoilless nfle, and any gyrojet
weapon excepl a grenade mortar or a
rocket laoncher. {(Shoulder-bnong weapons
Like the Jatter two come with sights
already affixed. The adjustments for the
sight are already figured into the weapon
stafistics. The additional benehit of drop-
ping one range category only applies to
detachable sights. ) Sights cannot be used
on grenades or archax weapons.

SF(Q): Sathar arc reported vo be nnaf-
fected by electrical shocks and doze
grenades. Are they also unaffected by
somic stunners?

S3FA: Mo, according to the latest reports,
sonic stunnecrs and other sonic attack
torms bave normal effects upon Sathar
SFOQ): Sevcral illustrations depict Dra-
lasites using their racial ability of elas-
ticity to flatten down, peer over objects
or around corners, or even form a sem-
blance of facial features. The Expanded
Rules {page 6) give some idea as to the
number of limbs and Gongers that a
Dralasite can form, but do not help in
determining what other elastic func-
tsons the Dralasite can perform. Is
there a guideline, or should the maoder-
ator make spontancous decisions?

SFA: There i1s no definitive set of rules on
whal a Dralasite can or cannot do with
elastcity — 1t would be impossible o
cover all the bazes. But some guudelines
do exast. The minimum diameter Jor the
Diralasite’s body 1s that of a limb — 10
cm. Conceivably, the Dralasite could thin
its entire body to a cylinder of that theck-
ness, bot no thinner or the internal
organs woulkd be crushed. 5o it could not
flatten enough to slide under doors, for
example.

A Dralasite’s slan is not self-adbering.
That 15, it cannot bend a inger arouryd to
the wnst and attach 1t like a prece of
chewing gurmn t0 a desk. So, although it
can wrap itself around to completely
enclose an air pocket (for floating}, the air
15 held 10 by muscular contraction — not
absorbed into the creature’s body. The
Drralasite could conceal small objects thas
way to¢, by wrapping around them arx]
holding them inside.

Assume that any funcuon a Human or
Yaririan coukd perform (such as leaning
arournd a corncr or peening over a barri-
cade) can be performed by the Dralasite
with a small stretch. Greater feats of
elasticity can be performed within the
stated limits, but they take time. The

referee can determoine how much given

ume a given feat should take using the
growing or withdrawal of a limb as &
3FL): The Sundown or Starmist mod-
ule makes several references to the
“hcavy weapons®™ skills of PCs in the
game, while the Advanced Rulebos:k
(page 11) indicates that these heavy
weapons skills are germaine to the
regitlar weapons skills of the same
nanme.

SFA: Heavy Weapons is not a separate
slall. Chance of suecess 13 determined
according to the category of the weapon
in the usual manner, but a heavy weapons
modifier is apptied as well. Scc page 22 of
the Expanded Rules for detaits.

SF(): When a Yazirian cniers battle
rage and gains the “+20 to hit in
melee,” docs this indicate that he hits
better with beam weapons, gyrojet
weapons, projectile weapons, thrown
weapons, or just with melee weapnns,
martial arts, and bare hands?

SFA: The batde rage modifier applies
only 0 melee, as stated. Use it when
attacking hand-tc-hand with melee weap-
ons, bare hunds, or marual arts, but nod
with ranged weapons.

SF(): What 1z a robot’s “to hit™ in
melee and with a ranged weapon?

SFA: A robot’s basic chance o bit (for
Both ranged combat and melee]) is 30%
plus (ten omes the robot’s level). The
InitGative Mod:ber for a robot 15 its level
plus 3. All other combat modifiers apply
Just as they would for player characters.
SEQ): On page 59 of the Expanded
Rules, you have included a table cover-
ing the average ahilities of all the five
races for help 1n creating NPCs, What
doesz the “PS5" stand for before the
Indtiative Modificer?

SFA: “P5” stands for “Punching Score”
SF(): Since ¥rusk have more than two
legs, if they fall and sprain or break a
leg, their other legs could make ap for
the loss, couldn’t they?

SFA: “To a certain extent. A Vrusk with a
broken leg can mowe at '/2 the normal
rate rather than not at all. When the leg is
splinted, the Vrusk can move at 34 of the
normal rate.

5F(); If a Dralasite should fall, could
they flatten themselves or make them-
selves round enough to absorh any
damage?

SFA: Mo. Dralasites cannot use their
clashcity to avouwd falhing damage or to
withdraw himbs so thai they will not be
sprained or broken in a fall. Tt 1akes ten
minutes o withdraw a single limb. The
falling Dralasite would bit the ground
long before any limbs could be withdrawn

Fssise 7 1 8N



A ROLE-PLAYING GAME FEATURE

1 ispElL ConFusion
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DED* Eu-mpanmn guestions

ndasy Adveniure Game

D{): It says in the rules that 2 magical
net cannot be damaged except by fire or
acid. Dwes this mean that it cannot be
ripped by giant strength?

1YA: The magic ol the nel prevenis it from
bemng npped. 1f the DM teels that the cap-
tured creature 15 esperially strong, he may
allow the net a saving throw agzinst being
ripped.

IX): I was reading the information about
Clan Belics and the Keeper of a Relic,
and the GClan-master. How does ome
develop a player character like these?
DA: These positions are always held by
nonplayer characters. The pogitions zre so
vilal (o the clan that these characters do not
adventure, and seldom leave their area.
IH): In the section covering jousta, the
mules state that all entrants mmst wear full
plate mail and carry shickds (AC 2}, 1s it
possible to uze magical armor or shicld to
have a better armor class?

DA: The presence of knights with magical
armor would instantly be noticed. Those
bghters would be forced to joust with
knighis of equal armor or magic.

DA): Does an carth elemental have 1o
have dirt to form, or can it appear and
take the shape of rocks or sand?

DA: A large amount of loose earth must be
present for the elemental to form.

[H): With the elemental form potion, s it
necessary 0 have the fire or water, cic.,
in the area to change into the form?

DA: Yes.

Dunmerdasms"

Faniasy Adveniure Game

The following are ADED™ questions that
were asked of E. Gary Gygax at the GEN
CON® RPGA?® Network members” mecting
as remembered by a charter member

present at the meeting.

AIN): Is T2 ever going to come out?
ADA: The manuscrpt for the T2 module is
boished and in ithe appropnate hands. No
definitive date has been sct for release,
however.

ADL): Some of the monsters in the ADED

POL.Y HEIDHIDN

books are pretty useless, and many are
ncver scen in the modules. Is anything
going to be done about this soon?

ADA: Work 1s being doae o update and
improve the FIEND FOLIO™ Tome. Lt is
possible that all the monsters could be put
10 two big volumes: A-L and M-Z; but
those plans are still at the discussion stapge.
ADK): At what level do dragons cast
spells?

AIDA: That is a funciion of the spell level
that they can cast. If a dragon can use
fourth-level spells, thar is also the level of is
ability: Un the other hand, if the DM has a
particularly old dragon, it is conceivable
that the dragon could have artained a hagher
level of mastery, but the decision woeuld be
up to the TIM .

5
W Faniasy
Sricnee {az e

GW{): Can the Illusion Generation muta-
tiom crcate images that the mutant isn’t
[amiliar with or hasn’t seen?

GWA: Because the illusions work with
sight, sound, and smell, it 1s impossible for
the mutant to drecam up things to throw at
its enemics. The mutant would have to have
seen or cxpenenced the thing it was send-
ME.

GW(): My players are trying to tell me
that with the Thought Imitation muia-
tion their characters can attack with their
own powers and, in that same melee
turn, use “mimicked mental powers.” Is
this correct?

GWA: No, characters can either use their
natural powers or the Thought [mitation
ability, not boih.

GW(): How can the oil of the bard ncps
be used without harting the character
trying to use it?

GWA: The character has to be resistant to
racdizlion in spme way. This iz possible
through mutation, by wearing special radia-
hon-resistant suits or by using a mutation
that allows fer working with things at a
distanoce.

GWL): I can understand the creation of
groups like the cryptic alliances, but I
can’t understand the reason for making
groups like the Friends of Entropy. They
don’t seem to serve any useful purpose.
GWA: There 1s an old Chinese saying,
“May you live in interesting imes” The
destructive groups among the alliances are

there to present interesting (imes to the
characters. They are the enemies that must
be beaten at all costs.

GW{): I had a Stage ¥V 1.D. and was
attacked by a security robot. [ argued
that the I.D, shounld have protected me,
anw] my referee said the 1., didn't mat-
ler.

GWA: Although the Stage V¥V 1.D. is good
against most robots, il the security robot
that you faced was crazed or programmed
to respond o unusual types of identidica-
tion, then you are oot of lack. The 1 I35
can’t get you everywhere, hat they will help
n 90+% of the arcas that require them.
GW(): Is the poison of the herkel strong
encugh to hurt the herkel?

GWA: The poison dealt out by any creatore
will hurt that creamre.

i;/ﬁf'ﬂf; YIS
k_,—/_.—f r

L9208 Adveniure Gamne
GB(): Can you have a character with
more than one class? My character
started out as a criminal and successfully
committed x robbery or two without
being canght. Then he was offered a
chance to join the police force as 2 rookie
and decided to become a cop. Since then,
he has started a “protection racket™
amongst the store owners on his beat.
They pay him a certain amount of money
per month, or clse he sends some small-
time thugs to beat them wp and trash
their stores. (The thugs are criminals he
has canght. He agrces not to arrest them
for their crimes if they do these assign-
ments for him.)

{Jn the other hand, the character has
sucoeasiully stopped many crimes during
his career with the police force and
brought a number of criminals to justice.
Should he get experience only as 2 cop for
his law enforcement activities, only as a
criminal for his sllegal activities, or both
(making him effectively a dual-class)?
GBA: Your character is effectively a corrupt
policeman. The judge can award experience
for both “carcers” independently for as
long as the character is able to maintain
koth. Experience for police functicns
(arresting cnminals, closing down stlls,
etc. } 15 awarded normally, but the character
is not entitled to the 10% experience bonus
for being an honest cop. Criminal experi-
tnce points are awarded for whatever profit
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by James M. Ward
Player's background

You live in the primitive village of Mew
Hope. Your home rests on a dey ndge
below QJuests Mountain. The climate ol
your area ig dry, but there are large for-
csts 1o the East of you — the influence of
the chain of mountains that Ouests
Mountain is & part of. Everyone knows

™ that directly north of the village is the

deadly slope of Death Lands {irradiated
land} that oo buman has ever sunived.

The village of New Hope itseil 13 made
up of all types of ving creatures, Fure
Strain Humans to intellipent, mutated
animals. It is 2 Stage One village, but all
of the Elders of the tribe and the more
adventurous younger males and females
have Stage Twe and Three artifacts.

Villagers are cordial to outsiders and
even have a guest house in the center of
the village that charges a small daily fec
for Jodging. New Hope is a crossroads jor
scveral areas of the Ancients that have
been left untouched since the ame of the
fiark Ages.
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For the past three days your village has
been prepanng for “Mas Day”™ It 1s a
tme when the Tree of Life is put up in
the center of the wiilage and all the mem-
bers of the tnbe decorate 1t with pretty
things they bave made. On the eve of
Mas Day candles are put on the tree and
everyone exchanges gifts. Mo one knows
where this custom comes from buat it
secms like a good idea, and all the kids
have a lot of fun.

Mas Day arrrves and all of the children
and cubs of the willage are up cary and
outside playing arcund the Tree of Life.
Your parents and fnends are just climbing
out of bed when the village is shaken by
sonic blasts from an ungeen force. Around
vou, adults come pouring out of their
homes, weapons drawn. Your vision sg
drawn t0 & point just beyond the edge of
the village; there to your sorprisc is a
huge man with a white beard, dressed in
strange red clothing — fying a large
metal chair of the Ancients pulicd by
cight mant, flying brown creatures!

With nary a word, adults bustle the
younger children intc their homes, and
without further arlo, they unlease every
wcapon they have upon the bearded crea-
ture. You watch 1n amazement as nearly
all of the encrgy blasts, shigs and beams
are as nothwng agawnst the chawr. One
weapon does completely cliterate one of
the brown things, but the other brown
creatures ignore the loss.

Next the manfereature lands by the
Tree of Life and begins o langh heartily.
Your gaze falls to a hand which rests on a
laser pastol and a laser nile strapped to
hisfite back.

GM’s background

High on (huests Mountain a large pack of
glacial ice has finally melted away after
centuries. It revealed an automated, solar
powered, robot factory. The energy from
the sun activated the computers and the

computers activate the maintenance
robots that began restoring all of the

systems of the factory. Tiwo days before
Mas the factery was fully functional and
the main computer system began search-
ing i1t3 memarics for the robets 1t 15 sup-
posed to builkd in the manufacturing
quarter. Lacking this data, the main com-
puter requested information from the
main office and received nothing from
there. Finally, after all centers of mforma-
tron had been exhausted, it locked outside
and determined that 1t was winter and
decyded to manufacture X M A S equip-
ment and the supplementary units that go
with them.

Soon these red systems and the grav

sleds and serve units to go with them
were winging their way off the assembly
lines and intc the testing sheds. Contrary
to their programming, the brst two
X.M.A S, units dashed away into the
night sky cn (heir grav sleds with their
brown servos leading the way. Seconds
later they were destroyed by four huge
orange creatures. The Mastey Computer,
seeing this destructien of inventory, took
matiers into its own tentacles. It increased
the power of the antennace on the servos
and made them razor sharp and diamond
hard. It alsc gave the X.M.A.5. unit a
hupge rocket launcher and a red plastic
bag tull of mmi-missites. The test model
dashed away into the late night sky and
was attarked by twae unclassifiahle hat-
things that completely 1gnored the heat of
the missile blasts and destroyed the servos
with blasts of radiation from their single
cyes.

Back at the plant a new X. M _A_S._ unit
was designed. It was made radiation-
proof, was designed with battle armor,
and was given three different mternal
weapons systems and two auxabiary laser
weapon systems. The hrown servos were
all endarged and grven mui-massile
launchers 1 their antennae and fiame
throwers in their tails. They were also
armored.

The most tme-consuming task was the
madification of the grav sled. It was also
enlarged, but the master program imsisted
on the open car shape, so force fields were
installed that would protect the X.M.A.S.
unit from all hut the large naclear blasts.
Thas modified unit was the one that flew
inio the peaceful village of New Hope on
Mas Day.

Type: X M.A.S. Unst

Status: JN)
Mumber: 1 Armor: 2
Hut dice: 16d6 Control: A
Sensors: AR Power: B

Speed: feet = 12/00(/18

MS-1D4'8 IN:11D8*8
PS: 5410 *20

The X.M_A_S. unit was oniginally
designed t¢ serve in department stores
around the world. The general des:gn
became so popular that it was manufac-
tured with grav sleigh and robotic servo
reinddeer. The nnit that landed in New
Hope had obviously been modified 1nio
something different than the original
design intended. It will be fricndly to all
the people of New Hope and give out toys
and the like 1o the kids. It will talk to
everyone and ask them what they want
and pramise to bring 1t the next year (a
promise that cannot be kept). 1f

NX-: 148 "1

the characters continue to attack after it
lands, 1t will be forced to devastate the
town, unil zome mutznt destroys its
POWEr Source.

Weapons systems
Intermnal

Vibre Dagger WOC: 4 D: 3db
Fist {mace) WC: 1 D: 1d6*Sw.
Stun Grenade Thrower WC: 8
I}: Stuns
External
Laser Pistol WOC: 13 D:hdb
Laser Rifle WG: 13 D: 6d6

Type: Servo reindecr  Status: 1IN
MNumber: 8 Armor: 2

Hit diee: 12d6 Control: A
Sensors: ASB Power: AfD/ER

MS: NIL IN: NIL DX: 1d8'8
P3: 3d20 *500

The 3. Reindeer was originally

designed to serve as a surplus pulling unat

for the X.M.A.5. umt’s sleigh. It has

been modifed vo act as Fire Support for

the protection of the X M A S unit. Its

systems are internal.

Mini-missitle launcher
B: 20d14

Flame Thrower WOC: § D: 10410

Type: X Unit sleigh

Thas unit was onginally designed to be a
Small Cargo Transport. The modified
unit has the following additions:

& Twvo Scparate Force Fickds: 200 hat
poiiis each; the force fields operate inde-
pendently of cach other.

@ Electrified outer ghell: Does 3d 1O of
damage to all those touching at.

® Llouble hut points: ‘The unit's structure
has been modifyed to withstand double the
hit points af the normal unit.

® Although it normally operates with
hand aod foot controls, it does bave Lim-
ited audic control capacity and will obey
simple directional commands.

All units, including the laser weapons,
are powered by broadcast power from the
robot factory, giving the units a range of
500 kilometers.

The 3. Keindecr will react to any phys-
ical attack with the flame thrower in their
tails. Their mini-missiles are shot on the
instructoms of the X . M.A.S. amit.

If the 3 M. A 5. unit is destroyed, the
X unit sleigh and remaining S. Reindeer
will retomn to the factory at maximum
speed.

Although the X M.A.S. unit is pro-
grammeq to be jolhy, it will not allow itself
to get into sitnations where it can be eas-

iy desiroyed. -@
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become a megacomputer, much hke a
Think Tank without the biochemical
brains. The programming became so
sophisticated that the machine gained a
sort of survivalist intelligence. It now
verbally commumcates with the leader of
the Followers and is quite adept at coax-
ing groups of Followers into Ancient ruins
to find more programs and software. -

Defenses of the Base
Besides the mutatonal powers ol the
beings there and the large array of normal
weapons found in many places in the
GAMMA WORLD game, therc are
several defensive systems wvatal to the base:

a. The complex is wired with a listening
system that has a range of 330 meters.

Androids. These beings each have two
sub-lieutenants who are also Thinker
Androids. This pyramd of structure
continues down through the whele orga-
nization. Advancement up through this
structure 15 based on technological knowl-
edege of computers andfor the ability to
bring in equipment and programs impor-
tant to the group. Strong mutatonal

All of the beings in the installation are
there to provide technical assistance to
this mechamical intelligence, or protect it
jrom danger. There have been three suc-
cessful attacks on the installation in its
long history, and the computer doesn’t
want a fourth. Thas 1s why it created the

Anything larger than a rabbit will be
heard.

b. There is a radar network that will track
flyers larger than 1 meter across, up tc a
distance of 1,000 kilometers.

¢. The Linal chamber before the main
computer system is programed to flash 18

powers or the use of powerful non-com-
puter technological devices are minor
concerns to those that follow the Voice.

Materials common
o ouiside bases

current leader of the Followers. intensity radiation on all raiders that All groups of this allance which number
enter to reach the computer. more than 500 are given items from the
Leader of the Followers d. The final defense is passive. Thercisa  main base, and kept in special shrines
fakc computer station with active controls built by that particular group. Thﬂ'iﬂ
Cyborg/Defence borg and lights so that all raiders entering the items inclade: a Lape recorder with the

equivalent of 90 minutes of the Borg

area will believe they are facing the main _
giving advice and encouragement to all

HIT POINTS: 120

SEMNSORS: AMB/C
ARMOR CLASS: 1

computer unit but will actually be [acing
a durnmy one.

searchers fur artifacts; a very strong light

source that shines automatically at mght;

...............

E{?mr}j;gﬂéd  Special ase interior chambers and a portable encrgy detector that the
MS: 12 ' The underground complex goes 300 best members of the tribe are allowed to
IN: 18 meters jnto the hillside, and is a cirdle 250 take out on foraging expeditions.

[]-}E:* 18 meters in diameter. The main computer Flags and pennants which display the
PS: 200 chamber and its nuclear power source are  Symbol of the Followers are in abum-

SPEED: Pods 100/6800/1 20

-

DESCRIPTION: The leader was built
after the last successful attack on the
instaliaticn. A standard Defense Borg was
fitted wath a Cyborg braincase and given
the full control over proteching and
increasing the effectiveness of the station.
This machine has given the orders to the
rest of the group for 2(H) years. It has also
arted as alast line of defense in three
separate and unsuceessful attacks on the
staton. The borg will come and attack
anytime the main doors are breached.
The cyborg has a very pleasant voice,
and commonly rewards Followers with
useful technological items when new

equipment and computer technology are
brought back to the main base. Although

generous with the equipment of the instal-
lation, it thinks nothing of sending groups:

into known radiated areas for items it
feels it needs. The unit stresses logic 1n all
its Followers, and when presented with
logical successful conclusions to problems
it will also reward those followers with
raises in rank.

The Leader is in contact with 11 other
outposts within 600 kilometers of the
main base. It directly manipulates thie
actions of these bases, which scrve as
clearing houses for many different types
of equipment taken from the Ancrents.

POLYHEDRON

ai the back_ with large work areas and
store rocms next. There is also a small,
fully operational android vat complex.

To the front of the base are the spacious
living quarters, which serve as rewards
for good service.

The Borg rotates in poople from the 11

other bases as their technical capacity and

knowledge makes themn suitable for the
operation of the highly complex systems
of the main base. Those beings that are
replaced are given positions of responsi-
bality and powcr at the lesser bases.

Concepis and policies

The primary Tesponsibility of all members
of the alliance is to bring the computer
technology of the Ancients to the main
base. Computer programs and devices are
valuable, and bring substantal rank
changes when delivered. Any other alli-
ance can be worked with if 1t resalts in the
acquisition of more computer material.
That is, although logical hehavior and
thought are -e:m:uura—ged anything goes 10
an effort to acquire computer matenal.
The discovery of new areas of the
Ancients is an important secondary goal.
Discovering new areas opens opportuns-
ties for discovering more hardware. -
The hierarchy of power is pyramidical.
The Borg is the }eader, and it has two
sub-commanders who are Thinker

relate to camputer dﬂﬂcg&f”” ;
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Pt s, lamps, unusual

-“ nd ILl'u: like can always be found

in the possessions of the group.
Legends

Few legends are passed on by The Fol-
lowers of the Voice, but their major myth
deals with a Follower that discovered a
crazed computer doing great harm to the
arca he lived in. The myth reveals how he
destroyed the computer which helped his
people, but be was then cursed to wander
the land forever, ixing damaged com-
puters for the rest of etermity.

The only other story of any conse-
quence concerns a fabled tree which
grows compuiter programs. The story 1s
about a man named Jony who travels
through time planting the seeds of the
fabled tree over the land. Thoese who find
these trees are said 10 be lucky for the rest

of their days. @
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to muloply and grow strong. The alliznce
has been very successful at this because
they are almost always the most organized
and discaphoed group. This allows them
to focus their efforts in ways alien 1o
almost all other intelligent specics.

Prar 15 always ready for battle. Unlike
the areas in the surrounding hills, Prar is
constantly under attack by powerful
mutanis; it frequently takes the weapons
of the Ancients to kill or drive them off.

Leader of the Knighis
Jon Law

HIT POINTS: 150

RANK: 2

MS: 17

IN: 14

DX: 17

Ps: 10

CH: 30

CN 18

AFRMOR CLASS: 2 (Powered plate)
WEAPONS: (short range) Black ray
pistol (WC: 15); Encrgy mace (WC: 5)
(long range) Fusion rifle {WC: 16)

DESCRIPTION: Jon is 29 years old and
became the leader of the Knights when he
successfully fouond and delivered a huge
cache of Ancient weapons to the Citadel.
He is the best of a young breed of War-
riorfScientists who are not only interested
in fighimg and destroying all intelligent
mutants in the world but also in develop-
ing scientific principles that will further
the Krights of Genetic Purity,

Jon’s main interests lic in maps of the
Ancients. He has a collection of over one
hundred and pays well for new ones o
add to hus collection. Known for his skill
as a fighter and courage dunng battle,
Jon 1s the uncontested leader of the war-
ror society of the Knighis.

Jon has a personal guard of 50 Kmights
armed with weapons of the Aocient; they
often go mto the surrounding areas on
search and destroy missions agzinst the
few mutants who have tried to setile
within two hundred kilometers of Prar.

Jon 15 currently working on a project to
strengthen the Citadel against all possible
forms of attack. Withun the last three
months mutants have breached the walls
of the town with high explasives and Jon
has ardered that the walls of his castle be
madge stronger with whatever duralloy
could be fourkd in the area.

Because of his own rapid rise from the
ranks, Jon is very aware of the actons
and motivations of younger warmiors. He
often takes a special interest In the best of
these young Knights and brings them into
hus personal guard, a two rank jump.

Defenses vf the Citadel

The Citadel’s cuter defenses depend on
the people of the walled city of Prar. The-
cretically, while the walled city remains
strong, the Citadel does nod stand 1o
immedhate danger of invasion. The wall
surrounding the city of Prar is 127 high.
The Citadel itself has a 307 wall with all
of the classical Medieval defenses:

a. Vats with boiling ol.

b. Catapults with huge stones and special
fire bombs.

c. A large supply of crosshows and
roissiles.

d. Narrow arrow slits for the safety of the
bowmen

€. A heavy, single gate into the Citadel

f. A second circle of walls in the event
that the Citadel's main entrance is
breached.

Base interior chambers

There are about 100 rcoms in the nterior
chambers. Here can be found the living
quarters for all Knights with rank above
3. There are armonies for weapons, both
Ancient amwd newly made, chambers for
storage of food and equipment important
to the Citadel, and the grand assembly
hall tor the leader and his men.

Behind the assembly hall are the cham-
bers for Jon and his wife. They are blled
with the most important discovenes of the
Ancients and guarded by a security robot
that only Jon 2nd two other scientists are
able to activate and deactivate.

The outside walls hold the barracks for
the remainder of the Knights, the sheds
for the brutorz and other mounts, and the
work rooms for fixing and malang the
everyday items needed for life in the
Citadel.

Concepis and policies

The Knights af Genefic Purity alliance
opcrates under a teudal systemn. Jon is the
king; he bas two dukes and four counts
who assist him. This structare follows
true down through the raniks; the three
lowest-ranked Knights are considered
squires until they perform brave acts for
the alliance.

Although fighting between Knighits is
allowed during struggles for power, this is
strictly forbidden when there are mutant
power groups 1n the area. Koighis are
expected o follow the direction of all
higher-ranking Knights, and cowardice is
strictly punished on all levels. Success in
battle 1s more important than suceess in
acquiring material goods, but Jon's poli-
cies have shehtly modified this.

- NPT _ - N —
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Materials common to
ouitside bases

All Kmght greups spring from, congre-
gate around, or develop exasting castles or

stone fortresses. The primary goal of
newly-formed groups i1s to develop the
structure mnto a full-fledged castle for
defense and appearance. All castes have
a lord of at Jeast the sixth rank and he has
20 followers of at least the third rank.

K.nights are fond of missile weapons of
all types and there are always some avail-
able to outside bases. The heavy crossbow
1s a [avorite castle defense, and these
weapons are able to hit with accuracy at a
disiance of up to several hundred meters.

khnghis appreciate the clothing of the
Ancients and dress in such things when-
ever they are found. This does make them
popular with Yexils, however.

K nights wear a red square emblazoned
on their shiclds, armor or clothes as a sign
of identitfication. Their standard flag
displays an unbalanced scale of justice to
demonstrate their unyielding commitment
to racial purity, although some smaller
bhands may also include the form of some
mutant that has hothered the Knights and
been defeated.

The symbod of the Knighis
of Genetic Purity: an
unbalfanced scals.

All Knight centers have brutorz that
are raised for battle.

Legends

Their most popular legend deals with one
of their number from Ancient history
called Pul Banyon. This seven feot tall
hero was reported to use a2 doubie-hladed
axc to sweep hundreds of bis enempees
aside in battle. It is said that this fighter
rode a giant blue Racox into war and was
only defeated hy the use of technology by
some mutant race of little people. They
say that 1o this day Pul wanders the
MNorthlands slaying mutants by the
foresthul.

Another legend deals with a king
named Art who pulled a glowing Vihro
Biade out of a stone and used it to kill
huge hzard mutants that breathed fire on
helpless women. Thias story further details
how the king foolishly married a human
loolong mutant girl who later betrayed
hin with one of his best fighters. €3



o A ll i adnce
The Iron
Society

by James M. Ward

Part three 1n the series on GARMBMA
WORLITP® game power groups details the
Iron Society, also called Mutatorists.

Geographic location

The strongest concentration of Iren Soci-
ety members resides on a large irradiated
1sland off the west ccast of what was the
United States. The intensity of the radia-
won ranges from 9 al the main caty to 18
in several mile-long patches along the
northern coast. The main city of the
Vutatiorosts 15 an awesome sight; towers
and spires made of flat plates of crystal
vap the cty. This sheet crystal forms in all
intensity 17 areas. The sheets are used as
tnilding marerials for the beings of the
island. The crystal sheets create an
Astounding, almost blinding, effect when
the sun glances off their surface.

Although other beingz have made their
way to the island, the city itself has newver
heen attacked, mainly becanse of the
radiation. As a rcsolt, the people are
(quile peaccful while on the 1sland. They
only turn into fanatic killers bent on the
tlestruction of all nonmutated life when
away from their island. Further, the only
weak link in the Mutatonists® island
nrganization is that food must be grown
an the mamnland and imported.

Inhabitants

The mutants of the Iron Socety are all
mulated humanowd or animal creatures.
Mot one of them remotely resembles a
Purc Strain Human. Again, Mutatonist
roups are very aggressive and destrac-
live when out of their environment. The
total island has 3,000 inhabitants who
are all members of the Iron Socety. These
heings tend 1o respect power
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The aty itself has shightly over 4,000
mutated inhabitants, all of whom are
totally remstant to radiation and its
cifects.

History

The Iron Society was born out of the
rabble of the radiated arcas of the world.
Massive mutatons were the e instead
of the exception during the easly vears of
the war. The creatures that were created
devcicped a hatred for the forner aviliza-
fixated on the few remamning Pure Strain
Humans, and eflorts were started to com-
pietely wipe out the race of man from the
earth. Mutationists were only partialky
successiul.

The Iron Society civilization contains
an odd mixture of high and kow tech.
matenals. The level of sophistication in
the society is about equal (o that of the
American Indian before the coming of the
white man. There are groups that have
taken Ancient equipment and adapied it
for their aggressive use. Mutationists
always have some sort of radiated weapon
at band, Irormn lugh intensity radiaved
rocks to shotguns that shoot 18 intensmity
peliets.

In 1ts own unergamzed way the Iron
Society seeks 1o take over the earth and
bring its own version of peace to the land
— a peace without hbumans. Because of
their method for picking leaders (see
below) and thesr terdency te travel in
packs rather than organized units, the
mernbers of the Society have not been
very successful. What power they have 1s
the chrect result of their iImmunity to
radiation, but thear culoaral fanlts have
hindered them in their expansion efforts.

Leader of the Iron Socicty

Violence within the city 18 always
restricied 1o the Arena of Leadershup.
Since the very early days of the Iron Soci-
ety the position of leader has been
awarded to the strongest ighter. Once a
year the leader of the Iron Society must
submit to tmal by combat. A contest is
held in which all challengers hight each
other to the death. The final winner of
these games then has the chance to fight
the leader of the Iron Society. The present
leader, Keral Kon, has won seven such
matches.

Keral Kon
HIT POINTS: 182
RANEK: X
MS: 18
IM: 14
DX- I8

PS: B

CH: 18

CM: 18

ARMOR CLASS: 1

MUTATTONS: Kenetic Absorption,
Bodily Control, Regeneration, Taller,
Skeletal Enhancernent, Speed Increase,
Absorption { Radiation), Genius Capabil-
ity (Military}, Mental Shield, Télekinetic
Flight.

WEAPONS: Stun derringer (3 shot)
(WC: 12}, Energy mace (WC: 3), Stun
whip {WC: 5), Micro-missile lJauncher
(WC: Ih)

DESCEIPTHON: Keral is 27 years old,
and is the most logical of all the Tron
Socicty members. He came 10 power
using both his mvental muatations and
strategk abilitics; few come ncar to equal-
hng bun 1 the aris of war. Unfortunately,
he has oo legical followers, and his plans
are often negated because of the undisci-
plined actions of bis subcommanders.

His main interest is in creating an effi-
cient “war machine,” by training younger
members of the Seaety who have not vet
wandered far from the island. He hopes
te develop 2 hundred or so of these mto
the disciplinved core of a much larger
army.

Ancther of Xeral’s interests includes
breeding rachation-resistant mounts for
his army. At the present time he has not
succeeding 1n gething any amimal 1o sur-
¥i¥e In more than intensity. > radiation,
but his breeding program 15 highly sophis-
ticated and could produce positive results

in a year or less.

Defenses of the city

The city relies on the fact that 1t 1s sur-
rouncled by helds of radiation. I any
cryptic alliance could overcome this hand-
icap they would be nearly unsteppable in
an aitack. They would bave to contend
with thousands of crazed mutants, how-
cver, which s enough ta make even the
bravest Kmght of Genetic Punty cringe.

Concepts amd policies

Radiation and all its effects are haghly
regarded by members. They spend a
great deal of time surrounding themselves
with unusual but usually nonlethal {gen-
erally imanimaie) mutations created in the
fields of radiation. Strange crystalline
forms, nnusual pieces of fused rock, and
cene-looking plant forms can often be
found in the camps and homes of the
Society members,

There 15 a general aversion to items
that have survived intact after the holo-
caust (with the exception of radiated

weapons). This 15 carmied oate unmutated
plants and animals, untouched places of
the Ancients, and unpolluted waterways.
I1 is ofien the assumed duiy of Iren Soo-
ety members to destroy or ruin such
thingz for the good of the cultare.

Materials common to
other bases

Radiation of one type or another 15
always near an Iron Socety communty.
Groups that travel away from radiaced
water from their former bomes. Anything
mutated 15 highly regarded. The use of
the crystal sheets found 1n intensity 12
areas 18 faarly common in Iron Society
structures. ‘These sheets are easy (o create
homves with, and are liked by all mutated
creatures for their beauty and usefulness. -
Members are fond of metal weapons of all
types and especially like the use of the
crossbow; scveral can be found in any
given party ol ten Mutatiomsts.

A silized hammer drawn on amy vertical sur-
1ace, usually o indicale a meeding place, s the
Sy of Mutationists,

Legends

The most often told legend (with many
variations) is about the young Mutationist
who cried Robot. The story goes that
there was a young mutant who was sup-
posed to watch the KEepkep herd. He
became bored and started shouting
“Rchot! Robot!” and langhed when his
people came tc kill it. To make a loag
story shon, he tried this several tmes
until no one came except an army of real
robots who destroyed hnm and one of the
80 Kepkep beasts he was guarding
(they e tough).

Another legend concerns a city named
Dalis. Legend says that everything one
cotld want is in Dals, and that it 15 ruled
by an Iron Socety clan called Ui-ng. As a
result of these legends, Dalis is the place -
all young Mutationists try to find when
they go on their first trip from the island.
MNone have succeeded. [53




of the

by James M. Ward

From the chaos of the Ancicnt wars rose a
Cryptic Alliance that was to be z truly
calmng mnfluence on a world gone mad.
The quasi-monastic order calling them-
selves the Healers were able to give man-
kind and mutantkind islands of peace and
hope n a world beyond recognition.

Geographic location

The main base of the Healers is an island
in a body of water that covers what was
once greater Chyezago. 1t is 4 small com-
plex, just a mile in radius. The tree-
covered 1sland i3 rich in natural rescurces
and physical beauty. The Healers have
purposely lelt it 1n a5 natural a state as
possible. 90% of the complex itself is

underground.
Inhabitants

The population in the main complex
fluctuates between 2,003 and 10,000
inhabitants, dt‘pﬁ:ndmg on: the type of
instruction going on. The population is
almost evenly divided berween mutants
and pure strain bumans (there iz a slightly
greater number of mutants). The inhabit-
ants of this island are some of the most
powerlul and technologically able beings
in the workd.

History
Dunng the war years, the city of Chicago
sank intc Lake Michigan. However, the
land was 1n a state of constant physical
and social upheaval, and one section of
the town rose above the water to became
a rather Jarge island. The newly-formed
rugged island and the life thac developed
n the lake itself created a peaccful haven
for those who were able reach it.

The complex itself is built from the
ruins of a military installation. A great
deal of medical equipment was lefi intact
here aficr the war years. This material
was designed for quick learning and easy
use by ali meitary personnel. It was also
designed to last for years. It became a
simple matter for the survivors who found
their way to the island to learn the medi-
cal techmiques. These skills have been

Cryptlc Alliance_

i-month

The ~

passed down through generations.
Early :n the hastory of the island the
desire for peace became a driving force.
Generation after generation sought to live
in harmony with the environment and the
beings they came into contact with in the
outside world. The medical skilis of the
1slanders became valuable to all putside
peaples, and some skills were developed
even lurther than the already high state of
the Ancients. The ahilities of intelligent
mutants enly mmcreased he efficiency of
the Healers as a whole, and soon medical
teamns of humans and mutants were doing
amazu:lg feats in the field of medicine. All
surviving groups who met the Healers
realized the value of beines who were ahle
to take care of the sick and wounded.
Soon the Healers were welcomed almaost

everywhere.
About 10} years ago the inhabitants of

the island discnw:rrﬂ a plant able to gen-
crate a sound frequency that soothed all
non-intelbgent creatures who heard it.
The plant’s powers were copied, and a
special compact sound generator was
created for every Healer who lefit the
island. This frequency generator is the
group's greatest sccret and proteciion
against attack.

Leader of the Healers

Mar Merc

HIT POINTS: 108
HANK: 20

M5: i2

IM: 18

NDX: 15

P59

CH: 22

CN: 18

.........................................................................................

-----
.......



i ;. _
1\\\1. AR VLYY \\ﬂ\"ﬁ" 1':'.' : .1 N n J.l‘ b o
—-u%:_ \\q m} l} .

DESCRIPTION: Mar Merc is withouat a

doubt the most amazing pure strain
human of the GAMMA WORLD® game

age. Her brilhance and dedication to the
betterment of the alhance has made it the
important force it is in the worlkd.

She 15 currently 3 years old, and
became the leader through her highly
capable administrative skills. Having
made several extensive freld trips in her
younger years, she is abie to brng a
knowledge of the Jands of the GAMMA
WOR LD game that few possess to the
1sland. Her temperance and conssderaton
for all life has become the watchword for
this cryptic alliance. Few beings who have
met her are able to resist her innate
charm and manner. This ability has
allewed her to bring outside Eactiona
which have been wanng for generations

o peace.

POLYHEDRON

Her policy of advising but never fore-
g groups has been haghly successful,
bolh on the island and 10 the world at
large. She is now working on several
medical projects that will totally reshape
the world. It her plans succeed, the dam-
aging influences of radiation will be grad-
ually wiped from the face of the planct.
This dees not make the Healers very
popular with the Radioactivists.

Defenses of the main base

There are several different types of natu-

ral defenses that surreund the Healer
complex. The land around the lake is
filled with powerful mutant animals who
create problems for any non-Healer who
tries to travel through that land.

The aquatic lifc of the lake 15 savage
and bungry. Unce, ten war canoes sel out
lo cross Lhe the lake to raid the island for
its supposed riches — none of the canoes
made it even half the way.

T'he above ground portions of the com-
plex are completely covered by forest,
making it imposabic to spot from the air.

Finally, near the complex is a powerkul
Irequency generator that even soothes
maost immtelbigent beings. This devioe 13
always in operabon, and was especially
usclul the two tumes the island was
mvaded by flying mutants.

Base interior chambers

Many of the muatant inhabitants have
unusual digging capabilitiez. This has
allowed the underground portion of the
complex to grow to easidy fill all the space
needs of the imhabitants. There are sev-
eral huge sechons devoted to biologecal
research, seciyons for surgery, and sec-
nons for the study of the physical sciences
and many other programs that are almost

equal to the achievements of the Ancients,

Concepts and policies

The Healers strongly promuoie peace and
urndderstanding wherever they go.
Although they follow the ways of peace,
they do not let their followers throw away
their lives, All mutants traveling outside
the 1sland must have several powerful
mutational powers so that they can cope
with the dangers and pressures found
everywhere in the GAMMA WORLD
game. Pure strain hitmans are always
given several different types of stun
devices which are created on the island.
These allow the Healers to fend off the
intelligent creatures who are unaffected
by the frequency soother.

The goals established by Mar Merc are
sumpke but powertul. The Healers are to
support zll efforts towards peace. Healers

are to stimulate studies in science and
pblosophy. Finally, the Healers are to
always present 2n air of confidence and
peace no matter what they feel. Tt is
hoped that these conditiens will promote
order and bring peace to lands where
danger constantly threatens.

Materials common o
ouilside bases

Mar Merc does not encourage the crea-
tion of hases throughout the GAMMA

WORLD game setting. It has always
been her policy to travel light and move
often. This has caused the order to
become wanderers, moving across the
face of the planet, spreading the word of
peace and trangquility.

To ard wandenng Healers, there are
Indden supply areas which only Healers
know about. These caches are Glled with
mwedical supplies and spare parts for the
highly technical medical tools thai each
Healer carries.

Truly dedicated Healers who lcave the

Thae symbol of the
Haalers

island are given the same materials and
must complete the raining provided at
the complex. These beings carry small
mexdbhcal kits which allow them to do quick
field operations. In this kit are several
packets of powerful medicines, cures for
almost all of the diseases known o the
workd.

The kit also contains several different
types ol stun weapons which will asually
stop even the most aggressive attacker,

Legends

Omne of the most vivid and popular leg-

ends of the Healers concerns a bay named
Lue of the Sky. According to the story,
thus young lad learned to walk in the sky,
and he developed a force that was able to
heal the sick and bring peace to the trou-
bled. There are numerous stones con-
cerning this lad, especially abeuat his
knack for geiting in and out of trouble.,
Another popular legend deals with a
mutant named Bencassy, who 1s said to
wander the workd healing those who have
been harmyed by radiation. Legend says
that a touch of his hand will cure even the
worst case of radiation contamination. Y



NOTES FOR THE DUNGEON MASTER

KOBOLDS ano ROBOTS anp MUTANTS
WITH WINGS

These are a tew of my lavorite things

by Roger E. Moore

In the secnon on " 'The Ongeing Cam-
paign” in the Dungeon Masters Guide,

SR ADEXD® game relerees are encouraged to

adapl scenanos and material from other
role-playing games into their campaigns.
The idea 13 to provide a wide variety of
adventures and to kecp the game cam-
paign from going “siale™ (“What, orcs
again? I'm sick of orcs.””) Characters from

d ATNED and DE&D® sames can even be

completely adapted into other garing

=F systems, 50 they may adventure throuph

the worlds of post-holocaust Amenica,

. outer space, the (CHd Wesl, pangster-

e : controlled cihies of the 1920s, and so

14

forth. This 15 certainly casier than adapt-
ing the games themselves into ADED
game stals(cs,

As the DMG notes, the trick is to

~ ensure the continuity of the characters

Irom one game system to another. This i3
a chfficult process. Anyone who attempts

-t convert DD or ADSD game charac-

lers 1o the GAMMA WORLD*®, TOP

. SECRET®, BOOT HILL®, STAR
- FRONTIERS®, or GANGBUSTERS™

games will quickly run ot a great many

" rpadblocks and dead ends.

In gencral, it isn’t nocessary to have
conversion systems from every role-play-

ing game to every other such game. Few

- GANGBUSTEERS gamcs will involve
g Dootleggers hurled back in time to the

1880s or into the far future; magic doesn’t
play a part in STAR FRONTIERS
games, and spies rarely bad siarships.
The AD&D and D&1Y games are more
open o campaign crossing sinee they are
fantasy based; the concept of alternate
worlds and universes 15 an integral part of
these game systems.

The most frequently used campaign

. crossover ¢xisis beiween the GAMMA

WORLLD game systemn and the DE&D/
ADED game duso. Converting characters
rom one system 1o the other 15 fairly easy,
as outlined in the DMG. The GAMMA

* WORLD game was derived from an

earher saence-fictton gare produced by
TSR, Inc., called Metamorphosis Alpha,
which was closely modeled on the D&D

EInsne #1858
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game. Siatistics hike strength, constia-
tion, dexterity, intellipence, and charisma
are rolled on three 6-suded dice 1n each
systemn. ¥Wisdom and mental strength,
from the AD&D® and GAMMA
WORLD® games respectively, are inter-
changeable as noted in the DM,

{Other role-playing games not made by
TSR, Inc., may be used, of course. Some
of these use similar methods of creating
characters, though they will always hawve
some major differences. Fer the most
part, the game referee will be on his own
when trying 0 Ggure oul conversions
between the different game systems {such
as frem Hera Games’ CHAMPIOMS™
game o AL} gaming, and back]).

It should be noted that when changing
a character from one game system to
another, the referce should be aware of
how expenence and skills are gained. For
example, in GAMMA WORLD gamine,
a character can gain charisma through
expernience; thus doesn™t happen with
N&DPgamecharacters, and they should
not be allowed to permanently gain cha-
nsma by this method. A game referee
could have a temporary increase in cha-
risma accur for an ADED or D& game
character adventuring o the GAMMA
WORLD game setting. When the PG
gocs back to his home universe, however,
these charsma points are lost and the
character should gain expenence from the
adventure as he usually does (this could
prove tricky when decading how many
X Ps a mutant 5} hizard 15 worth).

Developing game hybnids and crossover
campatgns 15 very appeahng. One of the
most humorous adveotures thal 1 rernemn-
ber running involved three dafferent role-
playing games at once. It was let slip to
the players that I was powng 40 run an
adventure in which their characters were
hurled into the far futarc. Evcryone was
encouraged to bnng their lavonte ADED
game characters, fully prepared for the
fun to come. A mixed bag of adventurers
appeared and happily jumped into the
Well off Many Worlds thal two sages asked
them to test out.

Sadly, instead of poing mto the hature
the characters were turned 1oto rabbils
and had their personal statistics converted
o the BUNNIES & BURROMWE™ pamc
systemn {produced by Iantasy Games
Unlimited). The B&B game presents a
workd much like that in the novel Water-
ship Dowmn; characters become intelligent
rabbits that go adventuring thoough farm-
yards and such. The look on the players’
faces when [ presented them with their
new character sheets (carefully completed
beforehand) made it worth listenmg to all
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the borrible names they called me after
wards. To make 1t worse, the players were
alsn given tiny rabbat mimiatures; cach
careflully painted with the same eye and
fur (hair} colors of their ADCD game
characters.

Fimally, the characters discovered that
they were being placed in a scenario
derived from Chaosium’s CALL OF
CTHULHU™ game and had to hght rats
which could summon minor servanis of
the Cthulhod gods. It was an amusing
evening {despite the names they called
e}

If this sort of thing appeals o you as a
referee or plaver, you may wish to
develop a hybrid campaign and see how it
works. Be warned, however, that exces-
sive " contaminatien” from one game
systemn 1o anather may ruin the campaign
as a whole. 1f a bunch of firsi-kevel nerds
in 2 D&Y pame campaign get their hands
on laser rifles from the GAMMA
WORLD game, campaign balance [alls
apart. Game referees should limit the
power and number of items taken from
one umverse o another, or may vary the
elfect of such 1tems if they Teel 1t neves-
sary. Thus, a bazooka in an AD&D game
world mmight fire bananas, laser pastols will
only work as Oashlighls, and sc on. Use
your best judgement.

To serve as a bridge hetween the
ADED and GAMMA WORLLD game
worlds, the following new monster 15
presented. Kobalts can easily form the
Link needed to interest ADEL game play-
ers in having their characters visit the
GAMMA WORLIDY game environment,

or vice versz. Are they really just blue-
dyed kobolds?

Kobalis

ADE&ID® game statistics

FREQUENCY: Very rare

NO. APPEARING: 20-8i males [plus
others, sec below)

ABRMOR CLASS: 8 {leather equivalent)
MOVE: 97

HIT TMCE: 3 {4 hp munimmam; noje
Hetghiened Constitution boaus to hp)

% IN T.ATR: &%

TREASURE TYPE: I); see Delow

MO, OF ATTACEKS: [ {2 with bows,
mare with technological items)
DAMAGE/ATTACK: By weapon Lype;
bite for I-2

SPECIAL ATTACKS: Magic andior
technological items; some have muia-
honal aiacks

SPECIAL DEFENSES: Magic and/or
techrological items; radiation and poison
resistance

MAGIC RESISTANCE: Standard

INTELLIGENCE: Excepiional
ALIGNMENT: Lawful newtral

SIZE: 5(3 % tal}

PSEONIC ABILITY: No truc psiosics,
but may possess psionic-like mutations
LEVEL/X.P. VALUE: N1 10+4/hp base
value (high intelligence and poison/radia-
tion resistance); note that soime ndivid-
uals may have missile weapons, weapons
doing great damage, or other magicalf
mutabional enclrancernents that wil raise
their base x.p. value

GAMMA WORLD® game statistics

NUMBER.: 20d4 makes (plus others; see
below)

MORALE: 1d6+ 4 .-
HI'T DICE: 4d6 {ncte Heightened Con-
stitution hones to hp)

ARMOER: & {leather equrvalent)
LAND SPEED: %5015

M5: 1d8«10 IN: 2d4+10 DX: 2d65
CN: 1d12+14 CN: 1d4+14 PS: 2d6+H

ATTACKS: 1 hite {1d2 damagz)

MUTATIONS: Infravision, Herghiened
Corsutution, Heightened Intelligence,
Modifred Body Part {tougher skin}

In the most ancient archives may be
found references to a powerful arch-mage
who located an nnusual alternate um-
verse. Greaturcs of strange design roamed.
this world; the landscape was devastated
by hre and war. The arch-mage sum-
moned an army of gobbns, orcs, and
allied mensters, armed them with the best
wrapons and equipment, set off into that
forsaken land to make war upon its
imhabitants, and found an empire from
which to raid other worlds and planes.
Mone of that host returned; the army was
destroyed by savage beasts with incredible
powers and by a sickness that couid not
be cured. Subsequent authonities now
believe that the only survivors were the
smallest creatures who were best able 1o
hide deep in the earth and adapt to the
new land.

Those authonties were correct. The
only survivors of thiz raid were kobolds,
and the new land wrought its changes on
them in return for their survival. Mow
calling themselves kobalis, these creatures
have picked up 2 number of beneficial
mutations from the radiation in thesr
environment. Their Infravision allows
them to see any heated body at up to B0
meters {08 yards) al night or in darkness
of any kind. They may detect the slight
wanmnth that plants emut and find places
on the ground where beings rested within
the last hour; this latter ability allows
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The GAMMA WORLD® Aquabot

by James M. Ward and
Hoger Raupp

The scene

"The creature came out ol the ocean’s
depths in a bubbling froth, outlined by
the setting sun. Its scnsor units flashed
brightly as its gun ports searched lor
targets on the land masses before it.
Guided by three pure strain humans who
were almost as perfect as the metal marvel
they controlled, the aquabot swiiched nto
land-walking modc and approached the
“mndestructable™ city that was home to
the Radioactivists.

Mutants within the walls senszed the
approach cof the killing machine long
before it came inte effecove inng range;
they rushed out 10 meet the creature
befare it reached the town. Thousands of
mutants, many with powerful weapons of
the ancients, launched actacks of their
own on the new menace from the sea.
‘The delenses ol their support, highter and
those of the main unit proved sufficient to
ward off most of the initial damagc.

Then it was the aquabot’s turn. Four-
teen missiles launched themseives at the
city. Fourteen lesser rockets fired at the
mutants that chastered hke ants at the
bot’s feel. Six beavy beam cannons began
melting the crystal walls of the outer ciry,
forming glassy luomps. Eight pencil-thin
beams stabbed cut at unusual targets and
punched fist-sized holes in every target
they reached.

Far twenty munutes the aquabot walked
towards the city and slugged it out with
the town’s mutated inbabitants. Finally,
as the bot rcached the center of the city, it
was stopped by the combined power of
over 10,000 mutants, destructive weapons
of the ancients, new gnes of modern
times, and one fally functional warbot
which was eventually totally destroyed.

The aguabot was left a smokey ruin in
the center of a slagged city. The surviving
inhabitants stared in shock at their rav-
aged bomes and felt awe at che thoupght
that one machine could do such damage.
As they tried to pull themselves up from
the despair ol their losses, one muatant
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with unusually heightened vision turned
and n the distance saw seven more of the
watery horrors rise from the sea and
move towards thewr caty,

TYPE: Aquabot

NUMBER: 1

HIT POINTS: Physkal body (400}
CONTROL: E

STATVIS: 4 ranks

ARMOR.: 1

SENSORS: A/B/C

POAWER: Twin nuclear plants with spe-
c1al nuclear plant in support figheer
SPEED: Pods = 240/10200/180, WATER
= 160/6800/120;

Support Fighter: Pods = 240/10200/180)

DESCRIFTION: The aquabot was
designed to attack and destroy malitary
installatons on the coasts or underwater.
Tweive aguabots were originally pro-
duced, and one industrial complex {loca-
won undisclosed) was designed to mass
produce them.

It 1z a three-man unit with two opera-
tors 10 the forward control room and one
aft in the support fighter.

Unit systems

14 mussileftorpedo tubes

Range: 11} kilometers (watery200 {air)

Damage: MH) (bit points), 300-meter
radius

Supply: unit normally has 134 torpedos
and 100 massiles o its carriers

14 rocket launchers
Range: 100 kilometers {water)/1,00(H (air)
Damage: 1{0) {hit pmints), 153-meter
radius
Supply: Unit normally carries 300
rocket launchers

6 heavy beam canmnons

Range: 2 kilometers {water)/10 {air)

Damagc: 335 (structural hit poinots of
damage); 00 {when used apainst
soft tarpets)

8 light beam weapons
Range: 1 kilometer {water and air)

Damage: 100 (structural hit points of
damage); 30 (when used against soft
targets)

Defense shield projectors
Two shields each absorb 2 total of 500
damage points, the shields =pew themsel-
ves 10 new status every 20

minutes. _

Defense bubble systems
These units allow the aquabot to move

through water absolutely undetected by
all known sensor equipment.

Detachable control head pod

In the event that the unit suffers extreme
damage, this ped can detach itself and
move away from the field of battle. The
pod may detach only when ali other sys-
tems have been destroyed. The pod may
automaticzally detach if control personnel
are mmcapacitated for any reason,

Support fightcr

Thas umit 1s capable of independent move-
ment when the aquabot is fighting on
land. When detached, the suppornt highter
carries & light beam weapons. The sup-
porl lighter has a personal body shaeld of
1¢4) hit points and an energy shield of 50
points that renews itself every 40 minutes.

Crew
There are 2 crew members in forward

contrel center, and 1 1n the support
Lighter

End of report

The aquabot fleet commander observed
that only onc aquabat was destroyed in
the attack on the aty. He felt confident
that o a short ime his fleet would dorm-
nate the world. It Jooked like nothing
could stop has victory.

He wouldn’t have been so conbdent if
he had seen what was trailing his fleet of
acuabot units at that moment.
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Abulia

RANGE: Self TYPE: T M
DURATION: USE:
FPermanent Constant

NUMBER: Self DAMAGE: None

EFFECTS: This mulationisa . . .
mental mutation which creates the
impairment or loss of volition . . . to
guoie Dr. Dundee, This natation pre-
vents the character from acting inde-
pendently. When the character sees a
role model performing a task, the mu-
tant will perform the same task, with
identical resalts.

Acapnia

RANGE: Self TYPE:C P

DURATION: USE:
Special Special

NUMBER: Self DAMAGE: Nene

EFFECTS: A mutant with this power
can halt his or her breathing for up to
10 minutes per Constitution point. The
character is unable to perform tasks
during this time. Once the mutation has
been used, the mutant must wait half
the amount of time he or she feigned
death before using the mutation again.
For example, if Sonja of the Red Death,
with a Constitution of 14, used the
mutation to feign death for 140 min-
utes, she would be unable to 12se the
mutation again until 70 minates
passed.

Accelerated Growth

RANGE: Self T™YPE:UPV

DUBATION: UsE:
Constant Constant

NUMBER: Sclf DAMAGE: None

EFFECTS: As its name signifies, this
mutation allows the matant to grow
without experiencing a corresponding
increase of Strength, Constitution, or
Dexterity. The mairiz below shows the
amount of growth the mutaat can expe-
rience. To determine growth, roll 2d6
and add the result to one-third of the
mutant’s Constitution score, rounded
down. For example, Scnja of the Red
Death has a 14 Constitution. Une third
of that is fowr (rounding down). Sonja's
player rolls a seven. The two numbeys
are added together to get 11. Senja’s
player consults the chart to learn that
Sonja has increased her height by 135%.
Sonja is 5§ tall; increasing her height by
135% makes her 119" tall.

15%
26%
J9%

BH%:
103%
124%
146%
171%
198%
Z28%

27T %
336%

428%
481%

ol3%
6T3%

HUMAN/
PLANT  ANIMAL
GROWTH GROWTH

10%
21%

165%

8l1%

Ti%

%
114%
135%
159%%
1856%
213%
245%
2T9%
3417%
J309%
5%
155%
h11%
BT2%

Acromegalic

Acclimate

RANGE: Salf TYPE:U D

DURATTON: USK:;
Constant Constant

NUMBER: Self DAMAGE: Mone

EFFECTS: This mutation allows the
character tv adapt to any environment,
Dx. Dundee has found that most altered
humans who pessess this mutation have
all moved north of the B0th parallel,
This muiation is now considered rare
elsewhere. A character with thia muta-
tion must take two hours to adjust to a

10 degree change in temperature. Until
the mutation aligns itself with a new

climate, the character is subject to
weather damage, buat at 12 normal.
Acephalons
RANGE: Self TSPE.UUP
DURATION: USE:

Constant Constant

NUMBER: Sef DAMAGE: None

EFFECTS: A character possessing this
mutation has no discernable head. The
facial subsbuctures are spread through-
out the trunk of the body or on an ap-

. The character ean ask for a
eye in a bhand if he chooses, but the GM
has the final say.

RANGE: Self TYPE: U FY
DURATTON: USKE:
Constanil Constant

NUMBER: Seif DAMAGE: Special

EFFECTS: This matation causes the
enlargement of the facial, hand, and
foot bones in the character, resulting in
a Charisma loss of 2d6. The damage
cansed by weaponless hand and foot
attacks is doubled for this mutant char-
acter.




Acule Acne

RANGE: Self TYPE:OP
DURATION; USE:
Constant Censtant

NUMBER: Seli DAMAGE: Special

EFFECTS: This mutation causes the
character's body to force poisons, choles-
terol, fats, excess sugars, and alcohol
out in the form of acne. This gives the
character an immunity to all poisons
which have strength ratings less than
or egqual to his Constitution. For exam-
ple, Sonja of the Red Death, with a
Constitution of 14, is immune to all
poisons that are strength 14 and less.
Poisons greater than [4 will have their
normal effects. This includes death
poisons, paralysis, and any other types.

Adipocere

RANGE: Self TYPE:UPF

DURATTON: USE:
Constant {Constant

NUMBER: Self DAMAGE: None

EFFECTS: The skin of a character
with this mutation secretes a brown
waxy substance that is water repellent.
All other substances are 40% repellant
as well. Onee a subatance has been
determined as repellable, the character
should make note of it. The effect i
permanent.

Aequorin

RANGE: Self TYPE: U PY¥

DURATION: USE:
Constant {Constant

NITMBER: Se)f DAMAGE: None

EFFECTS: This causes the character,
whether animal or plant, to secrete a
glowing substance commonly found in
deep ocean carnivores. This substance is
not photoreactive, so once it 18 removed
from the mutant it stops glowing within
minutes. Opponents have a +2 to hit
bonus to hit a mutant during night or
dim light situations. There iz alsoa —1
penaity to attack the character during
full daylight, since the character ap-
pears almost noncorporeal because of
the glow. If the substance is washed off
with soap and water, it will be secreted
to cover the character again in 1d4
hours.

Alarm
RANGE: MS+10
Feet TYPE: UM
DURATTON: USE:
When Asleep When Asleep

NUMBER: Self DAMAGE: None

EFFECTS: The character who has this
should roll 3d6 to determine the rela-
tive strength of the mutation. Multiply
that number by 10; the result is the
rading in feet where danger or motion
can be detected. This radius remains
the same throughout the character’s
life. The mutant will awake immedi-
ately when a predatory animal or
vivlent-minded opponent enters the
area of effect.

A Thin

RANGE: Self TYPE: U P

DURATION: USE:
Constant Constant

NUMBER: Self DAMAGE: Hone

EFFECTS: A character with this muta-
tion gains 4 +1 to his Charisma score.
Thag 15 because albinos stand out, hav-
1ng oo pigmentation in their skin, eves,
and hair. The character sees well dim
Light, but is bothered by bright light

and giare.

Altered Bload Content

RANGE: Self TYPE: U P

DURATTON: USE:
Constant Congtant

NUMBER: Self DAMAGE: None

EFFECTS: This mutation alters the
content of a characters blood and can-
ot be removed by using the Devolution
mutation. The chart below reflects a fow
of the poasible changes that could occur
because of this mutation.

ROLIL. CHANGE

1 Actinium; This element is radioac-
tive. When the mutant “bleeds” on
someone, the target must reoll a save
vs. radiation.

2 Arsenic: This blood is white, and the
mutant with it receives an extra
save va. poison when he comes in

contact with poisonous substances.
The mutant’s bloog is deadly to oth-

ers.

3 Copper: The blood 18 green whenever
it is oxidized. There are no other
honuses or penalties.

4 Gold: The character’s bloed is gold
cclored and is worth fifty domars per
liter. During any week when the
character bleeds himself to get blood

Y H E B,

for sale he mnst eat 12 ounces of gold
for each liter or fraction of a liter of
blood withdrawn.

5 Iron: This is the normal blood oxi-
dizer.

6 Lead: This oxidizer creates thick
black blood. All characters with this
blood content have a 1% chance per

battle of having a minor heart attack
that causes 2d 103 points of damage.

7 Mercury: The blood appears to be a
gritty silver. It is also highly poison-
aus to all other creatures.

8 Silicon: The character’s hlood is a
bright blue and has a very sharp
smell. The blpod can beused as a

high temperature glue for objects
such as graskets.

Altered Structursal Elemenit

BRANGE: Self TYPE: U P

DURATION: USKE:
{anstant Constant

NUMBER: Self DAMAGE: None

EFFECTS: Characters with this muta-
tion are not carbon-hased life forms. The
list below gives a few of the poasible
effects of thus mutation.

RULL CHANGE

1 Germanium: The mutant receives an
Armor Class deficiency of 2, but gets
a honus of 2d4 +6 to his speed.

2 Lead: This bulky character receives
a +2 Armor Class bonus because he
16 mare dense than other Gamma
World mutants, but he is slower. The
top speed this character can achieve
18 reduced by 244 from the original
stock .

3 Tin: The character receivesa +1
Armeor class bonns, loses 1d4 from
opeed and Ed4 from Dexterity, but
gains a bonus of +1&4 to Constitu-
lion. These mutants look similar to
The Created android types.

4 Silicon: This character possesses a
strong insect-like exosiceletal skin.
The mutant gains 1d6 Constitution
paints, but suffers a 1d6 +6 point

Dexterity loas.
Asexual
BANGE: Body TYPE:CP
DURATION: USE: Onee/
Constant 4 years

NUMBER: Self DAMAGE: None

EFFECTS: This mutation is one of the

most bizarre that Dr. Dundee discow-
ered. He found a tribe of completely

R O N
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Quadrupedal

identical people just south of Point
Barrow, Old Alaska. Seeing this, he
had to investigate. He interviewed
many of the tribesmen, and learned
that they “budded” to reproduce. Char-
acters with this mutation will bud a
new person every four years. The bud-
ding process takes nine months, and
the person grows to appear identical ko
the “parent.”

Attention Deficit

RANGE: Self TYPE: UM

DURATION: USE:
Constant Constani

NUMBER: Self DAMAGE: None

EFFECTS: This mutation eanses an
inability to concentrate on one subject,
exrept in times of dire need. The mu-
tant will have a —4 on the die roll for
figuring out artifacts. With the genius
capabilities mutation, the —4 rises to a
— 2. During combat, there is a 10%
chance that the mutant will forget who
the enemy is and strike at anyone. If an
ally stumbles and accidentally bumps
the character, there is a 75% chance
that the matant will beliave he ig the
enemy and attack the new target for
2d6 rounds.

P O L

Bipedal/'Quadrupedal

RANGE: Self TYPE: UCP

DBATION: USE:-
Constant Constant

NUMBER: Self DAMAGE: None

EFFECTS: This mutation gives ani-
mals the ability to walk on their hind
legs. Humans or other bi-pedals gain
tke ability to walk and run on all fours,
aixes, ete.

Cellular Pesychokinesis

RANGE: Touch TYPE:C M

DURATTON: USE: Once/
Yairable honr

NUMBER: 1 DAMAGE: None

EFFECTS: Mutants with this ability

can heal 1d4 points of damage to an-

other character once an hour. This mu-
tation does not work on the mutant
himself.

Color Blind

RANGE: Self TYPE:UP

DURATION: USE:
Constant Constant

NUMBER: Self DAMAGE: Nene

EFFECTS: This mutation prevents
characters from seeing colors. The mu-
tants only see black, gray, and white.

Control Birds

RANGE: 3d6x10 TYPE: UV
Meters

DURATION: USE:
1d4 Houra/Bird Constant

NIUMBER: DAMAGE:
Unlimited None

EFFECTS: This mutant atiracts birda.
Whenever birds get within range of the
character, they must roll a Mental
Strength check or be attracted for 1d4
hours. There is no limit to the nurmber
of birds that can be attracted to the
mutant at any given time. The birds
will flutter about, doing nothing harm-
ful. However, if the character is at-
tacked, the hirds attack the aggressor A
typical bird does one paint of damage
per attack.

Conirgl Insects
BANGE: 3d6 x5
Meters TYPE:UY
DURATION: USE:
1d4 HourTnsect Constant
NUMBER: DAMAGE:
Variable MNone

EFFECTS: This mutation is identical
to the Control Birds mutation, except
this mutation attracts insects. Any
character with this mutation will have
1o less than 1(H) insects within the
specified range at any given time.
Death Ray

RANGE: Variable TYPE:C MV
TINJRATTON: Inst. USE: Twice/day
NUMBER: 1 DAMAGE: Death

EFFECTS: This powerful mutation
will kall one opponent, if that opponent
faile his Mental Combat roll. The range
of this mutation is 2d6 +(Mental
Strength/3). A mutational force field
will nullify the effect.

Decreased Air Vesicles

BRANGE: Body T™YPE:U P
DURATTON: USE:

Comstant Constant
NUMBER: Self DAMAGE: None
EFFELTS: This mutation limits the
mutant’s lung capacity by 1-50%. The
character’s Constitution is lowered by
1d4 as well, but any saves against air-
borne poisons are increased by 4.
Evolationary Repression
RANGE: Self TYPE:UP
DURATTON: USE:

Constant {onstant
NUMBER: Seli DAMAGE: None

EFFECTS: A humanoid character with
this mutation regresses on the evolu-

Y H E D
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tionary ecale. The chart below can be
used with a random die roll, or the GM
can choose one.

IME RESIILT

1 Ausiralopithecue. This character
gains a +3 to Sirength and Constitu-
tion, but Mental Strength and ex-
terity are reduced by 3.

2 Cro-Mapgnon. This character gains a
+1 o Strength, and must subtract 2
from hias Intelligence.

3 Homn-Sapiens. This is the end result
to the human evolutionary track.
There are no benuses or penalties to

accrue. However, the character looks
like a pore strain human,

4 Monkey. The mutant gains +2 to
Dexterity and must subtract 2 from
his intelligence. He looks like a po-

rilla or a large monkey, and he is
capable of human speech.
Extended Life Span
RANGE: Self TYPE: U P
DURATTON: USE:
(onstant {Fomstant
NUMBER: Self DAMAGE: None

EFFECTS: The life span of a character
with this mutation is increased 146
times. However, this does not mean that
for 80 to 480 vears the character will
not die. Such a character is not immune
to damage by weapons, the environ-
menl, diseases, or creatures.

Hands
BANGE: Self TYPE: U PV
DURATION: USE:

Constant Constant
NUMBER: Self DAMAGE: None

EFFECTS: This mutation allows an
animal character to gain hands on the
front legs. These hands replace the
paws or hooves usually associated with
the animal. The animal with this muta-
tion 1a allowed to use weapons. If a
humanoid gains this mutation, his feat
are replaced with hands. The character
can stall run and walk, but his speed is
cuk by 25%. Weapons can be used with
these extra hands, but attack rolls are
reduced by 4.

Hump

RANGE:; Self TYPE:UFP

DURATION: USE:
Constant ¥ariable

NUMBER: Seif DAMAGE: None

EFFECTS: The hump mutation pro-
vides the character with enough food
and wrater to last for 3d6 days. The

F O L

bump, which 1s physical and looks much
like a camel’s hump, must be replen-
ishad with heavy eating at the end of
the time period.

Incendiary Spiitle
BRANGE: STR TYPE:CP
in Feet
DURATTON: USE: Unce per
Constant 30 min,
NUMBER: One DAMAGE:
CON X 1d6

EFFECTS: A character with incendi-
ary spittle can spit his napalm-like
saliva upon opporents if they are within
range. A normal to-hit is required. The
range is equal to the character's
slrengih 1n feet. The spittle causes 1d6
points of damapge per melee round for a
number of rounds equal to the spitter’s
Constitution. If the rancid saliva is
washed off, or dunked in moving water,
it will come off in 1d4 rounds. The mu-
tant is immune to his own spittle, but
na One eise’s.

Kinetic Bolt
RANGE: 30 TYPE:CM
Melers
DURATTON: USE: Once
Variable an Hour
NUMBER: Une DAMAGE:
(MS/3)d6

EFFELTS: When invoked, this muta-
tion sends a bolt of pure energy at a
target within range. The bolt will pass
through all metal and most force fields.
Any mutant with the Force Field Gen-
eration mutaiion will oot be effected by
this mutation, if the force field is in-
voked at the time of the attack. The
kinetic bolt will only effect living tissue.
Robatics, androids, and all other non-
living mechanisms are unaffected.
Laser Exes
RANGE: (CON) TYPE:CP

Maeters

DURATION: USE: Once per
Inst. 3 Knds.

NUMBER: DAMAGE:
Cne CONS3d6

EFFECTS: This mutation allows the
mutant’s retina to store light and repel
it in a forced pulse of coherent light.
This mutation caoses blindness in the
mulant for one round as the retina is
storing the light it is receiving. The
next round, the mutant must find a
target. Within a second, the retina
unleashes the stored light uncon-
acionaly. At that point, if the mutant
were to accidentally look at an ally, the
laser pulse still would be invoked. The

Y H E L
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laser pulse does 146 points of damage
for every three points of Constitution
the mutant has (minimum two dice).
The mutant must then rest his eves for
three reanda before uging the mutation
again, or risk permanent blindness.
While the retina is storing the light for
the laser pulse, the mutant is unable to
periorm any olber activity.
Light Producing
RANGE: Self
DURATION: USE:

Constant Constant
NUMBER: Self DAMAGE: None

EFFECTS: This mutation is gained on
an extremity. The player can decide
where this light producing organ is
piaced, such as the palm of a hand,
forehead, or the end of a tail, but the
GM has the final say. The light pro-
duced by this organ enables the mutant
to see within 30 feet in absolute dark.

TYPE:UP

Mandibles

RANGE: Touch T™PE:CP

DURATION: USE:
Constant Constant

NUMBER: One DAMAGE: 4d4

EFFEUTS: Mutants with this ability
have a bite attack. These beetle-like
mandibles are so strong that they cause
4d4 points of damage to the mutant’s
opponents. The character is also able to
bite throngh normal metal ohjects at a
rate of 1/10 inch for every round.

Mechanical Empathy

RANGE: 1 Foot TYPE:CM
per MS

DURATION: USE: Once per
Special 4 Hours

NUMBER: One DAMAGE: None
Machine

EFFECTS: This mutation allows the
character to gain information regarding
any machine, computer, computer com-
poaent, or peripheral. See the chart for
the information that can be gathered,
Strength needed to gain it For exam-
ple, a character with a Mental Strength
of 16 is ahle to gain the information for
strengths 3 through 16.



L

Lumbricales

& Muscles
¥ of thenar
_ eminence

Tendons
flexor digitorum sublimis

MS Time Informaiion

03 010 Sec Isthe machine plugged
into a functional power
supply.

04 020 Sec Isthe machine in work-
ing conddition.

b 030 Sec Is the machine on o can
it be turned on.

06 040 Sec Is there a touch alarm
activated on Lthe ma-
chine. '

07 060 Sec Is there a use alarm
activated on the ma-
chine,

08 060 Sec What is the mental sta- Muscles
tus of the machine. [sthe OT hypothenar
machine, or think tank eminence
insane?

09 070 Sec Isthere an operating
security system wiltkin Transverse —

10 080 Sec Is there an operating carpal hgament
weight detection security
system within range.

11 030 Sec Is there an operating
naoise detectiom security
system within range.

12 10{ Sec Is there an operating
motion detecting security This mutation has the following Himi-
gystem within range. tatinns:

13 110 Sec Eﬂmm;tgfm 1. A force field of RF +3 or greater on
within range that is the eomputer or machine will deuble
activated. theamﬂunt nftu:ue required to obtain

14 120 Sec Is there an operating the information.

| ultravisual security 2. A mutant with this mutation who
system within range. also possesses a Mental Strength and

15 130 Sec Isthere an operating Intelligence greater that 19 will be
electrical detection secu- detected by all think tanks within 2d20
rity system within range.  miles of the target machine’s snper-

16 140 Sec Isthere an operating structure or building.
mﬂl 3. For every Mental Strength peint the
within range. mutant possesses above 19, the amount

17T 150 Sec Is there an operating of time needed to gain informalion is
brain-wave detection cut by 30 seconds to a minimum of one
security system within second.

BB e A et the . RANGE: 30 TYPE: C P
machine. Meters

19 1708Sec Are the defensive devices DURATION: USE: Once per
on this machine poten- Special 4 Hours
tially lethal. HII]I[B_ER: One DAMAGE: None

20 180 Sec What are the defensive Machine
ﬂlf!‘ii"imﬂ present. '!']liﬂ will EFFECTS: This mutation allows the
give all information, character 1o mimic any sound that he
such as location, type of hears. This includes natural and me-
damage, etc. chanical sptnds. This mutation is usu-

21 150 Sec Is the central controller ally used by many creatures to lure
of this device aware of prey. The mutation also grants the
the mutant’s location, ahility to thraow a sound attack back at
and how does the ma- the attacker, such as a sonic blast. This
chine feel about it.

P O L Y H E »,

latter ability does the damage of the
ariginal attack and can only be used
once per four hours.

Non-Opposing Thumb
RANGE: Sell TYPE:UPFP

DURATIUON: USE:
Constant Constant
NUMBER: Gelf DAMAGE: None

EFFECTS: The character with thia
martation has thumbs an the wrong side
of the hand. The mutant is unable to
utilize weapons or tools which require

an opposing thumb.

Phenomanalysis

RANGE: Sight TYPE:CM

DURATION USE:
Constant Constant

NUMBER: DAMAGE:
Unlimited MNone

EFFELCTS: With this mutation, the
character is able to determiine by sight
alone if a plant or animal is harmiful,
poisonons, edible, contaminated, etc.
This also applies to dead plants and
animals, which can be examined before
eating. However, it does not extend to
cooked or processed foods.
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Ruminant Stomach

Ruminant Stamach

RANGE: Self TYPE:U P
DURATTON: USE:

Constant Constant
NUMBER: Selll DAMAGE: None

EFFECTS: This mutation gives the
character a multi<<hambered stomach
similar to a cow’s. The character can eat
normal foods, but prefers greens. When
relaxing, thia mutant often chews cud.
The stomachs pump a ball of partially-
digested food from the stemach up
through the esophagus. When this
aclion gecurs, the character tends to
produce unpleasant soundds.

Seasonal Stasis
RANGE: Self TYPE: U PV
DURATION USE:

Constant Constant
NUMBER: Self DAMAGE: None

EFFECTS: This forees a mutant to
hibernate for one-fourth of the year.
However, in the aother seasons, the char-
acter only needs to sleep one hour a
nighi. During the season before hiber-
nation, the character must gorge him-
self. This stores up food which is
required to help him survive the hiber-
nation. All hibernating characters must
gain at least 50% in their weight to
gurvive the hibernation. Anything less
than that will assare death.

Use the chart below to determine
during which season the character must
hibernate.

1-7 Winter 8 Summer
9 Autumn 10 Spring
If a normally hibernative animal gains
thiz mutation, the hibernation instinct
is instead erased.
J







GAMMA XORLD® Game Loot

Tons Of Treasure In The New Edition

_by HI'_'_!._I_%E I\lesmll_:!]

The new edition of the GAMMA
WORLD® game finds its ways to hobby
shop shelves in April.

To whet your appetite for this irradi-
ated role playing game, here’s a sneak
peek at the treasure chart and three of
the game's random treasure tables.

Looting the bodies of opponents is a
favorite pastime of GAMMA WORLD
game player characters. Loot can come
i two basic forms, money and artifacts.
The domar, money, is not universally

outside of the civilized circles
of the towns and cities.

The table above classifies how much
loot a creature might have. Each crea-
ture has its artifacts ciassifications
listed. Merely reference the table above
to determine how much of each type of
artifacts is available. Each item has a
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75% chance of being there. For exaispls, " & 10Xl

in loot Class A there is a 76% chanceof - 2 =

domars (1d10x10), a 75% chanee of junk, - S8 PG dns S nEE ens e
* Ml lmt t].:'pes hﬂ‘li’-E" a The ::ham:-e nf appearing in a treasure l:an:he

** All artifacts have a 50% chance of being found with a powercell. Guns have a 50¢%
chance of being found with 286 rounds of ammunition.

and a T75% chance of tech III artifacts.
Any artifact that uses powercells has a
5% chance of being found with one.
{Guns have a 50% chance of being found
with 2dé rounds of appropriate ammu-

nition. Baunbles (complexity 7 This is high B Globe

Loat typea 1J-Z are for individuals. quality junk. Most baubles are in fair 9 Empty butane lighter
Keep In mind that nseful loot owned by condition, and Lhere is a reasonable 1¢ 12 volt car battery
a group is usunlly being carried. There chance of finding useful spare parts. 11 S{]l.ll'l't bottle of hand soap
isn’t mmch point in having a black ray The market for them is 4d10 demars 12  Brief case
rifle and leaving it at home. each. 13 Kid’s squirt gun

Useful items on the treasure table are Curiosities {complexity 10k These 14  Bicycle pump
in poor condition if found as junk or are all items of reasonable quality. Most 15 Stopwatch
baubles. curiosites are valuable spare parts ar 16 Barricade flashing light

The tables below are only a smatter- small convenience items. As a rule, the 17  Electric BBQ coal starter
ing of the possible artifacts that can be mmdividual pieces are not very useful to 18 Dwog whistle
found. The Game Master should feel a player character. However, they can 12 Talking doil
free to choose his own items rather than be sold for 2d10x10 domars each. 25  Hearing aid
roll them on the tables. Just lock Tech Level Artifacts: Items in these 21 Sports trophy
arvund your house, garage, or work categories are useful, and the player 22 Multipurpose knife
place. There is bound to be something characters may want to keep them. 23 Sunglasses

prices. 23  Door knob

Junk (complexity 4% Technically 26 Keys
either in miserable mnd_'[t]ﬂ]'l' Or t]].e]r 1 EE.].].III int Pen 28 E]'lgl"ﬂ‘li"ﬂﬂ belt buckle
are so minor that they are next to 2 Kaleidoscope 29 Pinking shears
worthless. Sﬂﬂiﬂ‘tllll&ﬂ minor spare parts 3 Aniren 30 Adjustable wrench
result there is a market for them, and 5  Wind up alarm clock 32  Can of motor il
each piece of junk is worth 1410 6 Manual pencil sharpener 33 Brass name plate
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chance)
Blank computer disk T Lamprey disk
opark plug 8 Lexicon, computer
Gears 3 Moedikit
Muis and bolts 10 Motion detector
Cassette tape, music 11 Powercell, hydrogen
Baseball glove 74 Blood pressure kit 12  Powercell, solar
Rolodex, empty 75 Combination lock '3 Solar charger
Metal cheese slicer T6 Bunsen burner, no fuel line 14 Tool set
Capaciters & resistors Tf Holocube, showing a family 15-20 Roll on tech ¥V armorfweapons
Electric carving knife 78 Radio receiver in an ear plug chart
Locket 79  Electronic street map
Puzzle ezbhe 80 Label maker d20 Tech V Armor/Weapons
Eleetric toothbrush 81 Pocket caleulator 1 Blaster, Mark ¥
Electric razor 82 Earphones 2  Drone weaver
Manual can opener 83 Smokeless ashiray 3 Enpergy mace
Blow dryer 84 Slide projector 4 Forcefield generator
Grarden water sprinkler BS  Toy space gun, lights and sounds 5 Flying blades
Children’s book B6 Can of rubber balls 6 1d6 Grenades
Small machine parts BT Electrical bathroom scale T Hazmat suit
Electranic speller 88 Paintball gon 8 Laser pistol, IR
Credit card imprinter 88  Electrical extension cord 9 Laserrifle, IR
Price tag gun 90 Puity gun 10 Laserrifle, UV
Emergency beeper 81-100) Roll on large item table 11 Micremissile
Typewriler 12  Needler
Circuit bpoard and chip set d20 Tech ¥V Artifacis 13 Rad suit
Wall plug timer 1 Commumcator 14 Screamer
Hot plate 2 Glow cube 15 Smart dart
Empty pump spray bottle 3 Energy Cloak 16 Stun ray pistol
Joy buzzer 4 Envirslyzer 17  Stun ray rifle
Electronic die roller 5 LD.card 18 Tangler
Toy helicopter 6 Hazmat Suit, rad suit (50/50 19-20 Scope, IR or laser ]
P O L Y H E [ R O [N



Pod Mutation Increases

GAMMARAUDERS™ And GAMMA WORLD® Game Scenarios

by Alex hwanow

The following scenarios use the
GAMMARAUDERS game rules from
the box set and the Revenge of the Fac-
loids expansion. Special rules are pro-
vided with each seenario.

Adventure ideas are included for
AMMA WORLD game referees so the
GAMMARAUDERS scenarios can be

adapted to their campaigns.

Skitscfrantic Bicborgs
This secenario is for two to six biohorg
players plus one optional Gammasaurus
player. Determine randomly who starts
with the Gammasaurus; evervone else
selects a Cryptic Alliance and bioborg.
The Gammasaurus attains weapons
through his hand of cards. A fellowship
of at least three players i1s needed to
even up the odds if you use the Gamma-
BALIrS.

Read the following before the game

begins:

The Laboratory Rats have done it
again. While working omn a bioborg
mind control spore, the laboratory
was attacked by a band of mutazoid
psychopaths! The spore, which
wasn't thoroaghly tested, escaped
mto the outside world, infecting all

effects were not evident until pod
mutation season, which started am-
other conflict between the Crypiic
Alliances. It seemed that the
bioborgs had mental links with each
other, which resmalted in an odd case
of skitsofranticness. Even the mighty
| Gammasaunrns was a victim to thas

| madness.

' bioborgs and their partners. The side 5

Setting Up

et wp the game using all available
tiles. The Gammasaurus starts on the
outer edge of the hex farthest from any
fortress.

The Turn

This scenario uses the standard turn
sequence, with one exception (see be-
low),

Special Eules

The experimental spore unleashed on
the bicborgs transformed them {and
their partners) into skitsofrantics. They
to change their alliances and
strategies every few minutes! This is
one war the Factoids will never forget.

To role play split personalities, at the
end of each turn the players will leave
their bioborgs on the table in front of
them, then rotate clockwise one seat.
This gives each player a new bicborg.
That new bioborg assumes the Cryptic
Alliance, papcorn, and fortress of the
player’s previous bichorg. The players
retain their original hands of cards.

Victory Conditions

The game is won when a bioborg
trashes three of his cpponent’s fortresses.
This means that if a plaver with a
biobory trashes two fortresses and then
shifts chairs, a new player could win by
trashing one more hase with that bioborg.
The Gammasawmus cannot win.,

GAMMA WORLD Game

Imagine the surprise on your players’
faces as their characters’ orders are
changed every minute. Thev will never
be sure who is friend or foe. And if this
isn't enough to keep them on their toes,
they have a diabolic Gammasawrus and
other enemy mutanta ta worry about!

As The World Burns
This scenario for two to six players de-
picts a war in whach the bichorgs have
nueclear arms. OF course, bioborgs always
have boen nsing nuclear-powered flamess,
sluggern, etr., but nothing that would
nuke an entire hex tilel
There's a down side to these
nuclear arms, of course. Th harness such
powerful atomic energy, the bioborg
must pop eight pods at once.
Read the following before the game
begins:

{Un a recent recon mission to the
Marvelous Moss Marshes, a team of
Men in Black agents observed a band
of mutant humans harnessing the
energy of eight popped pods. This
projected a nuclear lager beam that

Y H E D

obliterated a mountain range. The
team brought this information back
to their superiors, whe sold the tech-
nology to the other Cryptic Alliances
| in exchange for several ancient
| recipe books on fine pastries. How-
| ever, since the nuclear power re-
- quires a large number of pods to
work, ansther pod mutation war
started.

Setting Up

et up the game using all available
tiles. After the initial hand of cards is
dealt, each player selecis a weapon to be
his permanent “nuke’em™ arsenal. This
will be the implement capable of de-
straying entire hexzes during the game.
1t doesn’t matter what the damage or
range value of the weapon ia. The
noke’'em weapon can be taken from and/
or returned to the hand at will, just as
long as the player does not exceed his
card limit. The weapon doas not add to
the bioborg’s attack or defense value
when in the combat stage of the turn.

Each player must write the name of
their nuke’sm weapon on a piece of
paper folded over and labeled with their
name. This will settle any dispates of

cheating.

The Torn
This scenario uses standard turn
sequence.

Special Rules

To fire a nuclear 1aser, beamer, water
cannen, ete., the bioborg must possess
the nuke’'em weapon chosen during
setup, along with eight pods. Since a
bioborg can only carry five pods, he
must have at least three pods already
stored in his fortress. This means that
not only must the hiohorg have a for-
tress, but he must also fire from it.
When a player declares he is going ta
pop eight pods to make a nuclear
attack, he turns his nuke’em card face
up and chooses a target hex.

Once a hex is fired upon with a nuclear
weapon, the tile 1s destroyed. All for-
tresses andl popocrn are automatically
removed from play. The player responsi-
ble for this bombardment is fully cred-
jted with any nuked fortresses. If there

R Q A
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is a bicborg in the nuked hex, it must
check to see if ita weapons smurvived the
attack. Roll 2d6 minus the number of
pods that the bioborg is caorying {include
pods stored m any fortress within the
same area to this penalty). That roll
must exceed a weapon's damage valoe
for the weapon to survive. All pods in the
area are history. Now, flip the tile over
onin its colorless side, as this tile is now
considered an “ocean of muck-hex”
Treat it as one big area, acting as water
terrain would. The nuked bioborg, how-
ever, i8 blown into the sky. It hasn't died
{these puys regenerate so fast that if the
wirld imploded, they wenld still retam a
pulse). To see where the bioborg landa,
roll 2d6, placing the counter on the num-
bered pod mutation area Just rolled.
Reroll if that specific area has been pre-
vionsly nueked. The biohorg retaina all
weapons surviving the earlier 2d6 roll,
but all pods are lost forever. In adkdition,
that bichorg player skips step 4 of the
turn sequence, as regeneration from
nuclear explosion requires time.

If a nuke'em weapon is destroyed
during the course of the game, it cannot
be regained. However, it may he re-
placed by any missile weapon card after
are one-shot weapons.

GAMMA WORLD® Game

It is bad enough that the player char-
acters are stalked by squadrons of gam-
majets, hordes of hovertanks, legions of

infantry, and indestructible bioborgs.

Now they have to worry about discow-
ered nuclear arms. It locks like the PCs

will have to be stealthy, as they are
hired to steal pods firom enemy

fortresses—hopefully preventing their

own land's transformation into an ocean

of muek.

Peek-A-Boo!
This is yet another scenario for two to
six playvers. Read the following before
the game begins:

The annmal Biohorg Breakdancing
Featival was a financial success.
Althwarh the holiday resulted in
violent earthquakes which turned

the continent into islands, it failed to

emd the Cryptic Alliance war.

‘When the land split, nuclear radia-

tion eacaped, mysterionsly trans-

forming the pod mutation areas mto

teleportation zomes.

ment of the nombered tiles only. To
simulate the islands described, place
these hexes anywhere on the game
table s¢ they are not in contact with
each other. Then, if you choose te in-
chade the unnumbered tiles in play,
attach them to the previously placed
tiles to increase the land mass of the

islands. After this i1s dene, the players
can choose bioborgs and place forfresses
nornsally.

zero in this scenario, because his flying
ability will unbalance things.

The Turn

This scenario nses standard turn
sequence, with an exception pertaining
te the 4th Movement stage.

Special Rulea

There are 11 islands with bioborgs
amd fortresses seattered all over. How do
you fight a war? Teleportation,

The yellow-orange pod mutation areas
are teleportation zones, Anyone or any-
thing {including bioborgs, popcorn, and
pods) that enters such an area must roll
246 to establish their destination. The
number rolled is the 1sland number
they move to. The player can choose any
terrain area on the islard that his
bioborg, popcorn, or pods appears on. If
the hioborg has pepcorn traveling with
him, they are teleported to the same
location. After teleperting, the Move-
ment stage for the teleportee ends.

If a player does not want his bioborg
to transport randomly, the biocborg can
burn a pod while teleporting. This al-
Yows the bishorg to appear anywhere on
any game tile.

Now comes pod mutation. Since peds
appear in teleportation zones, they can
teleport, too. Designate a player to roll
2d6 to determine where a pod appears
(except when it is imitially placed
through a Factoid card). Roll each turn
for teleporting until the transparting
pod is somehow retrieved.

Victory Conditions
The game ia won with a total fortress
trash-record of three.

GAMMA WORLD Game GMs
Frogirate the player characters by
sending them on & mission to retrieve
pads from varions islands. [t will keep
them on their toes to grab the pods
before the pods teleport. Spice up the
game by having the PCs mfiltrate for-
treases to learn where pods are located.
Consider giving the PCs pgammajets or
some means of flying to make their
jaland hopping easier and leas rﬂndum.i:l
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Evansburgq

A GAMMA WORLD® Game Adventure

by John Reynoids and
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coming on short notice. The High
Elder appears distraught and worried.

“About a month ago reporta of
missing children started coming out
of the city'’s elums. At firet the tales
hinted at just a handful of dieappear-
ing vouths, but now confirmed ac-
counts put the number at more than
two dozen. T'he people in the slums
do not respect the law enforcement
agencies, a0 | was quick to discover
that a police investigatinn was im-
possible.

“'8till, the people who live in the
slums are tense over the disappear-
ances, and I fear if this isn'l resolved
soon @ riol mightl break oul.

I want you to find the root of this
problem and locate the missing chil-
dren. Hopefully they are still alive, [
have no clues to offer, but I know you
are resourceful. Perhaps you should
start by questioning the head eonsta.
ble posted in the slume. It is impor
tant that you do not divulge you are
working for the authorities; the resi-
dents of the area would only act
beligerently toward you. They do not
believe politicians care about them. I
am honeatly eoneerned ahout the
children, and I want the situation
settled. I'm depending on vou™

The High Elder will pay the PCs 40
silver domars each for this mission. He
gives the PCs directions to the consta-
ble's office and wishes them luck.

If the PCs wanl grubby and torn
clothes Lo wear W blend in wilth Lhe
people of the slums, the High Elder will
provide them. Ile even has a bucket of
dirt set aside in case they want to rub
aome on their faces and hands.

The Slum Constable

Constable Bob Thridge's office is in a
small brick house in relatively good
condition. Thridge, an amiable middle-
aged pure strain humean, usually can be
found behind his large wooden desk.
Thridge has worked the slums for
nearly five years and 1s familiar with
every building, street, and alley. De-
apite his friendly nature, the people who
live in the slums avoid him. He has a
rather heavy handed way of dealing
with the loeal criminal elements,
Thridge tells the PCs he has exhaus-
tively investigated the reported cases of
missing children. None of the slum resi.
dents claim tn have spen anvthing.
Thridge is baffled: he can't figure out why

anyone would want Lo abduet children.

Thridge iz resentful the PCz have
been brought in. He 18 a staunch sup-
porter of orgamized law enforeement and
i5 upset that the High Hlder has called
in special forces. He quizzes the PCs
about their tactics and plans, wanting
to make sure they are capable of deal-
ing with the problem and with the atti-
tudes ol the people in the slums,

Eventually, Thridge suggests the PUs
talk with Jeramay at the soup kitchen,
He says she's always up on the local
goasip, and the people tell her things
that they wouldn't tell him. Thridge
will not accompany the PCe, as he has
other pressing business to handle. If the
PCs are not dressed in worn and tat-
tered clothes, he implies they should
change quickly.

The Slums

The walk to Jeramay's soup kitchen
isn’t a long one, but it is through one
of the most run-down portions of
Evansburg. Children run in the
street, women hang laundry from
windows, and small gangs of rough-
looking young mulanls stand on
street corners.

If the PCs talk to any of the children
they can get about as far as "1 my
name is.... before a parent emerges
from a doorway, grabs the child, and
mumbles something like, “Remember
what I told you about strangera!” The
parent and child go into a building and
refuse to talk to the PCs.

The adults on the street appear crude
and unfriendly, answering the PCUs
questions with rude gestures and
SNEeETs.

However, if the PCs are persistant. the
gangs on the corners report that chil-
dren are being abducted, vet no one has
seen the crimes committed. The gang
members say if there were witnesses,
Lhose wilnesses would have come for-
ward in defense of the area's children.

The Soup Kitchen

The soup kitchen is a cobbled together
brick and wood building with a large
painted eign on the front that reads:
“Burg Sponeored Soup Kitchen.”
Looking through a gaping hole in
the front of the building, you see
about a dozen humans and mutants
gitting at tahles. At the hack of the
room is a hig iron kettle resting on a

post inside a fireplace. A notice on
the mantle clearly reads: “Today’s
soup—Vegetable”

Standing by the kettle and holding
a ladle is a thin female with dark
green skin and blond hair, She is
obviously a gren who has adapted to
city life.

The gren is Jeramay. If the PCs enter
her establishment, she offers them
something to eat. "“Vegetable soup 1s
good for vou,” she chirps. If the PCs
gample the goup she is willing to engage
in eonversation. If the PCs will not eat.
her soup, shi tells them they have no
place in her building.

If the PCs gquestion her about the
children, she explains that the first
missing child was noliced more Lhan &
month ape. She knows the people 1o the
Evansburg slums are fearful of what-
ever is behind the heinous crimes. Jera-
may has heard many rumors and will
share them with the PCs—if they'll
have another bowl of soup and make a
donation to the kitchen.

* Mutant birds come by night and
steal the children to replace the baby
birds that were killed by foolish
hunters.

* Evanshurg'a politicians are paving
snmenne tn gteal the children. The poor
children will be used in an awful experi-
ment that will benefit the wealthy.

* Some say the children have become
dissatisfied with life in the slums and
have run away Lo anolher cily where
conditions might be better,

* The children are being stolen by
wealthy people from a better section of
town who cannot have children of their
oW

* The ecity government is behind this
somehow for some unknown purpose.

* A politician is stealing the children
s0 he can “recover” them before the
next eleetion and win the glum resgi.
dents’ votes.

*A political faction 18 attempting to
cause a riot between the slum dwellers
and Evansburg’s richer residents. Abduct-
ing children is just the beginning, Next
will come the bombing of homes and
threats of violence against the elderly.

Jeramay dvesn'l believe any of Lhese
rumors are true, but she knows most of
the slum dwellers believe them. Jera-
may explains that the local populace
has a wild imagination, and no one
really knows for sure what's happening.

If the PCe have been cordial to Jera

o O J

 ; H F D

< O M



may, she says a mother of one of the
kidnapped children is here ealing. The
gren offers to intreduce the PCs Lo her if
they promise to be kind.

The mother is Quin, a middle-aged
pure strain human who has spent her
entire life in the Evansburg slums. Her
voungest son Drollo was kidnapped
nearly a week ago, and Quin has been
worried ever since. She is gitting in the
tar corner of the soup kitechen with her
oldest aon, Half, who is seven. The pair
have hlandshot eves, and look like they
have not slept in days

GQuin is is rather shy and a little ap.
prehensive around strangers. If the POs
ure considerate and do not push her, she
tearfully tells them she was sound
asleep in her bedroom when little Drollo
was stolen from her.

If Ralf is questioned he shrieks (thal Lhe
“boogeymen” took his brother. Ralf says
he saw them take Drollo into a pile of
broken furniture, then they disappeared,
He can't deseribe the boogeymen—other
than to say they were big, dark, and ugly.
It was too dark for Ralf to notice anything
else, and he isn't certain whether there
were two or three of them. Quin doesn't
know what to think of Half’s story, az he
is prane to tell tall tales.

Ap your conversation with Quin
winds down, your final words are
interrupted by a mutated tiger who
bounds into the soup kitchen, stande
upright on back legs, and screams,
“Jeremay!”

The tiger hats at the air and growls.
“deramay, come quick! My cub’s gonel
Jeramay, va gotta do somethin™”

The mutated tigress is named Etta. She
guickly tells Jeramav and the PCs that
her son, Bluestripes, is missing and that
her husband is across town working and
cannel be reached. Using her jaws she
lugs on Jernmay’s apron until the gren
agrees to come along.

Jeramay asks the PCs (o accompany
her. The gren explains to the tigress
that the PCa are friends who are trying

to help solve the mystery of the missing
children.

Etta’s Home

Eita's house is only two blocks from
Jeramay’s soup kitchen. Etta lives on
the ground Mvor of a two-story ran-
shackle apartment building,

There is little furniture in the place,
and the walls are peeling and dotted
with vermin holes and claw marks. The

air is musty and close. The only bright
gpot in the room i8 a small sectinn of
wall that has purple and green flowers
painted on it,

Etta shows Lhe PCs the room from
which Bluestripes was abducted. The
crib in the northwest corner of Lhe room
is the only piece of furniture.

The tigress points to the crib and
sobs. “Bluestripes was there not less
than an hour ago” Her orange and
black hairy shoulders shake with
grief. “I pul him there for just a few
moments while I ran to the market
to get him some food. [ wasn’t pone
more than 10 or 15 minutes. And
when I came back, he was gone”

If the PCs examine the room they dis-
cover a trace of liguid that leads from
the erib to the eloset door. The liquid is
sewer water, but the PCs will not know
this; tell them the water smells fetid.

The trail of sewer water was left by
two male croaches who stole the cub
while the mother was away. The only
thing left in the crib are some worn,
thin hlankets snaked with water.

If the PCs examine the ingide of the
closet and sift through the debris they
find & large hole in the floor that has
been covered up with a sheet of rusty
metal, The hole descends to the apart-
ment building’s basement.

Jeramay insists the PCs track the
kidnappers and retrieve Bluestripes and
any other children they find. The gren
intends to stay upstairs to comfort Etta.

The Basement

The PCs can enter the basement
through the hole in the closet or hy
following the building's staircase. If
they descend through the closet, each
I’C suffers three puints of damage from
the residue of acid clinging o Lhe sides
of the hole. The croaches used the acid
to cat through the floor and get into
Etta's apartment.

Onee in the basement the PCs notice a
horrible stench. The basement is in
worse shape than the reet of the build-
ing and ig filled with rubble. There are
hoxes of discarded, threadbare clothes,
mounds of torn and worn out furniture,
and a rusted car bumper. However, if
the PCs dilligently search, they discover
a hole in the floor that is a little over a
meter in diameter, There are small
puddles of fetid water around the hale,
as well as traces of acid. A ragged teddy
bear thal is missing half of its stuffing
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rests in one of the puddles.

PCs who enter the basement hole will
suffer three points of acid damage un-
less they take precautions to avoid
touching the gides of the hole.

The path of the hole leads down to an
ancient sewer svstem.

The Sewers

The sewers are a series of two-metera
high by three-meters wide passagewnays
that twist and turn far below Evans
hurg. Varying depths of foul water in all
of the tunnels help give the sewer a
harrible smell. The PCs will need a
light source tn find their way ahout.
Teddy bear stuffing mixed with slime
can be found caught on a tunnel wall
that slopes downward and to the west.

Creature Feature

Une-half meter of stagnant water covers
the tloor of the chamber, and debris is
strewn everywhere. There is 2o much
garhage in this section of tunnel, that it
will be almost impossible for the PCs to
gee the chamber’s inhahitants until it 18
too late.

The occupants, a trio of keeshins,
atlack as the PCs move through the

chamber or slop to examine the debris.

Keeshins (3): AC 12, MD 12: HD 7: HP
25 each; THAC +2; #AT 1, Ding 1d6;
MDD 12; Hth 12; Spd 9; Level 2: Per 14;
Stealth/RU +2; 52 5 (1 m); XI* Value
1,400 cach

Mental Mutations: Cryokinesis (15),
force field generation (15), life leech (15),
mental reflection (12), menial blasi (11),
telekinelic hand (17), lelekinesis (16),
telekinetic flight (13)

The PCs find a hit of teddy bear stuff.
ing and hide heyond this chamber, evi-
dence they are procesding in the right
direction.

A Flighty Threat

The northwesl side of this chamber
has been washed away, revealing a
concrete and steel room (1lled with
crates and garbage. Water slowly
moves acroas the floor, sluggishly
swirling about broken chairs, tires,
bent street signs, and other rem-
nants of the city above. The room has
a rickety etaircase that leads upward
to a rusted metal door set in the
ceiling. Beyond the room the sewer
tunnel continues.
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If the PCs inspect the debris they
discover crates filled with rusted tools,
screws, and nails. The old street signs
read “Stop,” “Yield,” “Kenny K—Body
Shop,” “Ortes Crafis]” “Wiskers Steel”
and “Welcome to Evansville Population
420,000.7 Another dozen nonledgible
gigns litter the room. The claser the PCs
move toward the southwest corner of
the room, the more the crates begin to
resemble a fortress. Do not volunteer
this information unless the PCs are
paving close attention.

If the PCs dig through the debris or
get toa near the fortress, the
occupants—four soul beshes—fly to the
attack. The beshes, or skeeters, will not
fight PCs who simply move through the
room and leave the contents undis-
turbed.

Soul Beshes (43 AC 5; MD 18; HD &;
HP 2] each; THAC +3; #AT 1; Dmg
1d6; MD 18; IIth 13; Spd 16; Level 3;
Per 16; Stealth/RIJ +3; 52 5 (1.5 m), XP
Value 270 each

Physical Mutation: Chameleoon
potver (16}

Mental Mutation: fniuition {12)

Special powers: Feeding tube attack
(poison and biood drain)

I' a skeeter’s feeding tube punctures
the skin of a victim, the creature injects
an intensity 10 paralytic poison that is
limited to Stage I1 effectiveness. The
skeeter withdraws blood from paralyzed
victims at a damage rate of 246 per
round.

If the PCs search behind the crates,
they find skeeter eggs in a pool of stag-
nant water (a child’s plastic swimming
pool filled with water), a pair of old
plastic earrings, a boxed set of wrenches
in new condition, a pair of sunglasses,
and two dozen marhles in a plastic bag.

Any efforts to open the iron door in
the ceiling of the chamber fail.

A Mousey Friend

As the PCs travel farther down the
sewer tunnel, they see an opening in
thewal]tuthe:rn.ghLThetunnﬂlmn—
tinues beyond the opening.

H the PCs enter the hoele, a high-
pitched voice squeanls, “Diam’t hurt me.
Please don't hurt me” A moment later
a squeaker peaks out from behind a
ruined sofa.

The mutated mouse is named Tonetia.
whe found her way down mto the sewers
a few years apo when a gang of toughs
from the slums above chased her and
her children. She was certain they in-
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tended to have her family for dinner.
She has not been above ground since.
Tomedta 18 quite harmless and has
raised her family in this chamber. If the
PCs treat her kindly—and offer her a
giit of food—she and her five children
come out to eat and chat. Tonetta is

" friemdly, curions, and cautious. She will

riddle the PCs with questions abont the
world above and the gangs who chase
helpless beings into the sewers.

In return, she will answer their ques-
flions about the sewers. Tonetia knows
about the skeeters who have just laid
epgs. She hopes the PCs killed the
skeeters and destroved the epgs—she
doesn't want her blood drained. She also
knows abont the keeshins, but she
docsn't worry about them, as they have
left her and the children alone.

Tonnetta tells the PCs there are evil

insect-men l1ving in the sewers as well.
They haven’t bothered her, but she's

stayed out of sight every time they
passed by, She knows they have made
nuomerous tripa to the sarfarce; she does
not know what they do up there. She
can provide a deseription of them—
“They were purplish-black, had scales,
and were hairy. They had lots of eyes
and lots of arms and legs, They made
terrible disgusting noises and amelled
pretiy bad”

Squeakers (6: AC 16; MD 12- HD 6;
HP 21 each; THAC +2; #AT 3; Dmg
144144 (claws, 1d6 (bite); MD 12; Hih
12; Spd 14; Level 2; Per 14; Stealth/RU
+4; 87 5({1.5 m); XP Value 120 each
Phyrical Mutation: Soric Blast {13)

Toothy Grins

The water s deeper in this part of the
sewers, aml this chamber is filled with
broken planks of wood and busted furni-
ture. The inhabitants of the tunnel float
in the water with their eyes just above
the surface. If the PCs were talking as
they entered this chamber, the inhabit-

ants will be aware of their presence and
will iry to surprise them.

Gators 3k AC 16; MD 12; HD &; HP 21
each; THAC +2; FAT 3; Dmg 146 {bite)
1d8 (tail slap) tentacle (2)0; MI} 12; Hth
12; Spd &, Sw 3; Level 2; Per 14;
Stealth/RU —1; SZ M (2 m); XP Value
120 each

Physical Mutation: New bodv parts,
tentacles, poison, tentacles (intensity 20
paralysis)

Special Powers: Immnne to radiation

As the melee draws to a close, the PCs

spot a mutated cockroach watching
them through a side tunnel. When the
insect man realizes he has been spotted,
he runs away.

Trailing the Croaches

(s who follow the running croach
come upon A large chamber with
unstable-looking walls. Inside are five
male croaches who immediately attack
and fight to the death.

Croaches (dx AC 14; MD 12; HD 5; HP
22 each; THAC +3; FAT 2; Dmg 1d6¢
1d6 (claws; MD 14; Hith 12; Spd 12;
Level 2: Per 12; Stealth/RUT +3; S M (2
my XF Value 1,20 each
{acid) (14), heightened balarce {14},
heightened senses (hearing, sight, smell)
(14), kinetic absorplion (13)

Mental Mutation: Merial
reflection (12)

After the battle the PCs can find a gap-
ing bole in the chamber’s wall. It is
cloaked in shadows and difficult to
discern. PCs who proceed through the
hole discover the female croach.

The female sits on a nest made of
discarded automobile tromk lids, dam-
aged wooden doors, broken bemches and
other objecta. The nest is 10 meters in

The PCs’ fight with the male croaches
in the other chamber has alerted the
female croach to their presence. She

fights to the death to protect her eggs.

Female croach {1k AC 17; MDD} 12; HD
7, HP 26; THAC +3; #AT 2; Dmg 1d8/
148 (claws; MDD 14; Hth 12; Spd 12;
Level 2: Per 12; Stealth/RU +3: SZ M (2
m}); XP Valpe 1,500

Physical Matations: Disolving juices
(16}, heighicned balence (16), heighiterned
senses {hearing, sight, smell} (15},
kinetic absorpfion {16}

Mental Mutation: Menial
reflectior (16)

Inside the nest are 27 children and 27
dark brown wrinkled eggs, a kid’s
Bquirt gun, a brass doorknob, a breken
typewritler, a fish tank flter system, an
intact hourglass, a working coanpass, 92
silver domars, ant a soggy baseball.

The PCs will be treated as heroes of
the city when they return the children
to their homes in the slums.
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Claptl‘ap by Robert Crichton

~1E2 TSR, Ine. All Righte Hepered

ﬁ

Number: 136

Percept: b
Stealth/R_1.: +4

AC: 12

MD- 8

Health: 10

speed: 1

Level: 1

Hit Dice: 4 (15)

THAC: +4

Aliacks: 1

Bite: 1410 +4 per round
Int: Nonintelligent
Morale: 10

Size: S (.5 m)

XP Valne: 35
Frequency: Uncommon
Organization: Solitary
Activity Cycle: Day

INet: Carnivore
Tech Level: 0

Artifacts: None
ClimaieTerrain: Temperate plains and hills

Physical Mutations: Carnivorous Jaws (18)
Mental Muatations: None
Special Powers: None

Description: This primitive mutated vegetation is effec-
tively nothing more than an enormous mouth ringed with
powerful jJaws. It has a voracious appetite and is rarely sated.

The plani digs itself into soft ground when it is looking for
food, which is most of the time, and it is rarely spotted until
it 15 too late. While hunting, only the jaws of the plant are
visicle at ground level, and samnetimes these are camon-
flaged with dirt. The concave jaws look like a depression in
the soil. Veteran travelers and claptrap survivors stay clear
of such depressions.

When sated, the plant rises from the ground to bask in the
sunshine while it digests its meal. The jaws range in color
trom black to mud brown to glistening green. The claptrap’s
roots, often partially exposed about the main stalk'’s base,
range from a dark green to a gray-black in color and are cov-
ered with thousands of short wirefine hairs. The primary
stalk, which is at once supple and dense, can easily fold itself
to hide beneath the open mouth. The stalk ranges in hue
from light to dark green, often matching the shades of the
foliage nearby.

Whether the plant can actually change itz color to fit in
with its neighboring flora is in question. However, scholars
suspect the plani is able to blend in with its smrroundings to
some degree, much like ancient chameleons were rumored to
change their colors to match their surroundings.

Although the plant is able to move its main stalk and its
Jaws, its roots anchor it to one spot. Thus, a claptrap can pev-
er move from the spot it grows—unless someone were to dig
up the claptrap and replant it elsewhere. There have been
reports of property owners handsomely rewarding those whe
have captured claptraps. These claptraps are (very carefully)
planted about the owners’ land to discourage trespassers.

The plant’s only sense appears to be touch. And its nervous
system is no more complicated than that of a simple venus
flytrap piant.

The claptrap mest frequently grows in areas of tall grass,
where the depression in the ground made by its open mouth
is difficult to spot.

P O L Y H

Combat: The claptrap has only one attack—a hrutal bite as-
sault. It can make only one such attack an hour, as it takes an
hour for the creature to open ils mouth wide again. Any crea-
ture unwary encugh to step inside the jaws of the claptragp is
fair game for the hite attack, which causes 1d10 points of dam-
age. The clapirap aveids eating metal, so creatures with metal
coverings on their feet are usually left alone.

Charuacters’ DX modifiers affect their chances of being hit
by a ciaptrap. Once a character has been canght by the jaws,
the victim remains trapped, suffering an additional 4 points
of damage per round until the jaws are pried open or the
plant is killed. A character must make a successfal PS roll at
a —2 penalty to pry open the jaws. -

Those whe are struck by the viselike jaws must make
Health rolls. Characters whao fail hoth rolls suffer broken limbe
ac a result of the vicious hite. Failure of only cne roll means
they suffer a painful sprain and severe bruising that results in a
—J penalty to Speed for 1d4 days. Characters with broken
limbs have their Speed cut to enethird, ene-half for quadru-
peds, until the limb has healed Natural bealing of a such a
claptrap wound takes splinting and 146 +1 weeks.

Society: The claptrap reproduces by sending its rocts under-
ground up to 2420 meters away from its main stalk. The distant
roots detach themselves and begin a new plant. B takes 412
weeks for a new plant to reach maturity. Generally, the warmer
the chimate, the less time it takes for a claptrap to grow.

The roots of adult claptraps are used for making strong
ropes. These roots remain supple and stwrdy for many
months after the plant’s death. Travelers have learned that
the main stalk of a claptrap is edible—and quite delicions.
When bniled and seasoned, the stalks are considered a deli-
cacy that few can refuse.
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Horl Ep {Arrow tree}

“1992 ToR. loc. All Rights Reserved

Mumber: 1d4

Percepi: 14

Stealth/R.1.: +3

AC: 14

MDD 10

Health: 12

Speed: 0

Level: 3

Hit Irice: 12 {42)

THAC: +3

Attacks: 2

Seed (2) 248

Int: Animal

Morale: 13

Size: L {4 my)

XP ¥alue: 175

Frequency: Uncommon

Organization: Solitary

Activity Cycle: Day

Driet: Carnivore

Tech Level: 0

Artifacts: A

Climate/Terrain: Temperate or subarctic forests

Physical Muiations:  Infravision, Rocket seeds (16)
Antibiotic fruoit (10

Mental Mutations: MNone

Special Powers: None

Description: From a distance, the horl ep appears no dif-
ferent than a pine tree. However, the closer one gets to the
iree, the more “perfect” it seems.

Horl eps have various-sized hollow sections al Lhe hiase of
their trunks; these serve as the plants’ mouths. Knots along
the trees’ trunks serve ag eyes. It is difficult to distinguish a
horl ep from other pine trees if there are many of the iatter
trees around.

Those who know that horl eps imhabit certain northern
woods stay clear of those areas during the summer and fall.
The horl eps are far from the most timid of mutated plants.

Combat: A horl ep, or arrow tree, attacks by firing barbed
seeds—each bursl conlaing 10 seeds and causes 2d8 poinis of
damage. The tree can fire two such bursts per ronnd until
all of iis seeds are expended. Each horl ep grows from 1,0{0
to 10,000 seeds (1d10X100) per year, emough for 50 to 500
combat rounds. New seeds become mature enough to fire
during late summer and early fall. At other times, the plant
must depend on carefully hoarded seeds.

A horl ep generally will attack any warm-blooded man-
sized or larger creature that comes within 20 meters of its
trunk. When such a victim 18 within range, the tree bepins
its assault by shooting bursts of seeds. If more than one
creature 1s present, the horl ep will continually switch tar-
died. Horl eps try to reserve at least 500 seeds for defense;
rarely will the plant expend all of ita seeds during one me-
lee. Dhiring the late fall throagh mid summer, the plant will
have even fewer seeds, generally 50-200.

The wounds caused by herl ep seeds are painful, but not
serious. Characters struck by the seeds heal the damage in
half thve normal time. Further, there 1s a 40% chance that a
character struck by the seeds will have a healing sap inject-
ed into his system, causing the damage to heal In one-
quarter the normal time. However, characters who enjoy
thia ane-quarter healing time should be wary. The healing
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sap will cause the seeds imbedded in the character to grow.
(zermination does not begin for twe weeks, and after that
iime the character daily suffers 1d4 points of damage and a
—1 to CN until he dies or the seed 15 cut ont. If a character
reaches b HP or 0 CN, he collapses and a sapling sprouts
from his body.

Socliety: A horl ep is immobile, being rooted to the spot
from which it sprouted. However, its roots are flexible and
can rise from the earth to drag dead bodies to the horl ep's
hollowed-out spot in the trunk, where they can be devoured.

The mutated trees are not able to communicate with each
other, which has prevented their social organization from
evolving beyond a copse of carmivorous trees. There have
been several recorded attempts to cultivate horl eps and use
them as defenses apgainst trespassers and predators. How-
ever, these attempia usually resulted in the property owmn-
ers’ demise, as horl eps tend to attack anything that maves.
Efforts to plant the mutated trees in warmer areas have
failed; the horl eps did not live longer than a year.

Horl eps multiply primarily throupgh their victims. Crea-
itures who have seeds embedded in them, and who die when
a young horl ep sprimgs from them, help to gnarantee that
the mutated trees will survive. Farther, each fall when the
horl eps must loose their remaining harbed seeds, there is a
2% chance (for each horl ep in a foreat) that a seed w1l take
root and atart to prow. It takes 4d4 years before a new mu-
tated tree is large enough to attoack unwary travelers.

Those who know about the horl ep’s healing sap hunt the
trees 1n the spring and early snmmer when the threat from
the barbed seeds 1s the lowest. These mdividuals have
learned to tap the tree, much like trees are tapped for maple
syrup, and gather a viscous mixture that can be used to
treat wounds. The pulpy fruit is effectively an antibiotic
and is usefizl in treating woimds and varinus diseases.
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I'he Enigma Revealed

wWinning Contest Entries

Our Enirma contest in issue £77 chal-
lenged readers to identify a mysterions
woman bedecked with unusual jewelry
and an even more unusual face. Readers
suggested & whole range of histories
and persenalities, from hapless adven-
turers to venpgeful deities. Most charac-
ters had tragic pasts—vials of acid were
a popular plot device.

The jury presents its two favarite
here:

st Place -

An Honorable Tradition,

by Dawid Yaorow, Milton, Queensland,
Australia

GAMMA WORLD® 4th edition pame

Pescumel
Gth Level Female Altered Human Esper

PSs: B
DX: g
CN: 14
MS: 17
IN: 16
CH: 132
=N 11

THAC Melee: (
Damage Bonus: 0

Max Lift: 80 kg.

THAC Ranged: 2
Stealth: 0

Remain Unseen: 1
Health: 11

Hil Poinis: T1

Mental Defense: 19 {22 with head-
dress)

se Artifacts: 3

Eobot Recognition: 16
Perception: 12

Armor Class: 13

Speed (walk/swim): 12/3

Gemeral Skills: Read/write 60%, swim
20%, ride 30/% |
Class Skills: Hypnosis (10), photo-
graphic memory (3), identify mental
power {9), sense mental power (8}

Physical Mutations: Body change—
scales on left side of face, left eye
altered, vocal imitation

Mental Mutations: Density control,
others (MP 19), empathy (MP 14), repul-
sion field (MP 21)
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Equipment: Bolt-action rifle, 16 ronnds
of ammunition, duralloy shield, head-
dress (+2 MD), ear chain

Pescumel 1s a handsome woman with no
visible mutations other than her albino
left eve and the scales on the left half of
her face. A small vine ashrowds the scaly
half of her face. This vine i3 Seadry, a
sentient, symbiotic plant.

Pescumel doesn't wear armor, but she
does wear a headdress that improves
her mental defense. One of Pescumel’s
distant ancestors, who had great knowl-
edge of mental powers, crafted it and
handed it down to the succeeding pener-
ations. Pescumel also wears a chain
strang from ear to ear, identifying her
as a member of the group known as The
Free Ones.

Pescumel is & native of Ryzeen, a
township within the borders of Miacho-
lin ruled by the carrin (dark emperors)
with their usual tact and wisdom—thal
15 to say, with an iron List. (See page 178
of the 4th edition GAMMA WORLD®
game rule book for details on Miacho-
1}

Miacholin abaorbed Ry=zeen about 60
vears ago. Ryzeen was, and still re-
mains, a fairly peaceful place. The only
uee for weapons in the town is to defend
the citizens against the freakish (even
for Gamma Terra) creatures which
emerge from the thistle forest north of
town almost daily. When Miachalin
annexed Ryzeen, there were no great
abjections. Howewer, the townsfolk soon
found that they were expected to give
up many of their ancient traditions—
holidaye, amusements, and the like.
The most important of the banned tradi-
tions was a ritnal that allewed the citi-
zens to form a group mind. At the fime,
the Ryzeenlans had a unigque under-
standing of mental powers.

Today, almost all of the early rituals
have been forgotten, except by a very
few. The Free Unes are dedicated to
preserving the town’s ancient knowl-
edge, and Pescumel 18 their cuorent
leader. Unfortunately, the Free Unes’
membership has been shrinking ever
since it was formed 60 years ago. At one
stage, it could have been considered a
major cryptic alliance, with almost
every citizen of Ryzeen a member. Th-
day, there are fewer than 20 members.
The history of The Free Ones 1s oot a
happy tale. Prom the beginning, the
carrin have seen them as a threat and
have pursued them almost to extinction.

For the past 10 years, the group has
not been safe even in Ryzeen. The
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townsfolk are well enough satisfied
with life under the dark emperars, so
few wish to risk trouble for the group’s
sake. Consequently, The Free Unes get
virtually no support in their home city.

The Free Ones spend most of their
time battling or evading the troops of
Miachalin. Every moment of safety is
given over te learning and sharing the
knowledge the group seeks to preserve.
It is becoming harder for the group to
gel equipment—they generally have
access ouly to level 11 technology and
whalever they can scavenge from: fallen
Miacholin troops. It won't be long before
they can no ienger repair what level 11
equipment they have. The situation 1s
becoming s¢ bad that Pescumel 1s con-
gidering taking them north into the
thistle forest. Pescumel is willing to
risk exposing the grouy to the danger-
ons beasts that dwell there, since re-
maining within Miacholin and Eyzeen
will inevitably spell disaster.

Pescumel became leader of The Free
Ones a year ago when the previous
leader was killed in Ryzeen by
Miacholin traeps. In many ways, Pescu-
mel selieves she was not ready for the
position and that circumstances forced
it upon her. Mest of Pescumel’s associ-
ates have noticed that she has become
mere and more distant and preoccupied
gince she became leader.

Pescumel can be a very bitter woman.
This is understandable considering that
for most of her 22 vears she has seen
her friends huntcd and killed by the
carrin and their servants. She still cares
very much for her friends, bul now her
responsibilities have forced her to take
risks with their lives, and this weighs
heavily on her conscience. Despite all of
this, there still are moments when her
Food nature shines through. However,
these ocensions are becoming less fre-
quent.

Pescumel’s empathy mutation makes
her a natural leader, and all of The Free
Ones are [anatically loval to her. Fur-
ther, Pescamel recently has found an
unusual ally in Seadry, the sentient
plant that is symbiotically attached to
her. Pescumel detected Seadry’s intelli-
gence with the empathy mutation. For
reasons known only ta itself, Seadry
adopted Pescumel. It uses its mutations
to heal her and to attack Pescumel’s
foes in mental combat, but it has not
chosen to control her. Perhaps it realizes
that The Free Ones will remowve it if
Pescumel began acting differently, or
perhape Seadry ia genuinely fond of
Pescumel.
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Seadry

SP: NCC; AC 9{can be hit only by a
called shot when it is draped over Pes-
cumel); MID 11; HP 40; THAC -2 (-1},
Dimg as mental mutation; Hth 10; Spd
4219 Per 18: 5t —1: RUG; UA 4, RR D

PS 5: DX 7: ON 10; MS 13; IN 20; CH
9: SN 14

Mutations: Transfusion {(special) (17},
vhotogeneration {13}, confusion (19),
heightiened 1ntelligence, telekinetic
Right (13}, symbiotic attachment {15)

Seadry is a simnple vine. It has no means
of communicating except: via its symbi-
otic attachment mutation and Pescu-
mel's empathy mutation. Seadry knows
all of Pescumel’s thonghts and feelings.
Similarly, Pescumel understands
Seadry's emotions.

Seadry's transfusion mutation is a
special veraion that woerks on any senti-
ent creature, not just on other plants. So
far, seadry has used this power only on
Pescumel, who i3 not aware that the
vine can help others besides herself.

2nd Place

Renate,

by Jeff Williamsen, Evanston, IL
Vampire: The Masquerade

Renate
9th Generation Female Malkavian

Caregiver

Concept: Singer
Demeanor: Loner

ﬂt‘l:nhntes. Physical: Strength =, Dex-
'tE:l'Il:j" lgrﬂﬂeﬁ][} Staming --+ -
ctal: Charisma seee ﬁ:aptwatang]
Manipulaﬁ on =, A_Pwﬂrﬂnm s/asns jf
left side of face is covered (alluring);
Mental: Perception: »+, Intelligence:
see Wits »es

Abilities: Talents: Singing *eee» (pp-
era), Acting sss Empathy *== Seduc-
tion ees; Skills: Ethuetl:e "" Stealth
. |h5g1]133 e Stjrlg TY []m L1
Hnnw!edge: Lrtﬂrature . ngmsl:rlm ..
History s+

Advantages: Disciplines: Auspex s,
{Obfuscate »;, Beckgrounds: Generation
sess Resources s+ Contacts ==, ¥Vir-
tues: Conscience s+ee_ Self-Control se,
Humanity seesssess Willpower vesss

Renate van Nuys graced the stages of
opera houses thronghout Germany
during the late 1920s. This was the
height of German pre-war cultural
awareness, 2nd van Nuys was im-
mensely popular. Une critic in Bonn
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hailed her singing as “*rhapsodic, as if
one were listening to the earthly incar-
nation of a chorus of angels.” Accolades
followed her after every performance, as
did a wide range of sunitora. Although
her demeanor was mild and unassum-
ing, her appearance and talent made
her a national icon, worshipped and
adored by the masses.

In 1927, Henate embarked on an
American concert toar. A composer from
Manhattan had seen her on stage in
Berlin and offered to give her the star-
ring role in his latest opera, which was
based on the life of Cleopatra. This role
might have won her international fame,
but fate soon would deal her a serious
TEVETSE.

Unknown to Renate, one of her most
dedicated followers was a woman
named Stephanie Holt, who had been
Germany'’s celebrated diva during the
1880s. By the carly 1900s, Stephanic
was more than 40 yvears old and had
watched her own beauty fade away
slowly, ike the jast rays of light during
sunset. Une day, Stephanie met a man-
ic, vouthful-looking man who claimed to
be a fan from years ago. This man, who
was 8 vampire, embraced Stephanie and
transformed her into a vampire, too.

By the time Renate's star rose,
stephanie had been entrapped in an
aged vampiric body for more than 20
years. Henate became an ohyject not of
Stephanie's aderation, but of her ven-
QI

Stephanie attended Henate’s final
performance in Frankfurt, before her
American tour. Stephanie had become
insanely jealons of Renate’s beauty, and
her hatred boiled over as she entered
Renate’s dressing rosmn after the show.
Once inside, Stephanie hurled a vial of
sulfuric acid, which splatiered over the
left side of Renate’s bead, neck, and
shonulder.

The acid burns and shock alone might
have killed Renate, but Stephanie was
moved te perform an act of compassion
armd spite. Stephanie embraced her
victim. The vampiric blood soothed
Henate's physical apony, but did not
heal her scars. Stephanie had erased
Henate’s pain, but aiso had doomed her
to the same immortal torment she was
suffering herself. After calming the
sobbing girl, Stephanie took leave of her
forever.

Renate was dazed and confused; when
she finally came to realize what had
happened to her, she smashed he dress-
ng room mirror with her valise and fled
screaming into the Frankfort night. Her

-

early months as a vampire were a dra-
ma of tribulations.

Fmally, a Malkavian named August
fook her under his wing. As it hap-
pened, August was the vampire who
had embraced Stephanie. Anpgust felt a
sense  responsibility and warmth
toward Renaie, and made it his busi-
ness to teach her about vampiric powers
and the machinations of vampire socie-
ty. Eventually, Renate took leave of her
mentor and set off on her own.

Renate traveled by rail to Spain, and
then on to the United Sates by ocean
liner. She immediately set out exploring
the country and seeking others of her
kind. She spent much of her time in
MNew York City, haunting the theater
where she would have made her Ameri-
can debut. She also secretly attended
several performances of the apera in
which she would have starred.

Todoy, Benate is a tragic figure. The
hardships she has endured over the
vears have pradually fractured her
sanity. She still believes sha is the be-
loved opera singer of 30 many years ago
and often experiences the delusion that
those around her are her fans and suit-
ora. She atill wanders the darkened
corridors of the old theater, and she
pecasionally sings her arias to an andi-
ence of none.

Renate is no fool, however. Once she
became accustomed to her vampire
statns, she took some good adwvice and
invesied her savings {(which were not
trivial) in the post-World-War-IT Ameri-
can stock market. She maintains a
mortal contarct whe handles her assets
and withdraws money for her when
NEeCcessary.

Some of her money goes to preserve
Lhe opera house where she resides; the
building would have been demolished
vears ago without ber anonymous pa-
tronage. Renate also has spent a great
deal of money on two pieces of jewelry: a
headdress and an earring pendant.
These baubles are her ane affectation.
They are replicas of what she wounld
have worn in the operatic role of
Cleopatra. They have no special proper-
ties, but are made of gold set with opals
and emeralds. The set has been ap-
praised at more than $500,000 and
Renate iz extremely possessive of them.

In her early years as a vampire, Rena-
te dabbled briefly in vyampire society,
but quickly decided that vampire poli-
tics are too complex for her taste. She
prefers her selhitude, but she tolerates
the occasional vigitor, She has developed
a motherly attitude toward young kin-

dred (pewly made vampires). Perhaps
she remembers the kindness August
showed her. In mortal society, she is
known as the ghost of the theater, an
urban legend with some measuare of
truth.

Singing remains Renate's greatest
lave. Here voice si1ll is exiraordinary,
and the mortal or kindred who gets a
chance to hear her sing 18 fortunate
indeed. She still occasionally braves the
outside world to attend an opera or
stape musical, using her talents to dis-
guise herself. Any kindred who can
demonstrate an appreciation of the arts
will win her Iavor.

Judges” Choice

The judges congratulate the following
menitbers for their entries: Joanne M.
Reinbold, Wilmington, DE; David Ward,
Rumati South, New Zealand; Kevin
Mooneyham, Eugene, OR; Jeremy
Stanilisous, Wharton, Nd; Eéward C.
Richardson, Battle Creek, MI; Tom
Allen, Fort Worth, TX; Paul Reigel,
Amelia, JH; Thueng Pham, Los
Angeles, CA; Justin [J. Somma, Brook-
Iyn, NY; Roy A. Pinson I, Valrico, FL;
Alex S. Foley, Pittsburgh, PA; Scott
Shepard, Cohoes, NY.
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To The Ends Of The Galaxy: Epic Campaigns, Part 1

by Roger E. Moore

Omne of the great movie-moments in my
life eame with the opening scenes of the
first Star Ware film. To this day, I still
remember Lthe electric thrill that passed
through me as 1 looked down on a com-
pletely realistic alien world and walch-
ed starships battle to the death. [
witnessed a great event as it happened,
the unfolding of a tremendous story. 1
was swept up and swept away.

Many science fiction role playing
advenlures are a series of short quests
linked only by the presence of the same
adventuring party. Duplicating that
swept-away feeling of Star Wars, the
sense that the player characters are a
part. of a tremendous story rather than
a grubhby sequence of high-profit mis-
slons designed to pay off a loan to buy a
starship, is difficult at best because of
the careful plotting reqguired of the
game master. It can be practically im-
possible if the groap deesn't have the
time or interest to try it.

If you are a GM gifted with & stable
bunch of long-duration gamers, how-
ever, you can't do better than to create a
central theme to unify their separate
adventures. Anyene who understands
the satisfying emotional and intellectu-
al pull of fantasy epice like that of
Thlkien’s Middle-earith will approve of
starting an epic adventure.

As noted, epic campaigns have a
major drawback: They take a long time
to complete. Players may come and go,
interest may rise and fall, and the GM
might even have to stop gaming for
some reason. Still, if the gamers can
meet at least weekly, if a core group of
imterested gamers will remain through-
out the campaign, and if a2 new GM can
be found to take over the campaign in
the event the first GM leaves, the cam-
paign can be carried on for many
monihs or even years. I've seen ADET®
campaigns that have lasted more than a
decade; science fiction games can do just
as well.

A second drawback is that the GM
must choose the theme for the adven-
ture series very carefully. Players don't
like to be led by the nose. Forcing them
into a campaign in which, for instance,
they must fight a nearly hopeless space
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war against grotesque aliens m.lght
cause them to abandon the campaign
completely for one with more personal
freedom and more hope of accomplish-
ing their gnals.

Tempting players inta a mmpaign,
inztead of herding them into it, is an art
that the GM should cultivate. It might
pay Lo discuss a long-term campaien -
with the players, though not in great
detail to preserve surprises.

In creating an epic campaign, the GM
must first work out the themes that will
dominate the long-playing strugple.
Against a galactic hackground, a single
battle is a little thing. The theme
should reflect a conflict that is greater
than any mere person; philosophies and
ideals are often at war, and the fate of
billions may hang in the balance. In-
deed, an epic campaign may have more
than one theme, though one should be
dominant.

Examples of grand themes follow in
this and the next two issues. Some were
dravwn from the “onc-world campaigns™
described in POLYHEDRON® Newszine
1ssues F71-73 {look these issues up for
more Informalion).

{)f these themes, it is worth noting
that the Mac(Guffin adventures are
likely to turn into campaigns of entirely
different sorts; a searched-for object or
being is often the lightning rod for a
deeper cenflict between two opposing
forees, usually those of freedomdlife and
slavery/destruction. The recovery or
disposal of the MacGuffin then becomes
only a part of the bigger picture. After
all, Indiana Jones did not prevent World
War 11, even if his adventures wrere
succeasfl.

Slavery Or Freedom

Fantasy, science fiction, horror, and real
history can provide examples of prand
themes for your campaigns. In Thlkien's
The Lord of the Rirgs, Frodo’s mission
to drop the One Ring into the lava of
Mount Doom is merely the finish of &
much greater struggle between the evil
Sauron and the forces of the Maiar,
played out with the peoples of Middle-
earth as the pawns.

Luke Skywalker’s battles against
Darth Vader are the core (but still only
a part} of the cosmic war between the
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tyrannical Empire and the Rebel forees.

MNearly all of Chaassium’s Call of
Cihulhn adventures revolve around the
eventual return 1o power of the Old
{Ones, the mad gods from outer space
who wish to destroy all humanity,
theoph individoal humans resist.

World War II was by far the most
destructive war known, a canflict in
which ailmost every nation was involved
in the fight between the Axis powers
and the Alites.

In the above four examples, the fate of
the world or even the universe is at
stake, and the conflict is essentially one
of life and free will vs. slavery and de-
struction. You can imagine numerouis
possible variations on this idea, not all
of which need to be battles to save the
galaxy (one world, as pointed out here
many times before, will do fine}.

You could have a planet conquered by
a powerful outside military foree that
virtually enslaves the populace; the PCs
Join resistance groups seeking to over-
throw the conquercrs, who might be
human, alien, ar robotic. This idea
would work for the MegaTraveller. Star
Wars: The RPG, Mekion IT, GITRPS
Space, Space Opera, Justifiers, Battle-
Tech, Worficmmer 40,000, Reregade
Legion, Aflermath, Aliens, 2300 AL,
AD&ED SPELLJAMMER®, GAMMA
WORLDP®, and STAR FRONTIERS®
games. Several of these games have
adventures with this very pattern. (In-
deed, the idea is integral to the Rijts,
Rifts: The Mechanoids, Price of
Freedom, Robotech, Torg, Doy of the
Phoentx, and Living Sieel pames.)

Variations on the freedom vs, slavery/
extinction theme could be developed
from many science fiction sources. Fred
Saberhagen’s Berserker series and
Robert Heinlein's Starskip Troopers, for
instance, areg grm:u:l in conecept but also
usable in gaming; all you reed to dois
to fill the universe with murderous,
mile-long robot starships in the former
or hostile, spiderlike, collectivist aliens
in the latter

TSR's BUGHUNTERS™ game, using
an interesting twist to unify its many
sources, envisions a galactic struggle in
which humanity is an innocent by-
stander and must fight merely to stay
1o existence. Because of the game’s
newness, | won't reveal the grand cam-
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The Door Islands

Kerry ). Jordan

“The Door Islands? Sure, I can tell vou
about the islands. I've been knocking
around here for almost 15 years. [ must
know just about everything there is to
know about them.

“Everybody has heard about the fishing

and Lhe cherree orchards on these Islands:

mst locals make ther living either
fishing or farndng. The Grenby Water
and Lake Mitchgloom provide plenty of
fish, even though the fishermen don't go
too far away from shore. The deep water’s
filled with strange and dangerous
creaturss, or so they say.

"“The biggest city around is Grenby,
which 1s opn the mainland. Bt used to be
a city of the ancients, but after the
cataclysm it was nothing but ruins.
Then the locals rebuilt what was lefi
and started a town there. It's the
biggest town [ ever seen. The way 1
figure, it must"ve had "hout 10,000
sentients living therel!

“People can pretty much come and go
as they want. The biggest cryptic
alliances in the city are the
Restorationists and the Healers, who
run a hospital

“The only real problem with Grenhy
ig that every five winters a brigade of
serfs called the Pillagers of Technology
lays siege to the place. They don’t
attack any of the other townas in the
area. [ think it's becanse they don't
figure the others are worth their time.
5o far, the people of Grenby have been
able to drive off the serfs, mostly on
account of the big “sun bolt™ cannon
they got. Biggest gun I ever did see.

“Grenby ain't the only city on the
mainland. South of is the ruins
of Manwok. I've heard that Manwok
was once a thriving city of the anrcients,
bt the cataclysm changed all that.
Mow the city has only two kinds of
inhabitants: attercops amt orlens. The
attercops control the majority of the
Tuins while the orlens maintain a small
community on the northern outskirts of
Manwok. There're said to be plenty of
artifacts in the ruins, just waiting for
someone daring enonagh to get past the
attercops’ webs.

“The oriens don't mind viaitors so
long as they follow the laws. One

interesting thing about the orlens is
that they hold competitions each year
to see who'll be the new town guards.
The game they play is based on an
ancient’s game called “futbole.’”’ The
only weapons the players can use are
quarterstafis, and they can™t use
mutant powers. They ain't meant to
kill the other players, but that
happens sometimes. Visitors can
watch, but not piay.

“The island right off the mainland is
called Main Island. Between it and the
mainland, in Grenby Channel, are the
ruins of a city once called Kewannee.
The ruins make travelling the southern
end of the Channel neariy impossible.
Part of the Eewaunee ruins are on
shore, but hardly anyone ever goes
there. That'’s becanse they’re infested
with obbs. Last I heard of anyone going
there wag five years back, and no one
came: back that time.

“The north end of the Main Island is
where Metal Wood stands. Metal Wood
18 a small forest where dangerous live
metal walks around. It tries to kill
anything it thinks is human. Nobody's
really sure what else is there'.

“Main Island is alsa the home of “The
Zephex” Nobody's sure what The Fepher
15, gither. The name comes from the
gentle breeze that always blows throagh
there. Anybody that poes there dies.
You'l avodd it too, if you want to live as
long as I have, Now Ive heard tell that
there are ancient installations within The
Zepher, hut I've never met anyone who
survived a trip to the place®

“The next island is Tower Island,
named after the ancient tower there.
For decades it was empty, but then a
stranger showed up about ten vears
back and set up shop. Nobody Enows too
much about him, ‘cept he’s called Victor
and he’s an examiner. He never rabs
elbows with any of the other locals, and
nobody bathers him. In fact, most of the
locals are kind of scared of him. They
say ke performs strange experiments in
the tower, using forgetten technolopy.
The only reason they haven't driven
bhim off is that he fized the tower so it
shines light on the reefs off the island,
belping the fishermen.

“There’s also an area called the Dead
Zone on Tower Island. You'd best avoid
it, since it’s a source of the glow. In fact,
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the glow’s killed off all the vegetation
and animals in the area, ‘cept the land
sharks. Those beasts’ve been drastically
altered, and they’re resistant to the
curse. [t’s said the source of the glow is
an ancient installation located in the
exact middle of the Dead Zone.

“Mudd Island is located just north of
Tower Islarnd, west of the one called
Last Town Isiand. Mudd Island is a
complete swamp. It's crawling with
ATRB, gators, hissers, soul beshes, and
aother nasty critters.

“Now I think it’s about time you
started your own knocking about. I'1]
tell yor no more abauat the Door Islands.
There are just some things you got to
find out for yourself. And I wouldn't
wanttu ruin all your fun, would I?

—EBram Cruspe, Human Enforcer

M’s Notes

' Metal Wood is really an ancient wildlife
preserve. After seeing the destruction of
the cataclysm, the preserve's control
computer came to the decision that all
humans were out to destroy the
envirenment, Since its primary duty was
to stop environmental destruction, it
reprogrammed all of the ecobots in the
area to kill any humans found.

The center of the preserve is the
Jocation of a forest ranger’s station, where
the control ia located and where
the ecobots return for repairs. There is an
ecvbot patrolling the area up to 50 meters
from: the station.

* “The Zepher™ is a form of mutated wheat
that produces microscopic seeds which
require thought patterns to germinate.
These seeds glide through the air with the
help of the breeze, which is cansed by the
mother plants, which have a Limited form
of weather control. After becoming
airborne, these seeds are unknowingly
inhaled by creatures in the area. When
these creatures fall asleep (and their
mental defenses are lowest), the seads
peionically attack the creatures” minds.
The attack takes the form of a dream n
which the creatures believe they are
attacked by a shadowy beast. If the
creature wina the mental hattle, 1t receives
expericnee sand wiakes. If the seed wins, the
creabure is brain dead and a new plant
sprouls from the body in 1d4 days.
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