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by Guy W. McLimore, Jr.

In a speciul hidden section of the lost starship Warden, an engi-
neering robot discovers a minor cable break. Drawing a small torch
Srom its builr-in tool kit, the necessary repair is soon made. This cir-
cuitry interruption — which has remained undiscovered and untend-
ed for many, many years — is now closed, and a special computer
signal sent fong ago finaily reaches its destination. Relays close, and
a special computer unit is activared, setting info motion a special
genetic labaratory.

Immediately, micro-miniature manipulators withdraw samples
of human (tissue from a freezer storage compartment, Unnoticed by
the electronic cantrolfing device is a cracked and damaged radioac-
tive power capsule nearby which contaminates some of the with-
drawn tissue cultures. The quick-frozen cells are moved (o tanks of a
speciatl growrth medium and are electrically stimulated. The cells be-
gin to multiply, rapidly . . .

Weeks later, the tanks hold full-grown adult human bodjes. Some
appear normal; others have sirange deformities and mutations induced
by the unexpected dose of radiation. All are limp, unmoving, devoid of
intelligence and identity.

Once again, micromeanipulators mave in, this time to artach wires
and sensor strips to the foreheads of the newly-grown clones. In a mat-
ter of days, computer tapes full of general human knowledge and spe-
cific ship-related skills are played directly into the clones’ brain synaps-
es. But again old computer malfunctions and worn-out circuitry com-
bine to leave large gaps in the intended programming of the new poten-
tial crew members. There will be unfortunate — perhaps eventualfy rra-
gic — lapses in their “‘menories’’ of the ship and its functions.
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Thankfully, the all important final tape does play into the heads of
the clones, explaining their mission. That mission is of the utmost im-
portance to the hundreds of thousands af people in the ship.

“‘Program codenamed Clone Bank Alpha is activated only in case
of extreme danger or damage 1o the ship, causing breakdown of chain
of command. Upon activation, lissue samples are processed into clones
of ship's personnel, who are then programmed with the technical and
general data necessary for operation of the ship. The clone bank com-
puter terminals are (0 provide equipment and authorization to the
clones, allowing them (o reestablish chain of command and prevent di-
sasrer."'’

YOU are one of these clones — charged with the tusk of rescuing
the starship from disaster. But computer malfunctions have left you
withaut the special equipment and weapons you need to masier the sit-
uation. What equipment you carry you must manufacture Yourself
from materials available in the clone bank complex. Some of your team
are not even roially humnan, possessing strange mutant abilities and de-
Sects. Warst of all, there are large holes in your memories. The ship's
equipment seems sirange (0 you, and you are nof sure how (0 operale.
You remember almost nothing of the structure of the ship itself — nor
even where the clone bank you are in is located or how to find the im-
paortant areas of the ship. The aged and broken-down computers in the
clone bank complex yield no information of value.

Still, you and your pariy have a job to do. You must leave the
clone bank, and wander the ship, gathering information, and putting
what skills you have to work. But it may already be too late. The disas-
ter that caused the loss of cormmand in the ship was long ago, and what
remains is strange, and savage, and often deadly. You are enfering an
unknown land . . . :

This alternate scenario for beginning a game of Meramorphosis:
Alpha has certain advantages over the idea of beginning as a barbarian
from a shipboard tribe. Most notably, it eliminates the problem of so-
called barbarians who own a copy of the rule book and know decidedly
taa much to be mere tribesmen.

CLONE BANK: DETERMINATION OF
MUTATION STATUS

% Die Roll Mutation Status

01-15: MUTANT -1 mutation

16-25: MUTANT -2 mutations & 1 defect
26-30: MUTANT -3 mutations & | defect
31-3S: MUTANT -4 mutations & 2 defects
36-50: LATENT MUTANT STOCK

51-00: HUMAN
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Physical mutations are numbered | through 30, chum_bcr mental mu-
{ations 31 through 67. Roll percentile dice for each ind:ca[u_:l mutation
on the table above. A roll of 68 through (0is ignored. Physical defects
are renumbered | through 12, and mental defects are renumbered 13
through 20, Roll a 20-sided die for determination of defects.

LATENT MUTANT STOCK

These are humans who have latent mutant abilities that may be brought
out by radiation. Keep track of how many levels of radiati‘oq CUMU-
LATIVE have been absorbed by any one latent mutant. This is the per-
centage chance that the accumulated radiation effect will bring out _1hc
latent mutations. Roll each time the character is affected by radiation
and lives. If the latent mutations are brought out, roll on the following

table:

% Dic Roll Eflfects

01-50: I mutation

51-75; 2 mutations & 1 defect
76-90: 3 mutations & 2 defects
91-00: DEATH (lethal mutation)

PROGRAMMED SHIP SKILLS

% Die Roll  Number of skills
01-50: 1 minor skill
51-60: 1 major & 1 minor skill
61-75: 1 major & 2 minor skills
76-85: 2 major skills
86-90: 2 major & 1 minor skill
91-95: 2 major & 2 minor skills
96-99: 2 major & 3 minor skills
00: ROLL SPECIAL SKILL (humans only)

MAJOR SKILLS (player's choice)

Ecology Maintenance Technician Medical Officer

Power Room Technician

Astrogator ) N

Computer Technician Engine Maintenance Technician

Weapons Officer Radiation Technician

Roboticist Band Unit Mainlenance
Technician

MINOR SKILLS (p.la.ycr‘s choice) U = - Ay

Food Service Technician

Shuttlecraft Pilot With Mutant ot

Transport Technician
Geneticist/Chemlife Technician
Small Unit Repair Technician-
Recreation & Athletics Officer
Survival Training Specialist
Ship Superstructure Technician
SPECJAL SKILLS

01-15: Psionic Healer

16-30: Machine Talent

31-45: Immortal

46-60: Probability Shifrer
61-75: Resurrection Talent
76-50: Mental Battery

91-00: Ability Duplicator
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EXPLANATIONS OF SKILLS

WEAPQNS OFFICER: + 1 on rolls to hit with ship's weaponry

MEDICAL OFFICER: Can heal | point of damage per man per
day with minimum equipment

RADIATION TECHNICIAN: Can identily radiation areas _from
condition of local plants, effects on animals
and players, etc. ‘

BAND UNIT MAINTENANCE TECHNICIAN: Expert with cqlor
band circuitry. Has possibility of bypassing
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bandlocks (at referee’s option)

FOOD SERVICE TECHNICIAN: 25 per cent change to identify
harmful substances

SHUTTLECRAFT PILOT: Able to fly ship’s shuttle vehicles

TRANSPORT TECHNICIAN: Familiar with road systems, subshut-
tle tubes, anti-grav sled repair, etc.

GENETICIST/CHEMLIFE TECHNICIAN: Conversant with both
human genetics and android construction

SMALL UNIT REPAIR TECHNICIAN: Able to repair minor dam-
age to ship’s equipment depending on com-
plexity (referee’s option)

SURVYIVAL TRAINING SPECIALIST: +1 to hit with all weapons.
1-6 pts. damage hand-to-hand combat wilh
humians and humanoids (Qnly onc pet party)

SHIP SUPERSTRUCTURE TECHNICIAN: Familiar with hull con-

struction, including methods of working

with duralloy

Can heal 1-6 points of damage per person

per day, or twice that (taking 1-6 pts. him-

self in the latter case)

MACHINE TALENT: Possesses instinctive affinity with all ma-

chines.

Totally immune to poison, radiation, and

discase. Regenerates $ hil points per day.

Transfusion of blood into a non-immortal

cures 2-40 hit points, and can be done once

a month.

PROBABILITY SHIFTER: Can influence a die roll by investing hit
points (1 hit point=1 percentage point; $ hit
points =1 20-sided die point; 10 hit
points=1 6-sided die point). Use of this
power, and direction and magnitude of in-
fluence, musi be declared before rolling.
This power can be used whenever the char-
acter affected by the roll is within 25 f1. of
the person with the power.

RESURRECTION TALENT: Can restore life by pouring own hit
points into another’s body. The amount of
points invested becomes the maximum hit
points for the resurrected person. This can
be no more than the original number of hit
points the dead character had. Each full day
dead adds 10 percent 1o the number of
points that must be invested. (Example: A
man three days dead must have 39 points in-
vested to gain 30.) Persons with bodies not
intact or not recoverable cannot be resur-
rected, nor can persons already oncc resur-
rected by this method.

MENTAL BATTERY: Can power any item within 20 feet with
mental energy, with $ percent chance (cumu-
lative) of “burnout’’ each melee round.
Powering an Hem takes no real concentra-
tion, but power ends il person with battery
power is knocked uncanscious or moved out
of range.

BURNOUT CHART

01-50: Unable 10 use power for one day

51-75: Unconscious 1-20 min. plus 1-day wait
Lo use power again

76-85: Uncanscious 1-6 hours plus 2-day wail
10 use power again

86-90: As 76-85 plus take 1-20 pts. damage

91-99: As 86-9Q plus take additional 1-20 pts.
damage

00: Death from energy burnout

ABILITY DUPLICATOR: May duplicate any one single mutant
ability (mental or physical) or one single hu-
man attribute (strength, constitution, dex-
terity, etc.) of any being within 100 yards.
Rol! for burnout as above ¢ach melee round
but with 10 percent non-cumulative chance
of burnout.

PSIONIC HEALER:

IMMORTAL:




