Appendix: Technomancy

n. The blending of technology and magic. Also known as “Sorcerous Science” or
Arcanotech.”

In worlds where technology and magic coexist, something about one tends
to interfere with the other. Some individuals in these worlds pursue methods of
combining their techniques to have the best of both. This can be quite dangerous in
practice, as the results of using technology and magic in the same vicinity are often
calamitous. Nevertheless, these “Technomancers,” as they are sometimes known,
still chase after their elusive goal.

Some of them must meet with at least partial success, because “technomantic”
items do come to exist in these worlds. What’s generally disturbing about these
items are some of their more common characteristics. It appears that some aspect
of their operation usually revolves around the use of living beings—particularly
sentient ones—as “material.” Many items have body parts grafted onto them, or are
somehow powered by things like blood or emotions.

Asaresult, such items and their creators are shunned by almost all who encounter
them. Even having such an item in one’s possession can mean trouble. Nevertheless,
it must be admitted that the objects often seem immune to the disruptions that
normally occur when magic and technology operate in close proximity to one
another.

Technomantic Mishaps

Technology and magic don’t play well together. Whenever one is introduced
while the other is in use, there is a chance of ... problems. The rules that follow
combine the estimated power of the technological and magical effects in use. For
devices from a system like Mutant Future™, the item’s complexity class determines its
technomantic power. For magic effects from a system like Labyrinth Lord™, the spell
level or equivalent determines complexity level. Magic items use these guidelines:

Rings = complexity 3

Wands/Staves/Rods or Miscellaneous Magic = complexity 2

Armor or Weapons = complexity 1 per +1 (or per —1 for cursed items)
Potions = complexity 1

Scrolls = complexity 1 (protection) or spell level

Whenever technology and magic are activated in the same place, the referee
adds the highest-level active magic to the highest complexity class of any activated
technology and rolls 2d6. If the result is less than or equal to the total complexity,
there are no ill effects. For example, if a wizard casts a 3-level spell at a mutant
using powered armor (CC2), the result is 3+2 = 5. A 2d6 roll of 5 or less causes a
Technomantic Mishap, rolled with another 2d6 on the following table.

2d6
2 No effect.

Technomantic Mishap

3 The magic is reduced in effectiveness by 50% for 1d6 rounds.
4 The tech is reduced in effectiveness by 50% for 1d6 rounds.

5-7 Magic and tech reduced in effectiveness by 50% for 1d6 rounds.

8 Magic nullified this round.

9 Tech nullified this round.

10 Magic and tech nullified this round.

11 ALL magic and tech in the area nullified for 1d6 rounds.
12 Technomantic Catastrophe (see below).

Usually, only the highest power magic item, spell, or technological device suffers
the mishap. Nullification of ALL tech and magic includes anything the GM considers
reasonably close, e.g., within a 15' radius, in the room, on board a vehicle, etc.

Technomantic Catastrophes are at the GM’s discretion and should be
appropriate to the situation. Some possibilities include:

L& Any or all spellcasters in the immediate area lose 1d4 prepared spells
for the day.

Any or all spellcasters in the immediate area lose ALL prepared spells
for the day.

One random magic item or piece of tech is destroyed. User takes 3d6
damage.

1d6 random magic or tech items explode, each doing 3d6 damage to
anyone carrying it.

One piece of tech (CC2+) drops one Condition Grade (MF42).

ALL tech (CC2+) in area drops one Condition Grade.
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Appendix: Monsters

A Word About Morlocks

Many of the creatures in Realm of the Technomancer are interchangeable between
Labyrinth Lord and Mutant Future. The notable exception is the Morlocks” hit dice.
Fantasy morlocks (LL88) have only one hit die, while the post-apocalyptic morlocks
(MF84) have nine. Each section of the module gives appropriate stats.
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Albino Ape (LL63, MF60)

AL: N; Move: 120' (40"); AC: 6; HD: 4 (45 hp); Attacks: 2 (claw/claw); Damage:
1d4/1d4; Save: 1.2; Morale: 7; HC: None; XP: 80

Apes can climb walls of caves and swing along ropes, branches, and the like at
full movement rate. The apes can throw things with great accuracy to a range of
10'/30'/50": either rocks (1d6 damage) ot feces: no damage, but target must save vs.
poison or become incapacitated with nausea for 1d6 rounds.

Carnivorous Beetle (LL65)

AL: N; No. Enc.: 1d6 (2d4); Move: 150' (50"); AC: 3; HD: 3+1 (15 hp); Attacks:
1 bite; Damage: 2d6; Save: L1; Morale: 9; HC: VI; XP: 65

These fierce carnivorous beetles have a carapace with markings resembling the
hide of a tiger. Though they often hunt giant insects, they also attack and eat large
mammals, including humanoids.

Giant Centipede (LL68, MF66)

AL: N; Move: 60' (20"; AC: 9; HD: 1d4 hp (2 hp); Attacks: 1 (bite); Damage:
Poison; Save: 1.0; Morale: 7; HC: None; XP: 6

New Monsters
Mudbug

No. Enc.: 1d6 (1d12); Move: 60' (20"), Swim 60' (20", Climb 30' (10"); AC: 2; HD:
2 (11 hp); Attacks: 2 Pincers (1d4/1d4), Save: F1; Morale: 7; HC: None; XP: 20

Mudbugs resemble nothing so much as a large crayfish. Some grow as long as
two feet. Their shells are a pebbled texture, mottled grey and brown. The rough
texture of the shell causes the mud and slime to cling to their carapace, making
them very hard to spot when they are still. They surprise on a 1-3 if not moving,
Mudbugs have eyestalks that can retract, a tail with a fanlike fin on the end for
pushing themselves along in the mud, and two thick pincers larger than a man’s
hand. Their crab-like legs fold up beneath their bellies to allow easier movement
through the mud. When extended, each leg has two hook-like “toes” on its end
that allow the creature to climb rough surfaces and even hang upside down from a
rocky ceiling for a short time, sometimes falling into the mud with a startling plop.
Mudbugs can breathe air and water, but in the mud they must surface to breathe one
round every turn. Mudbugs are not particularly aggressive but will attack with their
claws if frightened.

Skull Guardian

AL: N; Move: Fly 90' (30"); AC: 3; HD: 1+1 (6 hp); Attacks: 2; confusion (1/day)
or 2 bites (1d3 each); Save: L1; Morale: 12; HC: None; XP: 27

This magical construct can fly through the air, vent horrifying screams, and
deliver vicious bites. Once per day, it can flash colored lights from its eyes and can
cause anyone looking at it to become confused as appropriate for the rules in use.

LL: Save vs. petrify or suffer the effects of the confusion spell (LL28).
MEF: Save vs. stun or suffer confusion (MF57) for 1d10 rounds.



REALM OF THE TECHNOMANCER

GAME MASTER'S MAP

One square = 10 feet




DESIGNATION OF PRODUCT IDENTITY

Designated Product Identity of Faster Monkey Games™ includes, but is not
limited to, the following: The name Faster Monkey Games™, the Faster Monkey
logo, product layout, product presentation, wording, electronic and written
communications, and web design and presence are Product Identity. With the
exception of game mechanics, methods, procedures, processes and routines
designated as Open Game Content by, or Product Identity of, Wizards of the
Coast™ or Goblinoid Games™, all improvement over prior art and all names and
details of new monsters, new spells, new magic items, new rules, and characters are
Product Identity of Faster Monkey Games™. All product names and product line
names, logos, identifying marks, trade dress; artifacts; creatures; characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and descriptions
of characters, spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols, or graphic designs; and any other
trademark or registered trademark; writing, layout, presentation, characterization,
setting, compilation, summary, reformatting, or other content is designated
Product Identity of Faster Monkey Games™, with the exception of terms or
content designated as Open Game Content by, or Product Identity of, Wizards
of the Coast™ or Goblinoid Games™, licensed artwork, or unaltered artwork
from the public domain.

NO CHALLENGE TO COPYRIGHT

Faster Monkey Games™ makes no claim of ownership to Mutant Future™ or
other Product Identity of Goblinoid Games, Product Identity of Wizards of the
Coast, or Open Game Content, and no challenge to copyright is intended.
DESIGNATION OF OPEN GAME CONTENT

To the extent, and only to the extent, requited by the Open Game License
Version 1.0a (Copyright 2000 Wizards of the Coast, Inc.), the Labyrinth Lord™
Trademark License 1.1 (September 2009), and the Mutant Future Trademark
License 1.1 (September 2009), content not designated as Product Identity above
is considered Open Game Content.

USE OF LABYRINTH LORD COMPATIBILITY LOGO

The Labyrinth Lord Compatibility Logo is used under the Terms for use of the
Labyrinth Lord Compatibility Logo, from Goblinoid Games, September 3, 2009.
Faster Monkey Games™ makes no claim of ownership to the Labyrinth Lord
Compatibility Logo and no challenge to copyright is intended.

OPEN GAME LICENSE Version 1.0a

The following text is the propetty of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”’Contributors™ means the copyright and/or trademark owners
who have contributed Open Game Content; (b)’Detivative Material” means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abtidgment or other form in which an
existing work may be recast, transformed or adapted; (¢) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)”Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines to the extent such

content does not embody the Product Identity and is an enhancement over the

ptior art and any additional content clearly identified as Open Game Content by
the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) “Trademark” means the logos, names,
mark, sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License by
the Contributor (g) “Use”, “Used” or “Using”” means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this agreement.
2.'The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Conttibutors grant You a perpetual, wotldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed
by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE
of any Open Game Content You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including
as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identity.
You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any Product Identity in
Open Game Content does not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under
any version of this License.

10 Copy of this License: You MUST include a copy of this License with every
copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game

Content using the name of any Contributor unless You have written permission
from the Contributor to do so.

12 Inability to Comply: If itis impossible for You to comply with any of the terms
of this License with respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation then You may not Use any
Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.
14 Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.
15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000, Wizards of the Coast, Inc.; Authors
Jonathon Tweet, Monte Cook, Skip Williams, based on original matetial by E.
Gary Gygax and Dave Arneson.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc,;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid,
James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
Modern System Reference Document Copyright 2002-2004, Wizards of the
Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Chatles Ryan, Eric
Cagle, David Noonan, Stan!, Christopher Perkins, Rodney Thompson, and JD
Wiker, based on material by Jonathan Tweet, Monte Cook, Skip Williams,
Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and
JD Wiker.

END OF LICENSE

COPYRIGHT NOTICE: “Realm of the Technomancer” Copyright 2011,
Faster Monkey Games™; Authors: Jeff Sparks, Joel Sparks.

Mutant Future™ is copyright 2008, Daniel Proctor and Ryan Denison. Mutant
Future™ and Mutants & Mazes™ are trademarks of Daniel Proctor. These
trademarks are used under the Mutant Future™ Trademark License 1.1 available
at www.goblinoidgames.com.

Labytinth Lord™ is copytight 20072009, Daniel Proctor. Labytinth Lord™ and
Advanced Labyrinth Lord™ are trademarks of Daniel Proctor. These trademarks
are used under the Labyrinth Lord™ Trademark License 1.1 available at www.
goblinoidgames.com.
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Art copyright Rick Hershey, All Rights Reserved. Some artwork copyright Paul
Daly, used with permission. Zombie head (Area 2) released by Chris Spooner
through a Creative Commons License. MetalLord font by Ray Larabie: wwwilara-
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