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THE CAMPAIGN GUIDE

Acting as the gamemaster
of your gaming group
means being perhaps the
most important player at
the table. Anyone who has

ever played a role-playing

game is, at the very least,
familiar with the idea of what a gamemaster does: the
gamemaster (or “GM”) is responsible not only for
knowing the rules and regulating the game, he also
must arbitrate the result of encounters and attribute
rolls, and, when the established rules fail to cover a
given area of dispute, make on-the-spot judgments
to keep the game flowing. Furthermore, it is the GM
that serves as “storyteller”, devising the session’s
adventure beforehand for the enjoyment of all. With
a bit of practice and experience, even a beginning
GM will soon be coming up with adventure hooks,
complete ideas, and even fully developed scenario
plots and stories for his or her gaming group.

Most role-playing sessions will consist of a series
of encounters linked together by a story modified
and tweaked as a result of the spur-of-the-moment
actions of players and developments in the game.
Most pre-made adventures are basically the same,
though the time taken beforehand to prepare such
a product means there is a more ordered structure
—and less chance a GM will be unprepared
for circumstances outside a homemade,
sketchy outline.

A campaign, however, is different. A
campaign is more of an ongoing story,
a series or string of adventures
linking the characters to deeds %
of heroics and epic struggles. 2
The best campaign games -
call for a lot of forethought v
in designing a good back ¢
story, so that the individual N s
“episodes” run smoothly
together, and serve some \
greater, future purpose. '
Players may not even know
at the start, the extent of the
plots or plans of the villains
(or mysterious, behind-
the-scenes allies), only to
discover that a foe thought
beaten long ago has all
along been rebuilding,
plotting, and seeking his
ultimate revenge... A

campaign allows you to build upon the elements of
individual episodes, making every decision count,
making every mistake have a price, and having every
heroic deed truly matter in the grand scheme of things.

As a GM of Darwin's World you are always free
to come up with any variety of story that suits your
style of play: stories of survival, scavenging, or
duty to a greater cause. Through playing this game
you will find that everyone likes something a little
different; some players choose to play characters who
only seek personal profit and power, while others
are interested in exploring the various communities
available, perhaps finding among their callings and
visions a familiarity or welcome “new beginning”
for their characters. The Twisted Earth of Darwin’s
World is perfect for all sorts of adventuring types, as
it is a world filled with lost cities, ruins infested with
intelligent mutants or bizarre aberrations, subterranean
worlds of buried sewer systems filled with lost goods,
and other fascinating remnants of a futuristic world
that appears and vanishes beneath the sand with the
fickle pull of the winds.

Though they don’t have the same control as the
GM does, individual players contribute a lot to the
excitement of a campaign through the deeds of their
characters. While many players are more comfortable
with characters who seek only personal betterment to

meet and defeat the next opponent, other players
colorfully add quirks to their in-game personas
that make play far more interesting. A
player may give his character an
obsession with a quest to find
i  his true origins, for example,
or a desire to learn what the
Ancients were really like
before they fell. Or they
may question the almost
universal “worship” of
the Ancients by their
peers as an Atlantean-
paradise now gone, and
instead find that they too had
their villainous leaders and
motivations.
There are limitless
possibilities, and
countless futures for
anyone adventuring

in DARWIN 'S WORLD.
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* CHAPTER I

“Believing as I do that man in the distant future will be a far more perfect
creature than he now is, it is intolerable that he be doomed to complete
annihilation after such a long-continued process.”

-Charles Darwin

“Now I am become Death, the destroyer of worlds”
-J. Robert Oppenheimer

“So it was that, after the Deluge, the Fallout, the plagues, the madness, the
confusion of tongues, the rage, there began the bloodletting of the Simplification,
when remnants of mankind had torn other remnants limb from limb, killing
rulers, scientists, leaders, technicians, teachers, and whatever persons the leaders
of the maddened mobs said deserved death for having helped to make the Earth
what it had become.”

- A Canticle for Leibowitz
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SURVIVAL

“All that we can do is just
survive. All that we can do to
help ourselves is stay alive”
— Neil Peart (Rush)
When it gets right down to
it, adventuring in Darwin’s
World is all about the
characters’ day-to-day struggle
for sheer survival. It’s an uphill battle against the
monstrous denizens of the wasteland, the haunting
savages hiding in the ruins of old cities, or the lethal
nature of the world itself. The wasteland is pitted with
radiated craters, poisoned wells and water systems.
It is starved of shelter and places of safety. The
landscape itself is as much a hazard to life as any of its
most formidable inhabitants.
This section deals with the major dangers characters
are likely to face, as they struggle to stay alive in
the savage wastelands. Hunger and thirst, radiation,
chemical contamination, parasitic infestation and
storms are all touched upon.

ENVIRONMENTAL DANGERS
The hazards section of the Savage Worlds core
rules should be used for Bumps and Bruises, Cold,
Drowning, Heat, Hunger, Sleep, Thirst, Disease and
Poison. This section adds Gamma Radiation, new
Diseases, Chemical Contamination, and Parasitic
infection to the list.

Since the specific means of Fatigue recovery
is dependent on the source of that fatigue,
characters should track the sources of each
Fatigue level.

GAMMA RADIATION

Many areas of the Twisted Earth are heavily polluted
with the mutative effects of gamma radiation - the
product of the great nuclear war that incinerated
mankind’s last hopes in one great and final cataclysm.
Because most communities no longer grasp the

true power of the Ancients, radiation is often
misunderstood. Since it is invisible, radiation is often
accorded a “mystical” and “magical” nature, and either
worshipped as a force for change and purification, or
feared as a kind of lethal “curse” left over from long
ago.

Variously called the “red thirst”, “red fever”, and
“slow death”, radiation is rarely recognized, and even
more rarely treatable, with the few medical resources
available so long after the Fall. By all accounts,
radiation is perhaps the single most insidious threat
to long-term life on the post-apocalyptic planet
Earth.

Radiation is accumulated in living things that
pass through an area of radioactivity (examples
include fractured reactor cores, ruined nuclear missile

silos, and of course, nuke craters). This is not an
unlikely prospect regardless of where humans and
mutants happen to live, since the nations of the world
were universally bombarded with vast numbers of
nuclear weapons, from bombs to missiles, and the
invisible clouds of particles from these detonations -
and their curious “nuclear snows” - were blown across
the world. Known as tropospheric radiation, this kind
of fallout circulated for months before settling along
latitudinal lines all over the world, poisoning areas
that might have otherwise been spared the actual
detonation of bombs and missiles.

Areas once bombarded heavily are often grown
over with weird plant and animal life, concealing the
tell-tale craters and creating a deadly surprise for the
unwary who delve too deep into the ruins of ancient
cities. In many cases, the actual crater is gigantic, and
may not even be noticed by people on the ground.
While tactical nuclear weapons (around 1 kiloton)
used to destroy military units in the field produced
holes of perhaps a quarter kilometer in diameter;
larger weapons have exponentially bigger craters. 100-
kiloton weapons, used against fleets, larger airfields,
and military complexes (such as bases), produced
craters roughly one kilometer in size, casting out
radiation to five kilometers or more. While the crater
may only by one kilometer in size, the area of actual
devastation (ruined buildings, etc.) is double that.

At the one megaton level and higher, one enters
the realm of strategic nuclear warheads designed to
destroy cities. Craters here are four or five kilometers
in diameter, areas of
ruin extend to ten

s
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less than 4 hours

Lightly irradiated =

Highly irradiated Mild
Moderate

Severely irradiated

Character exposed to...

Mildly radioactive materials -

Highly radioactive materials Mild

Severely radioactive materials

kilometers, and radiation remains lethal out to 25
kilometers.

The largest of warheads, at ten megatons, produced
a whopping eight to ten kilometer crater, an additional
15-kilometer region of blasted wasteland, with
radiation cast out to 30 kilometers or more.

Finally, “enhanced-radiation” weapons (or “neutron
bombs”) created an extremely small area of actual
physical devastation (a crater around 0.2 km and ruins
out to 0.5 km). They carpeted areas with radiation
roughly equivalent to a 100-kiloton blast.

RADIATION EXPOSURE
The following rules replace the Radiation rules
presented in Savage Worlds:

In Darwin’s World, radiation exposure is ranked as
mild, moderate, or severe. To determine the level of
exposure, consult Table 1-1: Radiation Level. Find the
source of the radiation in the left hand column and the
time of exposure in the top row. This will give you the
radiation level (mild, moderate or severe).

The character must make a Vigor roll every four
hours in irradiated areas, every 10 minutes exposed

TABLE 1-2: GAMMA RADIATION SICKHESS
Degree of  Modifier to
Exposure Vigor Roll

Damage

Mild -0

less than 10 minutes

Moderate

every 4 hours
Mild
Moderate

Severe

every 10 minutes
Mild

Moderate

Severe

to radioactive materials, or at the end of the exposure
if less than these times. The Vigor roll is at -1 if
moderate exposure and -2 if severe exposure. If

the Vigor roll is failed, consult Table 1-2: Gamma
Radiation Sickness to determine the type of damage
sustained.

CHEMICAL CONTAMIKATION
Chemicals from the weapons and massive industry of
the Ancients are still a curse felt by the survivors of the
Fall. The longevity of these toxins is quite remarkable.
Many industrial chemicals contain deadly mercury or
cadmium, which through the action of bacteria, can
actually change into poisons over time. If dumped
with acids (a common mistake of manufacturers), they
can turn into liquid form and permeate an entire region
through its water systems, ending up a long distance
from their original source.

In some regions, chemical by-products from the
lost civilization of the Ancients are very much still
in evidence in the form of leaking chemical storage
facilities at the heart of old cities, industrial wastes
ringing urban centers, or abandoned containers

Description

1 level of fatigue 50-1000 Rads. Character suffers from fatigue, nausea, and
fever, the beginnings of a slow destruction of marrow, and

the start of infection and hemorrhage.

1001-4000 Rads. Body hair (especially head hair)

will begin to fall out, loss of fluids/electrolytes in the
intercellular spaces and gastro-intestinal tract. A lowered
white blood cell count reduces blood clotting, meaning
natural healing is much more difficult.

Moderate -1 1 level of fatigue*,

1 wound**

Severe -2 1 level of fatigue*, 4001+ Rads. Character suffers from severe damage to the

1 wound**, vascular system, which causes cerebral edema. Shock and
Vigor drops by one  neurological disturbance can easily bring about death if the
die type*** character remains exposed for too long.

* Fatigue from Moderate or Severe gamma radiation can lead to death. 1 level of Fatigue is healed for each hour
away from the radiation.

** Wounds from Gamma radiation apply a -2 modifier to natural Healing rolls until all wounds are healed.

*** If an attribute would fall below d4, then death results.
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of dangerous industrial chemicals. The legacy of
these chemicals is still very much a potent danger

to survival. In many cases, the chemicals used in
mankind’s industry remain in precarious storage,
awaiting some accidental release by witless survivors
of the apocalypse. Chemical wastes, dumped and
buried long ago, slowly seep to the surface over time;
killing ground vegetation in a wide area, poisoning
wild animals that feed in the vicinity, inflicting burns
on anything making so much as momentary contact
with the soil, and causing birth defects in animals and
people.

Examples of chemical contamination still posing
a sizeable threat in Darwin’s World might include
leaking underground chemical storage tanks in
the water table, lead contamination in cisterns or
old urban pipes and water systems, acids used in
metal manufacturing sitting around in huge vats in
abandoned factory complexes, and chemical runoff
from industry permeating entire regions.

The actual chemicals that pose this threat can
vary; GMs can either use existing poisons (such as
cyanide and arsenic, both of which are commonly
used as industrial chemicals), or use the more generic
pollutants suggested below.

Characters will only likely come into contact with
chemical contaminants as the result of accidents
of foolish exploration; for example, falling into a
bubbling pool of chemical treatment fluids during a
pitched combat, or unknowingly swimming from one
side of a poisoned reservoir to the other, to escape a
powerful predator.

Chemical contamination is treated just like poison,
requiring a Vigor roll and then applying the results of
a failed roll. A few generic forms of contamination are
presented here.

Low-grade pollutants (-0): Gain a Fatigue level
that can only be healed with 24 hours of rest or proper
medical treatment.

Industrial waste (-2): Severe burns, coughing, teary
eyes. Gain a Fatigue level that can only be healed with
2 weeks rest or proper medical treatment.

Deadly chemicals (-2): Lose one die of Vigor every
2d6 hours, unless proper Medical cure is found. If this
would drop Vigor below d4, then death results.

DISEASE
Diseases are a devastating danger of the post-
apocalyptic world and a major motivator for the
xenophobic existence of many wasteland communities.
Entire settlements, once healthy and promising, have
been wiped out in less than a week’s time after the
arrival of a disease-carrying trader or scav at their
gates. Contaminated water sold by merchants, slaves
carrying unseen viruses, or goods laden with infected
fleas, have more than once spelled the doom of some
of the last vestiges of civilization.

Many of the diseases of the post-apocalyptic world

are the descendants of the same viruses and germs
tailored by ancient man; unleashed as the most horrific
weapons of war during the cataclysmic Fall, designed
to wipe out entire army formations and devastate
civilian centers to cripple war production,

Other biological weapons have mutated, thanks
to an environment rife with radioactive elements,
creating new strains that post-apocalyptic scientists
and juju doctors have little hope of combating.
Dwelling in the hearts of blasted cities, seething in
breeding pits created by bomb craters, these diseases
are quite varied and their effects often ghastly to
behold.

Diseases such as anthrax, smallpox, and pneumonia
were also employed as weapons of mass destruction
during the Fall, and their presence is still found among
the dying remnants of human habitation, in cities,
villages, and ruined settlements everywhere.

There are also rumored to be necropolis across
the Twisted Earth wherein the entire populations
succumbed to a nightmare plague spawned mistakenly
by the Ancients in their most forbidden secret research
labs. The “contagion” is said to turn those afflicted
into mindless, cannibalistic zombies, driven solely by
a drive to consume flesh.

Since some diseases can be so deadly to characters,
give players an opportunity to avoid contact by using
descriptive clues. If, for example, the characters come
across a village ravaged by the Super-flu, describe
how the bodies they see, laying in the distance, appear
to be discolored with lesions on the exposed skin. If
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they still choose to approach, then let them suffer the ﬁl

consequences.
Anthrax (-4); Inhaled/Contact; Incubation: 2d6

days

After the incubation period, the character must
make a successful Vigor roll with Disease modifiers,
every four hours or his Vigor will drop by one die
type. If Vigor would drop below d4 then the character
perishes. Anthrax can only be cured with medicines of
the Ancients.

Cholera (0); Ingested; Incubation: 1d3 days

Of the diseases of the Twisted Earth, cholera is by
far the most common. Most often found in unpurified
water sources, it is a problem because in many desert
communities, water of any kind is not likely to be
thrown away, no matter how suspicious it looks. In
effect the disease causes the victim to thirst to death,
by removing body moisture through extreme and
violent episodes of diarrhea.

The infected character must drink double the
amount of water to stave off thirst. Every 5 days the
character may make Vigor roll. A Raise on the roll
successfully fights it off; a Failure on the roll incurs
a level of Fatigue that can not be recovered until the
disease is gone from his system. This Fatigue can lead
to death.

Contagion, plague zombie (-2); Injury; Incubation:
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Special

2d6 hours after a victim has been injured he
becomes weak and delirious gaining two levels of
Fatigue. He then becomes bedridden.

At this point, the character can make one last Vigor
roll (including the Disease and Fatigue modifiers).
If successful, the character will recover 1 level of
Fatigue each 24 hours until healed. If failed, he
becomes a plague zombie after 2d6 hours. He loses all
attributes, feats, and other abilities and instead taking
on the characteristics of a plague zombie (see Chapter:
Terrors of the Twisted Earth).

Muta-virus (-2); Injury; Incubation: 1d2 days

The “muta-virus”, while not officially named as
such, has allegedly popped up in various corners of
the Twisted Earth. The disease seems to defy scientific
explanation and categorization, and its effects are
puzzling (and terrifying): it alters the genes of the
victim, slowly reorganizing his cellular structure to
transform him into a monstrous aberration. Like the
plague zombie contagion, the muta-virus does not
cause attribute loss, but rather changes the victim into
another form of creature altogether.

on the roll, he has successfully fought off the plague
and recovers one die of Strength each day until fully
healed. If Strength would fall below d4, he succumbs
to the plague.

Plague, Septicemic (-2); Injury; Incubation: 2d6
hours

Septicemic plague, the rarest and deadliest form
of plague, occurs when plague bacteria manages to
reach the bloodstream. The character must make a
Vigor roll with the Disease modifier. If this roll is
failed, the blood instantly becomes infected. During
the incubation period, the character begins sprouting
purple and black sores and lesions all over the body,
after which the victim dies in agonizing pain.

Rabies (0): Injury: Incubation: 2d4 days

Carried by man and wild animals, rabies is
transferred through fluid exchange (usually through
a bite). Pain, delirium, fever, and eventual death soon
follow. After the incubation period, the character must
make a Vigor roll each day. The character loses one die
of Smarts every time the roll is failed. If Smarts drops
below d4, then death occurs. With a Raise on the roll,
the character has successfully fought off the rabies. He
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regains one die of Smarts each day until fully healed.
Super-flu (-4); Inhaled/Contact; Incubation: 2d6
hours
Those who suffer from this fast-acting mutant
disease are afflicted with diarrhea, lesions on the face
and torso, drastic skin discoloration, nausea, weakness,
and wracking pains.

After the incubation period of 1d2 days the virus
will begin to (painfully) physically alter the host,
while reducing his mind to that of a savage beast.

Each day the character’s Smarts die drops by one.
When it falls below d4, the character has transformed
into a bloodthirsty, heavily mutated creature known as
an “abomination” (see Chapter: Terrors of the Twisted
Earth). Starting 2d6 hours after this disease takes hold, the

Plague, Bubonic (-2); Contact; Incubation: 1d6 character must make a Vigor roll (no modifier) every
days hour. Each failed roll results in a Fatigue level, and

Without modern health conditions to combat the Incapacitation results in death.
proliferation of rat populations, ancient pestilences The super-flu is an invisible and incredibly
like the bubonic plague often appear in communities voracious killer spread by airborne germs as well as
large and small all across the wasteland, threatening mere contact with an infected individual.
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to destroy any stability these holdouts of civilization Tuberculosis (0); Inhaled; Incubation 1d2 months
might offer. Victims of the scourge begin with a
swelling of the lymph nodes on or around the groin
which blossom to the size of eggs or small fruit; these
become buboes over time, spreading all over the body.
Dark bruises, blisters, and blotches appear on the skin,
followed by fever, headaches, and weakness — and
eventual death.

After the incubation period, the character must make
a Vigor roll with the Disease modifier each day. On a
failure, he loses one die of Strength. When Strength
falls below d4, he succumbs to the plague.

Plague, Pneumonic (-2); Inhaled; Incubation 1d8
days

Pneumonic plague is a cousin of the bubonic variety,
and is characterized by the habitual coughing up of
blood and mucus, high fever, difficulty in breathing,
and eventual death.

After the incubation period, the character must make
a Vigor roll with the Disease modifier each day. On
a failure, he loses one die of Strength. With a Raise

Tuberculosis, a common disease that affects the
lung tissues, seems to breed in the squalid conditions
of many ruin settlements and the crowded streets of
the world’s wasteland communities. Forming what are
known as “tubercles” — small but prominent lumps on
the interior surface of the lungs — the disease literally
strangles the breathing passages and causes eventual
asphyxiation.

After the incubation period the character will lose
one die of Vigor. If this would drop Vigor below d4,
the character dies.

PARASITIC INFESTATION

While the mutant monsters of the Twisted Earth
provide a more visible threat to player characters on
most adventures, even the smallest creatures can prove
more than a nuisance should the GM introduce them in
a session. Parasites are one danger that GMs can use to
keep the environment inhospitable, and the players on
their toes.



Parasitic infestation should be treated like “poison”;
when a character comes into contact with a possible
source of infestation (a tainted water supply, wormy
food, or egg-laden supplies), a Vigor roll must be
made; if failed, the character gains Parasitic Infestation
as a Minor Hindrance; with a critical failure, he gains
it as a Major Hindrance.

The Vigor roll needed to avoid becoming infested
varies, depending on the conditions.

Vigor Roll

Condition Modifier

Character only comes into
momentary contact with the source

Character is in constant contact with
the source (wading in a tepid pond, -2
for example)

Character unknowingly consumes
the source of infestation (in his food -4
or water, for example)

STORMS

Sandstorms (and radiation storms) are a common
occurrence in the wastelands of Darwin’s World,
posing a major threat to communities large and small
wherever they lie. Capable of drying up entire regions,
wiping out crops, rearranging landmarks, and hiding
trade routes under tons of sand, the disruption they
bring can devastate settlements reliant on trade or
agriculture — and strand merchant convoys far from
their destinations, dooming them to a slow death lost
in a wilderness of unfamiliar sand dunes.

SAKDSTORMS

Sandstorms are the product of unusually high winds
that pick up loose particles of sand from desert
landscapes and carry them for miles in a swirling
vortex. The drastic climate changes in the post-nuclear
Darwin’s World mean that conditions are perfect for
such a phenomenon to be common across North
America. Without vast regions of forestland
or ordered crop country to control winds,
dustbowl conditions exist in areas formerly
thought of as green and lush.

Any character may make a Survival roll to
detect an approaching sandstorm. Success
gives 1d4 hours notice and a Raise gives
1d4+2 hours warning. Once a sandstorm
hits, all who remain in the open are
blasted by powerful winds, biting
sand, and small debris. Anyone
who cannot make it to substantial
cover (a cave, enclosed vehicle, or
powered armor casing) takes 3d6
points of lethal damage every hour
of exposure. Vision is reduced to 30
feet and hearing is useless due to the

intense roar of the storm. The typical storm lasts 1d4
days, and can cover a region ranging from one to fifty
miles or more.

Once a sandstorm passes, the landscape may be
vastly altered. Former landmarks, footprints, trails, and
other signs of habitation might be completely erased,
or moved around so as to confuse even the most
experienced traveler. In other cases, just the opposite
may occur, and ancient-era artifacts lost for centuries,
or sites of interest best left forgotten, may well be
uncovered for the first time in generations.

RADIATION STORMS

An even deadlier relative of the common sandstorm,
radiation storms are a phenomenon unique to the
post-apocalyptic environment. Massive storm fronts,
moving through distant regions devastated by the
ancient nuclear exchange, pick up literally billions

of irradiated sand, dust, and debris particles from the
ruins of lost cities. These particles are carried dozens,
scores, or even hundreds of miles in a deadly wave
that can blanket entire regions in a matter of hours.
Powered by the same tornado-strength winds that
make normal sandstorms so deadly, radiation storms
are something feared by both primitive and advanced
communities alike. Sometimes these storms are merely
a nuisance resulting in the deaths of a community’s
livestock and a few unlucky men unable to take
cover; other times such tempests can bring about an
apocalyptic end to an entire region under a violent
“snowfall” of burning particles that claims all life for
years to come.

The same rules governing sandstorms apply to
radiation storms, but in addition anyone exposed to the
storm risks exposure to the radiated elements brought
along on the winds. Once settled, the particles will
remain just as radioactive in their new resting place
— with the potential of contaminating food and water
sources in the vicinity for years to come.
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On the Twisted Earth, the radiation level of storms
will usually depend on where the storm originates;
certain areas of the Twisted Earth are radioactive “hot
spots”, and thus storms generated in such a region will
be far more potent than one from just another corner of
the wasteland.

Highly and Severely radiated storms actually glow
noticeably at night, resembling weird aurora displays

certain amount of wilderness travel, and then use food
and water needs as an adventure hook. The prospect of
running out of food or water in the desert wastelands
may drive them to approach a settlement they
otherwise would have avoided, or to search for natural
food sources in a dangerous wilderness environment.
These actions can lead to introducing a new nemesis,
an encounter with a wasteland terror, or stumbling

of blue, green, or crimson color on the distant horizon. upon an ancient fortification.

By night, detecting one of these storms is always
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e THE UGLY ELEMENTS
R One of the signature traits of the Twisted Earth setting
_\._-:' Burning Lands Highly irradiated of Darwin’s World is its backdrop of stark inhumanity,
_nl Deadland Lichtlv irradiated a portrait of cruelty, savagery, and hopelessness that
| U1 e — 1ghtly trradiate paints an ugly picture of a future world without law or
x Deserts of Nowhere Lightly irradiated the delusions of an ordered civilization. By playing
K Forbidden Lands Lightly irradiated up this stark reality those truly “good” communities
:"":i ‘ F D Lightly irradiated that become the homes of the PCs will shine that much
orgotten Desert 1ghtly irradiate brighter. Contrasted by the vile world outside, your
b.; Glowing Hills Highly irradiated players will feel that they are all the more worthy of
E"'?' Graveyard of Bone Cities  Highly irradiated be"il?hg (}?fgndzd ]Eaga}i1n'5t 31(110‘1‘15- | b th
= ) . o e Twisted Earth is a desolate place where the
S e Rifi Valley Lightly irradiated savage and uneducated descendants of man must
T g Purple Desert Severely irradiated band together to survive, whether under well-meaning

leaders or psychotic cult masters. A sense of belonging
is more than just the key to living a contented life;

it means having allies who will willingly lay down
their lives to save you when danger rears its head.
Communities would become wary of outsiders (who
persistently bring disease, or prove to be spies for
raider gangs checking out their defenses for a future
attack), bringing about an almost total end to the
concepts of hospitality and trust. Only traders, or
those who have something to offer, are likely to be
given entrance to most population centers — and even
then, only if they prove to be too tough to take down
and rob (after all,
why trade when you
can take?). Weaker
people would be
victimized the world
over, or protected,
sheltered, and kept
from the public eye
by jealous keepers
afraid of harm
coming to them.

SLAVERY

The cycle of slavery
often arises when
there is neither a
balance of power in a
region (guaranteeing
some measure of
respect between
rivals) nor some form

Sierra Gehenna Lightly irradiated
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HUKGER AND THIRST
As per Savage Worlds core rules, and average
character needs a pound of food and two quarts of
water a day. Some defects and mutations affect a
character’s food and water requirements. Characters
should always stock up on rations when they can.
Depending on your style of play, you may want
your characters to track their daily usage of rations.
However, it is just as easy to estimate usage after a
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of enforcement to prevent institutionalized bondage
from being introduced. After the Fall, with countless
groups having a limited ability to defend themselves
against outsiders, larger and more powerful groups
with the guts to do so will inevitably move in, conquer,
and enslave others. Factions (like raider gangs) who
know nothing but how to wage war (or are made up
almost exclusively of men), will need a caste of people
to do their menial work — gathering food, for example,
entertaining perhaps, or to bear their children. Those
who fall under their oppressive fist become slaves, a
life of misery that in most cases promises no chance of
escape.

Slavery is a staple in most corners of the post-
apocalyptic wasteland, even among the most
“benevolent” factions. To pursue their own
philosophies or wild concepts of a better future, many
groups would find the use of slaves a necessary evil
to get things done. Having slaves means being able to
free up soldiers to defend the community, or allowing
more thinkers to dedicate their time to piecing back
together the fragments of the ancient past. On another
note, one faction may consider the people of another
faction little better than animals, and thus without any
compassion or sympathy might not even care about
their fates whatsoever. And, to further complicate the
matter, some communities (such as raiders) consider
the taking and maintaining of slaves a mercy, since it
is, after all, better than being killed.

Also, slavery does not always need to be an actual
“Institution”; in many ways, an unofficial policy
can be just as effective. In fact, the division between
“slave” and “master” need not always be so obvious,
casting various “shades of gray” over in-game
societies that give the setting layers of complexity.

For instance, a community ruled by a certain racial
group, who also holds all the power, can effectively
strangle a rival ethnicity through unfair social and
economic policies, denial of sharing in government
representation, and even blocking basic human rights.
While they may not call their rivals “slaves”, through
their own policies they make them so. Forced into
poverty, the latter group will be unable to gain political
power or even personal wealth, or even assemble in
any tangible sense to provide resistance against the
inevitable. In time, they could very well transform into
a “caste” serving the menial needs of their “masters”.

Slaves fill almost every mundane role imaginable in
most wasteland communities. Like the “untouchables”
of India or Japan, they do the dirty work no one else
wants, but they also fill out where there are shortages
of freemen. Slaves labor all day to make bricks from
mud and straw, they dig ditches and graves; bury the
dead, and clean sewer systems (assuming a community
has such a luxury). They tend animals, work as
servants in richer households, and spend their lives
working fields for the benefit of their masters. Among
groups that aren’t quite so sedentary, slaves still fill a

vital role as porters, muleskinners, and wagon drivers,
or as janissary-style soldiers trained from birth to fight
to the death for those who own them.

Slavery can be an indiscriminate policy, affecting
any and all who cannot fight back (as in the case of
raiders and slavers), or it can be specific to a certain
group. For example, a pureblooded human enclave
that abhors the idea of slavery as a matter of principle
might not recognize mutants as “humans” — and thus
might not extend their abhorrence to using mutants
as slaves. Likewise, a group that lives in Utah might
have long-standing legends about the “savages of
Nevada”, and thus any native of Nevada is fair game
for enslavement. Or, a clan of mutants who all have
the inherited trait of pink eyes might consider any
other color of eye inferior, thus justifying slavery and
bolstering their concepts of superiority over all others.
More than just a means to enslave others, slavery can
be a cultural norm and necessity that keeps a people
strong and confident in their own destiny (in effect, a
mirror of racism).

Slavery is a great element to work into your post-
apocalyptic campaign, because the struggles against it,
and the establishments that support it, can be amongst
the most entertaining and extremely challenging of
adventures. Whether PCs are escaping from slavery
themselves, or showing pity and helping others break
free from their chains of bondage, the fight against
slavery is one of the traditional hallmarks of role-
playing games.

DRUGS

Drugs have always been a way to escape the horrors
of reality, and in Darwin’s World, they are even more
attractive to the denizens of the world than they were
before the Fall. In fact, with the state of the world

as it is, drugs are no longer a luxury whose use is
frowned upon, but in many cases a necessity for

those struggling with the pain of their own corrupted
bodies (from mutation and defects), or to stave off
the miserable condition of their unrelenting squalor.
Drugs become a tool to dull the pain, to shut out the
horrors of everyday life in the wasteland. Whether in
the hands of the decrepit masses seeking an escape, or
as stimulants for live-fast-die-furious raiders, drugs are
a staple of the post-apocalypse world.

Common examples include “acid” (a common
recreational drug from before the Fall), which sends
the user into wild delusions and visions; a tantalizing
entertainment for an Ancient race bored with their
post-industrial way of life, it is still attractive after
the Fall as a means to escape the horrors of reality.
Cocaine, while a difficult drug to come across (since
advanced refining and purification techniques have
all but vanished in the post-holocaust world), still
exists as well. Smoked, injected, inhaled, or rubbed
against the gums for absorption, this stuff was once a
sign of class and sophistication (even when the user
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was sprawled out on the floor with bleeding gums and
dilated eyes, just minutes from death).

One of the easiest drugs to manufacture, “crack™ has
always had an appeal to the poverty-stricken masses,
before or after the Fall. Crack is basically cocaine but
without the refinement, and, as such, is the roughest
drug around — and possibly the most dangerous.
Smoked, injected, or inhaled like its parent narcotic,
crack is the steak and potatoes of the drug world.
Heroine, “black tar”, and other opiate derivatives,
are most commonly smoked or injected. Marijuana
is harvested for its easily identifiable leaves, much
sought after for its sedating effect that is quite popular
among the poor of various wasteland communities.
Marijuana is more than just a drug to get the mind off
the pain, however; many primitive tribes still use it as
a means of achieving unison with the “spirit world”
and as a vehicle for visions and prophesy. And PCP
(a.k.a. “snow” or “angel dust”) was allegedly once
made by the Ancients in some forgotten war to pump
up the troops; it is now often seen in the hands of
raiders who use it to send themselves into homicidal
rages before raids and inter-gang clashes across the
wasteland.

Because of their value as hallucinogens, stimulants,
and relaxants, in many communities drugs are the
closest thing to a viable currency. They can be easily
carried in a single dose (a “hit”), whether as a “joint”,
plastic or glass ampoule, or miniature packet — just
like coins. Whether they use it themselves, drug
merchants know there are always others willing to take
the stuff in exchange for goods and services — a fact
that simply wouldn’t be lost on post-war entrepreneurs
no matter how strong the former stigma of drug use
might be. And like gasoline, foodstuffs, and other
goods, there might still be men and women (protected
as important commodities themselves, no doubt)
with the knowledge to manufacture drugs for the
market. Drugs are still manufactured in many larger
communities, though some lesser communities may
have access to refining techniques as well.

The reasons for the survival of the drug trade are
simple — their use takes away the pain and terror of
the dying Earth. As such, nearly every wastrel on the
Twisted Earth uses one drug or another.

ADVENTURES
CAMPAIGH THEMES

When building a Darwin’s World campaign, it can be
helpful to think in terms of overarching themes. Four
themes are presented here, any one of which can be the
basis for a campaign. These themes are not mutually
exclusive. The main theme of the campaign will set
the overall flavor for your player’s adventures. The
other themes will show up as adventure types within
the theme.

For instance, if the primary theme is the constant
struggle for survival, then exploration would be an
adventure type whose rewards improve the chances of
survival. If trade is the theme, then exploration leads
to successful trading of scavenged artifacts.

SURVIVAL

The struggle for survival could be considered the
most basic aspect of role playing in Darwin’s World.
It will be an underlying theme in any post apocalyptic
setting. By making survival the primary, over-arching
theme of your campaign you really put every other
aspect in second place. The tone of the adventures, no
matter what the goal, will be set by lack of resources
and constant threats from every corner.

The survival campaign is the easiest one by which
to motivate the characters to act. Every decision they
make, every deserted road they go down will be in
an attempt to keep one step ahead of the world that
is out to get them. This type of campaign isn’t for
every player. It will tend to make for cynical, greedy,
heartless characters, since everything they see around
them is simply another threat to their continued
existence.

When creating adventures for a survival campaign,
nearly every one should be a life or death struggle.
Whether defending against terrors of the Twisted
Earth, fighting the factions that are vying for power in
the region, finding shelter against a raging sandstorm,
avoiding diseases, or simply searching for supplies
to keep alive, each adventure will be life threatening.
The characters might be enslaved and thrown into
the gladiator pits of some shanty town, then manage
to escape, only to find themselves in the barren
wilderness with little in the way of food or supplies.
Soon after, they may successfully hunt down some
creature for its hides and flesh, only to find themselves
pursued by its vengeful mate. You get the idea.

When running a survival campaign, think of things
that your characters desire — powerful weapons, food
sources, perhaps a community to call home — and
allow them to work towards those ends. Either just
before they achieve their goal or soon after, have
something happen to disrupt it or take it away entirely.
For example, if the characters have been on their own
for some time, weary and injured, they may come
across a community that is willing to take them in,
in exchange for helping build the community. As the
characters heal up and begin to feel that they may
finally have a place to call home, have the village
attacked and wiped out by the Brethren (or another
faction). Or have a disease ridden wanderer arrive and
threaten them all if the proper medication isn’t found.
Now the characters are either on their own again (in
the case of the Brethren attack), or sent off into the
wilds in a race against time to find a miracle cure.

These types of situations should be used throughout
your campaign. However, there must be some




opportunity for the characters to make gains or the
players will be the ones becoming bitter and frustrated.
The trick is to always give the players some level of
hope for their characters. Let them keep some small
gains; let them believe that the next adventure may
actually solve their woes. Then, once they start to feel
comfortable, throw the next disaster their way. To run
a successful Survival based campaign, the GM must
become aware of what each of the characters desires
and provide opportunities for them to move towards
those goals. The trick is to give just enough to keep the
players happy, while constantly putting threats in their
way. If done right, the players will be talking about
how bad their characters’ situation is (or was), but you
will hear an element of excitement and thrill in their
tone.

Survival can easily lead into the other three types
of adventures presented here: Exploration, Trade or
Factions. Or Survival can be used as the underpinnings
to one of the other themes. A campaign may seem like
one of Trade, until the characters are ambushed by
the buyers and sold into slavery. Now the tables have
turned and Survival becomes the order of the day.

EXPLORATION

An Exploration themed campaign is a great way to
highlight various regions of the Twisted Earth. In

this type of campaign, the primary motivations of the
characters are wanderlust, questing for knowledge and
searching for powerful artifacts. Again, survival will
be a strong underlying theme, but most adventures will
involve heading off into the wilderness in search of the
unknown. In this way, the campaign can be extremely
varied; with one adventure leading to an ancient site
and another leading to trade in a new community.

The motivations for the characters will be based on
the knowledge the GM imparts through adventuring.
Rumors of ancient sites, stories of bizarre happenings
or unexplainable events/phenomenon will lead the
characters to seek out new places. The GM should
make sure the players have enough knowledge of
the areas they reside in to know when something is
out of place. In this way, clues to adventure can be
introduced through dialog with NPCs rather than given
outright. Although the characters may stumble upon
an Ancient site through their wilderness adventuring,
much of their motivation will come in the form of
rumors from the denizens around them.

Talk of an echoing howl beyond the mountains,
rumors of a long lost site of the ancients uncovered
during a recent storm, news of missing people, or the
sudden arrival of a new creature, all could lead the
characters to seek out the source. These explorations
into new territory allow the GM to introduce any type
of threat or opportunity. Have the characters find some
ancient ruins and the ghoulish residents that defend it.
Exploring further, they may find a working complex
ruled by a small group of androids whom the ghouls

are subservient to. Defeating the androids and the
ghouls may reward the characters with wonders they
had never dreamed of, if they survive.

As with the Survival based campaign, all adventures
don’t have to be exploration based. Let’s assume the
characters need to travel to a new town to trade their
booty. This may bring them to a new region that
presents all sorts of opportunities for adventure and all
sorts of new threats. Perhaps a previously unknown
faction rules the wasteland of this region and the
characters are now seen as a threat to their territory.

When preparing for Exploration based campaigns,
the GM should determine which areas of the Twisted
Earth will be the primary focus. Work should be put
into defining the places of interest that the characters
may explore, including the threats and artifacts they
are likely to encounter. Specific scavenging tables
should be designed for the areas to be explored.

As well, though resources are always scarce in the
Twisted Earth, the characters should be provided
access to survival gear and weapons that will be
needed to survive the harsh wastelands. Most groups
will be true wanderers and explorers, but some may
have a permanent home settlement that they return to
after adventures. Their explorations may be to help
advance their community, or at the very least, ensure
its continued existence.

TRADE

The Trade themed campaign, like the Exploration
themed campaign, will also provide opportunity
for travel to new regions. In this case, however, the
primary motivation is the accumulation of wealth
through trade and barter.

Traveling the lands of the Twisted Earth is always
a dangerous proposition, but it is made even more so
when carrying goods that others may covet. Trade
campaigns typically lead to larger parties, with men at
arms hired to help protect the trade goods. Merchants,
demagogues, guards, healers and guides are all viable
caravan members, leading to plenty of role playing
opportunities for the players.

Trade campaigns are often community based, with
all the characters hailing from the same community,
heading out to trade for the goods that their village
needs. The constant travel to various communities
of the Twisted Earth leads to reoccurring NPCs
— providing for a sense of consistency in the world.
Then, when the merchant they always trade with at
Bartertown suddenly packs up and leaves, you’ve set
up the seeds for a new adventure. Do they investigate
why he left? Or do they simply try to find a seemingly
respectable trader to deal with in the future? Perhaps
this new trader is a member of the Cartel, looking for
unsuspecting merchants to target for attack. Of course
these trading adventures can lead to other types of
situations as well such as exploration of ruins in search
of valuables, ambushes by raiders and road warriors,
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or running from wasteland predators.

Players set on trading, as a basis for their campaign,
may want to build their caravan of traders into a
trading empire. This is an unlikely proposition,
considering the number of factors working against
them, but can make for a satisfying struggle to build
up power. Having a home community can definitely
be a benefit to the characters, as their hometown will
be a place to store their wealth, gather more followers
and build up their power. The difficulty will be in not
attracting too much attention before growing large
enough to defend their trade empire. The Clean Water
Clans and Cartel wouldn’t look lightly on a new group
impinging on their territories.

A trade campaign can be a great way to introduce
new locations as center points to the game. As
competition for trade in a region heats up, the
characters may need to travel further afield in order to
make a profit. This can lead to life threatening travel,
new towns to explore, new goods and new NPCs to
interact with.

FACTION

A Faction based campaign can take one of two
flavors. In one instance, the characters are members
of a faction trying to further the faction’s goals and
make their way up through the ranks. In the other, the
characters, and all they hold dear, are threatened by a
specific faction (or factions). In this case, the faction
they are struggling against becomes the center point
for the campaign. These two campaign types are not
mutually exclusive. The characters may be members
of one faction, and an opposing faction may be the
primary nemesis of the campaign.

Faction campaigns often start with players at the
lower echelons of the faction, slowly working their
way up in power as the campaign progresses. While
at lower levels, the adventures may tend to be more
mission based, with the characters being sent out to
achieve a job or objective on behalf of their superiors.
They may at first be lead by higher ranking NPCs,
then later left to their own devices. As the gain more
status and power within their faction, they may have
more NPCs under their command and control. In these
cases, the Demagogue edge can be very handy as
players move up in rank.

Faction based campaigns can encompass all of
the other campaign types. Survival based adventures
may affect just the characters, or may affect the entire
faction. Perhaps the faction’s primary water source
has been tainted with a virus and now, besides battling
the ravenous effects of the virus, the entire community
must find, and secure, a new water source. This could
lead to hostilities against another faction that controls
the water, or to trade missions, where the characters
have to act as ambassadors for the faction, attempting
to establish a continual water source. Alternatively, the
players may become reluctant explorers, sent into the

hostile wastelands in search of a new water source.

One of the benefits of running a faction based
campaign is the consistency of the faction’s
motivations and purpose. Even if they are a roving
group, the faction itself becomes home for the
characters, leading to a sense of stability in the savage
world they inhabit. This helps to establish an order
out of which the characters may be motivated to
certain actions. Anything that threatens the characters’
faction can motivate them to act. It could be a rival
faction, a sandstorm, disease or lack of resources, but
the characters will now feel compelled to protect the
faction as their home.

As well, faction based campaigns can be a good
way to introduce moral dilemmas and tests of faith
for the characters. For example, if the characters are
Foundationists, working to rebuild the world through
technology, they may be asked to trade with a small
community to gain their advanced technological
devices. When the community refuses to give up
their precious tech, the Foundation leaders order
the characters to destroy the village and take what
they need. Do the players comply, or will they risk
expulsion from the order (or worse) to stand up for
what is right? These moral dilemmas may lead the
players to have to think on their feet and come up
with actions that are morally grey, in order to try to do
what’s right. Perhaps they instead kidnap some of the
communities’ children, and hold them ransom; hoping
to avoid bloodshed to achieve their masters aims.

When running a faction based campaign, the
GM should first familiarize himself with Chapter:
Survivor's Guide to the Twisted Earth, Chapter:

The Factions, Darwin's World Gazetteer. By
understanding all of the regions of the Twisted Earth
and the various factions and their motives, a richer
campaign world can be created. The characters

should all be created as faction members, or at least

as characters leaning towards a particular faction.
Because of this, the GM and players should discuss the
options for Faction members before they create their
characters. Certain background options will not work
well with certain factions. And certain mutations or
defects may be preferable for certain faction members.

SCAVENGING
Whenever the characters are scavenging for items in
an ancient site, the GM may wish to roll for random
loot. These items should be in addition to any that
the GM has placed there as part of the adventure.
Remember that characters with the Scavenging edge
can roll a d10 instead of a d20 on any of these tables,
including the Scavenging Table, the Item Type table
and the Adventuring Gear table (which is normally a
d100).

Note that vehicles are not rolled randomly. They are
always placed at the GM’s discretion.




To determine the number of items the characters
have found, first roll on the Scavenging Table and
apply the following modifiers based on location type:

Location Type Modifier

Ruins 0
Wreckage/Complex/Base -1
Large Wreckage/City/Junk Yard -2
Untouched Pre-fall complex -4
Location has been picked over +2

SCAVENGING TABLE (D20)

Roll Number of items

2 or less 10
3-5 5
6-9 3

10-17 2
18 or more 1

For each item found, roll on the Item Type table. This
will give the general type of item found. Then roll on
the appropriate Table for the item type found.

ITEM TYPE (D20)
Roll Item Type
1-2 Medicine
3 Identity Card
4-5 Ranged Weapon

6 Ammunition/Explosives

7-8 Power Sources

9-10 Armor
11-12  Advanced Melee Weapon
13 Weapon Accessories
14-15  Adventuring Gear
16-17 Sur\(eillance Gear / Professional
Equipment
18 Computers/Electronics
19-20  Clothing

MEDICIKE TYPE (D20)

Roll Item Type

1 Stimshot B (1d4)
2-3 Medi-Spray Serum I
4-5 Superegen (1d4)

6-7 Filter Dose (1d4)
8 Rad-Purge Shot (1d4)
9-10 Hercurin (1d4)
11-12  Stimshot A (1d4)
13-14  Hemochem (1d4)
15 K-O Shot (1d4)
16 Antitox (1d4)
17 Medi-Spray Serum II
18-19  Proton Energy Pill (1d4)
20 Truth Serum (1d4)

IDENTITY CARD TABLE (D20

Roll Item Type

Platinum — Stage VI-M — Military
Research

Black — Stage VI-C — Presidential

Gold — Stage V-M — Base Commander
Red — Stage V-C — Regional Governor
Purple — Stage IV-C — Federal Authority
6-7 Silver — Stage IV-M — Base Armory

8-9 Blue — Stage I1I-C — Civil Authority

10 Bronze — Stage III-M — Officer

W\ AW N

11-12  Copper — Stage II-M — NCO

13-14  Lead — Stage I-M — Enlisted Military
15-17  Yellow — Stage II-C — Technician
18-20  White — Stage I-C - Citizen

RANGED WEAPON TABLE (D20)

Roll on this table to determine the category of ranged
weapon found. Then roll on the appropriate ranged
weapon category table.

Roll Item Type

1-2 Energy Weapon

3 Unconventional Weapon
4-5 Mass Driver
6-8 Machine gun/sub-machine gun

9-10 Assault Rifle
11-13  Rifle/Sniper Rifle

14-15  Shotgun
16-17  Automatic Pistol
18-20  Pistol/Revolver
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AUTOMATIC PISTOL TABLE (D20}

Roll Item Type

1 Beretta 93R (9mm machine pistol)
2 Calico M100 (.22 machine pistol)
3 MAC Ingram M10 (.45 machine pistol)
4 Sa.23 (9mm machine pistol)
5 TEC-9 (9mm machine pistol)
6-7 Desert Eagle (.50AE autoloader)
8-9 Glock 20 (10mm autoloader)

] e

A
Y

i

_3_9 10-11  GSh-18 (9mm* autoloader)
E_I 12 MP-443 Grach (9mm autoloader)
:..:‘f-l 13 PSM (5.45mmR autoloader)
- 14 SITES M9 (9mm autoloader)
:"":i 15 Beretta 92F (9mm autoloader)
‘ 16-17  Colt Double Eagle (10mm autoloader)
E 0 18-19  Colt M1911 (.45 autoloader)

S

20 Glock 17 (9mm autoloader)

AL

ASSAULT RIFLES TABLE (D20)

Roll Item Type

1 HK G3 (7.62mm assault rifle)
2 OC-14 Groza (9mmR assault rifle)
3-4 Steyr ACR (5.56mm assault rifle)
5-6 HK G-11 (4.7mm assault rifle)
7 FN Herstal F2000 (5.56 assault rifle)
8 AN-94 Abakan (5.56mmR assault rifle)

Bushmaster M-17S (.5.56mm assault
rifle)

10 QBZ-95 (5.8mm assault rifle)
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11-12  Steyr AUG (5.56mm assault rifle)
13-14  AKM/AK-47 (7.62mmR assault rifle)
15-17  MI16A2 (5.56mm assault rifle)

18-20 M4 Carbine (5.56mm assault rifle)

ENERGY WEAPONS TABLE (D20}

Roll Item Type

1 Blaster
Laser anti-tank rifle

Laser cannon

Plasma rifle

2

3

4 Meson cannon
5

6 Dazzle rifle
7

Infra-red rifle

e J

Laser rifle
9 Pulse laser rifle
10 X-Laser
11-12  Maser rifle

13 EMP rifle (NLW)
14 HPM rifle

15 Atom gun

16 Ion ray

17 Laser pistol

18 Plasma pistol

19-20  Maser pistol

MACHINE GUNS/SUBMACHINE GUNS TABLE (D20)

Roll Item Type

1 M214 Minigun (heavy machinegun)
2-3 M2HB (heavy machine gun)
4-5 FN P-90 (5.56mm submachine gun)
6-7 Calico 2-22 (light machinegun)
8-9 M-60 (medium machine gun)

10 Bizon (9mm submachine gun)
1-12 Calico Liberty 50 (9mm submachine
gun)
13-14  Colt 635 (9mm submachine gun)

15-16 HK MP5 (9mm submachine gun)
17 Ruger MP-9 (9mm submachine gun)

18-20  Uzi (9mm submachine gun)

MASS DRIVERS TABLE (D20)

Roll Item Type

1 Gauss cannon
2-3 Gauss anti-tank rifle
4-5 Electro-saw thrower

6-8 Gauss rifle

9-12 Gauss automatic rifle
13-16
17-20

Gauss pistol

Gauss submachine gun

PISTOL/REVOLVER TABLE (D20)

Roll Item Type
1-3 FA Casull (.50AE revolver)
4-6 Dart pistol (special pistol)

7-9 Colt Python (.357 revolver)




=
10-11  Derringer (.45)
12-14  Pathfinder (.22 revolver)
15-17  Ruger Service-Six (.38S revolver)
18-20 S&W M29 (.44 magnum revolver)

RIFLES/SKIPER RIFLES TABLE (D20)

Roll Item Type

1-2 Steyr IWS-2000 (15.2mm sniper rifle)
3-4 Barrett Light Fifty (.50 sniper rifle)
5-6 HK PSG1 (7.62mm sniper rifle)

7-8 AR-7 Explorer (.22 rifle)

9-10 Dart rifle (special rifle)

11-13  VSS Vintorez (9mm sniper rifle)

14-17  Remington 700 (7.62mm hunting rifle)
18-20  Winchester 94 (.444 hunting rifle)

SHOTGUNS TABLE (D20)
Roll Item Type
1 HK CAWS (12-gauge)
2-3 Jackhammer Mk3A1 (12-gauge)

4-6 Remington Streetsweeper (12-gauge)
7-8 Valtro PM-5-350 (12-gauge)

9-10 Beretta M3P (12-gauge)

11-12  Browning BPS (10-gauge)

13-14  Mossberg (12-gauge)

15-18  Double Barrel (12-gauge)

19-20  Sawed-off DB shotgun (12-gauge)

UNCONVENTIONAL WEAPONS TABLE (D20)

Roll Item Type

1 AT-4 (rocket launcher)
2 M72A3 LAW (rocket launcher)
3 RPG-7/16 (rocket launcher)
4-5 Ramjet rifle
6 UH radiation rifle
Sonic rifle B
Sonic rifle (NLW)

9-10  Flame pistol

11-13  Hand stunner

14-16  Stun pistol

17-20  Flamethrower
B

AMMURITION/EXPLOSIVES TABLE (D20

Roll Item Type

1 M79 and five 40mm grenades
2 M203 and five 40mm grenades
3 5 Mines, Anti-Tank

4 5 Mines, Anti-Personel

5 5 Mines, Bouncing Betty’s

6-8 5 Charges (roll on Charges Table)

9-11 5 Grenade (roll on Grenade Table) S—
15.14 100 Small Ammo (4.7 to 7.62 mm/22 to —
.32 cal)* -'—'ﬂ

15-17 100 Medium Ammo (9-10mm /.357 IF:?
t0.45 cal.)* o m=

100 Large Ammo (50 cal. and shot e

arge Ammo (50 cal. and shotgun

18-20 shells)* —
( e

*Have the characters find ammo that fits one of their
guns.

CHARGES TABLE (D20}

Roll Item Type

1-3 Satchel charge C (5)

L
(o

4-7 Satchel charge B (5) A
8-11 C4/Semtex (5 1bs.)
12-14  Satchel charge A (5) matizon
15-20  Dynamite (10 sticks)

GRENADE TABLE (D20}

Roll Item Type

1 Plasma grenade (5)
2-3 Radiation grenade (5)
4 Blood agent grenade (5)
5 Energy Grenade (5)

6 Glitter Grenade (5)

7 Negation grenade (5)

8 Nerve gas grenade (5)

9 Photon grenade (5)

10 Anti-tank grenade (5)
11 Shock grenade (5)

12-13  Smoke grenade (5)

14-15  Stun grenade (5)

16-17  Concussion Grenade (5)
18-20  Fragmentation Grenade (5)

4
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POWER SOURCES TABLE (020}

Roll Item Type

1 Harmonic Cell
2-3 Plutonium Clip
4-5 Minifusion Cell
6-8 Power Backpack
9-11 Power Beltpack

12-16  Power Clip
17-18  Power Pack
19-20  Power Cell (5)

ARMOR TABLE (020)

Roll on this table to determine the type of armor
found. Then roll on the corresponding armor table.

Roll Item Type

1-3 Powered
4-10 Advanced
11-20  Post Apocalyptic

POST APOCALYPTIC ARMOR (D20)

Roll Item Type

1 Forced entry unit

2-3 Special response vest

4-5 Tactical vest
6-10 Flack jacket
11-13  Light undercover shirt
14-15  Undercover vest
16-17  Riot Shield
18-20  Leather jacket

ADVANCED ARMOR (020)

Roll Item Type

1 Plastex
2 Special security suit
3-4 Advanced metal
5-6 Military combat suit
7-12  Civil security suit
13-15  Environment suit
16-18  NBC suit
19-20 LazAb

POWERED ARMOR (D20

Roll Item Type

1 Zeus Suit
2-3 Mk2 Hermes
4-7 Mk1 Hermes
8-11 Mk3 Ares

12-15  MKk2 Ares
17-20  Mk1 Ares

ADVANCED MELEE WEAPON TABLE (20)

Roll Item Type

1 Warp-Field Sword

2-3 Power Sword

4-5 Chainsword

6-8 Energy Pike
9-11 Chainsaw
12-15  Shock Gloves
16-20  Stun Baton

WEAPON ACCESSORIES TABLE (020}

Roll Item Type

1-3 Laser sight
5 Detonator, Radio controlled
6 Detonator, Timed
7 Detonator, Wired
8-10 Holster, Hip
11-12  Hoster, Concealed
13-14  Scope
15-16  Scope , Electro-optical
17-18  Silencer, Pistol
19 Silencer, Rifle
20 Box magazine

ADVENTURING GEAR TABLE (D100)

Roll Item Type

1-3 Binoculars, Rangefinding

4 Climbing gear

5-6 Flashlight, High Powered
7 Magnesium Firestarter
8 Map
9 Portable stove
10-13  Trail rations, Ancient (12 meals)
14-16  Backpack




17-20
21-23
24
25-27
28-29
30-31
32-34
35-38
39-41
42-44
45-46
47-49
50-52
53-55
56-57
58-61
62-64
65-67
68-69
70-71
72-75
76-78
79-83
84-85
86-89
90-92
94-96
97-98
98-99
100

Binoculars, Standard
Briefcase

Candle (case of 20)
Canteen/Thermos
Cigarette Lighter
Compass

Crowbar

Fire extinguisher
Flash goggles
Flashlight

Flask (ceramic)

Gas mask

Grappling hook
Hammer
Handbag/Purse
Instant Pillow

Light Rod

Manacles

Map case

Oil, 1 pint (box of 20)
Power Bar (box of 10)
Ready Meal (box of 5)
Rope, Ancient (150 ft.)
Salt Pills (box of 20)
Shoulder bag
Sleeping bag

Survival Pack
2-person dome tent
4-person dome tent

8-person dome tent

PROFESSIONAL EQUIPMENT TABLE (D20

Roll Item Type

1 Metal detector
2-3 Night vision goggles

4 Bolt cutter
5-6 Demolitions kit
7-8 Tool kit
9-10 First aid kit
11 Musical Instrument
12 Lockpicks
13-14  Books
15 Astronaut Pen

16-20  Duct tape

COMPUTERS/ELECTRORICS TABLE (D20)

Roll Item Type

1-3 Computer, Laptop

4-7 Computer, Hand

8-9 Digital audio recorder
10-12  Digital Camera
13-14  Digital video camera

15 Printer

16-18  Walkie-talkie, Basic
19-20  Walkie-talkie, Professional

CLOTHING TABLE (D20)

Roll Item Type

1 Uniform
2 Clothing, Fancy
3-4 Technician’s Coveralls
5-6 Tool/Utility belt
7-8 Web Belt
9-10 Fatigues
11-13  Coat
14-15  Parka
16-20  Clothing, basic
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around for a few blinks of an eye. So if the infection wipes us all out, that is a
return to normality.”
-Sergeant Farrell, 28 Day Later

1 % ;= “If you look at the whole life of the planet, we, you know, man, has only been

w & o You are right, I have always known about man. From the evidence, I believe his
' a P wisdom must walk hand and hand with his idiocy. His emotions must rule his
: ' brain. He must be a warlike creature who gives battle to everything around him,
1 even himself.
-Dr. Zaius:, Planet of the Apes

“Wiping out the human race? That’s a great idea. That’s great. But more of a
long-term thing. I mean, first we have to focus on more immediate goals. “
-Jeffrey Goines, 12 Monkeys




WHERE ﬂﬂES the actual

excitement and “adventure” take
place in the post-apocalyptic
setting? In the ruins? In
musty old abandoned cities?
Traditional dungeons, magical
kingdoms, and extra-planar
domains simply do not exist in
this milieu; instead, a GM designing
an adventure for Darwin s World must come up with
entirely new templates for his or her adventures.
Instead of castles and medieval villages there are
xenophobic community compounds and degenerate
trade towns. Instead of the stereotypical subterranean
complexes populated by a wide spectrum of magical
creatures, there are corium mines filled with mutated
things and underground missile silos that echo with
hints at the ancient past.

Coming up with ideas in which to set an adventure
can be fun, a great chance to challenge your creative
side. In the majority of fantasy settings this step is
pretty easy; due to the sheer volume of pre-published
materials, it’s hard not to come up with ideas either
based directly or indirectly on the places visited in
modules, sourcebooks, and campaign adventures. It’s
a little different with the post-apocalyptic genre, for
at least two reasons: first, there are (currently) few
gaming resources supporting the genre, and second, it
is often hard to turn the mundane, real-life locales of
the setting (such as old factories, skyscrapers, etc.) into
exciting places for adventure and perilous encounters.

As a result, this chapter is intended as a primer to
help jumpstart your creativity and imagination, to
set you on the right path for developing adventures
of your own. In the next few pages we’ve presented
a comprehensive look at the more common types of
adventure locations in the post-apocalyptic setting,
along with a few sample locations of the kind most
likely to serve as the setting for encounters, or as
places characters are likely to visit more than once.

g o g g p—— gy gy gy

WASTELAKD SETTLEMENTS
The image of the “wasteland” that most often comes
to mind to players is one of “dry cracked desert” and
“radiated badlands”, crisscrossed with the remnants
of old highways and speckled with the ash-blackened
ruins of cities destroyed during the nuclear war.
Between the blasted cities (which are in most cases
inhospitable to life due to radiation and the general
absence of normal life radiation brings with it) and
the uninhabited wastes there is, however, a common
medium — the tiny, often fragile settlements that in
many cases are the only vestiges of human habitation
in the desert.

Settlements in the wasteland run the gamut from
tiny adobe villages built and inhabited by tribal
savages, to fortified way stations erected by the

world’s few remaining merchant cartels as a place to
stockpile fuel to keep their caravans of rusted trucks
in operation. Other settlements are merely seasonal
communities set up briefly for trade between nomadic
tribes during times of peace, exchanging food, water,
women, and engaging in brutal gladiatorial games for
their amusement. And still others are the remnants

of Ancient-era towns scattered across the American
landscape, their inhabitants descended directly

from original human stock and though dwindling in
numbers with each passing generation, still stubbornly
clinging to their corner of the world in defiance of the
chaos and lawlessness outside their walls.

Wasteland settlements in your campaign can be used
for a number of reasons, both from a GM standpoint
and as an asset to player characters. As a GM you can
use wasteland communities as actual adventure areas,
or as places to pick up information and helpful NPCs.
Settlements can be the starting place for adventures,

a place for characters to meet and join up before a
more protracted campaign in the desert outside. An
entire adventure can even take place inside a single
settlement, with local characters contributing to

the story either as villains to thwart, or victims in
desperate need of aid by brave adventurers. Some
settlements are so small that they serve merely as
stopovers for travelers (PCs included), while others
may have some kind of appeal or charm to the curious
— with their own twisted religious rituals, local laws
and customs, fears of (or obsessions with) outsiders,
and coveted technologies and treasures.

Even a small wasteland settlement, which would
otherwise only serve as a stopping point for rest and
re-supply for powerful parties, can draw their interest
if designed with some forethought. Work in a few
quirky elements, provide one or two local NPCs with
character and something to offer, and the PCs are
likely to view the settlement as more than just another
desert village. ..

SAMPLE WASTELAKD SETTLEMENT. HEMISPHERE
The village of Hemisphere (so-named for the
hemispherical “dome” shape of the settlement’s
shelters) is rather typical of the minute xenophobic
communities that dot the wasteland, far from the
established trade routes of the world’s major factions.
Like Hemisphere many of the populations of these
fragile communities can trace their lineage directly
back to survivors of the nuclear holocaust: crackpot
survivalists who fled to the middle of nowhere before
the nuclear war erupted, military deserters, or small
communities of scientists doing experiments in new
forms of agriculture or waste recycling when the
Fall came. As a result many of these communities
are actually storehouses of one form of technology
or another — survival equipment, military gear, or
scientific tools kept in working order for generations.
Location Name: Hemisphere.
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HEMISPHERE
—)

50 feet

Rubble Plles

Compound
Wall

Schﬂil"__

22\

Living Areas

Animal Pens Stairs

Estimated Population: 65.
Ruling Faction: None.
Background: Ritual Preservationist or Degenerate.

LOCAL HISTORY

Hemisphere, for its part, was originally founded by
a small group of scientists from a long-forgotten
university sent to the desert to conduct experiments
in the use of solar power to extract water from the
subterranean water table. When the nuclear war
erupted, many of the scientists on the project left in
the futile hope of returning to the cities to find their
families. Those few who were grounded in reality
remained, knowing that their only chance of survival
was to remain isolated, preserve what they had, and
hope that in a few years they might link up with other
survivors and strive to rebuild from the ashes.

But they had very few supplies, and very little hope
for a chance at living long-term so far in the desert.
Counting their supplies they realized they had to make
things work — there was no other choice. Continuing
their experiments with a new sense of urgency, they
managed to perfect a form of solar-powered device
that could extract water from underground. This water
would be used not only for drinking, but for giving
life to the beginnings of crop fields that would sustain

them for years to come.

The labors and ingenuity of the scientists paid off,
and within a few years the people of Hemisphere were
still alive; though their community was a fragile one
at best, it was able to sustain itself. In time, as the
scientists grew aware of the true devastation of the war
through monitoring their radiation meters and through
continuous attempts to contact nearby cities via radio,
they gave up hope of finding other survivors. The
remaining survivors, consigned to living their isolated
lives and hoping for a future where the dangers might
subside, began to marry, have children, and plan for
the future.

Generations have passed and Hemisphere
continues to remain a viable commune. Though their
understanding of the past has blurred with time, the
seed of solar science that keeps them alive remains a
jealously guarded secret. A few years past a group of
raiders (masquerading as traders) came to Hemisphere
hoping to take their precious water from them, an
encounter that left many villagers dead and much of
their valuable crop destroyed. Burned by this first and
only contact, the people of Hemisphere built a wall,
pored over ancient books still in their possession to
reconstruct weapons to defend themselves, and persist
in fostering a paranoid and aggressive resentment




HEMISPHERE N YOUR GAME

pace and discretion.

While small and xenophobic, Hemisphere is ideal as a template for the kind of fragile and secluded
communities that exist in the far reaches of the wasteland’s desert wilderness. Separated by dozens, if not
hundreds of miles, such villages are neither fully aware of the condition of the world outside, nor the dangers
that at times stand poised against them. Since they stand alone, separated by ideologies and mutual paranoia
of one another, even if they were aware that other such communities existed it is unlikely they would make
peace and unite, even against the greatest of mutual threats.

Primitive in some ways, and yet technically advanced in others, Hemisphere is also typical of
many xenophobic holdouts. You can use it as a starting community for your group (treat it as a Ritual
Preservationist or Degenerate background), as a place to infiltrate in hopes of stealing its secrets of water
extraction, or simply as a potential adventure location for players to stumble across and approach at their own

against all outsiders.

Today Hemisphere is a tiny bubble of law and order
in the wasteland. Few know it even exists. The locals
prefer it that way, content in living their lives day to
day. They keep a few animals both to supplement
their largely vegetarian diet, and also as pets and guard
animals. Unlike many communities on the Twisted
Earth, this village knows peace, happiness, and hope.
People marry, have children, and share equally in
the labors of maintaining their commune. It is a
precarious way of life living isolated from the outside
world, but from what they have seen, they would
rather die than be forced to give up their hard-earned
water and solar technology.

LOCAL LAW

Hemisphere’s form of government has remained
unchanged for generations — it is a democratic
commune, in which all the heads of the various
households (man and woman) have the right to vote
in matters affecting the community. Though most
of these are true “elders” by age and experience, any
couple — young and old — who makes a home together
is accorded this right.

Upholding the traditional laws governing theft
and violence are the main concerns of the people
of Hemisphere. Since this is a commune, all things
are shared equally, and thus theft (or hoarding) is
considered a worrisome crime. Those who hold back
part of their harvest, or who take more water/food than
they are allotted, are punished accordingly.

Since the people of Hemisphere recognize the
potential damage to their communal bond that
martial punishments can bring (such as thoughts of
retaliation, or inter-family feuds), punishments usually
only involve censure - being denied admittance
to communal gatherings, festivities, even weekly
“services”. Other members of the community, under
threat of punishment themselves, are expected to
ignore the criminal for the determined period of
punishment (anywhere from a few days to a month or
more).

VILLAGE KEY
Locations described here correspond to labeled areas
on the accompanying map.

AKIMAL PEKS
These areas are sturdily constructed to keep livestock
in — and out of the crops where they can tear up the
roots and vegetables and threaten the delicate balance
of the commune. The animals kept by the villagers
are communally owned, and since they have long
been domesticated, tending them is a task generally
reserved for children (to teach them responsibility)
or pregnant mothers, or the elderly members of the
community that are still fit to stand for hours on end.
The population of Hemisphere’s animal stock
consists primarily of goats, chickens, and pigs.

COMPOURD WALL

The wall around Hemisphere was created long ago
and has withstood numerous attacks by raiders and
the assault of the wasteland’s strongest sandstorms.
The wall is made from mud bricks and stone from
the surrounding desert, covered in a layer of clay,
and whitewashed every year by the inhabitants of the
village to protect against cracks and weather.

The wall surrounding Hemisphere is more than a
barrier to desert animals or outsiders, it is a barrier
that separates the peaceful way of life within and the
total chaos of the world beyond. To the people, it
is a reinforcement of the sense of security that they
desperately cling to, and even as children they are
taught never to go beyond the wall’s boundaries — else
risk death at the hands of one imaginary bogeyman or
another.

The walls are patrolled by one or two villagers
at all times, keeping watch for the signs of coming
storms or the approach of outsiders (for instance,
the plumes of dust kicked up by raider gangs on the
move). Guards will be armed with black powder rifles
and a handmade spyglass with which to survey the
surrounding landscape.
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IRRIGATED CROPS

These areas are set aside for the highly ordered crops
of the community. Laid out to make the best of every
inch of space, the crops that grow here are generally
the most stubborn — potatoes, yams, carrots, etc.

Part of the ingenuity of the community is in the
layout of the irrigation system. Water drawn from
the pump houses can be regulated at various points
along the irrigation ditches, controlling how much
water is fed into the fields (to prevent either drying out
or drowning the crop). The villagers have, over the
generations, grown quite adept at maintaining these
fields and maximizing the amount of crops produced,
a far cry from the scientists who first settled here who
battled nonstop with the local weather, failing water
supplies, and their own ignorance of how to farm
successfully.

PUMP HOUSES

The lifeblood and precious secret of the village of
Hemisphere are its numerous pump houses. These
structures exactly resemble the numerous dwellings of
the village, but their use is strictly limited to pumping
water during daylight hours. Underneath the baking
hot panes of glass that comprise the entire domed
building are “solar pumps” — contraptions created

long ago by the first generation of scientists and kept
operating through the meticulous care of the villagers
ever since. Each pump consists of a complex array

of solar panels on the outside of the building (which
can be retracted indoors by old rusty mechanical
levers and pulleys, when the prospect of an attack or
sandstorm threatens the village), that power the motors
in the pump. The pump shafts (which were bored long
ago when there was adequate equipment to do so)
draw water from the desert water table more than 500
feet below the surface.

Water pumped from the earth spills from the pumps
into stainless steel basins, where they either collect
for potting, or are channeled outside to irrigate the
commune’s crops.

Since all things are shared in Hemisphere, these
pump houses are never locked. The interior walls are
often stockpiled with clay jugs (and old glass bottles
from before the Fall) loaded with fresh water, just in
case an excess of water is needed by the community in
the future.

A model of ingenuity and far-range planning, each
pump house is also a priceless reservoir of life-giving
water.

RUBBLE PILES

Dotted throughout the village are piles of rusted and
dented machinery, the purpose of which has been
almost completely forgotten by the current generation
of villagers. These are the remnants of old earth-
boring machines brought into the area by the original

scientific team during their research in the desert; used
to dig straight down through sand and solid rock, they
permitted the creation of the solar-powered wells now
used to keep the village alive.

None of these machines can be revived, as parts of
some (and the whole of others) have either completely
rusted over with time or been scavenged beyond repair
over the years to keep the solar pumps in operation.
Now the children of the village simply climb atop
them to play, adolescents run around them in amorous
games of hide-and-seek, and adults rest in their shade
from a day’s toils — but no one remembers what they
were once used for.

School House

At the center of the village is a dome that has long
been used as a school, meeting place, and refuge for
the community throughout the years. One of the
oldest structures in the settlement (dating from the
first generation of scientists who founded the town),
the school is also one of the most beautiful, its largest
panes of glass hand decorated with paint and the
names of every man, woman, and child to have lived
in Hemisphere over the years carved into the stone of
the interior walls, if only so future generations will
not forget their ancestors. Within this building the
children of the community’s few odd families are sent
to be taught the basics, when not out helping their
elders with crops, livestock, or household chores.

In addition to serving as a school, this structure is
also used as a meeting hall for the adults of the village,
both men and women alike. Weekly services, which
poorly attempt to mirror church gatherings of the
past, are held here on Sunday — though the robotic
ritual of these masses are no longer intelligible even
by the would-be worshippers. Still these events give
the community a chance to exchange ideas and news,
laugh, or officially announce courtships, betrothals,
births, etc. Monthly news on projected crop yields
or other important matters to the survival of the
community are also held here, with everyone (except
a marginal guard on the walls) present. In a pinch it
even serves as an infirmary (such as during sieges by
raiders), though in most cases sick villagers are taken
to the chemist’s for treatment and bed rest.

In times of trouble, or under unusual circumstances
(for example, in the almost unthinkable event that the
village gives refuge to an outsider), villagers gather
here and vote to decide how they, as a community,
will act. The heads of all households (both husband
and wife, regardless of age) are accorded a vote in
governing such affairs, and for generations this system
has never failed to see Hemisphere through its hardest
times. Given another five or ten generations, it is still
unlikely to change. Assuming the settlement will last
that long...




SUBTERRANEAN AREA (NOT SHOWH)

Beneath the school is an old underground area still
intact despite its great age. In fact, its very presence
is unknown to most of the locals, though a few of the
elders of the commune know of its secret location and
pass it on every generation.

Constructed by the founders of the village, this
subterranean shelter has remained here as a storage
space for some of their ancient equipment, tools
and gizmos left over since the Fall. Dusty and dark,
the basement area holds a small workshop with old
tools and equipment, though most of these tools have
either been scavenged for use by the villagers in
day-to-day affairs, or else are so complex as to defy
understanding. Examples of remaining artifacts kept
here under layers of dust include a variety of brittle
geology texts and charts, local and continent-scale
geographical maps (as well as much more detailed
maps from the USGS of the immediate area), a
portable petrol generator (though no fuel remains to
operate it, PCs might know of a source outside the
walls that could get it running again), a salvageable
water purifier, nearly a dozen spare solar panels
suitable for repairing the solar pumps on the surface,
mineral assay equipment, a laptop computer hooked
up to a portable satellite communicator (once used
to monitor weather patterns through regular contact
with orbital satellites, though these satellites no longer
transmit), a short wave radio set (also lacking power),
and a pair of old Geiger counters rigged to antenna-
like structures still standing high over the school
— these counters, if powered back up, will once more
begin to register radiation levels in the atmosphere.

VILLAGE DWELLINGS
The first thing one notices about the village of
Hemisphere is that instead of shacks and typical huts,
the village is dotted with hemispherical “domes” of
faceted glass, with an arched entryway that descends
a few feet into a subterranean chamber, below. All in
all each of these homes resembles an igloo, one of the
most efficient shapes for low-technology housing.
Each home in Hemisphere is constructed to
make the best use of existing building supplies.
Made primarily of transparent or translucent glass,
each “dome” is in fact composed of dozens of
interconnecting panes. On hot days many of these
panes can be opened or closed on hinges, permitting
cool air in and venting excess heat. The floor is made
from white clay, and since it is depressed a few feet
into the earth, remains cool day and night. Here
is where the inhabitants sleep, on the floor among
blankets or mats, sectioned off in one or two rooms.
A food preparation area is usually reserved as well,
where families gather for meals or private time before
heading out to do a day’s work or bed down for the
night.

Parts of each home, sectioned off by glass walls,
are usually reserved for secondary pursuits that also
help the community. Each family of the community
passes down some kind of a trade, without exception;
there is a metalworker (more like a scav, one of the
few allowed outside the walls to scavenge for metal
parts needed to sustain the village), a carpenter (who
also works in stone, but whose tasks are mainly geared
towards making mundane tools and repairing old
muskets), a glassblower (vital to keeping the domes
in shape), and a chemist (not only the resident juju
man but also a maker of gun powder, he has also been
known to concoct some of the best fermented goat’s
milk for the rare event of village celebrations), to
mention a few. They mostly tend to their particular
field from their domed shelters, or from sheds nearby.

Each home also has a section reserved for the
growing of plants and herbs. Every family in the
community is expected to contribute to the food
supply by growing roots and edible fruit in these
“indoor gardens”. And because of the greenhouse-
style construction of each home, the bounty generated
is quite considerable.

Though they have ample food and space to live
in, the villagers have few other belongings of note.
Most tools are made from old bits of wood scavenged
from the desert, or stone shaped to suit domestic
needs. Clothing is made from animal hides, though
virgin wool taken from the small flock of sheep by far
predominates. Each household is expected to maintain
spears for all members of the family, as well as at least
one black powder musket for the man and woman of
each home. Other than that, however, there is little of
value in each of these compact dwellings.

ADVENTURE HOOK #1

The players take the role of longtime natives of
Hemisphere. Having lived the entirety of their youth
as farmers of this small community, they are shocked
when the elders approach them with a task that will
forever change their lives. The commune’s supply

of medicine is running out, thanks to an unexpected
period of drought that has all but made growing the
delicate herbs impossible. What’s worse, two or three
of the villagers have come down sick, and without
care they will certainly die. Those stricken could be a
father, a mother, or one of the character’s sweethearts,
providing the impetus to go along with the elder’s
plan for the PC (and his friends) to leave home and
search the wastes for plants that will cure the disease.
Their travels may take them far away, across the
desert to the lands of the major factions, where they
will have to learn the ways of the “outsiders”, and to
defend themselves, all while keeping the location of
their community a secret no matter the cost to prevent
outsiders from becoming aware it even exists.
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ADVEKTURE HOOK #2

The PCs, hounded (and possibly wounded) by raiders
or the agents of one of the world’s major factions, flee
to the desert wilderness hoping to lose their pursuers.
During their flight they stumble across Hemisphere,
and though the villagers are wary of letting them in,
seeing the PCs to be in dire need of aid at their gates
forces the moralists in the community to take them in.
At first kept under guard until they heal before being
exiled once more to the world outside, one or more
locals take a personal liking to the PCs. “Adopted” by
one family or another, the PCs are given the chance to
live among the Hemisphere villagers, even learning
of their secret water source and their benevolent way
of life. This can lead to any number of possibilities:
the village becoming a base from which to operate, or
a hideout until the heat is off, or it could become the
target of a siege by the PCs’ pursuers if they somehow
track the PCs down. Faced with staying and fighting,
and possibly being the cause of Hemisphere’s ruin, or
leaving to avoid such a fate, either way the PCs will
have to make a decision that will change the settlement
forever.

TRADE TOWNS

Trade is a central source of revenue for many
communities of the post-apocalyptic wasteland. While
some subsist solely on the fruits of their own labor, or
prey upon others for their livelihood, some are instead
founded solely for the continuation of an age-old way
of life: commerce.

Trade towns can be big or small. They can be
tiny way stations built for serving the trade route’s
merchant caravans, or distant trading posts set up in
neutral areas by the inhabitants of an entire region
(so that trade is never threatened by local politics or
inter-community warfare). They can be places where
certain goods are for sale (for instance, a town known
for selling water, or gasoline, or food), or less reliable
markets where there is no telling what will be on the
auction block from day to day. There are raucous
places where only the rule of the gun enforces order
and honesty among traders, or secure compounds
within the borders of a given faction’s lands (giving
them an advantage in all dealings). And of course
there are darker marketplaces where drugs for dulling
the pain of life flow freely, or even more wretched
settlements built from the ground up from the blood-
profits of slavery.

The “official” tongue of most trade settlements is,
of course, Trade, the language spoken by all major
houses that do business in the wasteland. Of course,
Unislang is even more widely spoken by visitors to
such settlements, whether in the form of desperate
scavs coming to town for water and supplies, raiders
looking for spare parts and oil for their machine
“rides”, or just plain sandwalkers and travelers.

Unislang should serve visitors well enough to survive
in most trade centers, but it should be noted that in
many cases the established merchant houses (the
Clean, Cartel, etc.) usually have a favorable opinion of
those who have mastered the Trade language — even
scavs, wanderers, and scum. To them, it is a symbol
of intelligence and education, and a sign of respect
that one should learn the language of their betters. A
character who initially begins a conversation with

a trader or merchant in Trade will often receive a
modest discount on traded goods, favorable mention,
or privileged treatment in the future. This favorable
view of “Trade-talkers” can extend to more than just
discounts on items; a character having made good
with a merchant house will also be able to bargain

for items not normally for sale, or may be sought-out
specifically for jobs that need doing that wouldn’t be
trusted to just anyone. It never hurts to impress the
big-wigs...

One thing you will probably find during game play
is that trade towns (and markets in general) quickly
become important to the gradual improvement of
characters at all levels. Characters who find artifacts
during their travels are really only going to keep a
few of the most essential, selling the rest to upgrade
to better gear as time goes on. A good idea when
designing a trade town is to set up a short list of
things available in that specific community, from
readily available items (such as basic equipment)
to steeds and mounts (such as vehicles), to artifacts
coveted by locals (and only grudgingly put up for
sale if offered something of equal or greater value in
trade). Use your judgment to determine availability
and the numbers of goods for sale; every community
is different, depending on the size, geographical
location, local politics, recent weather trends, etc.
Some settlements may have an abundance of one
commodity, while others may have an overwhelming
demand for the same commodity just a few miles
away. Such is the nature of trade: buying in one area
and selling where it is really needed (and making a
tidy profit).

No rules are presented here to spontaneously create
a market with a few dice rolls — each and every trade
community or market will certainly be different
depending on these factors.

SAMPLE TRADE TOWH: TUCUMCARI
Tucumecari is a good example of a healthy, prosperous
trade town where valuable goods flow freely and men
from all corners of the region come to barter. While it
is far from a peaceful, benevolent place where one can
hope to let his guard down, there are enough parties
interested in maintaining order here that violence and
destruction is rare. An important center of commerce
for its region, it is a shining example of the potential
power of trade houses on the Twisted Earth.

Location Name: Tucumcari (aka “Trade City”).




Estimated Population: 500 permanent, 1,000+
temporary/transient.

Ruling Faction: Clean Water Clan (and Cartel).

Background: Resurrector.

LOCAL HISTORY

The trade town of Tucumcari (more commonly known
by its wasteland name of “Trade City”) has been a
nexus of commerce in the wasteland for generations.
One community or another has inhabited the site

since a few decades after the Fall, dwelling far from
the burned-out ruins of the actual city atop the nearby
mountain — Tucumcari Mountain — where it is easy

to defend against the predators of the desert. Though
many of these communities came to rise and fall since
its earliest history, the arrival of traders in recent times
brought the town newfound prosperity — and security
— that has guaranteed its existence ever since.

A few years ago the Clean and Cartel took over the
small-time operation of the local traders in a three-
way struggle that left one side defeated (the locals)
and the other two reeling — and poised on the edge of
an all-out faction war. With a remarkable stroke of
cunning, however, the Clean managed to avoid war by
compromising over control of the town. By sharing
Tucumcari with the Cartel they not only avoided a
costly conflict, but also cemented an alliance that
has remained stable (if somewhat lacking in trust)
for longer than most faction friendships. And, most
importantly, it has established Tucumecari as a secure
place for trade in an otherwise hostile land, a fact that
has made both factions rich over the past few years.

LOCAL LAW

In Trade City, the Clean and Cartel make the law. The
law is “business and profit rule”. If you happen to be
a visitor, a wanderer, or just some local small fry, don’t
step on the toes of anyone more powerful. It’s just
common sense.

While the Clean have outposts across the wasteland
where they do business (especially in the Arid City,
but also elsewhere along the Far Desert’s trade
corridor), Trade City could almost be called “theirs”.
Though they do share power here with the Cartel, it
is pretty clear that in Trade City, the Clean have the
major share of power and prestige. And while the
actual “capital” of Clean lands is another city entirely,
situated far away, Trade City is growing in strategic
importance — largely because it is a gateway of sorts
to the Forbidden Lands, a violent but promising region
where they no doubt plan to expand.

Oversight of the Clean Water Clans’ operation
in Trade City could only be given to a skilled and
masterful negotiator, strategist, diplomat, and
politician. The supply in Trade City provides for more
than 10% of all water traded by the Clan in their entire
operation yearly, and many communities in this part of
the desert rely completely upon them. In addition, the

Cartel buy their water here, the corium slavers of Lil’
Vegas buy their water here (or have it shipped from
here), and many other groups as well get their supply
in Trade City. It is simply too important to trust to a
novice.

As such, the Clean have trusted their Trade City
operation to one of their most talented, experienced,
and shrewd trademasters, the mandarin Margus H’an.
Margus, though entering into old age (for survivors
in the Twisted Earth), is one of the Clan’s oldest and
most respected leaders — brilliant, cunning, oftentimes
ruthless and cruel, but utterly efficient and with
contacts throughout every one of the Clan’s founding
families. In Trade City, Margus is effectively the
prince, the president, and the underworld boss.

TOWH KEY

Because it is potentially one of the larger trade towns
of the Twisted Earth, with various layers of intrigue,
adventure, and opportunities, only specific areas of
interest in Tucumcari are covered in this overview.

BLOCKMAKER
Situated in a part of the Low Market quarter where
the rubbish heaps have been knocked flat, stands a
small cluster of dilapidated shacks closely resembling
a series of “greenhouses”. Virtual “clouds” of
bloated flies hover in the air here, while maggots
seem to practically explode underfoot as one leaves
impressions in the over-enriched earth. The odor
of feces hangs heavy enough here to make even the
filthiest tribal swoon.

The overseer of this squalid “farm”, Trash,
is nearing seventy years of age — and it shows.
Diminutive, shrunken, and withered away, only a
grimy, filth-caked beard, head of wild spidery hair, and
a toothless grin meet those who can bear to look upon
him. Still, Trash has the knowing of a lot of things,
especially things concerning crap. You see, Trash
has made a life of finding uses for human and animal
dung, and though few will admit it, he provides a
much-needed service to the people of Trade City.

Trash cultivates feces from animals and humans
(for free; there’s so much of the stuff lying around
this quarter that he doesn’t ask for donations), and
uses them in a number of ways. Most animal feces he
blends with dirt to make an exceptional topsoil, which
he sells to tribals and merchant caravans for trade in
distant locales. With human feces he forms 4” x 2”
x 1” blocks, which can be sold as long-burning fuel
for braziers and ovens (which has become, in fact, the
primary cooking fuel in Trade City). Almost overnight
these blocks have become so common that they are
even accepted as trade goods, in bulk (like money), by
the Clean and Cartel.

Sadly, though his creative uses for dung as fertilizer
and fuel would conceivably stand to make Trash a
good deal of corium, he has been virtually enslaved by
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the Cartel. He naively entered into an agreement with
them a few years back, without really reading into the
contract he witlessly signed. Now he is forced to give
away almost 80% of his product (for a mere pittance)
to keep his Cartel “friends” supplied with fuel blocks
and fertilizers. He knows that if he were to back out
now, they would certainly shut him down, light up his
dung farm, and probably drive him out of the city.

CARTEL CARAVAKSERAI

A large part of the city is quartered off as the property
of the Cartel. Once merely a caravan house for

the resting of their mounts and caravan guards, the
“caravanserai” has since turned into a sprawling
compound with warehouses, rest houses, barracks, a
yard for oil storage, a water tower, and a headquarters
for their regional efforts in the area.

The Cartel compound is almost always buzzing
with activity. Vehicles from their merchant caravans,
suffering from wear and tear, are brought here to
be maintained and repaired in huge corrugated iron

“garages”. Other vehicles are brought here to be
loaded up with supplies (in most Cartel vehicle
caravans, one truck out of five will be loaded with
fuel to keep the caravan moving). Cartel truckers
who have seen too many hours of driving without rest
(or the guards who travel with them) can come here
to catch a few winks, plentiful fresh water, and a hot
meal — all for free.

The garrison commander also sees potential recruits
here on an individual basis, and thus PCs wishing to
join the Cartel will likely be directed here to begin
their initiation into the Cartel trade house.

CARTEL OILYARD
This compound is off-limits to outsiders, and only
a few trusted guards and technicians are permitted
entrance — even among Cartel followers.

The “oil yard” is a compound that is dominated by
a trio of large, drum-shaped gasoline reservoirs. The
metal parts of these were obviously scavenged from
areas across the Twisted Earth, for they still bear the




TUCUMCARI IN YOUR GAME

In the Twisted Earth setting, Tucumecari is superb as a hub for adventures and other forays into the wastes
of the Forbidden Lands, as well as throughout the central arm of the Far Desert. The location of Tucumcari
is strategic, acting as a kind of “nexus” between the Forbidden Lands, Trader Pass, and areas east. Here
characters will find opportunities for paid work, as well as chances to make names for themselves in the
service of one or two of the Twisted Earth’s most powerful groups: the Clean and the Cartel.

If you’re not using the Twisted Earth setting, Tucumcari is still a viable option as a place to visit if you
need a relatively large trading settlement during the course of your game, yet have little time to develop one
yourself. Though it is ruled by two factions that have a distinct connection with the Twisted Earth, they can
be easily replaced with ruthless mercantile organizations of your own design.

faded logos of gasoline corporations of the past. A
metal framework of scaffolds, ladders, pipes, and
other essential support systems crowd the area around
these colossal storage drums, on which technicians can
crawl and climb to make sure pressure levels remain
stable, vapors are vented regularly, and the level of
the gas can be measured to ensure the supply for the
region is steady.

CARTEL WATER TOWER
Though they do not deal in the trade of water
themselves, the Cartel have erected a water tower
that provides running water to their parts of the city.
Purchased from the Clean at a discount, this water
is also used to refresh visiting Cartel caravaneers,
including their animals, porters, and vehicles.
Because of its elevated vantage point, one or
two Cartel marksmen are usually stationed on the
precipitous catwalk running around the water tower.
From here they can see for miles around Tucumcari.

GARDENS
Whether to please their own aesthetic tastes, or merely
to show off the fact that they have water in abundance,
the Clean have created a fabulous garden on the
upper terraces of Tucumecari within the Palace of The
Mandarin himself. Though it is kept protected inside
the sprawling courtyards of this great fortress, the tops
of towering palms, and the rainbow colors of many
fruit groves, can be seen just peeking over the walls
like a vision of temptation for the poor souls in the city
below.
The construction of the garden was a deliberate
attempt by the Clean to create something that would
rival the fabled hanging gardens of Babylon from the
lost history of man. Water is run through a complex
system of aqueducts and irrigation sluices to keep the
garden alive and productive; exotic fruits are harvested
for the table of the city’s mandarin, and flowers that
hang from the lacy ivy of the garden’s walls and trees
send a pleasant fragrance throughout the entire palace,
day and night.

At least half a dozen of the household’s most trusted
slaves maintain the garden daily. These slaves are
maintained in relative luxury (living in the palace,

i

given good clothes, and enjoying almost complete
security from the depravations of the world outside),
so there is little threat of theft.

GREAT BAZAAR

Unlike the Squatter’s Market, the “Great Bazaar”

is really the place to be for serious merchants.

Here, in a bright, wide open marketplace flanked

by gleaming white adobe buildings on all sides,

major trade is conducted - oftentimes with serious
repercussions. Whereas in the Squatter’s Market the
kind of commerce that goes on is on an individual
scale (meeting the needs of individual scavs, travelers,
or road gangs), here the representatives of entire
communities from throughout the region come

to secure months or even years of water supplies,
trade for oil and gasoline, and other “strategic”
commodities. Likewise the market is often crowded
with wagons filled with the homemade goods of these
native people, come to convince the Clean or Cartel to
buy their wares on a large scale.

The Great Bazaar is always bustling, with huge
throngs of people sweating and baking under the
parched sun. In addition to the big business done here,
the Clean makes a little extra selling water from bazaar
stands to thirsty visitors and trade representatives
suffering from a day’s trading in the heat. Stalls and
pavilions, as well as storefronts opening out onto the
bazaar, offer all sorts of goods in varying qualities
and quantities, and the presence of Cartel and Clean
enforcers is always heavy, keeping peace, order, and
ensuring that no one steals.

Many of the buildings here are really just
“fronts”, places where representatives of other
communities can come to strike a deal. The actual
commodities being traded for (such as gasoline or
bulk rations of water) are kept elsewhere in town, in
warehouses in private compounds where they can be
more efficiently guarded and shipped from.
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HYDRO STATION

The hydro station at the top of Tucumcari was built
exclusively by the Clean over the past few years, and
has expanded upon the original flat stone building (of
unknown antiquity) that once occupied the site. The
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hydro station is now a deep recessed structure, within
which the Clean have sunk numerous broad cistern
shafts into the rock of the mountain. These cisterns
contain pure drinking water shipped in from across the
desert, as well as pools for purifying water through the
methods known only to their clan.

The water at the hydro station is used to maintain
the gardens of the Clean, as well as a reserve for
distributing to the markets of the city and for
transporting to the Clean’s clients throughout the
region. All told there is almost a limitless supply of
pure (or semi-pure) water in the cisterns here, at least
enough to keep the city alive (should it ever become
cut off, such as by raider siege) for 5 years or more.

The hydro station is a complex maze of passages,
storage areas, guard rooms, and well chambers.
Anyone not familiar with the grounds has a good
chance of getting lost. The front doors of the building
are usually guarded day and night, and in addition the
halls are patrolled by janissary soldiers regularly.

KAROS LOOMS

This large mud building, open on all sides at ground
level, has been painted a brilliant white. In the shadow
of the overhanging floor above, a row of handcrafted
textile looms have been constructed, allowing the
workers here to continue with their toils all day long
with constant ventilation and decent light.

How the impoverished inhabitants of this
establishment ever managed to secure a building in
the Trader’s Quarter is unknown, but within reside
anywhere from five to ten members of the wasteland
faction known as the “Movement”. A relatively poor
and humble group, they are members of a religious
sect that has braved great dangers to set up a “parish”
in Trade City. Though many died in the journey, those
that survived pooled their resources and opened this
business to maintain themselves for the duration of
their stay.

Karos (leader of the Movement cell) and his
“brothers and sisters” produce a rather course linen for
clothing, which has been met with some acceptance
in Trade City’s markets. Tunics and togas fit only for
the rank-and-file of the Clean janissary force are a
particularly important source of their business, and as
such the cell has enjoyed modest profits while here at
the mercy of their Water Clan benefactors.

The members of the Movement cell all live and
work under the same roof; on reed mats on the ground
floor or in linen hammocks suspended in the shade
of the looms in the evening. All food preparation,
cooking, and meals are shared by the entire Movement
community as well. The second floor of the building
is reserved for the cell’s evening meetings (in a low-
ceilinged hall overlooked by a hand-woven tapestry
with the Movement’s symbol emblazoned on it), a
time when the members of the fledgling faction gather
to exchange news, bring up important affairs, or vote

on issues concerning their continued survival in Trade
City. New recruits will be brought here to be initiated
and welcomed into the fold, before being given tasks
to pursue throughout the city.

Every week or so a number of the Movement
“cultists” will be sent into the city to beg for alms,
preach the Word of their “Fallen God” to any and all
who will listen, and attempt to garner new recruits
from the marketplace’s forum. This evangelical work
has not been very successful, mainly because the folk
who comprise the Movement cell here are old men
and women, and a few of their weak and malnourished
children. Preaching a gospel that is curious at best,
they have a long road ahead of them.

LABS

What they call the “Labs” is really just a complex of
corrugated iron shacks with tall tin chimneys rising
into the rancid Tucumcari sky. The pathetic sight

of grubby scavs, tiny hunger-wasted children, and
wheezing old discarded misfits moving through this
shanty “village” is appalling.

The Labs are essentially Tucumcari’s much-needed
drug mill. The Cartel run the place, but do their
best to distance themselves from its operation, only
appearing now and again to pick up the drugs that are
shipped out to distant markets. Here, in Tucumcari,
it’s better to just forget the Labs exist.

The Labs aren’t exactly an ordered operation. In
essence, it is simply a bunch of inter-connected old
huts used to manufacture glue and other cheap brain-
eating intoxicating chems. Built a long time ago to
manufacture adhesives for the rubber-tire repair of the
Cartel’s motorized caravans, the Cartel soon found that
much more profit was to be made in simply selling
the glue to the young, the old, the pained, the diseased
- and especially the entertainment-starved scavs that
visit Tucumcari on a regular basis.

Though some of the glue produced here is used by
the Cartel for legitimate purposes (maintaining their
fleet of oil tankers, keeping them and the oil lifeline
in operation), about 80% of the glue and other chems
find their way into the hands of Tucumcari’s kids,
dying elderly, lepers, etc. Scavs from all over also
visit the Labs to buy the mind-altering stuff by the
tube-full.

LOW MARKET TERRACE

The lowest level of Trade City lies at the base of
Tucumcari Mountain, skirting the slopes that rise
higher up into the desert sky. Here, the Clean and
Cartel have taken great pains to erect a monstrous wall
around the shambling shantytown that has sprung up
at the mountain’s base. Towers for watchmen and
lookouts sprout irregularly along this all-encompassing
wall, while just behind it rises a cage of run-down
houses, shacks, huts, and abodes barely-recognizable
from the junk heaps — the quarter of town known as




“Low Market”.

The Low Market quarter is home to the poorest
population of the city — raiders willing to put aside
their violent ways for a brief day of trading for
essentials, visiting scavs from the deep desert,
transients moving east and west along the Trade
Routes, and even outcasts from various communes
seeking a new life make their homes, temporary or
otherwise, in and around the Low Market. Businesses
erected in the Low Market generally consist of
watering holes (buying their water in bulk from the
Clean here in Tucumcari and selling it back to the
visiting scavs at elevated cost), junk dealers, scrap
merchants, and scabrous peddlers of cooked rat, boiled
horse, and gecko jerky. The dusty, filth-strewn streets
are crowded not only with lopsided buildings, but also
masses of travelers, traders, and other folk from the
wasteland.

Wealthier or more prestigious caravans, traders, or
community representatives must move through the
Low Market from the city gates on their way to the
higher quarters deeper in the city, but their progress is
seldom deliberately impeded. Guards in the employ of
the Clean and Cartel make sure no “important” figures
or their followers are harassed in the Low Market, at
the threat of death. Those on official business with
either the Clean or the Cartel are also often given
escorts (of two to six warriors) through this congested,
Calcutta-like maze to their final destination in the city.

PALACE OF THE MAKDARIN

The palace of the mandarin of Tucumcari is a roughly
doughnut-shaped fortress of towering white stone.
Within these mighty walls are to be found cool, shaded
passageways, various chambers and parlors, quarters
for the mandarin, his harem and servants, and his most
trusted guards and agents. Entrance to the palace is
through one of three main gates, each fashioned from
ornately carved wood and guarded day and night by
the most vigilant janissaries. Flapping pennants of
white (the symbol of the Water Clans) stand from
every crenellated tower and precipice, demonstrating
to all in the city below who really rules this town.

The palace is a dangerous place for anyone not
personally invited by the mandarin himself, Margus
H’an. Guards patrol walkways atop the battlements,
or sit in shaded tower tops watching the busy city
below. The interior of the palace is also regularly
patrolled by eunuch guardsmen, who have orders to
treat all trespassers as potential assassins — and kill
them on sight.

Despite these dangers, the idea of trying to break
into the palace is not an uncommon one. The
mandarin is known to live in lavish luxury, with
crystal clear water flowing freely from decorative
fountains and basins throughout his home, juicy fruits
and the freshest meats delivered to his table each
day, and possessing a harem of more than thirty of

the wasteland’s most beautiful slaves (the stuff of
legends). He is also rumored to have a collection of
salvaged artifacts and weapons (from the war as well
as from exotic communities from across the desert),
and the palace’s proximity to the deep cisterns of
the hydro station are yet another great temptation to
potential thieves.

SLAVE MARKET

Though there is more than one place to trade human
beings in Tucumcari, the aptly-named “Slave Market”
is by far the largest and most infamous clearing house
for slaves and concubines. Its reputation for quantity
and quality is renowned up and down the trade routes.
Co-owned by the Cartel and Clean, the slaves bought
and sold here either turn a profit for their brokers
through sale to public buyers, or are instead selected
to serve, for life, the Clean or Cartel in any variety of
roles.

The slave market is situated in a large square among
the barrio-like ghettos of Tucumcari, an amphitheater-
style gathering place where crowds of merchants,
wealthier patrons, or just lascivious onlookers can
come to watch the proceedings. Though most of the
action takes place in the sun for hours (so the Clean
can skim more money selling water to thirsty patrons),
in the hottest weather a tent-like pavilion can be set up
over the entire theatre, shading from the heat.

On any given day there are likely to be at least
two score slaves for sale, though during times of war
(when entire communities are enslaved by one faction
or another) this number can triple or quadruple. Most
slaves sold here consist of women taken from all
across the desert, though men (for labor or as bonded
soldiers), intellectuals, and even children (for whatever
amusement onlookers can think of) can also be
found for sale every few days or so. Prices fluctuate
depending on abilities, looks, and general health, and
are only slightly elevated here when compared with
the dingy slave markets of smaller trade centers on the
Twisted Earth.

Like all areas in Tucumcari where large crowds
gather, it can get unruly and violent at the Slave
Market. To remedy any possible outbreaks of riotous
behavior (especially during auctions for concubines),
the Clean and Cartel both contribute a heavy guard of
men to overlook the proceedings and keep order.

SQUATTER"S MARKET

Squatter’s Market lies at the heart of the Low Market

quarter, under the shadow of the rising mount of

Tucumcari. The road through the city (from the Trade

Gate and up) leads through this bustling marketplace,

and it sees its fair share of traders and visitors.
Squatter’s Market, at first sight, looks more like

an open-air garbage dump than any self-respecting

bazaar. Huge heaps of trash, refuse, and swill,

discarded from the inhabitants of the city, invariably
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find their way here — and are simply scavenged to
pieces, swept aside, or even shaped into houses

and buildings. There is little distinction between
storefronts and garbage mounds, except perhaps for

a handmade sign showing the way to a back entrance
or private shop. All over the square stand ramshackle
stalls of corrugated iron or cardboard, from where
diseased and dirty peddlers shout out the prices of their
goods or extend mangy hands to beckon passersby to
take a look inside.

The marketplace here is patronized more by scavs
and small-time traders than by anyone with any
serious trading to do. A major portion of its visitors
comprise dusty, ugly, half-fried junk scavengers and
garbage peddlers, the poorer types who can’t afford
much and only have baubles to trade. Walking around
the bazaar, there doesn’t seem to be a single person
wandering who doesn’t have a rich tan, dried-up lips,
and a rifle slung over his shoulder.

The market is geared more towards seeing to the
needs and vices of these types in particular; shops that
deal in consumables, cheap whiskey, and necessities
are most common. These include places that hand-
load spent ammunition casings for a fee, for instance,
or sell sturdy boots and traveling gear for affordable
prices. Hats of all kinds to protect against the long-
term effects of UV exposure; miracle “creams” and
“oils” to protect against the sun; shaded goggles, tinted
eyewear, sunglasses, etc. Cheap, hot meals are sold
here from stands for a rare treat (few scavs can afford
anything but slop), as well as more practical hand-
wrapped packets of rations treated to last for months
in the wilderness. Water is sold here, but it is either a
little too pricey (so the merchant can make a buck as a
middle-man), or the quality isn’t exactly “guaranteed”.
Still, the poorer scavs and wanderers have little choice,
and cannot afford the bulk prices offered by the Clean
and others higher up in the city.

TERRACE OF THE WATER MASTERS

The “Terrace of The Water Masters” is the highest
level of Tucumcari Mountain, and is the abode of the
local cell of the Clean Water Clans. Atop this mount
are to be found the residence of the local mandarin
(ruler), the fantastic gardens of the Clean, and a water
treatment plant and reservoir rivaling the largest from
before the Fall.

The Terrace of The Water Masters is off-limits to
all but members of the Clean Water Clans. Visiting
faction members may be quartered here in the palace
if they are of sufficient importance (just being a
member of the clan won’t suffice; mere footmen of
the association will be quartered in the lower city),
and those with important or secret business with the
mandarin may, if the situation warrants, be summoned
here for a private audience.

THE JUICE

A small corrugated iron stall seems to move around
Squatter’s Market as if part of a game of musical
chairs, never in the same spot for more than a day.
The shack is called “The Juice” by those in the know,
and is owned and operated by a particularly strange
fellow by the name of “Tough” — apparently he gets
his name from the fact that it’s tough to understand
him - or even like him. Though his speech is hard

to comprehend (due to its weird blur of recognizable
words and his incessant chatter of hums and giggles),
Tough offers scavs and traders looking for cheap water
the lowest prices in Trade City.

He has, in the back of his shack, a curious machine
of glass, metal parts, pipes, and rubber tubing that
takes a certain “bodily fluid” and extracts its water
content. Tough bottles the purified water and sells
it back to his public for the remarkably low price
of 5 corium per gallon (though customers have to
bring their own bottles and jugs). Though the water
sometimes has “impurities”, and a little more than just
a “hint” of a urine smell, it is, ultimately, potable and
life sustaining. Most scavs, used to such hardships,
just shrug and accept it. To them, water is water.

Tough is constantly “on the run” from the Clean,
who are aware of his operation and do their best to
move him or harass him into hitting the road. His
business cuts into the water demand of the city’s scavs,
and they don’t like that. That’s why he always moves
his shop around, hoping to confuse those who look for
him. Still, asking the right people will no doubt lead
the PCs to the “cheapest juice in town”.

Tough can provide no more than about thirty gallons