








































































































































could lead to a \·vholeseriesof adven
tures.

Oh, yeah, there's one additional
complication.TheMalatmuonlyspeak
Malatmu. Languagestudentsor ar
chaeologistscan attempt to speak
Malatmu if they haveanotherIndian
dialect.Thedifficulty is a 10 for basic
commands(corne,stay),a 12 for more
complexconcepts(friend, foe, put the
speardown)anda15forspecificstate
ments (no, really, wedon't tastegood
with blackenedherbs).

Malatmu IndianWarrior (30)
DEXTERITY 10
Dodge12, meleeweapons13, mis
sile weapons 14, running 11, un
armedcombat12
STRENGTH10
TOUGHNESS11
PERCEPTION9
Find 11, tracking11, trick 10
MINDS
Survival (jungle) 11, test 10, will-

power 10
CHARISMA 9
Charm10, Persuasion10,Taunt10
SPIRIT9
Faith (Spirit Realm) 11, intimida
tion 11
PossibilityPotential:some(60)
Inclination:Good
Skill Notes:Thesearejust the val

ues for general tribe members. The
MedicineManwill haveatleast3adds
in first aid and perhapst\·vo or three in
medicine(primitive), and at least three
adds in focusand a fev.., more in faith.
He will also have miracles,selected
from those available to Core Earth
priests.The Warrior Chief (the war
lord,notthetribal chief)will havefour
to six more adds in various combat
skillsandincreasedphysicalstatistics.

Equipment:ThrowingSpear(dam
agevalue STR+4/18),Hunting Bow
(damagevalueSTR+7/23),Blowgun
(damagevalueSTR-4/14pluspoison
- if the Malatmu'spoisondarts hit,
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add the bonus number to a damage
valueof 18. The result pointsof this,
versusthe character'sTOllglllless \vi th
out armor, equal the damagethe char
acter will take every hour until the
character is healed with a lIledicil1c to
tal of 21 or the antidote the Malatmu
possess).

Chalelatsu (Malatmu Tribal
Leader)

DEXTERITY 9
Dodge11, meleeweapons11, mis
sile \veapons 13, running 11, un
armed combat 11
STRENGTH10
TOUGHNESS11
PERCEPTION9
Find 11, first aid 11, tracking 12,
trick 12
MIND 9
Survival (Jungle)14, test 12, will
power12
CHARISMA 10
Charm12, persuasion12, taunt11
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pulp powered individuals are the
greatest targets - non-German "su
per agents" are, in Hitlers own words,
"the greatestthreatto the Fatherland
tha t the peoplehaveeverkno\vn." He
hasvowed to eliminate all pulp pow
ered individuals who will not work
"for theglory of the Fatherland."

[1] The communistsare oneof the
thorns in Hitler's side. Not only are
their viewsagainst his own, but they
are oneof the po\·ver groups keeping
him from expandinghisrankinginthe
national assembly.Therefore, he has
begun to plot their downfall. If suc
cessful,the communistscould losefa
vor and the Naziscould gain a major
ity in thenextgeneralelection,sched
uled just two \veeksfrom now.

The adventurers becomeinvolved
,",vhen they overhear a plot \vhlie eat
ing in a Berlin bar. A drunkenDutch
communist and a few of his friends
begin spouting taunts at a party of
Nazi-alignedofficersatanothertable.
Theybecomeevenmoreloud andob
noxious, proclaiming that they could
even burn down the parliament and
the Nazis would not be able to over
comethem.

Especially perceptivecharacters
(i.e., thosemakinga Perceptiontotal of
13or more) overhear the officersmut
ter, "We'll just seeaboutthat." After
returning to their barracks and report
ing the incident, the officers are given
the go-ahead to burn do\vn Berlin's
Reichstagbuilding so that the com
munistsstandingis damaged.They
are also given the talents of Der
Feuertell!el, the Firebug,a pulp-pow
ered Nazi. The adventurers' mission
in this adventure is to stop the arson
and,perhaps,capturethe villain.

Nazi Arsonists(6)
DEXTERITY 9
Dodge10,fire combat11,lock pick
ing 10, maneuver 11, meleeweap
ons10, running12
STRENGTH9
Climbing 11, lifting 11
TOUGHNESS10
PERCEPTION8
Find 9, forgery 9, land vehicles10,

trick 11
MIND 8
Science(demolitions) 10, test 10,
\villpo\ver 10
CHARISMA 8
Persuasion9, taunt 11
SPIRIT7
Intimidation9
Possibilities: none
Inclination: Evil
Equipment: Gasoline canisters,

lighters,TerranLugerpistol (damage
value15;3-10/25/40;ammo8), 3 gre
nades(damagevalue19; radius1-6/
15/40)

DerFeuerteufel(translation:The
Firebug)

DEXTERITY 11
Dodge 13, fire combat 14, heavy
weapons16, lock picking 13, ma
neuver13, pulp power (fire blast)
15, running12
STRENGTH9
Lifting 11, Climbing 11
TOUGHNESS10
PERCEPTION9
Find 11, flight 10, forgery 11, trick
10
MIND 8
Science:demolitions, test 9, will
power9
CHARISMA 7
Persuasion9, taunt 11
SPIRIT8
Intimidation 9, reality 10
Possibilities:15
Inclination: Evil
Equipment: gasoline canisters,

lighters,TerranLuger(damagevalue
15; 3-10/25/40; ammo 8), flame
thrower(damagevalue23; 2-5/7/10;
ammo10),Rocketbelt (flight value11)

Pulp Powers: Fire Blast/Fire Wall
power(damagevalue19;3-10/25/ 40)

Flaws: The Firebughasa psycho
logical flaw: he feels uncomfortable
with his pulp power becauseof his
leader's view of pulp characters- so
he'll use the flamethrower until it
provesineffectiveor isdestroyed.He'll
then use his internal power to try to
destroy his enemiesor escape.

Personality: The Firebug is the
quintessentialpyromaniac.Hedoesn't

work for Hitler out of love for Ger
many,hedoesit becausehelikesblow
ing things up. Already he has been
responsible for numerous strikes
against Nazi opponents. However,
despitehis flamboyancy,he is not the
bravestof souls.Confrontedby equal
or superior force, hewill run or, possi
bly, surrender.Apply modifiersto ;11
timidntioll and illterrogntioll attempts
basedon the Firebug'sstrategicposi
tion.

[2] Hitler would just love an army
of super soldiersand, becauseof this,
he has devotedmuch of his party's
resources to the development of a
power"serum"- one that could be
administeredto loyal troops to lead
his armies to victory. Under Berlin,
there is a secret laboratory/fortress
devotedto thistask.Thisfortressserves
as a meeting place for many of the
Nazi party'stop leaders.

Sincehavingasecretlaboratory is a
legitimate activity in Germany, the
partymighthavesomeproblemswith
stornling the fortress. As an incentive,
the party shouldbegiven the oppor
tunity to stumble upon a secretNazi
plan to take over Belgium with the
"super" soldiers once the serum is
developed.An alternative solution
couldbetheNazi'skidnappingof test
subjects.Either of theseshould con
vince the party of the evil intent be
hind the laboratorywork.

Finally, the charactersmight get
somehelp from non-Nazisand from
the current governmentof Germany.
Wilhelm doesnot wantHitler to suc
ceed in finding a formula for pulp
powers (he'd like to himself), since
thatwould surelysoundthedeathof
his power.

Nazi Brownshirts(15)
DEXTERITY 10
Dodge12, fire combat14, maneu
ver 13,meleeweapons12, running
12, stealth12, unarmedcombat13
STRENGTH9
TOUGHNESS10
PERCEPTION9
Espionage10,evidenceanalysis10,
find 11, land vehicles12, tracking
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Get thepicture?
Ninety-ninepercentof the monks

in Tibet will willingly admit thatthey
would muchratherberich thanpoor,
healthythandisabled,happythansad,
alive thendead- butnotoneof them
will betray their beliefs to gain one
ounceofcompassion,mercy,orprofit.

Oh, and the other one percent?
They'recrazy- they'vealreadyde
cided"it's time to die" and,if you try
to kill them,they'll help,becauseit is
"time for them to leave this mortal
planebehind."

This doesnot meanthat you can't
trick themonks(it's not too hardover·
theshortterm)and,often, themonks
will teachan evil personin thehopes
heorshewill reform.Moreoftenthan
not, the characterdoes.But, they do
makemistakes.The Drifter wasone.

Adventure Hooks
III Obviously, the primary adven

ture for charactersin Tibet is to search
out a monasteryfrom which to learn
miraclesandspells.Thiscouldbecom
plicatedbyanumberofmeans.First,the
terrainis veryunpleasantandthejour
neyitself toTibetisdangerous.Air pas
sageintoTibetis roughanddeadlywith
thepresenceof theconstantgalewinds.
TI,e adventurerscouldbeforced into a
crash landing anywherealong the
Himalayas.Fromtheretheywill haveto
forage their way to their destinedvil
lage.

Theiroverlandjourneyis thenbeset
byatribeofvidousnomadsthatpreyon
unwary travellers. While crossing a
mountain pass,the nomadsdescend
uponthecharactersdroppingboulders
andfiring stolenBritish rifles.

Nomads(10-20)
DEXTERITY 9
Beastriding16,dodge11,fire combat
12,maneuver11,meleeweapons12,
missileweapons10, unaffiled com
bat11
STRENGTH10
Climbing 14
TOUGHNESS12
PERCEPTION8

Find10,first aid 11,tracking12,trick
9
MIND 8
Survival(mountain)13, test10,will
power10
CHARISMA 7
Persuasion9, taunt11
SPIRIT8
Faith(varies)10, reality 10
PossibilityPotential:some(40)
Inclination: Evil
Equipment:Horse; sabre(damage

value+6/20),rifle (damagevalue18;3
40/250/600;ammo7), heavyfurs and
leathers(armorvalueTOU+3/20)

Description:TheNomadsarewan
deringbanditswhopreyon theuncom
mon travellerand theTibetanvillages.
Occasionally,they sweepdown from
themountainsandattackthelowlands.
Nomadsrespondwell to bribery(+3 to
anypersuasionattemptthatoffersany
substantialamountof moneyand/or
weapons;upwardfor largeamounts),
but they are untrustworthy.A strong
party that pays one Nomad group a
bribeis likely to bebesetmanylimesby
"different" Nomads(thesameNomads
exchangingclothes)formorebribes,and
a weakparty thatpaysthemoff will be
attackedlaterfor moremoney.Ofcourse,
if youarejustoutsidea largevillageand
you areattacked,a "toll" will get you
through- eventheTibetansdo come
outandfight themoccasionally.

[2] Nomadsaren'ttheonlyproblems
charactersmight face in travelling in
and out of Tibet. If the charactersat
temptentry or exit out of Tibet on the
Chinasideof theHinlalayas,theymeet
sometroublewith theChineseNational
Army. ColonelCh'ingHai, a leaderof
theCNA, wascut off from his chainof
commandby theincursionof theJapa
nesein the north. Somehowhis pres
encealongtheTibetanborderwasfor
gottenand he hasbeenforced to deal
with any"situations"asheseesfit. Un
fortunately,abitofaparanoidleader,he
expectsanattackfrom Tibet.He is also
an extremelygreedyindividual. Any
partypassingthroughhis regionmust
undergoanintensivesearch.Thosecar
rying weaponsarearrestedwhile oth-

ersaremerelystrippedof anyitemsof
value.

ColonelCh'ingHai
DEXTERITY 9
Beastridingll,dodge12,firecombat
14,heavyweapons10,maneuver13,
meleeweapons10, stealth11, un
armedcombat12
STRENGTH10
TOUGHNESS10
PERCEPTION9
Espionage11, evidenceanalysis11,
find 11, language(English)12,poli
tics/diplomacy11, tracking11, trick
13
MIND 10
Survival 11, test12,willpower 12
CHARISMA 10
Charm12, persuasion13, taunt14
SPIRIT9
Intimidation12, reality 11
Possibilities:15
Inclination:Evil
Equipment:Cold-weatheruniform

(armorvalueTOU+2/20),pistol (dam
agevalue15;3-10/15/25;ammo6),rifle
09; 3-5/15/40;ammo7), machinegun
(damagevalue18; 3-15/25/50;=0

10),variousCNA documents
Description:ColonelCh'ingHai is a

desperateindividual. Cut off from his
chainofcommand,heis quickto anger
andhardto soothe.Onceangered,little
will stop him from ordering firing
squads.In addition,heis veryconsider
about his own personalstatus.As a
border Colonel, he feels that he is a
sourceofridiculebycentralleaderswho
enjoytheirweaithin comfort.Asaresult
he often stealsfrom travellers to en
hancehisown position.

If thereis someway the characters
canhelpCh'ingHaigetbackto themain
countryof China(especiallyif theycan
arrangesomethingwith China'sgov
ernment to reassignhim), however,
Ch'ingwill becomeextremelypleasant.
If thecharacterscanconvincehim that
theyhavesome"clout" -andtheabil
ity togethim throughtheJapaneselines
- hewill betheir bestfriend. In fact, it
is really only this desperatesituation
thathasmadeCh'ingevil- givenbet
ter circumstancesand encouragementr
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