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Introduction 
Thls booklet contams two comprehenr8ve adventures far Traveller printed 

back-to-back Each adventure I S  complete and ~ndependent. Thlr adventure, titled 
Shadows, deals wirh a pyramid structure complex on the surface of a world, whch 
the travellers wll l  encounter and invertlgate. 

It IS assumed that this adventure w I I  be administered by a referee who has read 
through this adventure, and who Ir famlliar with both i t  and 
the ruler for Traveller. Thls rltuatlon calls for only the basic Requires only 
Traveller booklets (Books 1. 2, and 3). and no add#t#onal Basic Traveller. 
rupplementr. books, or other informat8on. As urual, paper. 
pencils, six-sided dice, and rquaregr~d graph paper will prove necerrary during the 
course of the adventure. 

STANDARDS AND ASSUMPTIONS 

The follow~ng standards and arrumptlonr are used in  the text of thlr adventure. 
The referee may alter them as necessary to  correspond to  a local situation. 

Dater: All dates herein correspond to  the Imperial calendar. The initla1 date for 
this ~ i f ua t~on  8s 190-1705: 190 Is the current day (the 190th 
day of the year) ~n the standard 365day year, while 1105 IS Date: 190-1105 
the current year in the Imper8um. Once the adventure beglnr, 
time rhould flow normally. If necessary, change the date to  match a local r i tuat~on. 

Place: Th~s  adventure taker place on Yorbund (0703 - C7C6503 - 71, which ir 
rttuated in  the Regina rubsector ~n the Splnward Marcher of the Imper8um. Yor- 
bund is 7.000 mller 8n diameter, wlth an ~nrldlour corrosive 
atmosphere, and rear of fluid covering 60% of r r  surface. Place: Yorbund 
Yorbund has a population of 227.000 persons. wlth no ertab- Regina Subrector 
llthed government A generally accepted law level of 3 will the lmper~um 
prohibit energy weapons and autorlfler. Local technological 
level is 7, equwalent to  the period 1970 to  1979 (only limited manufacturing of T L  
7 materials 8s porrible, due to  the low population bare). The local rtarport is classed 
as type C, and 8s located near the major population center of the world. 

Much of Yorbund Is unexplored, with the populat8on concentrated in  a few 
underground complexer. Yorbund's major resource Is fungi grown in the caverns: 
~t provider food, fibers for cloth, fuel, and 8s exported as pharmaceuticalr. 

USING THIS ADVENTURE 

The referee can use this adventure ar an #"dependent rltuatton with prepenerated 
characters lar written), or may use it ~ 8 t h  

REFEREE'S CHECKLIST continuing characters from an exirtlng cam- 
1. Assign characters. paign Changer necessary for an exlrtlng 
2. Allow equipment purchase. campaign rhould be both simple and obvious. 
3. State situation Referee', Checklast: The steps shown ~n the 
4. Guide characterr through referee's eheeklirt rhould guide the referee 

18tuat80n based on their actions, through the elements of adminirter~ng this 
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adventure. Characterr are covered next in  thir section, ar is equipment purchase. 
The rituat~on 8s stated on page 4, ~ 8 t h  additional materials contained ~n the re- 
malnder of the adventure. 

CHARACTERS 

Thlr adventure is intended for a band of adventurers numbering at least two and 
no more than eight. A group of pregenerated characters IS supplied below, although 
the referee may allow other ind#v#duair instead. 

1 Retired Scout 99397A Age 38 5 terms Cr2.000 
Pilot-1. Vam-2, Navlgatlon-2. Shotgun-2 Shotgun. %out Ship 

2 Ex-rnarine Trooper A68667 Age 34 4 terms Cr2.000 
Cutlarr-2, Vacc-1. Brawling-1, Autorifle-1, Mechanical-1 Cutlass 

3 Ex.navy Ensign 756888 Age26 2 terms Cr2.000 
Medlcal-2. Computer-2, Vacc4. Carblne-0, Blade-l Blade. Travellers' 

4 Ex-marine Force Commander 885888 Age 30 3 termr Cr2.000 
Cutlarr-1. Revolver-1. Vacc.3. Laser Rifle-2. ATV-1. Brawling-1 Cutlass 

5 Ex-merchant 2nd Officer 8A6894 Age 26 2 terms Crl.OOO 
Streetw~re-1. Vam-1. Pilot-1. Revolver-2. Gunnery-1 Revolver 

6 Ex-army Captatn 7995A9 Age 30 3 terms Cr2.000 
Rifle-1. SMG-1, Vam-1. AlrIRaft-1. Forward Observer-1. Brawling-3 SMG 

7 Ex.other 856994 Age 26 2 terms Cr1.000 
Electronlc.1, Vacc-0. Computer-1. Bribery-1. Shotgun4 Shotgun 

8 Ex-scout 365BBA Age 34 4 terms Cr2.000 
V~CC-2, Jack of all trader.1, Automatic Pistol-1. Pilot-1. Electronic-1 

A rki l l  level of 0 (for example, vam4l has been assigned to  show some famillar- 
i ty ~ 8 t h  a skill. sufficient toallow use, but no real expertise. Ark111 level of 0 with a 
gun (for example, carbine-01 shows the preferred, or best, weapon for an ind~v~dual 
Otherwise without weapon skill. 

EOUIPMENT 

Referees urmg an ongoing campaign rhould ignore the remainder of thir reefion, 
wlth the porribie exception of the available equlpment table on page 3. 

Characters rhouid revlew their equipment, and may purchase more. However, it 
is essential that one of the characters be the retired rcout lcharacter number 11. be- 

SHIPS LOCKER 
cause he provider the rcout ship which 
serves as transport for the adventurers. 

eight Vacc Su8tr. each ~ 8 t h  oxygen The retired rcout has porrerrion of a type 
tanks for eight hours, and S rcoutlcour8er. Its rhlp'r locker conta~nr 
mednum mngc rommo gear mr rqd !,men! snohn n fne tao c A! tne 

fo-r Carbonel. Pacn w tn ten aoaaeo oep nn ng of tne souentJre, ocfore tnc 
msaaz fner 1100 ra9 charactem are folo of tne drta nf rhr 

~ - - . . . . . . . 
two Automatic Pistols. each ~ 8 t h  adventure. the" should be allowed to  - - ~- ~- 

ten loaded magarlner (150 rdrl, purchase any other equlpment they feel 
four Cutlasses, each with a belt wil l  be necessary or der~rable. Any 

scabbard. equipment available may be purchased, 
one Long Range Communicator. subject to  the following relfrictionr: 



1. I t  must be mentioned and described 8n Book 1 or Book 3 of Trareller.or ~n 
the available equipment table below. 

2. The item must be paid for. Since the only arretr available are the balancer 
auore. same !em$ I e, battle orerr) are prcc .om oecaurc of expense 

Scout Snip Equ.omcnt: n aadst on. Ine lea.! codr er nar an a r . r a h  on ooard 
ano has a I nge p. $e are, nlta ed n u !.rre!. 

AVAILABLE EOUIPMENTTABLE 

1. Cable- fine flexible plarteel cable, capable of supporting 250 kilograms. 
Av\ua#lable in  50 meter co8ls. each weighing 3 kilograms Up to  ten coils are 
available. Price: CrlOO per coil. 

2. Revolver Shotrhells- cartridges for revolvers loaded with shot m e a d  of 
normal bulleu. In use, there shells allow the character to use the group h i u  
by shotguns rule IBook 1, page 391 when firing the revolver. Wound~ng per 
round IS 10. and ruch a weapon may not fire at long range. Not available for 
automatic oistals. Price: six cartridaes cost Cr10. 

3. Target Pisml- a high quality pirtol with custom grips and special 
attention paid to  accuracy. I t  welghr, and firer, ar an automatic pistol with 
+1 to  hit. Only one ruch pistol ir avallable. Price: Cr500. 

4 Automatic Pirml Snail Drum Magazine- a drum magazine der~gned to  
hold 45 rounds. The drum extends beyond the bun  of the pirtol. Three such 
magazlner are available. Loaded magame weighs 750 grams. Price: 025 .  

5. Atmosphere Terter- a solid-state devlce wlth read-outs lndlcatlng the 
iltmospner c perccntaqer of e cments present In aodlt on. a rm gnl g owr f 
tne almorphere r nor hrealnab e, ano a qreen ghr g o w  I me armorpnere I 

nreafllab e Tnree are rLa a" e rer a n~moerr  1099 5768 3 1099 5769 3 
and 1099-4792-2. Weight 1 kilogram. Price: Cr150. 

The referee rhould allow no more than ten minuter for the purchase of equip- 
ment before the adventure begins. 

REFEREEgNOTE 

The Information in this adventure is intended for the use of the referee. Only 
certain specific (terns of information rhould be made available to  the players. 

ln t rod~ctory  Material: The data on pager 1 through 3 rhould be made available 
to the players through the referee, rather than allowing them to read it directly. 

Shadows: The material on pager 4 and 5 should be read aloud at the start of the 
adventure. I t  rhould be available Ion request1 throughout the adventure. 

The Pyrambdr and Animal Encounters: The information in  there sections (pager 
6 through 201 ir for the use of the referee alone, and rhould not be divulged to  the 
players except ar called for in the course of the adventure. 

Library Data: All lhbrary data for thlr adventure and for the Annlc Nova adven- 
ture has been consolidated in one section wlth the Annic Nova data. Library data 
should be revealed to  the playerr when they consult library or computer facilities 
on a rpecif~c toplc. 

Referee's Data: The section on referee's data Is mended to prov~de back- 
ground for the referee, to increase his or her understanding of the adventure. 
I t  rhould never be revealed directly. 



Shadows 
After a call at Marlon Staroort on Yorbund. conristlntl of a m m ~ l e t e  refuellino 

and a vlrit to  the minor attrakonr of the caverns of ~orbund,  the band of adveny 
turerr prepared for a routine take-off, bound outryrtem for Klnorb. In the last few 
remndr before Ilft-off, however, a relrmic tremor shook the field, d~srupt~ng the 
munt-down Although I~ft-off took place on schedule, the porribi l~ty remains that 
the rhip sustained damage from the tremor. The adventurers place i t  in  orbitwhile 
routine cheeks are run on all rhip'r systems for p011ible malfunction. After three 
hours. all read~ngr ind~cate negatlve problems. 

However. the rhio'r scanners have detected a surface feature of some interest an 
Yorbund Lbcated iar into unsettled territory, and not appearing on any maps, the 
feature appeared in  a break in the almost perpetual overcart. An aer~al view of 
the feature IS shown to  the right. Extensive use of the rhip'r computer on the image 
data ~n memory gradually expands the information available. although additional 
images are obscured by the overcast and the nature of the atmosphere below The 
three pyramid mmplex appears to  be constructed of stone hsvlng a high metal 
mnrenf, w sn a h gn prooao sty of uo d l  w tn n the rrrJcl.re. allno-gn none of 
n gn uo dme Tne feature appears to he oia, conrlr.eteo lrarncr lnan nal.ra I. ano 
not of mman orfgon i t  apprarr idle for as! exp oratory exeed t on 

The landing at Marion Starport prov~ded some barlc background to  the travellers 
which itwould bewell to  remember. 

1. The local atmosphere 8s insidious, mrrorive, and will defeat all personal pro- 
tectlve measures wlthln eight hours. The adventurers did not go outride at the 
starport, accerrlng fac~lit~er through tunnels and portals. Their vacc rut% remain 
in prime condition. Once the suits are exposed to  the local atmorphere, they will 
need reconditioning, a t  high cost in  money lCr200 each) and time (at least a week). 

2. Yorbund is largely unexplored, ~ 8 t h  few ind#v#dualr venturing far from the 
starport and arroclated caverns. Cloaked in  a dense overcart atmorphere, little Is 

known of the surface features of the world. &experience has shown, Yorbund Ir 
subject to  seismic tremors, generally of low magnitude, but sometimes quite revere; 
such tremors have detected from nearly all paints on the world's surface. Finally. 
the planet is known to  be subject to conriderable volcanism. 

3. The ship ir fuelled, and can maneuver for some time, even land several timer 
if necessary, and st811 jump outryrtem. In all probab8lity. questions would be asked 
at the starport i f  the rhlp returned there, and Marion Starport 8s the only source of 
fuel inryeem. 

Deciding to  invertlgate the feature, the rhip descends to  the world rurface. and 
follows a flight path to  land wlthln a kilometer of the complex. In the last few 
remndr of the approach, an energy blast parser within meterr of the rhip, almost 
disabling it. Instrumentation rhowr that the beam came from the pyramids 
Computer readouts indicate that the ship wll l  probably 180% chancel be shot down 
i f  i t  attempts to  take off without that beam being d~rrbled. 
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Inside the Pvramids 
The pyramid complex IS obviously an ar t fac t  constructed by rome race (human 

or other), by all appearances at rome date 8n the far part. The adventurers are 
forced to  invert~gate ~t in detail. 

ENTRY POINTS 

The computer view of  the mmplex indicates no obvious 
points of entry into the pyramids: it doer rhow several 
possibles, each of which may be investigated. Each entry 
below describer the location, indicates throws to  use while 
invertigat8ng. and then details the rerultr to  be mplemented 
by the referee. 

1. The empty rhaft on the platform appeais to  have vents 
or drainage pipe. at its bare. The vents are obvious to  the 
observer. The rhaft has a depth of nearly 10 meterr. The twin 
openings at the bornom of the rhaft wil l  accept a crawling 
perm" after the protective metal bars are cut away (wlth 
cutting equipment or energy weapon: ten minuter, another 
ten minutes to  remove the stubs in  order to  avoid cutting 
8nf0 the vacc suit when crawling through). Entrance proceeds 
to location 32 on the Power Plant Level on page 12. 

2. One or more of the statuary figurer on the platform (or 
atop the pyramid) may be movable to  reveal an entry. 
Fifteen minuter o f  elore checking wil l  rhow that none of  the 
figures in  the parallel rows on the platform are movable; 
throw 9+ for any one character to  deduce that rome of  the 
broken figurer rhow ral8d construction, and are not movable. 
Thlr raves the 15 mlnutel. 

The single figure atop the pyramid is constructed so as 
to  pivot (throw 9+ per five minutes. DM +3 i f  intel B t ,  to  
ro note). Total strength required to  move 8t: nrength charac- 
terlniw totalling 13. I t  reveals a vertical rhaft of great depth. 
A dim light g l ow  within. The rhaft is shown entering the top 
of the diagram to the left. Descending thw rhaft will require 

cable, and a swinging motion once down. The upper level 
wlthin is loeation 1 on the Interior Level. The lower level 
within is location 150" the Deep Level. 
3. Either of the stairways may have mme indication of a 

mncea eo ooowav Reqaro eu of  how long tnne  areas are 
cnecdeo tney w I rerea "0th ng, ob! no ocflnlrc proof wl 
srrface tnat there ar no fn l rv  orernr Tne rpfpree rho d ro 
(secretly, and dlsregardlng the outcome) for each five min- 
uter spent checking. A doorway may be d~rcavered in  the 

Diagram 1. long rtalrway from the lnrlde fat location 1) and farced open 



(from inside, by a combined nrength characteristic of 13t l .  
4. As in  Terran pyramids, a rhan entrance may be concealed on the face of one 

or more of the pyram~ds, probably in  shadow. Such a search wil l  prove fruitless. 
5. F#nally, the flat upper surface of the small pyramid may have some son of 

entry. I t  does not, although the surface doer have a temperature substantially 
higher than the environment (about 100 degrees C, the boiling point of water). 

F na y Ine dea of b r ~ l e  forcc may *e I occur to the adventurers Personal 
weapons w I nave vnnually no ef len on the r.rfaee9 of the mmpex.  a t ho~gh  
8 O ~ R  l rom an anerov wesoon at the lono Ifalrwav on tne owam o rr I reved tne * . . .  
dootwav there. If the'rcou; ~h io ' r  laser is used. 8t wil l  cut a 1 5 meter hole for each 
hit larr"med good accuracy a t  this range), b"t wil l  also provoke an energy blast 
from the nearest face d the large pyramid. Such fire wii l  be on a one-for-one 
balls; throw 8+ for the shot to  hit the smut ship. The fir* hlt wii l  hole the hull 
(referee determiner what ponlon of the ship is hlt, and results: take into account 
self sea ong nu1 , nalcnes ano ntcr or wmpanmenral on and corror on effects o f  
tne atmolpnerel. me wcono w I dolaole Inr mane-ver droves and tne tn ra WII 
d wble the l a w  Tnc aser f re w I nos a f l m  return f re from rhc pyram d 

INTERIOR FEATURES 

The interior d the complex should come ar a distinct rurprire to  its v8alator~. 
While the outride of the nructure is angular and regular, the interior Is curved 
and rounded. 

Large Chambers: Diagram 2 shows a typical large chamber lruch as location 11) 
with a curved ceiling and ride access to  a corridor. Note the sunken central floor 
area, drainage, and ceiling vent. The curved line at the top is s lighting fixture which 
producer a dull glow ruff ic~ent for most virion requlrementr. Locations 1 and 9 
are similar in  shape and layout, although they both have deep central shafts. 
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Corridors: CDnnectlng the interior 
chambers are r o ~ n d  eorr aorr as shown on 
Ddgram 5 Tne wocr  llsrgerl eorr oor I 

t ~o l ca l  01 those connect na mator areas - .  . 
wh~le the smaller carrldor IS typical of 
those connealng ride chambers. or 
leading to  the Power Plant Level (from 
locat8on 13). These corridors have a 
ceol8ng plate which provider light. and a 
flat platform at the bottom which pro- 
wder a pathway for individuals. 

This platform appears to  be made of 
iron sheets and is suspended without 
vlsible means of support revem1 cent,. 
meters above the bottom of the corridor; 
obvlourly magnetism is at work. Indl- 
vidualr stepping onto the platform wil l  
cause it 8s settle slightly. but never 
enough to  touch the mrridor wall. 
Liquified vapor settler to the bottom of 
the corr#dorr, and accumulates below the 
platforms. Above the eorr~dorr, a vent is 
concealed in the body of the pyram~d; 
below the mrridom, a dram p~pe is 
runilarly concealed. There mnnectionr 
are virlble in large chambers, or at the 
fracture in the large mrridor on the 
Interlor Level 

Diagram 5. Small Chamber: Diagram 6 on this 
page rhawr s cross section of s large 

corrldar and two rmall adioining chambers, an arrangement typical of the rmall 
&ambers. Locations 4. 6. 8 and 20 have lower-level olatform flonrr wlthln. . . , ~ - - . . . .  
locat8onr 2. 3. 5. 7. and 19 have higher-level platforms. 



Note the large curved doors, suspended on magnetic fields. For each, throw 
9+ for the door to be ~n the open porltion. Closed doors may beopened by brute 
strength, applying 13+ in strength characteristic, and then propping the door 
open with a bar, tool, or weapon Open d w r r  will prove very dlfflcuit to  dose. 
In the event of a seismic tremor, any doors may change poritlon on 7+ unless 
already propped open. 

Note the magnetic platform floors. Such floors are similar to  the platformr in  
the corr~dorr, but span the full width of the small chambers, leaving a very rmall 
gap (only s few ccntimetersl at the edger. In  roomrwlth high level floors, virtually 
the only way to gain access to  beneath the floor requires several persons (st least 
two) at one ride, tilting the platform near the entrance corridor; the gap which 
rewltr will allow a person to  slip lnto the chamber below. If done Improperly, the 
explorer can get trapped (throw 9+ to  get trapped: DM +l for each person counter- 
weighting the platform ~n excerr of 21. I f  trapped, throw 7+ for the vacc suit to be 
torn while being retr~eved; DM + vaec suit skill. 

Environment: The interior of the pyramid complex is interesting 8n Its atmo- 
sphere. I~ghting, and temperature. 

Atmaphere: In gaseous content, the interior atmosphere is rlmilar to  that on 
the world surface. However, vents and parsager constantly keep the atmosphere in 
circ~lat8on. In most carer, the atmosphere IS transparent, but close to  floors, in  
depresstons. and under the metal corridor platformr, i t  has condensed to  a pinkish 
vapor. opague to v#r#ble and infrared Ilght. This vapor can also be reen wafting 
down from ceiling vents, and accumulating to a depth of about ten centimeters. 
When (and ~ f l  analyzed, the atmosphere tester light glows red. The vapor will rhow 
a high percentage of halogens in addition to  the expected gases. 

Lighting: All Nnterlor rooms and corridors are lighted with a dull glow from 
ceiling panels. Close examination wll l  show (to one wlth electronic r k ~ l l l  that 
these panels use a form of electrolum~nercence, drawing electric current (in low 
wattage) from mnnectlons directly ~n the body of the pyramids. Shooting or 
breaking a rpec#f#c panel (they run about 6 meters long) will not extingu~rh ~t 

unless the entire panel 8s broken. Two arear 
ilocatlonr 20 and 23) on the Deep Level are in 
darkness, and close examination will rhow 
that the light panelr ~n these arear have been 
deliberately broken to  put rhem out. 

Temperature: Temperature ir remarkably 
mnstant with," the mmplex, staying at a 
steady 20 degrees C at chert helght. However. 
this temperature varier with height within the 
chamberr Near the celling, 8t riser to  25 or 
even 30 degrees: near the floor. ~t reacher 10 
degrees. This differential contributes to  the 
maintenance of the vapor near the floor. An 
individual with electronic k i l l  will deduce 
that this effect is produced by solid-state 
electromagnetic effects. 

The Faults: Two locations rhow evidence 
Diagram 7. wlthln the interior of the pyramid complex. 
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Om. in a horimnt.1 mrrldor on the Imrior Lml. and shorn In m l o n  in Dia- 
=am 7. has a a n e d  when tne mrrlda tum have hanoad a l a t s t  on 11 phtly 
Smaons with nnl(gtion sr I may m t l a  ltnmw Bt: OM i 2  11 nu1 E t )  tnmt the 
hu t mnarmnh to the lvnmre bcmsen ma two . b m t  mnmnoe. Th. rnmnim 
~ ~ t h ~ f a c i  is not OW&. Visible at lhd haimnmifault ;k the u ~ p r  ~ n t  and 
1-r drain pip. with o m u e  wmr drifting down from .bow. Ascend lauh 
location 141 is located in thevertical shall Isding dorm from ioenim 1 m loation 
15. This fauh is m t  sr abviou. ar the Mrlzomal fault; and will pobably mt b. 
d i d  unleu ins& as advmunrr mom down lhd shaft. Note Uuf a r imi l r  
hsfl m n n e  l oa t ins9  and 11. but w nm haw a f& in i t s  lo&. 

THE INDIVIDUAL LOCATlOMS 

Loations an the dimrams range from I thmugh 32, eah of which dsnota an 
arm of potent la^ intaG. BY inniiigltion of tharsarau,tt~sadwntum MY well 
di-r what should ham baaoms by now their dofaern wsl: to find the mmrolr 
fw tha %lf&t- beam fa the m m p l s x , w d d i i  it m a i h  their shipto lsrrl 
again- all wimin rt. eight hour i m p a d  by local a m p h n a  LIfm on their ".a 
wits. 

A b g h  the band mw fed thmt lpli i ing up will pmvids the g r a m  hanm 
R mlultr, this should not be aliowsd, w r d l s  of in oizs. There is rafw in num- 
bn. and the band should be r. informld; in dditlan, ringla gmupa a n  more 
efficiently hadled hhy UI. nfaaa. Wid they insin on rpliUing up. ech brnd 
should receive a m i v s  DM e l  n lwrt -3 on all throw until the bands rwnite. 

It should be asumed that m~mblt takes little t im. M thn ~lduhll wrdl  
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provoke the snakes (die roll 2, page 181 to  attack, even i f  they have not yet been 
dlmvered by search. 

The fluid ~n the depression will vaporize i f  subjected to  great heat;rpecifically, 
i f  an energy weapon is fired at the pool, its contents will vaporize after three rhotr. 
I t  wil l  immed~ately begin refilling from the drain pipe, but reveral skeletons (of 
~~aw le r f ,  flyers, and the humanold rept818ansI will be vlrlble st the bottom. 

1 2  Large Chamber. Large chambers have no doors. Thir chamber is similar to  
location 10, and rhould be adminirtered like ~ t .  However. the mural 8n this chamber 
shows a large flock of flylng creatures lrecogn~zable as flyers. page 18-19] roaring 
and diving around the complex. Flasher of energy are shooting from the facer of 
the large pyram~d, incinerating indiv~dual flyerr. No other anlmalr or beings are 
virtble i n  the reprerentatlon. Careful search lthrow 9+; DM +3 i f  mechanical skill is 
present1 will show that the represented energy blartr can hit any location with," 
right of the pyramid, but cannot h ~ t  locations which are occluded by the smaller 
pyramids. By deduct~on, it would appear porr~ble for the rhlp to  takeoff without 
danger from the energy beam. ~f 8t fir* mover until occluded by one of the smaller 
pyramids, and then lifts off so ar to  remain shadowed by that smaller pyramid. 

13. Concealed Passage. Thir oooreav r rcvea ea on v bv carefd searen of  enam 
oer 9 Tne pane mncea ~ n g  Ine doaway w . open to como ned rtronpn cnarac 
terirl u of 13- Wnen ownea, there s a cnancc lrhrow 711 fnal a f occ of I varr 
(die roll 7, page 181 srk concealed behind it, and will erupt in an attack. iach 
individual in  locat~on 9 would be forced to  fisht (three combat rounds1 before 
retreating to the safety of another chamber or parrage. Any adjacent to  the central 
rhaft in  location 9 should throw once lthrow twice dexter~ty, or less1 to  avoid 
falling into the rhaft. If a fall doer occur, throw dexterity or less to  grab hold of  the 
pendulum cable. See location 9 for falling resolution. 

The parrage from 13 leads on a slant down to  the Power Plant Level 

DEEP LEVEL LOCATIONS 114.241 

The following locations are situated on Diagram 4 (14 is on D~agram 1). 
14. Fracture Point in  the rhaft mnnection Location 1 and Locat~on 15. Thir 

lip on the rhaft ir a result of relrmic activity. An indlvldual rtopplng here will f ind 
reveral small make rkeletonr. Throw twice dexterity or lerr to  avoid rlipplng and 
falling; DM + vacc suit skill. Careful search lthrow 10+1 wll i  show a single gold coin 
engraved with a symbol of a flame. 

15. Large Central Chamber. The floor of the chamber is flat, with no central 
deprers~on. I t  is littered with snake rkeletonr. Large quantitler o f  vapor are wafting 
from location 17, and cascades of vapor are drifting down from above. Careful 
rearch [throw TO+; DM +medical skill1 will h o w  that many of  the rkeletonr are 
reasonably recent, but that the carcasses decay or degrade rapidly in  the corrosive 
atmosphere. In addition, the skeletons are eoncentrated toward locations 16 and 
18. very few are near 17. 

16. Small Chamber. Throw 9+for the door to  be open. Thir chamber ir identical 
to locat~on 2, and should be administered lhke it. 

17. Large Chamber. Large ohamberr have no doors. The entrance way to  this 
&amber ir highly charged; any individual moving through it and touching any 
rurfaca wil l  set off an electrlc charge which will inflict 40  hits on h ~ m  or her. 
This effect can be avoided by leaping the distance (3 meters], or by crawl~ng 
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through the vent pipe overhead. 
The Interlor of thlr chamber is qulte mld; much of the lnterior is filled with 

vapor. obscur8ng vision. The central depresr~on 15 filled with frozen gar, and forms a 
ndro r~rlaee. rlowever, more than tnree person$ on tne r.rfacc w I ca.se I to 
bred*. 010~11 ng al anlo me c o o  f - 0  oenealn Tnrau dextrr ty or e e  to elcane f 
tne serface breaks: tnrow dexter t y  (DM vacr rd t sr I I or lcrr to avo d I D  h ~ t r  
from the f a  

Careful search of  this chamber should be promoted by the fact that the walls 
have a mural l ~ n  virlble light] o f  the exterior landscape of the complex. However, 
even careful search will reveal nothing else. 

18 Large Chamber. Large chambers have no doorr. This chamber is completely 
empty, even to  the point of the central depression being empty and dry, and the 
wall$ being completely featureless. Careful search wil l  reveal nothing. 

19. Small Chamber. Throw 9+ for the door to  be open. This rmall chamber 
IS empty. Careful search wil l  reveal noth~ng. 

20. Small Chamber. Throw 9+ for the door to  be open. This chamber IS unusual 
in  that 8t 8s accessed by a long dark rmall corridor. The chamber itself has a caved in  
cetl8ng. shards of eelling material have drooped down, and roll or stone has formed 
a pile on the floor. Careful rearch (throw lo+; DM +l for each electric torch or cold 
light invoived) will reveal the skeleton of a reptilian alien, ~ 8 t h  only rags lett from 
his clothes, and a rmall fiber pouch ~n the heap of soil, its contents ~nclude a set of 
37 gold coins l a  38th coin is at location 14). and a knife of obviously allen manu- 
facture. Any individual with education 9+ will see that the ce~ling wil l  probably 
cave ~n completely with the next relsmic tremor. Throw 6+ on each succeeding 
tremor until it does cave 8". 

21. Large Central Chamber. Suspended in the center of thlr chamber is a large 
lone meter diameter) pendulum welght at the end of a knobby cable. Inscribed on 
the floor of the chamber is a compl~cated pattern which the pendulum welght 
follows. Careful resrch (throw 7+; DM + electronic rk8ll) will show that the pattern 
IS ~nreribed an movable panels which can be displaced. Beneath the panels are a 
series of eight p8e shaped compattmentr. Numbers 1, 2. 4. 5. and 7 are empty. 
Number 3 contam a set of twelve grlppier- rmall clamp-tools of strange form and 
design. lntell~gence of B+ will see that they can be used to  create foot and hand 
holds on the knobby cable; climbing up wlth them wil l  avoid the negat~ve DM$ on 
the throws given 8n location 9. Number 6 is connected to the drain piper, and 
mntains a flock of crawlers which will attack when enpared. Number 8 conta~nr 
a flat metal fragment, intelligence of 9+wii l  deduce that i t  is a key which will open 
or close any doorr to  chambers. 

22. Large Chamber. Large chambers have no doorr. Thls chamber ir obviously a 
mntrol room when the adventurers enter it. The walls o f  the chamber are covered 
wlth a large array of bar dlalr- each begins at floor level, and ascends to  the center 
of the ceiling. Changer ~n color along the length indicate lntenrlty or value. Careful 
search lthrow 9+; DM +l per perran ~ 8 t h  education above 9) will show that the 
instruments and mntrols are divided ~ n t o  three basic groups which can be num- 
bered from 1 to  100 larbitrarlly. and for convenience). 

Group One (numbered 1 to 331 mnrirtr of instruments with fluctuating read- 
ings- probably power plant related. 

Group Two (numbered 34 to 66) exhibits mnstant readlngr, with most rhowing 
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Animal Encounters . .. ... ~ ~ . . ~  - - - 

The interlor of the pyramld complex is infested ~ 8 t h  a large number of animals. 
all o f  which have lhved and bred within its walls for hundreds of years. They #"habit 
the airrhaftr, the drainage vents, the small spacer beneath the magnetic flooring, 
and other likely areas such as the pools in  large chambers. Three barlc typer of 
an~mals are present: flylngr hunters. chasers. and amphibian grazers. All are rather 
small (none larger than 12 k8logramrl and not erpeclally smart. Howeuer.all run ~n 
packs, and their numbers can endanger adventurers i f  they do attack. Ail three 
typer are described in  detail on the next page. 

ENCOUNTERS 

Each time the adventuring band enters a new area, the referee should throw ran- 
domly to  determ~ne ~f they have encountered a group of animals. Thus, there is a 
wntlnuing chance that the characters wlll come upon animalr which will obstruct 
them ~n their searches Throw 8+ (two dice) for an animal encounter to  occur. DM 
+2 8f inferlor liohts for the ovramid are out locallv when the throw is made. Make 
the throw whenever the band mover from one location toanother, including when 
moving just into a corridor. If a band ir rpllt, throw separately for each portion 
whenever one of them should be rolled for. If an encounter occurs, mnrult the ani- 
mal encounter table below. 

Surprise: Arrume the adventurers have surprise (they surely wil l  be alert to  begln 
with) for the f ~ r r t  encounter on this table. Thereafter, roll for rurprlre urlng the 
innrunions from page 26 of Book 1. Asrume that animalr with surprise wlll attack. 

Priority: Specific animal encounterr are stated in  locations 11 and 13. They 
override the use of the animal encounter table. 

ANIMAL ENCOUNTER TABLE 

PYRAMID COMPLEX INTERIOR Yorbund C7C65M-7 (8+1 
Die Animal Type Weight Hits Armor Wounds & Weapons 
0 12 Amphibian Grazer l kg  21 0 none teeth-1 F8 A5 S2 
1 8 Amphibian Grazer 3kg 41 1 jack teeth-' F7 A5 S2 
2 24 Amphibian Grazer 3kg 61 0 jack teeth+l F6 A5 S2 
3 Seismic Tremor- The entire complex beglnr to  shake and vibrate. Any 

open door will change Its wndit lon an a throw of 7 t .  See page 19. 
4 4 Chasers 3kg 21 5 jack claws A8 F6 S3 
5 12 Charen 6kg 51 3 mesh claws A7 F9 S3 
6 4 Flying Hunten 6kg 41 4 jack teeth &claws A4F9 S4 
7 8 Flying Hunten 12kg 61 0 jack teeth &c l aw  A5 F8 S4 
8 4 Flying Hunten 12kg 91 0 jack teeth &claws A5 F5 S4 

React~ons: An is the throw on which animal will attack. Fn is the throw on 
which animal will flee. Sn is animal speed. Throw An and Fn 8n the order shown. 

OMS: are applied to  this table depending on locat~on wlthln the pyramid com- 
plex. Ve~tieal Shaft: t4. Lame Central Chamber: +2. Large Corridor: even. Large 
Chamber. -3. Small Chamber: -4. Small Corndoc -3. Power Plan? Area: even. 



THE ANIMALS 

The three animal types enmuntered appear to  be distinct lthough related) 
$penes; upon examinatnon of rpeeimenr (a character must examine at least one 
specimen of each type during the adventure, and throw education minus 5 or lea. 
at the end of the adventure1 they are discovered to  be developmental stager in  the 
life of a single animal. The amphlbtan grazer farm hatcher from eggs laid I" the 
pools of fluld. The juveniles spend most of their tlme swimming, but venture out at 
intervals t o  feed upon the plant and fungal material growing in  the small chambers. 
After an unknown period of growth (from the 3em 
hatching length to  the ful l rlze of 75 to  100 cm) the juven- 
ile lacater a protected place in  which to  enter a period of 
suspended an~mation, during which it mefamorphor~zer 
into one of the two adult forms, either the four-legged male 
or larger winged female. At irregular intervals throughout 

hatched, where they produce large quantities of eggs. The 
"* 

the year, the two sexes return to  the pools from which they 

adults are carn#vorour, and feed on the juvenile form. I110 2- Grazer. 
The juvenile form reacher a maximum length of from 75 

to  100 cm, and a maximum of 1 to  3 kg before maturing. The young arecovered 
~ 8 t h  a thick scaly rkln which server to  protect them from the ravager of the 

inrldiour atmosphere. The juvenile, unlike the adult life 
forms, 13 twthlerr, byt is equipped with a number of rer- 
rated structures along the edger of the mouth to  atd 8n 
bitlng off rectionr of the flbrour plant material upon 
which the juven8ler feed. 

11103- Chaser. The male reacher a maximum size of about 40 cm. 
weighlog from 3 to  6 kg. Like the juuen#ler, the males are 

mvered with scaler. but ~n mature forms, there are finer and covered with a thin. 
tough outer layer o f  skin. 

Females are usually about 60 cm in length. wlth a 
wingspan of 100 to  120 cm. They typically welgh from 6 to  

feeding solely off it$ own young. IMo 4- Hunter 

SEISMIC TREMORS 

Throw two dice for the rtrensth of a tremor: anv #nd#v#dual with a dexteritv less 
than the throw is shaken to  thefloor or ground by the forceof the quake. Throw 
endurance or less to avoid I D  bru~ser from the fall; DM minus vaec suit skill and 
brawl~ngrk~ll. Throw llt to lore vaccruit integrity; DM + vacc r u t  rkill. 

Frequency: Quaker occur on the encounter table. Before such a quake occurs. 
the predtctorr (location 21) wil l  activate. Tampering with the power plant (location 
261 will increase the frequency of the tremors to  one per ten minuter, with each 
bemming stronger (DM +1 to  the throw for each new quake strength). 
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Referee's Notes 
The pyramid structure on Yorbund war constructed perhaps 50.000 years ago 

by a minor allen race orig~nating far to  coreward. Voluntary exllesfrom their own 
~~vi l izat~on,  they selected thlr worid as the site of their noble experiment in esthetic 
~ i m p i i ~ t i c ~ .  The group reeded thlr region of Yorbund ~ 8 t h  food animals and settled 
mto a rlmple life of contempiat8on in natural rurround8ngr. The only rem~nder of 
their origins is the pyramid structure, created as a central erthet~c rally~ng point 
(the aliens congregated here a t  regular intervals for group interact~onl. 

Alien Creatures: The allenr themselves are vaguely reptlllan, derived from 
quadripedal carnivore stock; now upr~ght, they utilize their thick tails for balance. 
mcidenfally freeing a three-fingered hand with twin opposable :humbr for grasping. 

The atmosphere ~n which these creatures exlrt has greatly influenced their liver 
and customs. Living things constantly struggle agalnrt Its corrosive effects, on 
dying. an animal dissolver in greasy smoke ~n a matter of minutes. Consequently. 
food must be eaten Ilue, and meals have never became a social function. 

To provide food, a rerler of breeding chambers (locattons 2, 4. 6. and 8) serve 
to constantly produce small animals which then roam free wlthin the structure. 
A hungry alien simply grabs one (from under the platform, or from the air) and 
eats it. selecting the particular taste he prefers by animal type and rlze. With food 
animals roaming free, safety devlcer are installed on all controls which prevent an 
animal from accidentally triggering them. Location 16 has an electrical barr~er 
which prevents access by non-flying animals. Controls I" the control rooms (loc- 
atlonr 22 and 23) have safeties integral to them. 

Social interaction took place (among the pyramid operators) 8n location 24, as 
the allens sunned themselves on the raised stone diar created far that purpose 

The Energy Beam: The aiienr who man (sic) the interior of the pyramid do so to  
maintain its operation for the others who lhve a life in the wilds outride. Because ' 

the pyramids are an esthetic symbol, one function of its interlor controls is to  
insure that i t  remalns esthetic The functlon of the energy beam (shown in the 
mural at location 12) is to  keep flying creaturesaway from its 5urface;their excre- 
ment left while they perch on ~t would detract from itr appearance. 

Access from the lnterlor level to  the deep level by the aliens war by an elevator 
platform which travelled with," the vertical shaft from 1 to  15. The fractureat 14 
however, has made that elevator inoperable. Safety interlocks have since made the 
elevator almost indetectable. and adventurers wil l  probably not discover it. 

Seismic Activity: The aliens have a great deal of interest in  reirm~c activity; 
which 8s relatively frequent here. Predlctorr are installed in the control rooms 
(locat8onr 22 and 23). The pendulum ~n 21 Is responsive to such activity. 

This mlony failed many yearr ago. The food animals reeded outride dlrperred, 
and the area proved unable to  support the numbers of allens present. All that re- 
mains today is the pyramid complex, and the animals wlthtn, supported through 
the years by the power plant which continuer to operate. There animals. originally 
docile, have regressed from their meek roles to  wilder, more aggressive types. As 
such, they now pore some danger to  the adventurers. 
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