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Table Talk

Our Old Publisher on Our New Publishing Company

xactly one day before this issue went fo press, Wizards ol

the Coast sold its periodicals department to a new company,

Paizo Publishing, LLC. Our former group publisher, Johnny
Wilson, is the president of the new venture, and he had the good
taste 1o hire the entire department, for which we are all grateful.
Johnny has a few words he'd like 1o share regarding what the
change means for this magazine. Go read his thoughts over on
the DunGeON side, and come back here when you're ready for
more Johnny. He'll be waiting for you, smiling like a devlish
teenager who finally got the keys to dad's good car.—Erik

n words associated with the late Douglas Adams, “Don't

Panic!" This issue may have a smaller page count than usual

and, ves, a higher price than usual, but that’s not the plan
going forward. So, get out your babelfish and get ready to

translate the publisherese. I've already explained the rationale for

the price increase on the DunaGeon side of this magazine. Now,

Im going to give you my pledge. Going forward, we're going fo
do our best to provide a d2zo Mini-Game, a premium (like mon-
ster/Mini-Game tokens), and as many pages as we can reason-
ably print without losing money.

As the president of Paizo Publishing, LLC, I'm proud o be
publishing N as part of DunGeoN (officially known as
DUNGEON ADVENTURES™) magazine. The issue you are currently
holding is a strange hybrid. The editorial work was performed
prior fo the Paizo obtaining the license to publish DUNGEON, but

Paizo paid for the art, manuscripts, printing, and shipping. As we

were going fo press, several advertisers had heard the rumors
of the transition 1o the new company and, as is often the case,
dropped their ads at the last moment. So, we have the unfortu-
nate challenge of presenting an issue with a thinner spine that
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costs more than the previous issue. The good news is that the
number of pages we've dropped were all scheduled to be ads, so
readers didn't lose any content in the change.

Meanwhile, 'm happy to announce that everyone working on
this magazine (and the other magazines we publish) has accepted
a position with Paizo Publishing, LLC. This is expressly good
because everyone who does advertising, art, circulation and, of
course, editorial for DunceoN/PolyHEDRON plays in at least one
roleplaying campaign. Many of us run at least one campaign. We
love working on these magazines because it allows us fo share
our enthusiasm with others. We pledge to make them even bet-
ter. Stick with us and, once again remembering Douglas Adams’s
magnum opus, you'll never be caught without a towel.

OF course, this issue’s theme would not meet the classification
given to earth in that marvelous series of books. The
Hitchhiker's Guide to the Galaxy classified earth as "Mostly
Harmless." Omega World, our tribute to the classic GAMMA
WORLD, is anything BUT harmless. No offense fo purist D&tD
players who buy the magazine solely for the DUNGEON side, but |
personally believe that Omega World alone is worth the higher
price of this issue.

Of course, I'm biased. The ultimate fate of these Mini-Games

.

-

is entirely up fo you.

Johnny Wilson
President, Paizo Publishing
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News from the Top

RPGA Membership Fees Dropped

In our bid to continue to offer better games for more
members, the RPGA has dropped ALL membership fees
as of the time you read this. For those of you now leap-
ing around looking for the telephone number of HQ as
you just paid us renewal money, | ask you to first please
read on, as | suspect you'll like what | have fo say.

To address and thank those members who have
joined, renewed, or who have multi-year memberships,
we are working with Chessex, a leading manufaturer of
gaming aids and accessories, fo develop an RPGA
Network member-exclusive vinyl Battlemat that will be
sent free of charge to all RPGA Network members who
joined prior to July 1, 2002.

Measuring 23 1/2 in. by 26 in., the new RPGA
Battlemats feature a one-inch square grid suitable for
Dunceons st Dracons miniature play. The Battlemats will
be available for collection at both the US and UK Gen
Cons. Thereafter, we will mail all remaining qualifying
members their Battlemats at absolutely no charge.

Is that the only good news? Not hardly.

| promised in PotyHEDRON #151 that | would release
additional information regarding our brand-new DM
Training program as that program was developed. I'm
pleased to inform you that stage one of that program
will be live by the time you read this. I'd like 1o offer a
huge thanks fo all those who have contribufed to sefting
up this important initiative in such a short period of
fime.

The entry level in the new DM program is known as
Herald level. To qualify as a Herald level DM, new mem-
bers must pass a simple test of basic fable managment
skills administered via the rpga.com website.

Bolt and Quiver

This and future tests for higher judge levels have
been designed to help DMs deal with situations that
occasionally arise during Network-sanctioned games
(what to do when a player cheats, when a die rolls off
the table, or even when a player falls asleepl). The
entry-level Herald test is available now. New members
must take the test to qualify to order RPGA scenarios,
including Living GreyHawk adventures.

Current members in good standing retain their exist
ing judge ranking (and the ability to order scenarios).
Once we've rolled out the complete program, higher
level judges may have to sustain their current ranking
through participation and/or additional tests, but that's a
ways off.

Members who joined prior to July 1st, 2002 but who
do not have an existing judge rating may continue fo
order scenarios as normal. Once the full program is in
swing, such members will be required to mainfain a DM
rank at the minimum level to retain that ability, however.

We're initiating this new program because we feel it
will improve the play experience of all RPGA members
by giving Network DMs a common set of "best prac-
tices.” In doing so, we hope to create a corps of superb
Dunceon Masters. Give it a little time, and we're certain
you'll agree.

For now, may the goddess Tymora shine upon dzos
everywhere.

lan Richards

Worldwide RPGA Director
ianr@wizards.com
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| First Watch

Previews, notes & news on the world of d20 gaming

Agents of PSI

In Ocrober, Wizards of the Coast will
release pzo MooerN, a 320-page hard-
cover rulebook that covers everything
you need fo run campaigns based in the
modern era. The game is set fo include
four “campajgn models” that provide rules
and backgrounds for distinct flavors of
modern gaming.

In POLYHEDRON #150, we showed you
Shadow Chasers, in which young heroes
struggle ggainst vampires, demons, and
worse before the backdrop of an incredu-
lous world. Last issue, we revealed
Genetech, which offers players the chance
fo play government-sponsored operatives
infused with animal DNA.

Conceived by industry veteran Jeff
Grubb, Agents of PSI also involves shady
government conspiracies and even
shadier psychic operatives. Tune in in two
months for a preview of the final cam-
pajgn model, Urban Arcana.

When the going gets weird,
The weird turn pro.
—Hunter S. Thompson

The Agents of PSI campaign model adds
some parahuman mental abilities to the
cinematic spy genre. Its fone is action-
packed, conspiracy based, and larger-
than-life. Conflicts are hidden in the
shadows between power groups seeking
to conirol (or destroy) reality as we know
it. The heroes are dedicated agents fight-
ing the good fight, preserving the world
that we know and love. They move behind
the curtains of reality and in the corridors
of power, and stop potential disasters
before the public knows anything

is wrong.

The Role of the Heroes
The heroes in an Agents of PSI campaign
are agenis of the government with a
secrel mission, powers beyond those of
normal humans, and a hidden agenda.
They have the potential to be (though are
not required to be) individuals with psionic
abilities that give them an extra edge.

The heroes are larger than life, but

exist in a relatively real world. James
Bond would fit into an Agents of PSI cam-~
paign, and so would Sydney Bristow (aka
Alias), Napoleon Solo, James West, Emma
Peel, Scully and Mulder, and about half
the casts of shows on the Sci-Fi Channel.

Background

There have always been humans with a lit-
tle bit of extra power—prophets, sages,
legendary warriors, and charismatic lead-
ers who have had an “extra” ability. Only
in the last hundred years have these abili-
ties been studied fully (if secretly) and
more importantly, only in the past fifty
years have those with psionic abilities
been recruited, frained, and organized.

A hundred years ago, organizations
such as the Theosophy Society explored
the paranormal, explaining things in their
own (Victorian) terms. During WWII, the
Third Reich showed some success in
harnessing paranormal talents. In the
years of the Cold War, the rivalry
between the superpowers encouraged
governments 1o leave no opportunity for
dominance unexplored, and the practice
of identifying and recruiting paranormal
talents began in earnest.

There has been an upswing in para-
normal activity and parahuman espionage
since 1g87. Some claim that surge results
from proper funding and a greafer num-
ber of agents assigned to exposing
activity that had previously been consid-

ered urban legend. Others note that late
summer of 1987 was the Harmonic
Convergence, a celestial event during
which the majority of the planets lined up
on one side of the sun, and that this event
created psychic ripples that affected the
world at large.

The increased government involve-
ment in psionic research has also revealed
other, older players on the field, ranging
from business interests to culis to secret
societies. They have their own agents and
their own agendas, agendas not as benign
as those of the Department of Paranormal
Science and Investigation, Your role, as an
Agent of PSI, is to stop them.

Leanne Buckley




RPGA Fun at the Gen Con Game Fair
Party with the RPGA during Gen Con’s Last Year in Milwaukee

By Robert Wiese

In this, the last year that the Gen Con
Game Fair will be held in Milwaukee,
the RPGA Network is coming on as
strong as ever. We know a lot of our
members will be packing the
Safehouse every night for one last
drink (or 10 or 20), but we'll be holding
the best games at the Game Fair in the
Arena throughout the convention for
the rest of you. OQur space may be a
little limited, as renovation is taking
place on the Annex building that we
connect to, but the Arena will be filled
with gamers having a great time.

You might think we'd be happy just
to do what we have always done this
last year in Milwaukee, but not us! We
are infroducing some new changes
that we hope will make the games
better and more fun for you. The first
of these is that we have lengthened
the game time fo five hours from
four. Most of our members play in
our Living campaign games, and these
tend fo run short of time with only
four hours to play. To make the
games more relaxed, we are allowing
you five hours to play your game this
year. If you finish early, go grab
some food or stroll the first few
booths of the Exhibit Hall (don't try to
get too far into the Exhibit Hall unless
you have at least an hour until your
next game). Qur games start at 8 am,
2 pm, and 7 pm every day (only 8 am
on Sunday), with a scheduled break
for lunch between 1 and 2 pm.

Second, we have simplified our
scoring system. In the past, all the
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players have voted for the best
player at each table, a process that
takes extra time and turns a lot of
people off. This year, we have
reduced the paperwork to a simpler
“Judge Vote” system in which the
players rate the judge, and the judge
ranks the players. Less time with
scoring means more time having fun
or getting food.

So what is a Living campaign any-
way? What kinds of games are we
running? I'm glad you asked. The
RPGA presents two “styles” of role-
playing games at the show: those with
characters provided, called Classics,
and those for which you bring your
own character, called Livine cam-
paigns. Living campaigns are
extremely popular, and we have a
great many to choose from. Our
biggest is Living GrevHawk, a world-
wide campaign set in the oldest D&ID
setting, the same one thar Gary
Gygax and his friends used. Players
play in a region that corresponds fo
where they live at home.

Following that in size, but equal in
popularity, is Living City, a campaign
set in the FORGOTTEN REALMS that has
been running for 15 years. You can
also play a Jedi knight in Living Force,
a Gothic adventurer in Living DeatH,
a tribal humanoid in Living JuNatE, a
samurai in Living Rokuacan, a shad-
owrunner in a near future setting in
VirTuaL SeatTie, or a fantastic adven-
turer in Living Arcanis or Living
DraconsTar. You can even fry play-

ing a warped cowboy in Living
DeapLanps, a new campaign now in
the review process.

Most Living campaigns use D&1D
or d2o rules, but Living Rokucan is
based in the Legend of the Five Rings
Roleplaying Game and VirTUAL
SeatTie in the Shadowrun 3rd Edition
Roleplaying Game. Visit the RPGA's
website at www.rpga.com for links fo
the official websites for these cam-
paigns. We also have a character
center at the convention to help you
create characters for whichever
game suits your fancy.

Another innovation at this year's
Gen Con is the launch of our Reaims
CvcLe, a one-year LiviNg campaign
based around the City of the Spider
Queen super-adventure on sale in
September. With the RPGA, you can
create a character for this huge quest,
play it at home in the main adventure,
and play it in supplemental adventures
at RPGA-sponsored conventions
throughout the year. The adventure
starts this year ar Gen Con with our
Reawms Cyeie Members-Only Preview
Event, and the whole thing culminates
epically at next year's Gen Con.

RPGA members, and that means
you, should plan to attend the
Members Meeting Wednesday night
before the show, at 7 pm. The exact
location will be posted to the RPGA's
website, and we'll have signs up at
the Arena fo direct you to the right
place. At the meeting the RPGA staff
will tell you what's ahead for the
Network, and what's changed now,
and give you a chance to ask ques-
tions and air your views. Plan also to
attend the Awards Ceremony at 2 pm,
location to be announced during the
show. See who wins our big prizes,
and catch any last announcements
from the staff.

Big prizes? You bet we have big
prizes. We always do, so why stop
now? Our big prizes are for our
Pinnacle events, which are combina-
tions of our scheduled games. Play in
several RPGA events for chances to
win these awards.




D&tD Open Championship
The D&tD Open is the biggest and
longest-running D&tD tournament
ever. Teams of eight players
advance through elimination rounds
so that the best ten teams reach the
finals. The winning team receives a
year's supply of Wizards of the
Coast roleplaying products, and the
second place team wins free product
for six months. The D&tD Open tests
your team cooperation, problem
solving skills, tactical thinking, and
roleplaying abilities. Bring your
friends and sign up together, or join
a team when you get there. Either
way, fame and fortune are waiting
for you!

The best Dunceon MasTer of the
D&D Open tournament will be
honored, as well.

North American Championship
Players of RPGA Classic tournaments
have been qualifying all year long for
the North American Roleplaying
Championship, the pinnacle of com-
petitive roleplaying on this continent.
In these Classic tournaments, players
voted for the best player, and a win-
ner for the game was declared. The
top players, as expressed by their
win percentages (number of wins vs.
number of games played) were invited
fo participate in this championship.

The championship consists of all
rounds of Classic tournaments at the
convention, with the exception of
the D&D Open and the NASCRAG
tournaments. Thus, the competition
includes n events, and the partici-
pants only have to play five events.
The player with the top average wins
all the glory, including a trophy and a
year's supply of Wizards of the Coast
roleplaying products!

If you were not part of the champi-
onship, but want fo see how you would
have fared, play at least five Classic
event rounds (the D&D Feature
counts as two rounds) of RPGA events
and we'll tally your average and post
it. The best-scoring player who is not
part of the championship will receive
honorable mention at the Awards
Ceremony and here in POLYHEDRON,
and something nice to take home from
behind curtain number three.

We also will be honoring the best
game master among those who run at

least five
Classic tourna-
ments at the
convention.

Livin
Greyhawk
Heraldic
Shields

Living
GREYHAWK
players are in
for a treat! We
have three
brand-new
Living
GREYHAWK
adventures at
the show,
which will be
sure fo fest
your charac-
ter’s wits, combat ability, and surviv-
ability. The top four players who play
all three events, as measured by
average score, gdet a special prize: a
shield emblazoned with the heraldry
of a nation in the GREYHAWK cam-
paign. These are nice decorative
shields, full size but without the straps
required actually to use them. Trust
me, you want one of these. The top
Dungeon Master who runs at least
four Living Greyhawk games also gets
to choose a shield!

convention prize fashion

Living Force

Han Solo Blasters

Think the shields are cool? How about
a replica of Han Solo’s blaster from
Star Wars? The Living Force campaign
presents the Below the Belt trilogy,
where your Jedi or smuggler or
Wookiee pilot can get into more
trouble than you can find ar Jabba's
palace! Play all three adventures in the
trilogy, and you become eligible for
one of four of these cool replicas. The
best Living Force game masters gefs
one too! For this event, rounds of the
Below the Belt trilogy played at the
Origins Game Expo count as well,
Game masters have to run three
rounds of Below the Belt events at
Gen Con to get into the running.

Get Yourself There!

How can | get in on all this action? |
know that's what you're asking your-
self. Well, first of all, plan 1o go to the

RPGA HQ staffers Tom Ko and Stephen Radney-MacFarland model the larest in

Safehouse only once during the con-
vention (plus Wednesday after the
Members Meeting), as you'll need the
rest of the nights for your games.
Second, become an RPGA member.
Membership is free, and we'll make
you a member on the spot at Gen
Con: just stop by our HQ in the
Arena, second level (there'll be signs
directing you). If you're an existing
member who paid, you should visit
our “Membership Buy-back” booth,
where a friendly person will give you
a great gift for your previous dedica-
tion. (See this month's News from the
Top for more information.)

Once you're a member, just take
your membership number and your
event tickets (buy them at the show)
and go to the marshal area for your
game. The marshal areas are listed on
our big schedule signs. A friendly
marshal will send you off to a table
with some other players. If you want,
you can form your own groups in the
marshal area and sit together as a
group. We recommend that you buy
event tickets if they are available, as
people with generic tickets (used for
exira available spaces) are sent to
games last.

For more information on the RPGA
events at the show, please visit the
RPGA's website (again, that's
www.rpga.com); we have a complete
schedule and set of descriptions
posted. We look forward to seeing
you at the show!



With the mad glory of Gen Con
product releases behind them,
many dzo System publishers are
playing it safe in September and
October. Here are some of the
most promising products due to
release in the sedate early Autumn
months.

Alderac Enterfainment
Group

Fans of AEG’s massively popular
Spycraft modern era espionage RPG
have a lot to look forward 1o in
August with the release of the
Soldier/Wheelman Class Guide, which
in addition to containing class options
and new rules for soldiers and wheel-
men also includes a comprehensive

guide fo vehicles and vehicle weapons.

All those headlight-concealed
rocket launchers and ejection seats
will come in handy in October, when
AEG releases Shadowforce Archer
Threat Book: The Hand of Glory, a
sourcebook detailing an insidious evil
organization with ties fo black magic,
Nazi Germany, and a living god.

Avalanche Press

At the dawn of the Thirteenth
Century, lots of white people
decided to kick the butts of lots of
non-white people for no particu-
larly good reason.

In Reconquista: The Battle for
Medieval Iberia, you get to pick
whichever side suits your fancy.
Lots of death and religious dogma

Bolt and Quiver

Release Roundup

on either side, which is always
good for a few laughs. 64 pages of
history, feats, prestige classes,
assorted magic items, and an
adventure, all for $16.95.

Bastion Press

In September, Jim Butler's Bastion
Press dives into the fantasy cam-
paign setting pool with Oathbound:
Domains of the forge, a 352-page
full-color hardcover world book.
The setting focuses on the Forge, a
planar prison for a long-forgotten
god. Former servitors of that god

summon the “greatest of the grand”

to the Forge for inscrutable pur-
poses that usually involve explo-
ration, combat, and magic.
Presumably, that's where the play-
ers come in.

Fantasy Flight Games

In October, Fantasy Flight releases
the Monsrer’s Handbook, eighth in
their popular Legends &r Lore
series, Monster's Handbook equips
DMs with all they need to cus-
tomize their favorite dzo System
beasties with new prestige classes,
feats, and templates as well as tips
on combining monsters to make for
more deadly encounters. The 176-
page Monster's Handbook retails for

$24.95.

Fiery Dragon Productions
Last year gave us so many adven-
tures that most publishers now

choose to stay away from them,
sticking instead to sourcebooks or
campaign settings. Fiery Dragon
has consistently produced exem-
plary adventures, so it's nice to see
that September sees the release of
Gates of Oblivion, a new 32-page
fantasy scenario.

Written by Jason Kempton and
illustrated by Kieran Yanner, Gates
of Oblivion sends your heroes 1o a
treacherous prison world filled with
hostile outsiders and savages. If
they're lucky, they'll find the king's
missing son. If they're unlucky,
well, imagine Oz's Tobias Beecher in
a prison filled with monsters and
sadistic spellcasters. . . .

Goodman Games

Those gamers who don't have
legions of once-beloved plastic
dinosaurs rotting away in junkdraw-
ers and musty garages have them
sitting on their computer monitors,
Make no mistake about it, gamers
love them some dinosaurs.

Some also love cowboys, science
fiction, and the American Civil War.
Mix up all three and you have
Broncosaurus Rex, by far the most
original campaign setting yet 1o
grace the d2o System (and with a
list of ingredients like that, it's
unlikely they'll see many chal-
lengers any time soon).

In October, Goodman goes for
the easy slam dunk with the
Complete Guide 1o T-Rex, a book

by Stan!
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you've most likely wanted since you
were five. DMs get all sorts of
information on T-Rex dynasties of
the ancient world, the massive
Tyrant Kings, T-Rex psionic abilities
(which you probably didn't know
about back in the sandbox), and
tips on T-Rex factics. Players get
special feats and rules on playing
Tyrannosaurus Rex adventurers.
Tyrannosaurus adventurers.
Sort of makes a half-orc barbarian
look like a garden gnome, eh?
Eleven bucks gets you 32 pages of
prehistoric fun.

Green Ronin Publishing

In October, Green Ronin Publishing
hopes to clobber the growing num-
ber of dzo superhero games with
their own entry into the genre,
Steve Kenson's Mutants &t
Masterminds, a 1g2-page full-cover
hardcover rulebook featuring more
than 100 powers, scores of new
feats, and a complete adventure to
propel players right into the fray.
Lavishly illustrated by comic indus-
try professionals, Mutants &t
Masterminds retails for $32.95.

Guardians of Order
Competition in the superhero field
is so fierce and developments
emerge so quickly that last month
we neglected to mention another
major player in that field,
Guardians of Order, the creators of
the popular Tri-Stat system that
powers the anime-inspired Big Eyes,
Small Mouth RPG.

Bolt and Quiver

In August, Guardians enters the
dzo world with Silver Age Sentinels:
dzo Edition, a ‘port of the Tri-Stat
SAS game released in July. Priced
at $30.95, the 336-page black and
white softcover promises to evoke
the themes of Silver Age comic
books, so look for lots of heroism,
teamwork, and epic struggles of
good against evil.

Malhavoc Press

Dungeon Master’s Guide author
Monte Cook has invited his friend
Sean K. Reynolds (GREYHAWK,
ForRGOTTEN REALMS) to publish origi-
nal online PDF products through
the Malhavoc website (www.monte-
cook.com).

Reynolds’s first offerings,
Skreyn's Register: The Bonds of
Magic appears as Cabal (October)
and The Faithful, will eventually be
published as a print product by
Sword &t Sorcery Studios in
December. Combined, the product
features 50 pregenerated wizards,
sorcerers, bards, rangers, clerics,
druids, rangers, and paladins, each
with full statistics, an illustration,
and a unique spell, magic item, or
feat, Prices were unavailable at
press time but should be online by
the time you read this.

Mongoose Publishing

In October and September,
Mongoose Publishing will put out as
many products as most of the com-
panies mentioned in the Release
Roundup combined. Highlights
include The Quintessential Wirch, The

As THERE'S NAWGHT HERE MORE
EVIL THAN OVER-PRICED ToukiST
uu‘n-mr. WELL ST TAKE
ouR LE

'rmz ANTICS PuT THE ACTOR
PLAYING GARY GoBLIN IN THE

,_f Pﬂtssmo THE
msu 1L NEVER MoVE Ml
msz 2 20 r

I DON'T HAWE

ouf OF BUS

Quintessential Psychic Warrior, The
Slayer's Guide to Duergar (1), and an
Encyclopedia Arcane supplement
entitled Star Magic: Wisdom of the
Magi, as well as several supple-
ments for their Judge Dredd and
Slaine 2000 AD licensed d2o RPGs.

Necromancer Games
October’s release of W.D.B.
Kenower's The Vault of Larin Karr
signals a change in Necromancer’s
adventure publishing strategy. The
g6-page accessory is more than
just a huge adventure, it's what
publisher Clark Peterson calls a
“mini-campaign.” The book details a
valley, three villages therein, and a
massive Underdark chamber remi-
niscent of the legendary Vault of
the Drow. The adventure takes PCs
from 4th to gth level, and retails
for $14.95.

Paradigm Concepts

In September, Paradigm Concepts
(sponsor of the RPGA’s LIVING
ARCANIS campaign) releases the first
in its OGL Interlink series (in associ-
ation with Green Ronin Publishing).
The Lords of the Peaks: An Essential
Guide to Giants, compliments Green
Ronin's Hammer & Helm: A
Guidebook to Dwarves, which hir
stores in July. Lords of the Peaks
features freatments of the various
giant subraces as well as the usual
assembly of feats, spells, and pres-
tige classes. It retails for $18.99.




Company Profile: Necromancer Games

Though Green Ronin and Atlas had
the first in-print d2o System prod-
ucts at Gen Con zooo0, Necromancer
Games president Clark Peterson likes
to brag that his company was the first
fo release a product in any form,
pointing to The Wizard's Amulet, a
free PDF download that debuted on
Necromancer's site at Midnight on the
first morning that the dzo System
went live.

Since that historic moment,
Peterson has been a key player in
the dzo System industry, teaming
with White Wolf to become the first
partner in the now apparently
unstoppable Sword &t Sorcery
Studios imprint (which also includes
Monte Cook’s Malhavec Press and
White Wolf's own Scarred Lands
campaign setting).

One reason Necromancer was able
to carve out such a strong niche for
itself has been a dedication to the
simple motto of “Third Edition rules,
First Edition feel.”

To back that up, Peterson has
recruited DED pioneers Gary Gygax
and Rob Kuntz. He's licensed the pop-
ular Grimtooth's Traps series formerly
published by Flying Buffalo. As this
issue of Polyhedron went fo press,
Necromancer announced that they
have acquired an expansive license o
produce Third Edition revisions and
new material for virtually the entire
fantasy catalogue of Judges Guild, an
independent publisher that was making
third-party DEID products more than
20 years before the birth of the dzo
System License.

Understandably, Clark Peterson has
a lot to say.
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POLY: Whart do you mean, specifi-
cally, by “First Edition feel?”
PETERSON: “First Edition feel”
doesn't mean the First Edition rules, it
means a way of playing Dunceons et
Dragons. It refers more to the
sources and the inspirations for the
game. I've answered that question
before, and | answered by giving a
list of things that to me epitomize
“First Edition feel™ it's the cover of
the old DMG with the City of Brass
and the efreet; it's Judges Guild; it's
Type IV demons, not Tanar'ri and
Baatezu; it's the Vaulr of the Drow,
not Drizzt Do'Urden; the Tomb of
Horrors, not the Ruins of Myth
Drannor, it's orcs, not ogrillons; it's
mind flayers, not llithids; it's Tolkien,
Moorcock, Howard, and Lieber, not
Eddings, Hickman, Jordan, and
Salavatore; it is definitely Orcus and
the demon-princes, and it is artifacts
and relics from the old DMG (with all
the cool descriptions). Most of all,
perhaps, is that it's the concept of
truly heroic and epic roleplaying and
the idea of telling a story first and
worrying about rules second.

POLY: /n what ways do the dzo
System rules work against the
concept of “First Edition feel,” and
how have you managed to work
against (or with) that?

PETERSON: That's a great question.
To me, First Edition feel is all about
flexibility and storytelling over game
mechanics. | hate rules lawyering. So
the fact that 3E has a rule for every-
thing is a burden. | prefer the days
when | just said, “roll a six sided die.”
Now there is a mechanic. And now
that the monsters have become so
common and well-described, people
get upset if they are different, | hate
that. The monsters in my campaign
are unique, for the most part.

Here's a favorite gripe: “Iron
golems don't use swords, they have
slam attacks!” A player actually said
that when one of my iron golems
swung its magical greatsword at him.
Too often the mechanics and the
game conventions control the story
you tell. That is bad. That is not “First

Edition feel,” to me. In my opinion, the
story controls the mechanic.

Guess what? If | want the iron
golem to have a sword, he has a
sword. And I'm certainly not going fo
be bound by what the MM says is the
advancement for the monster. | will
make them how | want. Third Edition,
with all its rules, can constrain a DM
if they let it.

Another thing that is an example
of rules dictating play is all the move-
ment detail in combat. That threatens
to make D&tD a board game. Anyone
who played in any of my demos at
Gen Con knows that the first thing |
do (after | explain a house rule called
“the death penalty”) is to explain that
the grid on the Battlemat is for refer-
ence and to measure distance. | don't
want people moving on the mat like a
chessboard. This is roleplaying, not
Monopoly. Don’t hop your minis
across the Battlemat like you're play-
ing checkers.

That isn't to say | don't love Third
Edition—I do. | actually like the dzo
mechanic. | just fry to remind people
not to let the rules run story, but
rather to let the story run the rules.
That is “First Edition,” to me. Hopefully
our adventures bring back some of
that creativity and uniqueness.

POLY: What can we expect from
Necromancer and Rob Kuntz and
Gary Gygax? Why did you gravitate
toward these creators?
PETERSON: We are very excited
about doing Gygax's Necropolis. That
thing is an unbelievable adventure
(over 150 pages), plus a ton of addi-
tional campaign material. Obviously,
we are also doing Rob's Maze series.
With our focus being on “First
Edition feel,” we tried to reach out to
some of the original creators. | have
always really wanted to bring the City
of Brass to life ever since | saw that
old DMG cover. That's what led me to
Rob. He was very interested in doing
Brass and redoing Maze for Third
Edition [the original four modules were
published as unofficial First Edition
adventures by Rob's Creations
Unlimited in the 1g8os—Ed.].




Necropolis, which originally appeared as a

Dangerous Journeys advenrure, makes its d2o

debur ar Gen Con

As for Gary, Tomb of Horrors
has long been my partner Bill Webb's
favorite module. | am a huge fan of
the Against the Giants and Descent
into the Depths of the Earth series,
as well as The Lost Caverns of
Tsojcanth. So getting Necropolis—
which Bill describes as “ Tomb of
Horrors on crack"—was great for us.

POLY: Are there any other “great
old ones" you'd like to be working
with?

PETERSON: My dream would be to
do a Gary Gygax project with Dave
Trampier doing all the art. There is
no artist that better captures what |
consider to be that original “First
Edition feel” Crack open the old
Monster Manual and check out the
minotaur. Better yet, get an old
DMG and find the picture of Emirikol
the Chaotic in the back. Truly awe-
some! | would love to have a
Necromancer product with Trampier
art, I've tried to contact him, but |
guess he is completely in isolation
these days and wants nothing to do
with gaming. Mr. Trampier, if you
are reading this, please contact me!

POLY: Why Grimtooth?
PETERSON: | always loved the
lighthearted humor of the original
Grimtooth’s Traps series. It was fun
evil. It let you be deadly with a
smile on your face. | like that con-

cept. | guess that's why we have a
demon prince as our corporate
mascot. Sometimes roleplaying can
get a lirtle serious and stuffy, like all
the “pure roleplayers” who would
never be caught dead actually hav-
ing a good melee weapon, but have
maxed-out Diplomacy and Craft
skills. Sometimes we have to
remember this is all a game and it
was meant to be fun. Grimtooth, if
nothing else, is certainly fun.
Besides, | remember flipping
through those books in the store
when | was a kid saying "I gotta
have this, this is great!”

POLY: With the revisions of Maze of
Zayene, Necropolis, and now the
Wurst of Grimtooth’s Traps, are you
at all concerned about being pigeon-
holed as a “revision" company?
PETERSON: Not really. Restoring the
First Edition feel to the game
requires a link to the past. So we
brought back Rob Kuntz with his
Maze series, the master himself,
Gary Gygax, with Necropolis, and
we're restoring the lost First

Edition monsters with the Tome

of Horrors. | guess | look at it .
more as filling a hole in the
current edition of the game.

The main problem | would
have with being thought of as a
“revisions” company is that | don't
like the word “revisions.” That
makes it sound like we don't put
any work info the products, which
certainly isn't trrue. We don't just
take the old products and
slap a d2o appendix in
them with conversions fo
the new rules. We take the
time to revisit and change
them and to add new, fresh
content.

Besides, while it is true we
have a few high profile prod-
ucts that are “revisions,”
the vast majority of our
products are new
adventures made for
the Third Edition rules:
Crucible of Freya,

Rappan Athuk, Tomb

of Abysthor, What

Evil Lurks, Durgam’s
Folly, Demons and Devils,

and our upcoming products like
Vault of Larin Karr, Bard's Gate,
Grey Citadel, Chaos Rising and the
other 20 or so products we have in
production. All those are entirely
new content.

But to answer your question:
No, | don't really worry about that.
Bringing back the classics is one of
the pigeon holes | want to be in. |
think of us—and | believe our fans
think of us—as a company that has
been lucky enough to get the rights
to some really great products.
Products that Bill and | loved years
ago and still use today. Products we
are excited to bring to a new gener-
ation of gamers. If we
are known for that, |
say “great!”

ﬁmqll'
m{mﬁ '%’\
.. / t’ 3




Stop that Monkey!

Orangutan Characters in Thunderball Rally

by Rich Redman

Ma Boggs: “What are ya gonna do with
the baboon?"

Philo Beddoe: “Orangutan, Ma, Clyde’s
an orangutan.”

Ma Boggs: “What's the difference?”

Philo: “Twelve ribs, just like you and me.”

—Every Which Way But Loose

You've seen Every Which Way Bur
Loose, Any Which Way You Can, and
even Cannonball Run Il You saw the
movie poster featured in last issue's
Thunderball Rafly Mini-Game, and you
want fo play an orangutan. We don't
blame you. We do, too.

Orangutan characters use most of
the same rules as other racers, and the
other rules presented here create the
kinds of super-clever apes you expect
to see in Thunderball Rally.

Orangutan Abilities

Roll your ability scores normally, then
apply the following modifiers:

+4 Strength, +4 Dexterity,

+2 Constitution, -6 Intelligence,

+2 Wisdom, and -4 Charisma. In addi-
tion, orangutans have low-light vision
and scent (See the Player’s Handbook
and Monsrer Manual, respectively).

Intelligence

Orangutan characters do not need fo be
taught tricks. They are as smart as their
Intelligence score indicates. A GM may
insist on an Intelligence check to figure
out something the orangutan racer has
never seen before, but they're more like
characters and less like animals.

Language

When you play an orangutan, feel free
to communicate through exaggerated
facial expressions, gestures, and ape
noises. These do not franslate well over
CB radios, of course, so orangurans
cannot use any class abilities dependent
on radios.

Orangutans start the game speaking
and reading no languages, but they can
understand simple, spoken English. They
may spend 2 skill points to gain fluency
in a sign language, and can then com-
municate through signing. They cannot
read. A GM may insist on an Intelligence
check if another racer fries to commu-
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nicate something complicated or
abstract 1o an orangutan.

Combat
Orangutans have a +3 Base Attack
Bonus before adding any class levels.
Orangutans have sharp fingernails they
can use as claws, and powerful bites. An
orangutan can make either a claw or
bite melee attack using its full melee
attack bonus. If it can make a full artack
action, it can attack with both a claw
and a bite, but the bite attack is at -5.
Orangutan claws and bites both do
1d6 points of damage, plus Strength
bonus. If an orangutan attacks with
only its claws, it adds one and a half
times its Strength bonus to the damage
of any successful hits.

Wealth

Orangutans never accumulate wealth.
They're completely dependent on other
racers for food, shelter, care, and a
vehicle. OF course, you don't want to
ride across the United States with a few
hundred pounds of primate pissed off
because you drank the last beer...

Classes

Orangutans use most of the
Thunderball Rally rules for
character classes, with the
following changes:

Level Adjustment:
Orangutans have a +o level
adjustment. That means that
their Effective Character
Level is 4th (since they start
with 4 Hit Dice). For more on
level adjustments and ECLs,
see the Dungeon Master's
Guide. A starting ECL of 4
also means that:

Orangutans do not multiply
the skill points they gain from
their first class level by 4. All
orangutan racers have 5 ranks
in Climb, 5 ranks in Listen, and
5 ranks in Spot before gaining
a class level.

An orangutan racer uses
Table 1-1: Experience and Level-
Dependent Benefits differently
than other racers. With one
class level, an orangutan racer

is ECL s, so to gain another class level
they need 15,000 experience points, jusf
like any other sth-level character.

Orangutan racers start with no feats,
and do not gain any until they gain 2
class levels, when they are ECL 6.

Orangutan racers do not gain an abil-
ity score increase untfil they gain 4 class
levels, when they are ECL 8.

Hit Points: Orangutans start out with
4d8 hit points. They apply any
Constitution bonus to each Hit Die.

Action Points: Orangutans gain action
points for their class levels, but do not
start with any for being orangutans.

Class Skills: Climb, Listen, and Spot
are always class skills for orangutans.
Orangutans can never fake ranks in Craft,
Demolitions, Disable Device, or Repair.
GMs should carefully review any ranks in
Profession taken by orangutan racers,

Skill points in Thunderball Rally
assume human racers. Orangutan Aces
and Bodyguards get 4 + Int. modifier
skill points per level.

Classes: Orangutans never have
levels in Navigator. They may have
levels in either Ace or Bodyguard.
They never suffer experience point
penalties for multiclassing.
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IF YOUR LITTLE BAND OF EXPLOR- |
ERS CAM SURVIVE THE TOXIC I
SWAMPS AMD RADIOACTIVE WINDS,
YOu WILL REACH THE FABLED
LAMDS BEYOMD THE WARSTE-
LANMDS. BASED ONM STORIES

YOU'VvE HERRD FROM OTHER

\  PUDDHHEAD

LM~ In
HE FIRE

*You come from a settlement of a few hundred souls—
‘mutated humans, pure sfrain humans, and mutated animals.
" Somewhere in a pocket of fertile ground, surrounded by
foxic and radioactive wastelands, your people scrape
together a life. You hide from the deathbots, trade with

" nomadic mutants, and tend modest crops.

= The elders have told you stories about the Golden Age,
. when people—called the Ancients—didn’t have to work
because the machines were their slaves and did all the work
for them. All the people had plenty of food. They had boats
that flew and took them to the stars. They even had special
machines to pick the fleas and ticks off themselves, so
nobody ever itched, or so the stories go. But then the
Golden Age ended in fire hotter than fire.

The machines started the war, wayward creations that
rose up against their creators, rebels who destroyed those
who had given them minds and electronic life.

Or maybe the beasts starfed it, animals that science had
given human-like forms, human-like minds, and human-like
hatreds.

Others say it was the cryptic alliances, shadowy societies
shrouded in secret and bent on controlling the world.

Then again, it could have been the androids, perfect peo-
¥ ple seeking to erase those who were less than perfect.

#  Or was it just people, humans unworthy of the Golden
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EXPLORERS., YOU KKNOW
~ %0OU COULD FIMD
RADIOARLCTIVE
RUINS FROHM
BEFORE THE
BOMB:, MUTHNT
CANMNIBRL
TRIBES: HOMICI-—
DAL ROBOTS, ARMD
HIGHTHMARISH
PREDATORS. IF
YOu CAM ALSO
FIMD SOME
RELICS HMIGHTY
WERRPONS HAMD
FOOLS T THE
AMCIENTS GREAT
POWER CHAM BE
YOURS.

Age, unworthy of peace, who destroyed their own planet and
left ash and slag for the freaks and the robots to fight over? \
Many say they know the answers, but few agree on what poc. N1
they are.
What they can agree on is the present, a world of mutants,
poisons, and rampaging machines. Into this world you have A
been born. Now is the time for you to make your place in it.
Somewhere, on the other side of the wastelands, are ruins
where mighty relics lie. These weapons of the Ancients can o
make you a warlord, a conqueror, or a hero, if you can find
them and use them. Roaming across the land are tribes of
savages. They'll eat you if they can, but they may fear and
serve you if you are strong. Here and there are other settle-
ments of decent folk who may welcome you if you bring
news and goods fo frade. And somewhere are the mortal
enemies of all sentient life, which you must defeat, if you can
only figure out who they are. e

OMEGA WORLD SUMMARY

Omega World is a high-action d2o System RPG in a world
devastated by global warfare and overrun by mutants. If fea- S
tures weird powers, strange monsters, insane NPCs, and big
guns. It's “high flux,” with the promise of great rewards and
the constant threat of pointless demise.

"
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Omega World is meant to offer a different roleplaying

M experience than that presented in the core Dungeons st

| ¥DrAGONs game. It's more random and less balanced. It's
neant to be a lot of fun fo play for a little while, but it's not
., designed to hold up as an indefinitely long campaign. Still, it

. is designed fo have lots of good and bad things happen to

“the PCs in even a few sessions.

" On another level, Omega World is a lot like D&tD. The PC
_party treks through the wilderness and explores ruins, fight-
4 ing monsters and looking for treasure. You can have fun, at
L least for a while, just by following the fight-loot-repeat cycle.

f you know how to set up a D&tD adventure, you can creafe

L an Omega World adventure, too.

Omega World PCs advance quickly, gaining XP and relics

.to make them more powerful. But they also die at a relatively
' high rate. Rolling up your next character, however, is fun

and fast, so don't worry too much about the high kill rate.
Omega World PCs aren’t terribly balanced. You can get
lucky and have good mutations that work together, and you

4 can get unlucky and wind up with no mutations to get

excited about. For a short campaign with a high death rate,
" this imbalance is part of the fun.
The science in Omega World sucks. This is a game about
big, crazy powers and big, crazy guns, not about genetics
. or physics.

HOW IS IT DIFFERENT™

L Omega World rules vary in several basic ways from stan-
~dard dzo.

MUTATIONS AND DEFECT=

Most characters (and monsters) have mutations and deFecY?"
These are the chief way that PCs are differentiated from
each other, and you get them randomly.

ETARTING LEVEL
PCs start at 4th level so that they are powerful enough to
fight cool monsters right out of the gate. Most PCs, however,

are mutants, with an effective level 1 or 2 levels higher than
pt =

actual level. They start out at 2nd or 3rd level but are
treated as gth-level characters in terms of XP.

EXPLORER CLAZE

All PCs are the same class—explorer. The explorer is sort of
a souped-up expert. It has no unique class features because
Omega World is about your mutations and your guns, not
abouf your class.

RESERL'ES

Since there’s precious little healing in Omega World (and a
fair bit of damage), the rules introduce “reserves.” Reserves
are your character’s ability to recover quickly from wounds.

TREARZURE AHMD WEALTH

Finding treasure is a big part of Omega World, but treasure
doesn’t have a standard price or value. There’s no stable eco-
nomic system in which prices can attach to goods. PCs will
have to barter if they want to exchange goods with NPCs.

R
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CHRAFTER 1
CHARACTERS

YOU PLAY AN “EXPLORER.” EXPLORERS MIGHT BE PURE
STRAIN HUMANS, MUTRATED HUMANS, OR MUTATED AMNIMALS.
THEY BEGIN THEIR CAREERS WITH RUDIMENTARY GERR AND
RUDIMENTARY KNDILEDGE OF THE WORLD. IF THEV'RE LUCRY,
THEY GRIN EXPERIENCE, POWER, KNDWLEDGE, AND HIGH-TEEH
"“RELICS." IF THEY'RE UNLUCKY THEY GET BLASTED TD
NOTHINGNESS EY TORE GRENADES OR HRUE THEIR LEGS
CHEWED OFF BY GIANT LADYEUGS.

ARACTER

5_.'_ CEGROUMND Your GM may have a special campaign starting point that
hile each explorer’s life story is unique, you can figure that  changes these defaults.

! e typical explorer. .

. grew up in a s‘rab!e tribe or village, but left that com- CREATING A CHARARCTER
- umry behind (often because it got nuked by rampaging 1. Choose fo be either a pure-strain human or a mutant (of
SSupremacist deathbots). random mutant stock).

. has heard stories about the Golden Age before the 2. If you're a mutant, roll for your mutant stock (Table 1—1).
mb and knows that we all live in an age of suffering and 3. If you're a mutant, roll on Table 1-3: Random Mutations until:
\destruction. a. You don't want to roll anymore, or

. has heard stories of armies of robots out to kill all liv- b. The total value of your mutations exceeds 10.
g things, of peaceful lands where people of all kinds live 4. If you have any mutations, roll on Table i-4: Random
1ogeTher in harmony and prosperity, and of hidden relics that  Defects until the total value of your defects exceeds the total 3
will glve whoever finds them godlike power. value of your mutations. '
E ! . knows what a gun is and generally how it works but
'has never fired one. TAELE 1-1: RANDOM MUTANT STOCK
i . can't read or write, but understands that the Ancients Mutant Starting
captured their speech in mysterious marks that some people d% Stock ECL Class Level
today can still decipher. 01-35 Human' +1 3rd
. knows vaguely what's north, south, east, and west of 26-60 “Hairy — 2nd
wherever the campaign starts. 61-80 = Clcky™ w2 2nd
. . thinks the world is flat and that the stars are little 81-100 © Scaly +2 2nd
lights way up in the air. ECL:‘Effective character level. For purposes of XP, the
.. has occasionally met strange and wonderful travelers mutant S 1 or 2 levels above its actual level.
Cfrom distant lands. '

TAELE 1=2: MUTANT STOCK STATISTICS
Y Mutated

b Human Clicky Hairy Scaly ?
Abilities Normal =~ -2 Dex +2 Dex +2 Str [
K A +6 Con “ +2 Con ! -2 Int
-4 Int -2 Int -2 Cha !
: " -4 Cha -
Speed : 30 ft. 30 ft. ' 40 ft. 30 ft. .
Climb 5 ft. ¥ 3
Size : Medium=size - Medium-size ~ Medium-size Medium-size >
Stock Mutations None Exoskeleron - Fur Claws
> Scent™" Low-light vision Scales
Tremorsense S Tail
Random 0i-40 Brain Bite 01-40 Heightened ~ 01-40 Rage o1-30 Poison Bite
Stock Mutations 41-70 Force Field Intelligence 41-70 Great Reserves 31-60 Regeneration
71100 Energy Drain 4170 Poison Bite * 71-100 Haste Self 61-80 Chameleon Skin
71-100 Blindsight 81-100 Immunity—Poison
Stock Defect Smaller Crude Hands Heightened Metabolism Poor Respiratory System
§ ECL T +2 ' +2 +2

Starting Class Level 3rd 2nd 2nd , 2nd




EHHIIISII'IH AS PSYCHE

In Omesa World. think of Charisma as “"Psyche” It repre-
Sents |h haracter's inner power. That's why psvchic

ittacks are based on if.

s, Roll abilities (organic method from the DMG). Add +1 to
@one ability score if you're a pure strain human (because your
haracter level is 4).
| ';Dererrmne skills, feats, and hit points, as a 4th-level
“character with the explorer class (see page 28).
. Choose basic gear and roll for special gear.

tl:HFIHFII:TEH STOCK

‘ ! For your characrer’s stock (“race "), choose either to be a
pure strain human or to roll on Table 1-1: Random
! Mutant Stock. Stock traits for mutants are summa-
- rized on Table 1-2: Mutant Stock Statistics.
30 Unless defects prevent it, a mutated human,
N }" clicky, hairy, or scaly can use gear as a human can.
Y PURE-STRAIN HUMAN
. These are humans as we know and love them,
\ without mutations or defects. Pure-sirain humans @
* don’t have the advantageous mutations of the
B mutants, but they are adept with high-tech
P~ devices.
" In addition to their standard benefits of being
Ly a human (bonus feat and bonus skill points), a
. pure-sirain human can take tech skills as class skills.
A Pure-strain humans (along with mutated humans) are
" smarter than clickies, hairies, and scalies.
. Pure-strain humans represent the ideal human form,
and mutants regard them with awe and envy. At least
" that's what pure strain humans fell themselves.
For reasons lost in the mists of history, pure-
strain males are known as “adams” and females are
known as “eves.”

MUTATED HUMAH
i Mutated humans are more or less human-looking, depend-
I% ing on their mufations. Some regard the pure-strain human
oy form as an ideal, while others reject it as outdated.
Mutated humans do not have the standard human benefits.
Mutated humans (along with pure-strain humans) are
imarter than clickies, hairies, and scalies.
Some mutated humans regard themselves as the next
step in human evolution, and figure it's only a matter of
fime until people like them are the new dominant
pecies across the globe.

LICKY
?‘Clrckles" are mutated, vaguely humanoid arthro-
pods. mostly beetles (because arthropods are mostly
etles). Clickies do not have strong social instincts, but they

' work with each other and with other creatures for practica

_reasons. Others trust them, figuring they're too stupid fo

mr:.k anyone.
i Their laryae are not sentient.
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TAELE 71-3: RANDOM MUTATIONS

d% Mutation Summary Value
1 Amazing Fortitude +10 on Fortitude saving throws 1
2 Amazing Reflex +10 on Reflex saving throws 1
N 3 Amazing Will +10_on Will saving throws 1
i 4 Blindsense Pinpoint (but don't “see”) creatures within 30 ft. 1
il 5 Chameleon Skin +20 Hide (when not wearing armor) 1
il B Climbing Hooks 10 ft. climb speed 1
7 Double Healing Recover from damage at double speed 1
8 Fleet Feet +10 ft. Speed 1
gl = Immunity Poison Immune to poison 1
10 Immunity Psychic Immune fo psychic effects 1
u Keen Ears +20 Listen 1
2 Keen Eves +20 Spot 1
13 Keen Nose Scent 1
14 Low-light Vision Low-light vision 1
15 Padded Feet +10 Move Silently i
16 Resist Radiation Negate 12 radiation damage per day 1
17 Swimmer & ft. swim 1
18 Tail +4 Balance, Jump, Swim 1
10 Tentacles Improved Grab 1
20 Tremorsense 20 ft. 1
21 Uncanny Dodge As sth-level barbarian 1
22 _ Blindsight 10 ft. 2
23—24 Claws Natural weapon, counts as armed, 1d6 damage 2
25 Darkvision 6o fr. 2
26 Dual Brain +2 Int, Wis, Cha; two Will saves 2
27 Empathy Sense others' feelings 2
28-2q Fur +2 natural armor, cold resistance 5 2
20—31 Horns 2d4 damage, double damage on a charge 2
32 Leech Damage Touch, remove 1d6 damage from farget creature and suffer
that much damage yourself 2
33 Overpowering Stench Adjacent creatures suffer -2 attacks, checks 2
34 Quills Extra attack (no penalty) for 1d6 damage when grappling 2
35 Spring Legs +10 ft. Speed, +30 Jump 2
36 Tougher +2 hp/HD 2
28 Acidic Bite 1d6 bite + 1d6 acid 2
39 Carapace + 6 natural armor, -2 Dex 3
40 Great Reserves Reserves = double hit points (instead of = hit points) 3
41 Haste Self 6 rounds/day 3
42 Heightened Charisma +10 to Charisma 2
43 Heightened Intelligence +10 fo Intelligence 2
44—45 Pincers 2 pincers, 1d6 damage, hit with both = bonus damage 2
46—47 Regeneration Convert 5 reserve points to hit points
each round as an automatic action 3
48—49 Scales +3 natural armor 3
50 Shaper Alter self, 10 minutes, does not affect clothing, efc.; 1/day 3
&y Telepathy Read and speak to others’ minds 9
52 Force Field 10 points 4
53 Heightened Wisdom +10 to Wisdom 4
c4—5c Light Warp Disturb light (as blur) for 5 rounds, 3/day 4
56—57 Lightning Touch Touch attack for 6d6 electrical damage, once per day 4
58 ___ Psychic Double You're comatose, your double is incorporeal, 10 minutes, 1/day 4
50—60o Psychic Healing Cure 2d6, 6d6/day 4
61—62 Rage Barbarian rage, 1/day 4
63 Dimension Slip Go ethereal for 6 rounds, 1/day 5
64 __Exira Arm 1 extra one-handed attack (no penalty) or shield 5
65 Levitate Self Self only, 3/day 5
66—67 Poison Bite 1d6 damage + poison [
68—6g Telekinesis 5

As spell, caster level 5, 3/day

¥
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TAELE 1-3: RANDOM MUTATIONS (CONTINUED)

d% Mutation Summary Value
70 Time Slip Disappear for up to 5 rounds, then two of you appear
for that many rounds, at the end of which one of them

(randomly) disappears 5
71 Wings 6 rounds per hour 5
72—73  Brain Bite Psychic attack vs. Will, 2d4 damage, close range 6
74—75  Cryogenesis Psychic attack vs. Will, 1d6 cold damage 6
76 Displacement As spell, 5 rounds, 3/day 6
77 Exoskeleton +5 natural armor 6
78 Heightened Constitution +10 to Constitution 6
70 Heightened Dexterity +10 to Dexterity 6
8o Heightened Strength +10 fo Strength 6
81 Life Leech Deal 1d6 damage to all within 30 ft., gain
that damage as temporary hit points, 1/day 6
82—83  Bigger 1 size category 7
84—85  Energy Drain Energy drain, touch, psychic attack vs. Will save,
y! gain & hp/success, 6/day 7
¢ 86 Leech Strength Touch attack, deal 1d4 points of Strength damage and gain a
bonus to your own Strength (but multiple boosts don’t stack) 7 |
87 Extra Arms 1 extra two-handed attack or 1 extra one-handed attack + shield 8
88 Light Slip Invisible for 5 rounds, 1/day 8
8g9—go  Sonic Blast 30 fr. cone, 1d6 sonic damage, no save 8
gi—100  Stock Mutation See Table 1-2: Mutant Stock Statistics =
f HAIRY each hour (1 die in 4 hours, a second die after 3 more
E_ "Hairies” are mutated, humanoid mammals, such as bears, hours, efc.).
I dogs, wolves, raccoons, and cats. Some love being part of a
" “pack,” while others are loners. VARYING VALUEZS =
',- GMs should feel free to vary the values of the mutations and
SCALY defects to fit how powerful they are in their campaigns.
“Scalies” are mutated, humanoid reptiles, mostly lizards. Their  Different GM styles and house rules can make them more or,  we
; " social instincts are weak, but they can learn to have affec- less powerful. For example, Telepathy is great in a political =
. tion for companions who are good fo them. campaign but sucks in a campaign about a climactic war
s against silicon life.
MUTRTIONS
To determine a mutant’s mutations, roll d% on Table 1—3; DAMAGE AND =IZE
Random Mutations. Each mutation has a value. [f the total Damage for attacks varies with size. This is true for physi-
value of all the mutations you've rolled so far is 10 or less, cal and mental attacks. A mutant rat (Tiny) with Brain Bite,
you can roll for another mutation, or stop rolling mutations for example, only deals 1d4 damage with it instead of the ol
and move on. If the total value of all the mutations you've standard ad4. Ki &
. already rolled is n or more, you have to stop rolling muta- pi s
" tions. When you stop, move on fo Table 1—4: Random Defects. MUTATION DESCRIPTIONZ
. In general, mutations stack, so you can have fur (+z natu-  Mutations are listed in alphabetical order. &
ral armor) over your exoskeleton (+5 natural armor) for +7
atural armor. Lucky mutant. But the GM can limif or disallow  Acidic Bite
busive stacking. If you rolled Acidic Bite twice in my cam- Natural weapon deals 1d6 damage + 1d6 acid damage. The
aign, I'd double the acid damage but I'd only increase the bite  character can bite in addition to making other attacks, but ifi
‘damage one “size step,” from 1d6 fo 2d4. that case all attacks for the round are af -2,
- Most activated special abilities, such as Light Slip, are free Feat: +1 acid damage, repeatable |||
| actions. Value: 3

LIMITED UZSES PER DAY Amazing SAVE
If a mutation has a limited number of uses (or dice) per +10 on saves of the listed type.
" day, the ability to use the mutation returns over 24 hours. Feat: +2 save, repeatable

" Each use (or die) returns in a fraction of 24 hours. Value: 1

. For example, a mutant has Psychic Healing (6 dice/day),

.~ and uses the Superior Mutation feat fo raise its capacity to  Bigger

. 7 dice/day. If the mutant uses up some of its healing The mutant is one size category larger. For a Medium- s:ze
¥ apamry, the capacity returns at the rate of 7/24 of a die creature, apply these bonuses: +8 Str, -2 Dex, +4 Con,

¥ ——
]
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‘natural armor, -1 size modifier fo AC and attack bonuses. For

‘other sizes, see the Monster Manual.

~ Mutations that have damage dice and other dice related fo
it points are increased. Use the damages listed for weapons

different sizes on Table 1-8: Omega Weapons to defermine

-"_ w the dice increase. For example, Psychic Healing heals
2d6 damage. For a Large mutant, it would heal 3d6 damage.

ou can see on Table 1-8 that 3d6 is one step above 2d6.)

| The mutant’s -

peed goes up. If

fle mutant also has

fations or

efects that affect

 speed, apply _

modifications R

e adjusting the speed for bemg bagger

| The mutant can use bigger weapons, as normal for a

eature of ifs new size.

8 Feat: —

¢ Value: 7

#Blindsense

ilike a weak form of blindsight, Blindsense lets a mutant know
Lthe locations of creatures within 3o ft. regardless of darkness,
og, invisibility, efc. (though it's blocked by solid obstacles).

~  Feat: +30 ft. range

. Value:

| Blindsight
 Blindsight, 10 ft. range.
Feat: +10 ft. range
Value: 2

Brain Bite [Psychic]
As a standard acfion, the mutant projects harmful psychic
energy into the brain of its target. The “brain bite” deals 2d4
damage to a nearby living creature. Range: 30 ft. The target's
Will save (versus the mutant’s Psychic Attack check) negates.
Uses: 1/round
Feat: +1 damage

Value: 6

Carapace
+6 natural armor, -2 Dex.
Feat: —
Value: 3

Chameleon Skin

+20 Hide when not wearing armor or more than a little
clothing.

Feat: +2 Hide, repeatable

Value: 1

Claws

'Each claw deals 1d6 damage, and the character can flurry as
| a monk when attacking with them. The claws are natural
weapons, so the character is always considered armed.

Feat: —

Value: 2

Climbing Hooks
The mutant has hooks that make climbing certain, if nof fast.
It has a climb speed of 10 ft. (or +10 ft., if it already has a
climb speed). See climb speed in the Monster Manual. The
mutant’s free Climb ranks are 1/Hit Die.
Feat: +5 ft. climb speed (not more than normal speed)
Value: 1

Cryogenesis [Psychic]

As a standard action, the mutant psychically slows the mole-
cules in a small space, about the size of a soccer ball. Used
as an attack, it deals 1d6 damage. Range: 30 ft. The target's

Will save (versus the mutant’s Psychic Attack check) negates. I

Uses: 1/round
Feat: +1 damage
Value: 6

Darkvision

Darkvision, 6o ft. range.
Feat: +20 ft. range
Value: 2

Dimension Slip
As a free action, the mutant can become ethereal (as with
ethereal jaunf). The state lasts up fo 6 rounds and can be
dismissed as a free action.

Uses: 6 rounds/day

Feat: +2 rounds/day, repeatable

Value: 5

Displacement
As displacement spell, activate as a free action, lasts 5
rounds.

Uses: 3/day

Feat: +1 use/day, repeatable

Value: 6

Double Healing
The mutant’s healing rate is double normal: four times its Hit
Dice per day.

Feat: +4 points healed per day

Value: 1

Dual Brain
The mutant has a second brain (but not necessarily a second
head). It gets +2 Int, +2 Wis, and +2 Cha. It gets two Will
saves when it would normally get one, and it uses the befter
result. (A 1 on a single such save is not automatically a fail-
ure, but a 1 on both is.)

Feat: —

Value: 2

Empathy [Psychic]
The mutant can sense others’ brain waves within 30 ft., pick-
ing up the presence of minds and their basic emotional states
(but not their thoughts). Using the mutation is automatic.
Feat: +10 fi. range, repeatable
Value: 2

Energy Drain [Psychic]
The mutant drains the life energy from those it touches. This

el g TN

TR
!
A



I toudh attack is equivalent to an undead energy drain, draining
), ! level with each aftack. The mutant gains 5 temporary hit
Shoints per successful drain,
% The victim's Will save (versus the mutant’s Psychic Atfack

% Gheck) negates.
Remember: The temporary hit points from energy drain
» ack with each other.
f‘i - Some people say that a person completely drained of life
sidies but then returns from the grave as an “undead” crea-
(S fure, itself capable of draining life from other living things.
DF course, you can't believe everything you hear.
Uses: 6/day
Feat: +1 use per day
Value: 7

& : {_fExoskeleron

8 | +5 natural armor.
iy Feat: —
¥ OF Value: 6

i !‘

 Extra Arm
¥ Each round, the mutant gets one extra one-handed
~ attack. Alternatively, it can use a shield in that extra
Y, hand, for an extra shield bonus to AC.
Feat: —
| Value: 5

k

{
B Extra Arms

% Each round, the mutant gets either one extra two-handed
I attack or an extra one-handed attack plus the ability to
L use an extra shield.
g Fear: —
" Value: 8

. Fleet Feet
& 10 f1. base speed.
If the mutant is larger or smaller than Medium-size, add
the +10 ft. before applying the proportion for size category.
Feat: —
Value: 1

Force Field [Psychic]
The mutant can gener-
(% ate a 10-point force
s, field around its body.
b The mutant must be
sonscious. for the force
field to be active.
If the mutant is
‘Smaller or larger than
dedium-size, its force
field strength is different (as is standard for mutations
that have to do with hir points and damage).
See Force Fields in Chapter 2: Combat.
Feat: +2 points, repeatable
Value: 4

. Fur RAMON PEREZ
+2 natural armor, ¢old resistance 5.
Feat: —




Great Reserves

Reserves is double your hit point score (instead of your hit
point score). Your healing rate does not change. If your Con
‘modifier changes, your reserves go up or down twice as
imuch as normal.

3| | Feat: +5 reserve points

M| Value: 3

Haste Self

fou speed yourself up. Since activating Haste Self is a free
tion, you benefit from it on the same round you start it.
ou gain the following benefits while hasted:

[ +30 ft. unencumbered speed (but not more than double
unencumbered speed).

~+2 haste bonus to melee aftack rolls (not ranged attack rolls).
" 2 haste bonus to AC (which you lose if you would lose
your Dex bonus to AC).

| 1 extra physical attack at your normal attack bonus
€ach turn.

Uses: 6 rounds/day

- Feat: +2 rounds/day

Value: 3

feightened ABILITY

"“+10 fo the named ability score.
| If a creature with 1 or 2 Int gets +10 Int, give the mutant
“idiz+2 Int instead.

- Feat: —

Value: Strength 6
Dexterity 6

Constitution 6

Intelligence 3

Wisdom 4

Charisma 3

rorns

d4 damage, double damage on a charge. (Remember, a criti-
al hit on a charge would be triple damage, not quadruple.)
The mutant can make a horn attack in addition to its other
attacks, but all aftacks are -2 for the round.

| Feat: +2 damage on a charge, repeatable

* Value: 2

Immunity—Poison/Psychic

The mutant is immune to poison or fo psychic effects. The
mutant can't suspend its immunity, even if it wants to.
Among other things, this means that a mutant who's immune
1o poison can’t get drunk.

Feat: —

Value: 1

Keen Ears/Eyes
+20 on Listen/Spot.
Feat: —

. Value:

| Keen Nose

' Scent, 30 ft. range.

~ Feat: +5 f1. range
Value: 1

Leech Damage
As a standard action, remove 1d6 points of damage from the
touched subject. The mutant then suffers the amount of dam-
age healed. Damage is restored first to hit points and then to
reserve points. Damage is suffered as hit points (even if it
resfores reserve points).

Uses: 1/round

Feat: +1d6 points of damage leeched

Value: 2

Leech Strength
With a touch attack, the mutant can deal 1d4 Strength dam-
age to another living creature. The mutant gains an enhance-
menf bonus fo Strength of the same amount. Multiple
bonuses to Strength don't stack; only the biggest one counts.
Feat: —
Value: 7

X
1
|

Levitate Self [Psychic]
As a free action, the mutant can psychically lift irself into the
air. It works like the spell levitate, but with personal range.
Caster level = 5th.

Uses: 3/day

Feat: +1 use per day

Value: 5

Life Leech [Psychic]
As a standard action, the mutant drains vital energy from liv-
ing things within 3o feet, friend and foe alike. Use a single die
roll for damage and a single Psychic Attack check for the DC
of the saving throw. Those who fail the saving throw suffer
1d6 points of damage. The mutant gains as many temporary
hit points as it deals to the other creatures put together. ~
Temporary hit points from multiple uses of Life Leech do not
stack. The temporary hit points fade after an hour.

Uses: 1/day

Feat: +1 use/day, repeatable

Value: 6

Light Slip

The mutant bends light around itself, making itself invisible.

The effect lasts 5 rounds. (Attacking doesn’t make the mutant  §

turn visible.) l.'
Uses: 1/day
Feat: +1 use per day, repeatable |
Value: 8 vt

Light Warp
The mutant warps light around itself, creating an effect
equivalent to blur. The effect lasts 5 rounds.

Uses: 3/day

Feat: +1 use per day, repeatable

Value: 4

Lightning Touch
Once per day, the mutant can deliver 6d6 points of electric dam-
age with a fouch aftack. If the attack misses, the electricity isn't
expended.
Once the attack is used, the capacity fo use it again refurns to
full in 24 hours. (It actually returns one die at a time, pro-rated E



& ovef 24 hours, so that’s one d6 per 4 hours for the standard
6d6 capacity.) The mutant can voluntarily deal less than full dam-
J e 1o save some of the dice for a later attack.

e Uses: 6d6/day
% Feat: Additional d6 capacity, repeatable; the mutant can still
- deal only up to 6d6 damage with a single sirike
Value: 4

o Low-light Vision
Low- light vision.
. Feat: —
Value: 1

Overpowering Stench
« When the mutant’s adrenaline kicks in, it can let off a power-
 ful stench. All living creatures within 5 ft. of the mutant
*  suffer -2 on attack rolls and skill checks.
Feat: —
¥ Value: 2
s 1

Padded Feet

+10 Move Silently.
Feat: —
Value: 1

. Pincers
~ Two natural weapons deal 1d6 damage each. The mutant can
" make a normal aftack with one pincer. If it sirikes with the
 second pincer, all attacks are at -2 for the round. If both pin-
P cers hit the same target, the mutant “rends” the target for
~ additional damage of 2d6 + 1.5 x the mutant’s Strength bonus

(as if wielding a two-handed weapon).

Feat: —

Value: 2

& Poison Bite

.~ Bite deals 1d6 damage + poison. The poison’s primary and
. secondary damage is 1d6 Str (o1-20 on d%), Dex (21-40), or
Con (41-100). The primary DC is 13. The secondary DC is 18.

\_\

The mutant can use the bite as a single or primary anﬂ
If used as a secondary attack, all attacks are at -2 for the
round, and the mutant only gets half its Str bonus on damage =
with the bite (as for an off-hand weapon). y
" Feat: DC +1 y
Value: 5

Psychic Double [Psychic] o
As a standard action, the mutant can slip into a france a
project itself as a “psychic double.” The effect lasts 10 m%
utes. As a double, the mutant is incorporeal, appearing as
translucent, shimmering “ghost.” It can use its psychic abili-
ties but can't interact bodily with the environment or other
creatures. (It can interact bodily with other incorporeal crea-
tures.)

Uses: 1/day

Feat: +1 use/day

Value: 4

v
———
Psychic Healing [Psychic]

As a standard action, cure up to 2d6 damage by touch, up to
6d6 total per day.

Feat: One additional d6 per day capacity, repeatable 3
Value: 4
Quills

If grappling, the mutant can make a quill attack as a free
action. The quills deal 1d6 damage + half the mutant’s Str
bonus (as with an off-hand weapon). Making this extra attack
does not incur attack penalties, as with many other natural
weapon mutations.

Feat: —

Value: 2

Rage

Barbarian rage.
Uses: 1/day
Feat: +1 round duration
Value: 4



. Regeneration
Reserve points automatically convert to hit points at the rate
. of 5 per round, at the start of the mutant's turn.
. Feat: +1 reserve point converts per round, repeatable
. Value: 3
esist Radiation
ore the first 12 points of Con damage from radiation each
ay. Damage that is negated does not cause the player to
heck for possible mutations or defects.
If a mutant gets this mutation a second time, it negates the
It 12 points of Con damage done each hour. A third time,
ch minute. A fourth time, each round.
“Mutants with this mutation can live in radioactive areas
definitely, and often do.
' Feat: +2 points negated, repeatable
Value: 1
 Scales
LS 3 natural armor.
L !'_;# Feat: —
i‘.'-- Value: 3 |
e -
8 haper
PAlrer self (similar to the spell) as a free action, It does not
ect gear or other objects, only the mutant’s body itself.
e new shape does not have a different natural armor rat-
| or ability scores, but it can have camouflaged coloring
| (+10 Hide), longer limbs (+10 ft. unencumbered speed), wings
(see Wings mutation), gills, a tail (see Tail mutation), or climb-
| ing hooks (see Climbing Hooks mutation).
Duration: 10 minutes
Uses: 1/day
Feat: +1 use/day
Value: 3

‘Sonic Blast

"Deal 1d6 points of sonic damage in a 30-ft. cone. No save
for half damage.

Uses: 1/round

. Feat: +1 damage, repeatable

* Value: 8

Spring Legs

+10 ft. base speed, +30 Jump.
Feat: —

Value: 2

Swimmer

Swim speed 5 ft. See swim in the Monster Manual.
Feat: +5 ft.

Value: 1

Tail

' +4 Balance, Jump, and Swim checks.

It's possible that a mutant without this mutation can have

- a tail that doesn't grant these bonuses, a tail too slim or short
| or fluffy to be used as a counterweight or paddle.

Feat: —

Value: 1

- made with the matant’s Psychic Attack result as the DC.

ma
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Telekinesis [Psychic]
As a standard action, the mutant can use felekinesis (as the
spell at sth-level casting). Will saves fo negate Telekinesis are

Uses: 3/day
Feat: +1 use/day, repeatable; or +2 caster level, repeatable
Value: 5

Telepathy [Psychic]
The mutant can derect thoughts (as the spell) and project its
own thoughts (the equivalent of speech) to a range of 6o ft.
A will save against Telepathy blocks the subject’s mind for 1
hour. (The telepath can still detect the presence of the
blocked mind, but can read its thoughts or send thoughts to
it.) Using Telepathy is a standard action.

Uses: 1/round

Feat: +10 ft. range

Value: 3

Tentacles

Improved grab with natural weapons. See Monster Manual.
Feat: +1 on grapple checks, repeatable
Value: 1

Time Slip

The mutant can “slip” forward several seconds in time. To those
left behind, the mutant seems to disappear. Then, two copies of
the mutant appear, one from “now” and one from several sec-
onds ago. The two “selves” each act as a duplicate of the original,
and at the end of the slip’s duration one copy (determined ran-
domly) disappears “back” to several seconds ago.

The slip’s duration is up fo 5 rounds. The mutant and his
equipment disappear for up fo 5 rounds (the duration chosen
when the mutant first slips), then two appear and fight (or what-
ever) for the same number of rounds, and at the end of that
round one of the two selves (along with that self’s equipment)
disappears.

The mutant time slips as a free action at any point in its furn.
The amount of its turn that it “gives up” on the round that it time
slips is how much of a furn it can fake when it time slips back in.
If the mutant time slips at the'Start of its turn, for example, it (or =
both of it) gets to take a le turn when it comes back. If it time
slips at the end of its turn, if can't take a turn when it slips back
and must wait until the following round to act.

Time slip is a great way ta effectively double the number of

you have,

Uses: Special ‘

Feat: +1 round duration -

Value: 5 1;

Tougher

+2 hp/HD. (This also increases your reserves.)
Feat: —
Value: 2

Tremorsense

Tremorsense 30 ft. See Dungeon Master’s Guide.
Feat: +30 ft.
Value: 1



TAELE 1-4: RANDOM DEFECTS

Feat: —
Value: 1

Wings

Uncanny Dodge
Retain Dex bonus to AC when flat-footed or aftacked by an
invisible attacker, and can’t be flanked, as a sth-level barbarian.

lhe mutant has wings (in addition fo other limbs) and can
at its normal ground speed for up to 6 rounds per hour.

d% Defect Summary Value
1—4 Distinctive Odor Smells horrible 1
5—6 Reduced Charisma -4 to Charisma 1
7-10 Poor Respiratory System fatigued after 5 rounds of combat, lasts 1 hour 2
11—14 Slow -5 ft. Speed 2
1516 Reduced Intelligence -4 to Intelligence 2
17—18 Reduced Wisdom -4 to Wisdom 2
19 Sensitivity to Acid Double damage from acid 2
20 Sensitivity to Cold Double damage from cold 2
21 Sensitivity to Electricity Double damage from electricity 2
22 Sensitivity to Fire Double damage from fire 2
23 Sensitivity to Poison Double damage from poison 2
24 Sensitivity to Radiation Double damage from radiation 2
25 Sensitivity to Sonics Double damage from sonics 2
26—29 Heightened Metabolism Needs water after 5 rounds of combat;

-5 saves vs. poison, disease 2
30-33 Stiff Motion Always flat-footed 3
24—35 Terrible Fortitude -10 on Fortitude saving throws 3
26—237 Terrible Reflex -10 on Reflex saving throws 9
38—39 Terrible Will -10 on Will saving throws 3
40—43 Real Slow One “step” slower 4
44—46 Poor Dual Brain 10% chance per melee round that you make a

confused action (as confusion spell) 4
47—49 Frenzy Each round of combat, 10% fo go bonkers 6
50—53 Fits 10% chance per melee round 7
54—57 Smaller 1 size category smaller 7
£8—5q Reduced Strength -4 to Strength 7
60—673 Partial Action Only Applies in combat, not in daily life 8
64—66 Weapon Incompetent Never proficient with weapons (other than natural ones) 8
67—68 Reduced Dexterity -4 to Dexterity 8
6g9-72 Fear Response Shaken in combat (or other danger) 9
73—75 Bleeder -1 hit point per round per wound until stopped 9 A=
76-79 Crude Hands -4 with all handheld items (weapons, etc.) and

manipulation (e.g., Disabling Device) 10
80—813 Fragile Double damage from weapons (not energy, etc.) 10
84—86 Terrible Vision Can pinpoint creatures with sight out to 30 ft. 12
87—88 Reduced Constitution -4 to Constitution 15
8g9—qo No Arms Good afternoon, Mr. Stumpy 20
g1—100 Stock Defect See Table 1-2: Mutant Stock Statistics -

Feat: +1 round/hour (The GM can vary this for very blg
and very little creatures.)
Value: 5

DEFELT S

A character with mutations rolls its defects on Table 1-4: Y

defects exceeds the total value of your mutations, you can st

My

e mutant is too heavy to fly as easily as a hollow-boned
4 bird.) The wings are :
useful for gefting to
2 the tops of cliffs or
& gemng a good view
~ of the surroundings,
[ but not for travel.

- Bigger and smaller
'\ mutants have differ-
L ent flight limits:

rolling for defects. Otherwise, you must roll more defects.

Random Defects. If, after rolling a defect, the total value of W{ ;
N

DEFECT RULE= r
If penalties on abilities take your ability score to o or Iow% f

remember to use Table 2-5: Monster PCs’ Ability Scores
Table 2-6: Monster PCs’ Intelligence Ability Scores in the
DMG. (Technically, you should use these tables whenev::ﬂ

ability has a -4 penalty or worse, or when Intelligence
any. penalty.) Use the 8-g column for -2 penalty, 6-7 for -
pm 45Fora -6 penalty, etc. a3 |
r LT




Combat: Many defects trigger during “combat.” These
defects are triggered by stress, and so combat makes them
surface. Other dangerous, stressful circumstances also

| frigger these defects.

DEFECT DESCRIPTIONS
iDefects are listed in alphabetical order.

A |

 Bleeder

BEach fime the mutant suffers damage (but not subdual dam-
ge), it suffers a bleeding wound and loses 1 additional hit
bint per round (like being hit by a weapon of wounding).
Bleeding takes place at the start of the mutant’s turn, and all
e bleeding can be stopped with a single DC 15 Heal check.
Value: g

rude Hands

#fhe mutant’s hands are not as articulate as a human’s (or as
8 normal human’s). It suffers -4 on all attack rolls using
Bandheld weapons and skill checks that require fine manipu-
ation (such as Disable Device).

Value: 10

stinctive Odor

e mutant’s odor is easier for creatures with Scent to detect
d follow. Such creafures can detect the mutant if within 60
| feet. If the mutant is downwind, the range drops to 30 feet. If
e mutant is upwind, the range increases fo 120 feet.

. Even creatures without Scent can recognize the mutant's
‘presence and even identify the mutant by scent alone.

| Value: 1

Fear Response

e mutant’s flight instincts are too strong. In combat or
other dangerous situations, it is shaken (-2 on attack rolls,
eapon damage rolls, and saving throws).

Value: g

 Fits
‘The mutant has a 10% chance each round to be overcome by
involuntary motions and fall to the ground. Doing so keeps

' the mutant from doing anything else that round, and it draws
attacks of opportunity.

. Value: 7

MUTATIONS, DEFECTS,
AND HOPELESS CHARACTERS

If your character has sucky mutations and punishing

sfects, you might think your character is hopeless and
that you should get to roll over. You can roll over, as
soon as this character is dead and you're generating a
new one. So rush to the fore in combat. Even if your
character is so misbegotten that you never lay a point of
damage on the enemy, you'll at | up some
attacks that would otherwi that
count. Pretty soon, yol r number two.

It is impro however, to roll up your next charac-

ter | 2 whether to

Fragile '
The mutant’s body and bone structure are faulty. It suffers ]
double damage from weapon damage. It does not suffer dou-
ble damage from-energy damage, psychic damage, efc.

Value: 10

Frenzy
When in combat, the mutant sometimes gets so worked up
that it momentarily forgets who is friend and who is foe.
Every round of combat, the mutant has a 10% chance to
attack a random creature instead of acting normally. If the
mutant is in melee, it attacks one of the creatures that it
could attack (with or without a 5-ft. step). If the mutant is
out of melee, it aftacks a random creature that it can hit with
a ranged weapon (if it has a ranged weapon in hand) or
advances on a random creature that it could get to and
attack this round (with a regular move or a charge).

Don't give a black ray pistol to a buddy who has this
defect.

Value: 6 "

-

Heightened Metabolism

The mutant consumes twice as much food, water, and oxy-

gen as normal. After 5 rounds of combat or other intense 4

physical activity, the mutant must spend a round drinking

water to replenish itself. Until it does so, it's winded. The

mutant can “reset” by replenishing early, such as fighting for

3 rounds, replenishing, and then fighting 5 more rounds. ,
The mutant also always suffers a -5 penalty on saves

against disease and poison because its body spreads toxins

and disease organisms throughout its system so quickly.
Value: 3

No Arms
The mutant has no arms, or any arms it has are too defec-
tive to function. It can handle things with its feet, but it can't
wield weapons and such with them. It can make unarmed
attacks normally (kicks). It is adept at maneuvering its body
without arms, and so it suffers only a -2 penalty on skill
checks that involve arms (such as climbing and swimming). It
can even use its foes (or possibly lips and teeth) to manipu-
late small tools, so it can make skill checks that require fine
manipulation (albeit at a -4 penalty).

Value: 20

Partial Action Only ,
Combat and other dangerous events overexcite the mutant, ¢
-

making it hesitate. It can only take a partial action on its turn. !
Value: 8

Poor Dual Brain
The mutant has a sec-
ond brain, which is
defective. Each round
of combat, there's a
10% chance that the
second brain (desperate
because of the life-and-
death situation that it's
in) wrests control of
the body from the first




@ brain for that one round. If it does so, roll on this table to
i __ see what the mutant does.
J . Value: 4

&y Poor Respiratory System
y “ After 5 rounds of combat, the mutant is fatigued for 1 hour.
4 If the mutant has been fighting but hasn’t reached 5 rounds
~ yet, a round spent resting sefs the count back one round.
* For example, the mutant could fight 3 rounds, rest 2 rounds,
- and then fight 4 more rounds. At the end of its turn on that
gth round, the mutant would be fatigued.
Value: 2

Real Slow

The mutant is “one step” slower than normal (like a character

that gets one size category smaller or puts on medium armor).

Value: 4
~ Base Speed New Speed
20 M) - 15 ft.
3 | 30 fi. 20 ft.
3 4o fr. 25 ft.
Q} 50 fr. 35 fr.

Reduced ABILITY
The mutant suffers a -4 penalty to the listed ability. See
‘' Tables 2-5 and 2-6 in the Dungeon Master’s Guide (tables
brought fo you by people who are serious about math).
Value: Strength 7
Dexterity 8
Constitution 15
Intelligence 2
Wisdom 2
Charisma 1

Sensitivity fo ATTACK
The mutant suffers double damage from the listed energy
type, from poison, or from radiation.

Value: 2

Slow

. Encumbered speed is about 70% of unencumbered speed.
..  Value: 2

l‘ Unencumbered

_ Encumbered
3 Speed Speed
&) 15 ft. 10 ft.
e 25 ft. 15 ft.
TR 35 ft. 25 ft.
; 45 ft. 30 ft.

Smaller

The mutant is one size category smaller. For a Medium-size
creature, apply these bonuses: -4 Strength, +2 Dex, -2 Con,
+1 size modifier (1o attack and AC). For other sizes, see

the table to back-figure the modifications.

The mutant's unencumbered speed is 5 ft. slower than normal.

Advancement in the Introduction of the Monster Manual. Use

v

Mutations that have damage dice and other dice relateﬁa,
hit points are decreased. Use the damages listed for weapbns
of different sizes on Table 1-8: Omega Weapons to determine
how the dice increase. For example, Psychic Healing heals
2d6 damage. For a Small mutant, it would heal 2d4 damage.
(You can see on Table 1-8 that 2d4 is one step below 2d6.)

It's harsh to make a mutant’s special powers weaker just
because the mutant is smaller. But that way psychic rats
don’t deal damage way out of proportion fo their size. Plus,
Omega World is all about being harsh.

The mutant is also “one step” slower than normal (like &
character that puts on medium armor).

Value: 7

Base
Speed
20 ft.
30 fr.
40 f1.
50 ft.

——

Stiff Motion
The mutant's coordination is jerky. It is always flat-footed.
This means it never gets its Dex bonus to AC, and that it
can't make attacks of opportunity. (No, you can’t take the
Combat Reflexes feat, but nice try.)

(In a campaign in which sneak attacks are common, this
defect has a higher value.)

Value: 3

Terrible SAVE
The mutant suffers a -10 penalty on saves of the listed type.
Value: Fortitude 3
Reflex 3
Will 3

B
 m—
Terrible Vision |
The mutant can see well enough fo pinpoint other creatures
within 30 ft. That is, it knows where those creatures are, but
they are effectively “concealed” to the mutant, so the mutant
suffers a 50% miss chance against them. Beyond 30 ft., the
mutant sees light, motion, and possibly texture, but it can't
pinpoint creatures with sight. “m
May | be so bold. as to recommend that a mutant with this
defect consider the feat Blind-fight, which helps a great deal
in melee, if not with ranged attacks? Also, running recklessly
into combat and fiddling with unknown relics couldn’t hurt.
Value: 12

Weapon Incompetent
The mutant's brain doesn't “grok”™ weapons. The mutant is
never proficient with weapons (other than natural weapons)
and thus suffers a -4 on attack rolls with weapons.
(Grenade-like weapons, however, require no proficiency.)
Value: 8
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EXPLORER
CLASS TAELE 1-5: THE EXPLORER
All Omega World PCs are explorers. Base Good Middle Bad
Explorers are the versatile, handy, tough | Level Attack - Save Save Save Special
| survivors who can overcome, or at least | 1st +0 +2 +1 +0 Bonus Feat
| face, the various hazards and horrors of | 2nd +1 +3 +1 +0 Bonus Feat
L Omega World. ard +2 +3 +2 +1 Bonus Feat
A 4th +3 +4 +2 + Bonus Feaf
AME RULE INFORMATION cth +3 +4 +3 +1 Bonus Feat
xplorers have the following game 6th +4 +5 +3 +2 Bonus Feat
hechanics. zth +5 +5 +3 +2 Bonus Feat
Abilities: Explorers can make use of 8th +6/+1 +6 +4 +2 Bonus Feat
d scores in any abilities. oth +6/+1 +6 +4 +3 Bonus Feat
Alignment: Characters in Omega 10th +7/+2 +7 +5 +3 Bonus Feat
orld have personalities, motivations, If you manage to get past 10th level without your leg getting chewed off by a giant
bpes, and fears, not alignments. ladybug, you can do the math.
B Hir Dice: dio
o

‘Select any 8 skills as class skills. Skills common among

[ &xplorers include Climb, Diplomacy, Handle Animal, Heal,
ide, Listen, Move Silently, Psychic Attack (if the character
[SS B Nas a psychic attack mutation), Ride, Search, Spot, Swim,

{38  Tumble, and Wilderness Lore.

‘38 W A pure-strain human may take a Tech skill as a class skill.
utant PCs can buy ranks in the skill, but it's always a cross-
class skill for them.

. An explorer may spend 2 skill points to be able to speak
“the Ancient tongue,” and another 2 points to be able to read
it (You can spend 2 points to be able to read and write
‘whatever basfard tongue you speak, but hardly anyone ever
| writes anything in it.)

Skill Points at ist Level: (4 + Int) x 4
Skill Points at Each Addifional Level: 4 + Int mod

CLASS FEATURE=
LAl of the following are the class features of the explorer.

. Weapon and Armor Proficiencies: Explorers are proficient
with melee weapons and crosshows (see Table 1-8: Omega

= Weapons). Explorers are not proficient with bows by default

. because crossbows are more common among civilized

~ groups. (You can take proficiency with a bow as a feat.)

*  Explorers are proficient with light

Omega characters have fo be adaptable. As with feafs (see =
below), you can hold your current level's skill points undefined. &
Instead of applying them immediately on gaining a new level,
you can wait until later. You can only define skill points
between adventures. (You can't apply them to Swim after
you've fallen info a raging river.) You have to define them
before going up the next level. If you gain enough XP to go up
a level while you have skill points undefined, you have to define
them before making any level-up changes to your character.

Your character can start with its current level’s skill
points undefined.

PEYCHIC ATTACK (CHAD
A mutant with some form of psychic attack uses this skill to
overcome another creature’s resistance.
Check: When you make a psychic attack, make a Psychic 5
Attack check. That’s the DC for the defender’s saving throw.
No, it isn't any fair to have a skill check (which can go
+1 level) opposed by a Will save (which goes up at best +1
per 2 levels). But if psychic attacks are supposed fo remain
viable in a world with torc rifles, they can’t be fair.

Since you can use this skill untrained, a mutant without
this skill sets the DC of its psychic aftacks with a Cha check.
Retry: Every time you make a psychic attack, you roll

your check again.

armor.
Saving Throws: Each explorer has

TAELE 1-&: BEGINNIMG SKILL DEfIIHTS

SKILLS

Omega World has two new skills: Tech
(working with relics) and Psychic Attack
| (for mutants with psychic attacks).

one good saving throw, one middle Hit Base Int Minimum L

saving throw, and one bad saving Stock Dice Skill Points Mod Skill Points 2

throw, chosen at character creation. Clicky, 2 20 X5 5 -
i Bonus Feats: At each level, an Hairy,

explorer gains a bonus feat, which may Scaly

be any feat. This is in addition to the Mutated 3 24 x6 6

feats a character gets by virtue of race Human

or of character level. Pure Strain 4 35" X7 7

Human

* includes the extra 7 human bonus points

Base Skill Points: The base number of starting skill points, not modified by Int.
Int Mod: Multiply Int mod by this factor to get additional skill points.
Minimum Skill Points: Even if you're really stupid, you start with this many skill points.




" TECH (INT: TRAIHMED OHLY)

[ Use tech skills to identify and repair broken relics.

] "-. . Like the Knowledge skill, Tech actually encompasses a
mber of unrelated skills. Tech represents the study of and
amiliarity with some aspect of advanced engineering or
|ury rigging. There are four Tech skill types:

fion engines, etc.

» Hard: Metals, alloys, structures, vehicles, armor, etc.
» Med: Medicine, surgery, medical relics, etc.

» Zap: Energy weapons, beams, force fields, efc.

W i

| Check: Getting a busted

¥ relic working requires a

- check against a DC that

depends on the status of

the relic. It also requires a

s set of tools suited to the
| skill (see Gear).

. *If the dio comes up odd, add that number and roll
again. Repeat if you roll odds multiple times.
Retry: Yes.
Special: Among PC stocks, only a pure-strain
. human can take Tech as a class skill.

 FEATS

i': All standard feats are allowed, except the ones that
 don't make any sense in Omega World. Some feats
“you'll find in supplemental sourcebooks are also

\ probably OK, just ask the GM. Special feats for
Omega World are described below.

, UHDEFIHED FEAT=
" Omega characters need fo be adaptable to survive.
= Therefore, you may hold your current level's feats
undefined, and define them at any point before you
next advance a level. That way, for example, if you
find a Mark V blaster pistol you can define your
feat as “Relic Weapon Group Proficiency (Relic
Ranged Weapons)” right away instead of waiting
until you level up and get another feat.

You can only define an undefined feat between
. adventures. (You can’t define your undefined feat as
% Lighting Reflexes just before making a saving
throw against a grenade'’s explosion.)
~  If you gain a new level before defining any unde-
ned feats, you must define those feats immediately.
ou must use the scores you have at your current
level as prerequisites rather than the scores you'll
@m at your new level. For example, if you have 12
| Strength, you can’t hold your 7th-level feat unde-
fined until you reach 8th level, increase your
Strength to 13, and then define Cleave as your 7th-
" level feat. (But | don't blame you for thinking of it.)

" FEAT DESCRIPTIONS
Feats are listed in alphabetical order.

£ Armor Proficiency (powered)
'ou can use powered armor efficiently,.

» Bang: Explosives, gunpowder weapons, internal combus-

RAMON PEREZ

Prerequisite: Armor Proficiency (light), Armor Profici
(medium).
Benefit: See Armor Proficiency (light) in the PH.
" Normal: See Armor Proficiency (light) in the PH. Plus, the
character does not get the bonuses to skill checks, ability
checks, or abilities that the armor may provide.

Multishot [General] o

You can use the autofire option on relic weapons with -

exceptional accuracy.
Prerequisites: Point Blank Shot, Rapid Fire, Dex 13+.
When using the autofire option on a relic weapon, reduce
the penalty for each attack to -2 (for multifire) or -4 (for
autofire). See Chapter 2: Combat.
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Relic Weapon Group
Proficiency [General]

. You are proficient with one of the fol-
 lowing groups of weapons:

» Relic Ranged Weapons (guns)

= Relic Melee Weapons

& (vibro blades, efc.)

i« Relic Heavy Weapons (big guns)

4 Benefit: You make attacks normally
With those weapons.

Normal: You suffer -4 on aftack ralls
th relic weapons. No proficiency is
feeded, however, with grenades or with
gapons that don’t require attack rolls.
Specna[ You can take this feat multi-
g times, each fime for a different relic

jeapon group.

PSuperior Mutation [General]

fYour mutation is betfer than average.

§ Prerequisite: A mutation that gets
Metter when feats are applied fo it.

& Benefit: See the muration in question.
Special: Most mutations allow you to
“fake the Superior Mutation feat multiple
'mes.

GERAR

beginning character gets 8 pieces of
gular gear plus 1 random special gear.
'Pure strain humans gef an extra 2
 pieces of random special gear. Roll
twice on Table -7: Random Special

ear fo determine special gear.

' P78 RAMON PEREZ

REGLULAR GEAR
A beginning character starts with 8 of
the following items:

RANDOM =ZPECIAL GEAR
DESCRIPTIONS

Battle Mount: A Medium-size
explorer with a battle mount has a
podog, a Large mutated dog. A Small
explorer with a battle mount has a
giant lizard (see Monster Manual) that's
trained as a battle mount.

Hybrid Weapon: A hybrid weapon
of the player’s choice See Table 1-8.

Random Working Relic: Roll for sta-
tus on Table 4-1: Random Relic Status
and type on Table 4-2: Random Relics.

Riding Mount: A Medium-size
explorer with a riding mount has a
hopper, a Large mutated rabbit (see
Chapter 5: Encounters). A Small
explorer with a riding mount has a
giant beetle. Use the MM scores for the
bombardier beetle, except that the giant
beetle does not spray acid.

Trade Goods: Portable, valuable
goods, worth about as much as a riding
mount or a hybrid weapon. Player's
choice as to what they are, but they
could be spices, special fabrics, or
relics (everyday items). As has been
true in most of human history, addic-
tive, mood enhancing drugs are popular
trade goods (mostly coffee, tea, alcohol,
and tobacco).

B

i’

TAELE 1-7: RANDOM
SPECIAL GEAR

4% Special Gear
01-30 Hybrid Weapon
21-6o Trade Goods
61-75 Riding Mount™
76-80 Battle Mount*

81-100 Random Working
Relic (random

working status)

*If the explorer is Large, instead of
a mount it has a hybrid weapon .
(01-50) or trade goods (51-100).




TRELE 1-=: OMEGA WEAPONZ

Melee Weapon

Size Primitive Good Hybrid Weight
Tiny 1d3, 20/x2 1d4, 20/x2 1d6, 19-20/x2 1 Ib.
Small 1d4, 20/x2 1d6, 20/x2 2d4, 19-20/x2 2 |b.
Medium-size 1d6, 20/x2 2d4, 20/x2 2d6, 19-20/x2 4 |b.
Large 2d4, 20/x2 2d6, 20/x2 3d6, 19-20/x2 8 Ib.
Huge 2d6, 20/x2 3d6, 20/x2 4d6, 19-20/x2 16 Ib.
Thrown Weapon

Size Primitive Good Hybrid : Weight
Tiny 1d2, 20/x2 1d3, 20/x2 1d4, 19-20/x2 1 |b.
Small 1d3, 20/x2 1d4, 20/x2 1d6, 19-20/x2 2 |b.
Medium-size 1d4, 20/x2 1d6, 20/x2 2d4, 19-20/x2 4 Ib.
Large 1d6, 20/x2 2d4, 20/x2 2db, 19-20/x2 8 Ib.
Huge 2dgq, 20/x2 2d6, zo/x2 3d6, 19-20/x2 16 Ib.
Bow™ or Crossbow

Size Primitive Good Hybrid Weight
Tiny 1d2, 20/x2 1d3, 20/x2 1dg4, 19-20/x2 1/2 or 1 |b.
Small 1d3, 20/x2 1d4, 20/x2 1d6, 19-20/x2 1 or 2 |b.
Medium-size 1d4, 20/x2 1d6, 20/x2 2d4, 19-20/x2 2 or 4 b.
Large 1dB, 20/x2 2d4, 20/x2 2d6, 19-20/x2 4or8ib.
Huge 2d4, 20/x2 2d6, 20/x2 3d6, 1g-20/%2 8 or 16 Ib.

*Explorers are not proficient with bows as a class feature. You need a feaf to use one proficiently.

Melee Weapons: Axes, spears, swords, clubs, efc.

Primitive: Clubs, throwing rocks, wooden spears, etc. Hand-made from raw materials. Savages have primi-
five weapons, and explorers can easily fashion primitive melee weapons and throwing weapons from sticks
and stones.

Good: Competently built weapons, often with metal parts scavenged from ancient sites. Or ancient items
used opportunistically as weapons, such as tire irons and parking meters. Explorers start with good
weapons.

Hybrid: Expertly built weapons using Ancient materials. It's not necessarily a relic weapon, Usually it's a
weapon built using relic materials.

TAELE 1-3: OMEGA ARMOR

Armor Bonus Max Dex Check . Weight
Cloth (= padded) +1 +8 0 10 Ib.
Leather +2 +6 0 15 |b.
Half-metal (= studded) 43 +5 -1 20 |b.
Metal” (= scale) +4 +3 -4 20 |b.
Small shield (wooden) +1 — -1 5 |b.
Large shield (wooden) +2 - -2 10 |b.

*Metal armor is medium armor. An explorer needs the Armor Proficiency (medium) feat to use it effectively,
and it slows movement speed.

Metal Armor: The only metal armor commonly available is the equivalent of scale. Practically nobody makes
other kinds of metal armor because practically no communities have the resources needed. Communities are
more likely to thrive by exploiting ancient relics than by putting together the capital and expertise necessary to
create sophisticated, medieval-style armor. Relic armor is therefore more common than chainmail or plate armor.

PR
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(ELIC WERPOMS
N COMBRT

8 these rules for relic weapons in comba.

tLIC WERPONZ AND ARMOR
prmal armor is not very effective against relic weapons.
'How Relic Weapons and Armor Work: Against regular
attacks, Narms's Dex and half-metal armor give him an AC
f 17. Against relic attacks, however, it's only 12. Leonard,
WSWearing flex armor, has an AC of 15, even against relic
Bt tacks.

L Relic Armor Class: Relic weapons blow right through most
@gular and natural armor. Normal armor is weaker against
slic attacks than against normal attacks. Relic armor, on the
ther hand, was built to withstand relic weapons, and it func-
tions normally against them.
* Relic weapons ignore the first 5 points of non-relic
or. Against a relic weapon, a creature has a special
\armor class, called the relic armor class, “RAC." This is 5 less
ithan the creature's normal AC, but not less than the crea-
ture’s touch AC.
Another way to think of it is that a creature’s natural
armor, artificial armor, and shield are worth 5 points less

CHRAFTER =
COmBenRT AnogD
FREEFORM EXPERIENLCE

! SURUIVING THE POST-EOME LANDSCAPE REDUIRES UNDER-
[ STRANDING R FEW MINOR RULES DIFFERENCES BETWEEN
OMEGA WORLD AND DUNGEONS B DRAGONS.

protection (total) against relic attacks (but not less than o b
points of profection).

RELIC LWIEAFPOHE AMD ATTACKS OF
OPPORTUNITY &
Firing a gun does not draw an attack of opportunity, as using §
an archaic ranged weapon does. z
Throwing a grenade does draw an attack of opportunity.

THROWIHG GREMADE=
Grenades are grenade-like weapons. (You probably already
had that figured out.)

Since Omega World is a dangerous place, and Omega
World grenades have really big “splash” areas, grenades fall
further from their mark than in D&tD. When rolling for dis-
tance for a scattering grenade, the distance from the mark is
1d6 per 20 ft. the grenade was thrown (1d6 per range incre-
ment), with a minimum of 1d6 ft.

For example, Kokbuk throws a grenade so ft. and
misses. The player rolls 2d6 and gets g, so the grenade
lands g feet away.

RESERVE POINTS

Each character has a
Teserves score, repre-
senting their capacity to
recover quickly from
injury. Characters use
reserves to replenish lost
hit points. Thus, charac-
ters may be wounded and
near death by the end of
a fight but then recover
to full strength (or nearly
full strength) before the
next fight begins. Still,
they can'r take a beating
over and over again with-
out depleting their capac-
ity to recover. Reserve
points effectively double
the number of hit points a
character can lose over
the course of multiple
fights but do not increase
the amount of damage a
character can withstand
in a single fight.

L
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') How Reserve Points Work: Narms has 22 hit points, so he
also has 22 reserve points. In a battle with psychic rats, he
suffers 6 damage, dropping his hit points to 16. After the

fight (over the course of 6 minutes), his reserve points
R “convert” fo hit points. His new hit points score is 22, and his
8 new reserve score is 16. During the next fight, he suffers 24

’; damage, drops to -2, bleeds for five rounds, and finally stabi-
~lizes at -7. Over the next 16 minutes, his last 16 reserve
points convert to hit points. After the first 7 minutes he's
conscious but disabled (o hp). After the 8th minute, he’s back
on his feet (1 hp), and after all 16 minutes he’s up to g hit
: points and o reserves.
‘*’.,i Narms gets a day of rest. He gets 6 hit points back (dou-
%, ble his level), so he's up to 15 hp. Another day gives him 6
. more: 21 hp. (He's still ar o reserves. If he regained any
" reserves, they'd just convert to hit poinfs anyway.) After the
= third day of rest, Narms has full hit points (22) and 5 reserve
* points (the rest of the day's 6 points of healing). In another
. three days, his reserves will be back at full, too.
" Reserve Points Score: A character’s reserves score
' equals their baseline hit points. A character with 17 hit points,
ﬂh for example, has 17 reserve points as well.

Reserve points automatically convert fo hit points at the
rate of 1 per minute of non-strenuous activity (such as hik-
ing, but not climbing, swimming, or fighting). For each hit
point gained in this way, the character also reduces subdual
damage (if any) by 1. If the character has only subdual dam-
age, they can convert reserve points to reduce subdual dam-
age at the rate of 1 per minute (representing pushing
' - oneself) or they can let the subdual damage recover nor-

oy
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mally (at the standard rate of 1 per character level per hour).
Replenishing Reserve Points and Hit Points: For healing, -

treat hit points and reserve points interchangeably. Healing i

increases the hit points score up to the baseline score, and

excess healing restores reserve points. Since characters

effectively have twice as many hit points as in the D&1D gam

healing is twice as fast: 2 points per Hit Die per day of rest.
Constitution Bonus and Reserves: Changes in your Con

bonus affect reserves just as they affect hit points. If your

Con goes up or down, your reserves go up and down, just

as your hit poinfs do. If your reserves drop below o, the

excess damage is hit point damage. *’d
For example, Kokbuk has been knocked around today, and’

now he gets poisoned. His hit points were at full, 28, but his g

reserves were down to 5. The poison deals 7 Con damage,

dropping his Con modifier from +2 to -1. He loses 3 points

off each of his 3 Hit Dice, so his hit points and his reserves

each drop g points. His hit points drop fo 19, and his

reserves drop 1o -4. The excess loss in reserves comes off |

hit points, so his final statistics are 15 hp and o reserves, "I

representing a total of 18 points of damage. '
Vitality Points: Reserves are like vitality points in the .S'rar

Wars RPG in that they're a system fo allow characters to |3

recover quickly from wounds. But they do not work the '

same way. You don't, for example, take damage to your

reserves first, so get that out of your head.

AUTOFIRE

Most relic guns have autofire capability, meaning you can
fire multiple times in a round. A8

S
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L | TAELE 2-% MULTIPLE AUTOFIRE ATTACKS
. Extra

Normal With
Attacks Penalty Multifire
ong —4 -2
‘two -6 -4
three” -8 -6

*Only possible if you have the Rapid Shot feat.

Exfra Attacks: How many extra attacks the character makes

as part of a full attack,
“'Normal Penalty: Apply this penalty fo all shots for the round.
“With Multifire: Apply this penalty instead if the character has
“ the Multifire feat.

“With an autofire weapon, you may use the full attack
ption and fire one or two extra times. If you fire one exira
Mime, all your shots (including the first) until your next action
are at -4 (unless you have the Multishot feat, in which case
fhey are all at -2). If you fire two extra times, all your shots
plincluding the first) until your next action are at -6 (unless
B¥ou have the Multishor feat, in which case they are all at -4).
. In addition to those attacks, you can also use Rapid Shot
I you have it) fo gain one additional shot, with an additional
2 penalty on all shots.

PSYCHIC ATTHCKS

‘Any creature with a psychic attack can gain ranks in the

i Psychic Attack skill (which uses a Cha modifier), but you have
[to take it as a class skill if you don’t want to pay two for one.
The attacker’s skill check result is the defender’s Will save DC.
Psychic attacks usually have “one living creature” as their
arget (as for a spell), and using a psychic aftack is a stan-
dard action. Using a psychic attack (or a psychic power gen-
erally), does not draw attacks of opportunity.

FORCE FIELDS

" A force field is an imperceptible pattern of energy. Under
certain conditions, it suddenly “manifests” as a force that
negates incoming energy. (This looks like a crackling, blue-
ite “snowflake” or “burst” that appears where the energy
strikes the field. The “burst” makes a crackling sound and
lasts an instant.)

How Force Fields Work: Tim powers up his 7-point force
field. Ir takes 7 minutes to get the force field from o to 7 hit
‘points in strength. He gets into battle and suffers 5 damage,
which comes off the force field, dropping it to 2. (Atfacks
against Tim are touch attacks, since his armor is beneath the
force field.) Over the next 3 minutes, the force field rebuilds
itself to 5 points, and then Tim is attacked again. An ark’s
club deals 14 damage to him. The first 5 come off the force
field. The ark makes a second attack roll for the remaining g
| points and misses, so the exira damage is lost.

Attacks: Attacks against a force field are touch attacks, as
the blow does not have to penetrate the defender’s armor in
order to damage the force field.

|If the force field runs out of hit points and there's more
® damage coming in from the attack, the attacker may make
'8 another attack roll to deal the remaining damage to the

' .*. . ‘ | -‘.f'_- " .
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defender. (This time, it's a normal attack roll, not a fouch |
attack.) If the attack didn't require an attack roll (such as |
damage from a sonic gun), then it deals excess damage to

" the defender without needing to make the attack roll.

If there’s a save for reduced damage (as with a frag
grenade), then the character makes the save and determines
how much damage is coming in before the damage is applied
to the force field.

Force Fields and Special Attacks: The force field negates
kinetic energy (thus absorbing damage from melee weapons
or falls from great heights), as well as coherent light (lasers), »
disintegrators, black rays, blasters, cold, fire, electricity, and |
sonics. (Cold is not an energy, but the force field protects ﬁ
against heat moving out as well as heat moving in.) Since
acid isn't an energy in the science fiction sense, just a liquid,
it does no more damage to a force field than the same
amount of water would. Likewise, black rays are negated by
force fields without damaging the field. Disintegrators, how-
ever, can disintegrate force fields as if they were objects; the
force field’s save is at +o.

Rebuilding Force Fields: Each time the force field negates F
energy, the lattice or pattern of energy suffers damage and
breaks apart a little bit. Eventually, the damage accumulates ™
and shuts the force field down. A damaged or shut down 2
force field can rebuild itself, but at the slow rate of 1 point
per minute (not much help in combat). A force field shut
down by a disintegrator rebuilds itself normally from o.

It takes 1 minufe per hit point to power a force field up
(the same rate as “rebuilding” a damaged force field, since
powering it up and rebuilding it are basically the same thing).

Switching Force Fields Off: A force field can be “switched
off." While off, it has no effect. It can be switched back on
again, at the strength it had when it was switched off. (This
option is used mostly for force field doors and walls.)

Stacking Force Fields: Two force fields can't “fit” in the
same space, even if one of them is “switched off” A
“switched off” force field still occupies the space; it just
doesn’t interact with incoming force.

RADIATION

Radiation deals Con damage. The amount of Con damage
depends on the radiation’s intensity. Theoretically, radiation
can be of any intensity, but these four levels of intensity are
standard.

TRELE =-z: RADIATION INTEMSITH

Intensity Glow Con Damage

Trace None 1d6 per day

Cool Faint 1d6 per hour »
Warm Dim 1d6 per minute :
Hot Bright 1d6 per round

A faint glow is only visible in darkness. A dim glow can cast
pale shadows. A bright glow hurts the eyes.
For each point of Con damage that a creature suffers
from radiation, there's a 10% chance that the creature also
develops a mutation or defect. Roll for each point sepa-
rately; don’t combine them into a single roll over 10%. If
you're due for some radiation-fueled change, roll on Table
2-3: Random Permanent Change to determine if you'll be
getfing befter or worse. . -
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(. If'a creature rolls “stock mutation”
" as a result of radiation, treat thar as the
N -}Resisr Radiation” mutation. Some
. Eutams. when exposed to radiation,

]

% velop resistance to if.
i |II % .
4 ’ TRELE 2-32: RAHDOM

é'; PERMAMENT CHAMGE
. d% Permanent Change

Roll a random mutation
Roll a random defect

g9 or-so

M 3100

B POISON

* The DCs for a poison's secondary dam-

. age is +5 higher than the normal DC.

" This rule represents how the effects of

' poison usually increase over time. It
also makes poisons scarier.

- "

FREE—FLORM
EXFERIEINCE

You can use the standard XP system presented in the Player's Handbook to deter-
mine when an Omega World character deserves to gain a level. Free-form experi-
ence, however, is easier to handle and better represents experience for various
non-combat encounters. -
At the end of each session, the GM assigns XP based on how the explorers
interacted with the creatures, NPCs, and hazards of Omega World. Everyone in
party gets that number of XP for the session.
Explorers earn XP by exploring, not by winning. As you can see on Table 2-4:

Experience Awards, you can learn as much from failure as from success. s
(Actually, those that survive learn as much from failure as from success.)
Some GMs like to give a separate award for each character based on how e

much that character accomplished. The problem with that system is that it too
often rewards a player for hogging the action instead of working with the other
players as a teammate.

GMs, see Pacing in Chapter 5: Campaigns.

.

TREBLE z-4: EXPERIENCE RWARD=
| Actions XP Award Example
* I Nothing Happened o XP Explorers huddle in cave hoping nothing finds them, and nothing does.
. Nothing ventured, nothing gained.

Mediocre Adventuring.. -« 500 XP Explorers look around but.avoid encounters, skirt ruins, hide from passing
savages, efc:

Standard Adventuring 2,000 XP Explorers-look-around, mess with relics, search-ruins, taste-test mutated
fruit, fight voracious giant ladybugs, establish nonviolent contact with sav-
ages, find clues to the whereabouts of a cryptic alliance, ete.

Spectacular Failure 5,000 XP Explorers provoke a deathbot attack that destroys a friendly village, kills
half of them, and sends the rest fleeing in all directions without their gear.

Spectacular Success 5,000 XP: Explorers-lure a dearhbot into a trap and destroy it.
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RELICS

Wlhenever you need to generate a relic (see Chapter 4:
counters and Chapter 5: Campaigns for examples of when
is might happen), roll first on Table 3-1: Random Relic

s to determine the condition of the relic to be gener-
Then, roll on Table 3-2: Random Relics, and follow the
ons from there.

'ELIC ARMOR DESCRIPTIONE
Bfhe more complete a set of armor is, the less well it fits
someone whose body shape deviates from the human norm.

RELICS RRE THE RMAZING WERPONS AND TOOLS THAT THE _
ANCIENTS MADE EEFORE THE BOME. IN OMEGR WORLD, YOU'RE
NOENDY IF ¥OU DON'T HAUE RT LERST ONE RELIEC.

force field for the wearer. Runs for 1 hour on a chemical cell.
Does not drain power while the force field is switched off.
Powered Utility Armor: Like shell armor, but with mechan-
ical servos that grant the wearer a 20 Strength and a ground
speed of 4o ft. Runs for 100 hours on an atomic energy cell.
Sheath Armor: Padded, reinforced, layered armor, like
modern-day riot gear.

Shell Armor: Like ceramic armor, but also airtight, with air

filter, protecting the wearer from airborne poison, radiation,
pathogens, etc. Resist cold and fire 15.

character can use the Tech (hard) skill to adapt nonpow-

i ed armor fo fit an unusual shape more or less well. Doing
80 with powered armor requires Tech (zap) as well. The GM TABLE 3-2: RANDOM RELICS .
bSets the DC according fo how far the body deviates from the d% Random Relic B
Auman form and how rigid the armor is. In either case, the 01-10 Armor. Roll on Table 3-3. |

armor has a chance of being ruined; roll for failure based on 11-30 Drugs. Roll on Table 3-4. '
‘ifs status (see Table 3-1: Random Relic Status). 31-50 Energy Cells. Roll on Table 3-5.

Ceramic Armor: Articulated and light, resist cold and fire 10. 51-70 Grenades. Roll on Table 3-6.

- Combat Shield: A light, sturdy shield made of a high-tech 71-80 Gun. Roll on Table 3-7.
asfic, with a clear screen to see through. 81-go Melee Weapon. Roll on Table 3-8.

Flex Armor: Reinforced jumpsuit, resist cold and fire 5. g1-100 Tools. Roll on Table 3-g.

Personal Force Field: A backpack that generates a 10-point

TABLE =-1: RANDOM RELIC STATUS

d% Status Operating? Failure Working (d% result)

o1 Hazardous” Unforfunately Oh, yeah -

02-20 Broken _Busted = =

21-50 Bad Busted __go% ~

51-66 Bad Working, dry 90% -

67-70 Bad Working, juiced 90% 01-40

71-72 Good Busted 40% ~

73-83 Good Working, dry 40% -

84-90 Good Working, juiced 40% 41-80

g1-g2 Perfect Working, dry 10% -

93-100 Perfect Working, juiced 10% 81-100

*

Reroll to determine apparent status.

Status: This is what “shape” the artifact is in. Unless-the relic is hazardous, a character can tell its status by examining it. IF the

status is Hazardous, re-roll to see what shape it looks to be in.

Operating?: If you find a random relic, this'is the chance that it works. Busted means it doesn’t work. Working, dry means it works

but it doesn't have a charged energy cell. (If it doesn't require an energy cell, then it's working fine.) Working, juiced means it works

and is charged (if appropriate). Unforfunately means it's working just well enough to blow your fingers off or something.

Failure: Make this roll affer an item has suffered abuse, such as being swallowed (along with its owner) by a giant frog, or if its

owner has been killed in some spectacular way. If the roll indicates failure, then the item stops working and is degraded one level in

status. It will take a Tech skill check to get the relic working again. Oh, yeah means that it will fail spectacularly at the first available

opportunity.

Working: If you already know: the relic is working, and you just want fo see what shape it's in, roll on this column. For example, if r

an explorer gets a random working relic, roll on this column for the relic’s status. L
|
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' ! Alermess booster: A light blue pill packaged in pop-out
4 ¥ blisters. Lasts 4 hours.

Anti-radiation serum: Greenish fluid in a small, clear injec-
for tube. One end of the tube has a “crown” that vibrates
when activated, using sonics to painlessly inject the fluid into
the recipient. Lasts 4 hours.

Anti-toxin: A pink fluid in a clear, plastic capsule. Twist
one end of the capsule off and swallow the fluid. Lasts 4
'~ hours.

d Haste inhaler: Red metal tube with a spout on one end. Put
" the spout fo your nostril and compress the tube to get a shot

B of the medicine. If grants a +2 haste bonus fo melee attacks, +2
- haste bonus to AC (which goes away whenever you lose your
Dex bonus to AC), +30 ft. Speed (but not more than double
your unencumbered speed), and one extra attack whenever
you take the full attack action. Lasts 1 minufe.

Immune system booster: A light green pill packaged in
pop-out blisters. Lasts 4 hours.

Muscle booster: A light red pill packaged in pop-out blis-
ters. Lasts 4 hours,

Restoration fluid: A yellowish fluid in a small, clear injec-
tor tube. One end of the tube has a “crown” that vibrates
when activated, using sonics to painlessly inject the fluid info
the recipient.

Rubber flesh: Cans of franslucent, pink goo. When packed
info a wound, the goo furns into the appropriate sort of tis-
sue, repairing damage instantly. A character can apply one
b dose per round.

" Sustenance pill: A large green and white pill packed with all
the nutrition a person needs for a day. (You still need water.)

TAELE =-= RANDOM RELIC ARMOR
: Armor Force Armor Check Max
d% Armor. Bonus Field" Penalty Dex Type
1—20 ~'Combat Shield e i e -1 - shield
21—40 - Flex Armor 44 - | s A light
41—6o * - ':Sheath'ﬁrmor" 4 & e s W i +7 = lighr
61—70" Ceramic’ Armor ~+6 e =9 - +5" ~ light
71—80 " “Shell’ Armor +7 — -4 ¥4 _medium
8i—go - Powered Utility Armor _ +8 10 pfs. -10 +8 ‘powered
g1-100 Personal Force Field = 20 pts. - - - -
"RELIC DRUG DESCRIPTIONS TAELE = E: RELIC EMERGY CELLS
-Unless the GM is aiming at realism (or has a cruel streak), d% Cell Number
" these drugs work on nonhumans just fine. Multiple doses of a  01-go Chemical 1dio
~ drug do not have a cumulative effect, and heavy doses are Q1-95 Atomic 1
bound to have side effects, some permanent. g6-100 Atomic 1d4+1

RELIC ENERGY CELL DESCRIPTIONZE
There are only two kinds of energy cells, and all powered
items run on one or the other.

If the GM is aiming at realism or at hosing the PCs, how-
ever, it could be that each powered item uses a unique
energy cell. If so, instead of rolling on Table 3-5 for the type
of cell, roll as if for a random relic on Table 3-2. The energy
cell found is for the relic rolled, and only works for that relic.
Reroll if you get a nonpowered relic.

Atomic Energy Cell: A metal cylinder 1 foor tall and 8
inches across, weighing zoo Ib. It generates a powerful
charge and powers gear for a long time. Only high-end relics
use atomic energy cells.

Chemical Energy Cell: A fat metal cylinder 2 inches long, e
Most powered items use chemical energy cells. _—d
See Chapter 2: Combat &t Free-Form Experience for ‘
grenade rules. Each grenade has two damage listings, the
higher damage is for a direct hit, and the lower damage is for
everyone in the blast radius.

Black Blast: A burst like the beam from the black ray weapon. = /8

Blaster: A burst of energy like that from a blaster weapon. 4.0 =

Frag: A burst of shrapnel. Damage Reduction reduces dam-
age from a frag grenade.

Stun: A burst of .energy like that from a stun gun.

Torc: A disintegrating burst like that from a torc gun.
Wave: A burst of invisible energy like that from a wave gun!

GREMADE DESCRIPTIOHE

5]
A

TRAELE 3-4: RELIC DRUGS

o
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d% Medicine Doses Effect

01—30 " Rubber-flesh - 16 - cures 2d6 damage

21—40 " Alertness booster sl - [ i " +4 Initiative, Spot, Listen, Search

41—50 Anti-radiafion serum’ Y adg - suffer & less radiation damage pér round
51—60 ~ Anfi-toxin . Bl | [ “+10 on Fort saves versus pouson e
61—70" * Haste inhaler “idg T " " hastefortminufe ¥

71-80" " " “Muscle booster Cdé ¢ “ %4 Strength for1hour = =~ ©
81—go “Resforation fluid 1dio ~ each dose heals 1d4 ability damage
Q1—05 Immune system buosrer 1d8 +10 on Fort save vs. diseases '
g6—100 Susrenarice prﬂ’ ' “dico T T 1 day's nmrmon ina piﬁ
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TAELE =-&: RELIC GRENADEZ

*

Damage only affects robots, zap tech weapons, and force fields.

** Plus death unless the creature succeeds at a Fortitude save, DC 18 for a direct hit and DC 13 for others in the blast radius.

t Plus disintegration unless the creature (or object or force field) succeeds at a Fortitude save, DC 16 for a direct hir and DC 11 for
others in the blast radius.

t1 A successful Reflex save (DC 15) reduces damage ta a creature in the blast radius by half. (Creatures hit directly are not allowed a
Reflex save fo reduce damage.)

§ The weapon deals subdual damage rather than normal damage.

Grenades: See descriptions, above.

Range Increment: As usual, you can throw a weapon up to 5 range increments,

Burst Radius: If you're on a grid, center the burst on an intersection (as with a spell).

Direct Damage: A grenade deals this damage to all creatures within 5 ft.

Burst Damage: A grenade deals this damage to all creatures outside 5 ft. but within the burst radius.

Range Burst Direct Burst
d% Grenades Increment Radius Damage Damage Weight
1—40 1d8 frag 20 fr. 30 ft. 4d6 2d6tt 2 Ib.
41—70 1d4 blaster 20 fr. 20 ft. 6d6 2d6t 2 |b.
71—80 1d6 stun 2o ft. 20 ft. 2d6§ 2d48 2 b.
81—go 1d4 wave 20 fi. 20 f1. 6d6* 3d6* 2 Ib.
Q1—g5 1d2 black blast 20 ft. 10 fi. 4d6™*/DC 18 2d6**/DC 13 2 |b.
gb—100  1d3 torc 20 ft. 10 ft. 3d61/DC 16 2d4t/DC n 2 |b.

'RELIC GUHN DESCRIPTIONS

All these weapons (other than the flamer and gunpowder
gun) are powered by chemical cells. Any time you make an
attack roll with such a weapon and the roll is a natural 1, the
energy cell has run out of juice and the attack does not go
off. Replacing an energy cell is a move-equivalent action
‘(and so is getting a fresh cell from your pack, or wherever
Lyou've stowed it). If an attack doesn’t require a roll, roll a die
anyway just to see whether the cell runs out.
. All guns, others than those that projects cones, are capa-
ible of autofire. (See Autofire on page 33.)

A character gains proficiency in all these weapons by tak-
ing the fear Relic Weapon Group Proficiency (relic ranged
weapons).

Black Ray [pistol, rifle]: The black ray deals no damage to
a creature protected by a force field (and no damage to the
force field). Some say that the ray is so black that you can
see it in pitch darkness as a line of even deeper darkness.

Blaster [pistol, rifle]: A blaster projects a bolt of disrupt-
ing energy, damaging fo living and nonliving things alike.
Damage from a blaster is not divided by 2 when dealt to an
inanimate object.

TRELE =-7: RELIC GUNZ

ey

d% Weapon Size Damage Critical Range Weight

01-10 Blaster Pistol, Mark V  Medium-size  4db 17-20 30 ft. 2 |b.

11-20 Biaster Rifle, Mark VIl Large 6d6 17-20 6o ft. 6 Ib.

21-30 Gunpowder Pistol Medium-size  2d6 20/x5 30 f1. 2 |b.

21-40 Gunpowder Rifle Large 2d6 20/x5 6o ft. 6 Ib.

41-50 Laser Pistol Medium-size  3d6 19-20 6o ft. 2 Ib.

ci-60 Laser Rifle Large 4d6 19-20 120 ft. 6 Ib.

61-65  Flamer Large 4d6 firet — 30 ft. cone 20 |b.

66-70 Sonic Pistol Medium-size  2d6 sonic — 20 ft. cone 2 |b.

71-75 Sonic Rifle Large 3d6 sonic — 30 fi. cone 6 Ib.

76-80 Stun Pistol Medium-size  3d6 § 20 30 ft. 2 b.

81-85 Stun Rifle Large 4d6 § 20 6o ft. 6 Ib.

86-88 Black Ray Pistol Medium-size ~ 4d6*/DC 18 20 20 ft. 2 |b.

89-g1 Black Ray Rifle Large 6d6*/DC 20 20 60 ft. 6 Ib.

92-94 Torc Rifle Large 2d6**/DC 18 20 6o ft. 6 Ib.

05-97 Wave Pistol Medium-size  4d61t - 30 ft. 2 Ib.

g8-100  Wave Rifle Large 6d6tt = 6o ft. 6 Ib.

* Plus make a Fortitude save or die. DC for the pistol is 18. DC for the rifle is 22.

** Plus make a Fortitude save (DC 16) or be disintegrated.

T Reflex save (DC 18) for half damage.

g " 11 Damage only affects force fields, robots, and zap tech gear.
L " ‘ %'
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TAELE =-%: RELIC MELEE WEAPONZ

d% Melee Weapon Size Damage Critical
01-40 - Vibro blade Medium-size 2d6 18-20
A1-70 Energy mace Large 4d6 20
7i-90 Stun whip Medium-size 1d4§ 20
g1-100 Laser sword Medium-size 3d6 17-20

Flamer [rifle only]: Tubes connect this weapon to the
backpack that fuels it. A random flamer comes with enough
BN fuel for 1di2 uses.
8  Gunpowder [pistol, rifle]: Yes, that’s a x5 multiplier on the
“crifical. Sometimes, a bullet just hits meat, and you're proba-
Sl bly OK. Sometimes in spirals through your brain, and you're
8 " quite dead.

A random gunpowder weapon comes with 1dioo rounds of
ammunition.
ny I‘ Laser [pistol, rifle]: A laser beam can reflect off a mirror,

i ¥ striking whatever you have sighted in the mirror (if your aim

S . and the mirror are both good).
‘ Sonic [pistol, rifle]: Though ifs range is short, a sonic
' weapon is a sure hit,
Stun [pistol, rifle]: The beam from this weapon disrupts
™ neural activity. It has no effect on a force field, on robots, or
on plants.

Torc [rifle only]: If the torc ray hits a large object, it disin-
b fegrafes a 10-foot cube. If the torc ray hits a force field, the
" creature profected makes a Fort save for the force field (a
B d20 with no bonus). If the force field fails the save, it's
| dropped fo o hp strength, but it can rebuild itself normally.
. Wave [pistol, rifle]: The invisible beam from this weapon
~ damages force fields, robots, and zap tech gear, but it
; doesn't harm living things or simple, inanimate objects.
FJ
t

aely

Some claim that they can feel the beam as a “sparkles” in
their heads, but some people will say anything.

TRELE =-3: RELIC TOOL=

d% Tool Cell Weight
oi—20 _ Anfi-grav sled  atomic 6oo Ib.
21—40 _ Communicators_ chemical _ 1/10 Ib.
41—60 _ Goggles _chemical __1/41b.
61—70  Bio analyzer chemical 1 |b.
71—80__ Solar recharger — s |b,
81—go _ Sonic imager _ chemical 3 Ib.
gi—100 . Tractor wand  chemical 1.

RELIC MELEE WEAPOHM DEZCRIFPTIOHZ
You become proficient with all these weapons with the feat
Relic Weapons Group Proficiency (relic melee weapons).

All these weapons are powered by chemical energy cells.
Any time you make an attack roll with such a weapon and
the roll is a natural 1, the energy cell has run out of juice.
Replacing an energy cell is a move-equivalent action (and so
is getting a fresh cell from your pack, or wherever you've
stowed it). If an attack doesn’t require a roll, roll a die any*
way just to see whether the cell runs out.

Energy Mace: A big, energized club, easy to swing, hard

to withstand. Damage Reduction reduces damage from an

energy mace.
Laser Sword: | have to call it a “laser sword,” but you
don't have fo.
Stun Whip: Like a normal whip (effectively a short-

Wescd g~

range ranged weapon), but one that delivers an electric
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shock calibrated to stun living creatures. The stun has no
effect on robots.
Vibro Blade: A force field shaped liked a sword.

RELIC TOOLS DESCRIPTIONE

L Anti-grav sled: A 10 ft. by 5 ft. flat sled that floafs about

15 1. off the ground. It can carry up fo 20 fons.

| Bio analyzer: A handheld device with a display screen. It

Fanalyzes the body and medical condition of anybody it's

fpointed” at (out fo a range of a yard). One needs Tech

med), knowledge of the Ancient tongue, and literacy to
erpret the results. The analyzer reveals illness, poisons,

ijuries, radiation poisoning, etc. Results when used to ana-

l¥ze nonhumans (and especially nonmammals and inverte-

ates) are uncertain.

. Communicators: Small, handheld devices that transmit

dund, images, and fext to each other. They can be set to a

#variety of frequencies. Usually come in pairs.

[ Goggles: Grant low-light vision, darkvision (60 ft.), flash

biprotection, tinting in response to bright light, short-range

magnification, and long-range telescopic vision.

¥ Solar recharger: Recharges chemical cells 1/day.

: Sonic imager: A flat, slightly flexible file 1 foot across,

“with a display screen. Put it up to a solid surface, and it dis-

Iplays images of the object’s internal structure. Adjusting

Scale, depth, and angle allows one to display a rough repre-

sentation of rooms on the other sides of walls or a

" machine’s inner workings. Probing explosives with sonic

\imaging vibrations is a tricky task best left to characters

“with wicked defects.

* Tractor wand: Sends a fractor beam that holds and lifts

range. A Reflex save (DC 20) allows a target to wriggle free
when the beam first tries to grab hold. After that, it's
Strength versus Strength. If the victim has to struggle with-
fout anything fo grab onto or a surface to push off against
(like if they're up in the air), their Strength check is af -5.
'The fractor beam can't “manipulate” anything, just push and
pull it around.

CAMPAIGH-CHANGING RELICE

" These are rare, not because they're too powerful, but
because they work against party cooperation. If one charac-
ter in the party (and only one) gets armageddon armor, then
| that character is home free in any encounter that the other
explorers can handle, and the other characters are foast in
any encounter that threatens the character in armor. Don’t
bring out this stuff until there are enough relics in the party
that these relics don't dominate. (But don’t wait until theyre
uninferesting, either.)

‘things with the equivalent of 20 Strength. Works out to 30 ft.

Campaign-Changing Relic Descriptions

Armageddon Armor: See table 3-10: Campaign-changing
Armor. Like powered assault armor, plus a minimissile
launcher along the right arm, with 10 minimissiles.
Additionally, the helmet has a built-in haste inhaler, with six
charges. The armor requires 3 atomic energy cells for 100
hours of operation.

Bubble Car: This vaguely saucer-shaped, glossy black
vehicle can carry 20 passengers (or 3 tons of cargo). On
anti-grav propulsion, it can fly anywhere, even to outer
space or to the bottom of the ocean. It has a 200 point force
field for emergencies. It runs on solar energy (and must be in
the sun for at least 10 hours every three days). But it has an
atomic energy cell for emergency use (12 hours). Maximum
speed: Mach 10.

Jet-cycle: A motorcycle with jet assists for high ground
speed (200 mph) and jet propulsion for full on flight (400
mph). Carries one driver and one passenger. Military ver-
sions are outfitted with force fields (50 points) and
6 minimissiles.

Life Ray: This miraculous device can sometimes restore
the dead to life. It has a chance to raise someone only within
24 hours of death. The base chance is 50%. If death was rel-
atively kind to the corpse (such as asphyxiation), the chance
is 75%. If the death was relatively damaging (such as a frag
grenade), the chance is 25%. If there's really nothing left fo
be brought back (such as blown to bits or disintegrated), then
there’s no chance.

Minimissile: A minimissile is a foot-long, self-propelled
missile, shot from a launcher like a grenade-like missile (range
increment 500 ft., scatter 1d6 per 500 ft.). The minimissile
deals 10d6 on a direct hit, or 5d6 to everyone in the burst
area (50 ft. radius). Using the minimissile requires the Relic
Weapons Group Proficiency (relic heavy weapons) feat.

Powered Defender Armor: See table 3-10: Campaign-
changing Armor. Similar to powered utility armor, but with
flight capability.

Powered Assault Armor: See table 3-10: Campaign-chang-
ing Armor. Like powered utility armor, but with flight capabil-
ity, a laser weapon in each forefinger (treat as a pistol that
doesn’t need a separate chemical cell), and a grenade
launcher with zo grenades (roll randomly for type). In the
launcher, a grenade has a range increment of 50 ft. (and
only scatters 1d6 ft. per 50 ft.) Using the grenade launcher
properly requires the Relic Weapons Group Proficiency (relic
heavy weapons) feat. The helmet’s visor has all the visual
capabilities of relic goggles. The armor requires 2 atomic
energy cells for 100 hours of operation.

TAELE =-10: CAMPAIGH-CHANGING ARMOR

Armor
Armor  Force Check Max
Armor Bonus  Field Penalty Dex Str  Speed Type
Powered Defender +10 50 pis.  -10 +8 24 4o fi., fly 6o fi. (average) powered
Powered Assault +9 20 pis. -10 +8 26 40 ft., fly 100 fi. (avg.) powered
Armageddon +12 50 pis. =10 +8 28 4o ft., fly 100 ft. (avg.) powered S
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ome GMs, for example, love including creafures from the
ster Manual in their games and others don't, so there's

ndom list that has both creatures from the Monster

lanual and other creatures on it. Pick the encounter tables
at represent how you want to run Omega World.

IMUTRATED CRITTERS

fou can make your own monsters just by starting with a
i8lock creature and adding mutations and defects. Table 4-1:
dom Mutated Critter allows you to roll randomly for the
Starting creature (as found in the Monster Manual), or you

in just pick a favorite. You can use the character creation
"Fules, or you can just pick and choose mutations and defects.
| Assigning mutations and defects randomly has the advantage
ithat it's fun.

~ Some mutations are much more dangerous for a monster
‘than they are useful for a PC. Any attack form with lasting
'mage, such as poison, hurts PCs more than it hurts

I monsters. (You don't really care if a poisoned monster that
survives a fight is so weak that it gets killed in its next
Bncounter. If it's a PC who's been weakened, you do care.)

e values for mutations are for PCs, so you're going to
wind up with some mutant monsters that are tougher than
their “book™ value suggest. You will if you're lucky, anyway.

DD MOMSTERS

‘Page through the Monster Manual, and you'll see a lot of
monsters that would be right at home in Omega World. | see
'8 achaierais, ankhegs, athaches, behirs, beholders, blink dogs,
= bugbears, bulettes, carrion crawlers, chuuls, destrachans,

o digesters, displacer beasts, ettercaps, eftins, giants, giant
eagles, giant owls, girallons, gnolls, gray renders, gricks,
grimlocks, howlers, kobolds, lizardfolk, locathahs, manticores,
‘mind flayers, orcs, owlbears, purple worms, shocker lizards,
spider eaters, stirges, troglodytes, umber hulks, xills, yrthaks,
and vermin. Others, such as goblins, dire animals, and ogres
make better stock creatures to which you can add mutations
and defects. (Humanoids make good savages. See below.)
Demons and devils, without most of their stranger powers,
also look a lot like horrific mutants.

You can roll random encounters on Table 4-2: Random
‘D&D Monsters, or you can just pick your favorites.
Dinosaurs, with or without surgically implanted cybernetic
weapons and armor, mutated or not, also make fine Omega
World monsters.

Beyond the Monster Manual, other d2o System books

il have plenty more monsters that also fit the Omega World
@ esthetic.

CHAFPTER 4
ENMNCOUNTERS

THIS CHRRTER COUERS MAKING YOUR DWIN MONSTERS, APRROPRI-
RTINE MONSTERS FROM CORE SDURCES, AND USING SPECIFIC mon-
STER TYPES UNIDUE TOD DOMEGR WORLD. THE RANDOM ENCOUNTER
TRELES ARE S5ET UP EY THE SOURCE OF THE CREATURE RATHER
THRAN EY GEOGRAPHY. THAT'S 50 ¥OU CAN INCLUDE ENCOUNTERS
WITH CRERTURES FROM THE SOURCES YOU WRNT TD USE.

TAELE 4-1: RANDOM MUTATED CRITTER

d% Mutated Critters

1—10 1d6 dire wolves

11—20 1 monstrous scorpion, Huge (vermin)
21—30 1d2 dire bears

21—40 1di2 dogs, Medium-size (animal)
41—50 1 monstrous centipede, Large (vermin)
51—60 1dzo dire rats

61—70 1d6 lizards, giant (animal)

71—80 1d6 dire bat

81—go 1 snake, Huge viper (animal)

91—100 1 monstrous spider, Huge (vermin)

Darkvision, which is really common in D&tD (but not in
Omega World) becomes low-light vision. Treat magical abili-
ties as mutations. Some creafures have special abilities that
you'll want to cut, such as planeshift.

For a creepy effect, add one or two types of undead to
your campaign. Wights are people life drained to death by
psychic mutants. Ghouls are humans killed and then

TRELE 4-2: RANDOM DD MOMNETER

d% D&tD Monster

1—~10 1 “i-ery” (aicherai, treat SR as psychic
resistance, with HD as caster level)

11—20 1 “land shark” (bullette)

21—30 diz stirges

31—40 dz displacer beasts™

41—50 1d2 owlbears®

51—55 1 carrion crawler

56—60 1 destrachan

61—65 1 digester —

66—70 1 mind flayer” (freat SR as psychic resisf-
ance, with HD as caster level; forget planeshif?)

71—75 1 phase spider

76—80 1 umber hulk*

81-85 1 wyvern

86—qgo  1dz “razor lizards™ (megaraptors [dinosaur])

gi—g5  1dz ettercaps” + 1d6-3 Medium-size
monstrous spiders

g6—100  1d2 otyughs®

*  Official Dunceons st Dragons miniatures for these crea-

tures are available, in case that makes any difference to you.
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TAELE 4-3n munom OMEGR: MORSTERCascswanmaang other hand, you're going fo run a long Omeék World cam

' reanimated by a mutated bio-engineered disease. Lifesdrain-
rlng. sun-vulnerable, blood-drinking mutants pass as normal
humans when they can. If you think “blasters versus vam-

{ pires” would be fun, you can make it fun. (If you think it

sounds stupid, forget | mentioned it.)

"OMEGA MONSTERS

¥ These monsters are unique to Omega World, rather than
t being mutated versions of existing monsters. Most have

- powers not found on the mutation and defect tables.
Climate and terrain listings for these creatures aren’t
andard. If you have a climate or terrain type in mind, and
* some of these creafures appeal to you, the last thing you

f need is an entry in the monster description saying that the
nonster isn’t found in that climate or terrain type. If, on the

O ANDROID

. Abilities: Str 12, Dex 12, Con 12,
Int 18, Wis 18, Cha 18
i Saving Throws:  Fort +1, Ref +1, Will +7
b Skills: Tech (each) +6

eats: Expertise

ate/Terrain: All over

Drganization; Any Any Any
llenge Rating: 2 4 3
Treasure: Relics Relics Relics
Alignment: oy Dispassionate Lethal Enduring
Advancement: By class By class By class

}.

: thinker, with at least 0
- Some say that .

ne warrior as a bodyguard.

Thinker Warrior Worker
Medium-size Humanoid (android) ~Medium-size Humanoid (android) Medium-size Humanoid (android) _
. Hit Dice: 2d8+2 (1 hp) 4d8+16 (34 hp) 3d8+15 (28 hp)
£ Initiafive: +1 (Dex) +4 (Dex) +1 (Dex)
!  Speed: 30 ft. 30 ff. 30 ft.
AC: 15 (+1 Dex, +4 flex) 19 (+4 Dex, +5 sheath) 15 (+1 Dex, +4 flex)

- Aftacks: Vibroblade +2 melee, Vibroblade +7 melee, Knife +6 melee,
or blaster pistol +2 ranged or blaster rifle +7 ranged or laser pistol +3 ranged
Damage: Vibroblade 3d6+1, Vibroblade 3d6+6, Knife 1d6+4, ,
or blaster 4d6 or blaster 6d6 or laser 3d6
Face/Reach: 5 ft.by 5 ft./5 fi 5 ft. by 5 fr./5 ft 5 ft. by 5 ft./5 ft

Str 18, Dex 18, Con 18,
Int 12, Wis 12, Cha 18
Fort +5, Ref +8, Will +2
Listen +4, Spot +5
Pont Blank Shot

All over

> Androids are artifieial human beings that look like pure-strain humans. They fravel heavily armed and never surrender. Th €
are familiar with relic technology and seem never to resort to primitive weapons. A group of androids is generally led hy _

roids are grown in vats by the robots, as meat slaves to replace their erstwhile masters. Others sa ay.
. they're born by capﬂve pure-strain women in gigntx.bwdmg facilitie
Thn ablhty scores ||sred arent aver@s That's whar scares and

fa———

paign that will cover various climate zones and types of 1d
rain, assign clim and terrain fo the creatures in order to
makes those climates and terrain types more distinct.

ARE
Large Giant (hairy)
Hit Dice: 4d8+12 (30 hp)
Initiative: +0
Speed: 40 ft.
AC: 16 1 size, +4 natural, +2 leather, +1 wicker sh|
Attacks: Large club +6 melee
Damage: Large club 1di0+4
Face/Reach: 5 ft. by 5 ft./5 ft
Special Artacks: Life Leech (2/day), Telekinesis
Special Qualities: Control Weather
Abilities: Str 18, Dex 10, Con 16,
Int 8, Wis 14, Cha 12
Saving Throws: Fort +7, Ref +1, Will +2
Skills: Listen +3, Psychic Atfack +3, Spot +3 Wilderness Lore +3
Feats: Superior Mutation (Life Leech)

Climate/Terrain: Following your trail
Organization: Solitary, gang (2-4), band (5-12)
Challenge Rating: 3 -
Treasure: Standard

Alignment: Savage, tribal, anthropophagous
Advancement: By character class

Str 18, Dex 12, Con 18,
Int 12, Wis 12, Cha 12
Fort +7, Ref +2, Will +2
Heal +4, Tech (each) +2
Toughness o A0

All over

&of aﬂ!ype hsve \




HONY WATERS

hese primitive ten-foot fall dog-people relish the taste of
human hands. They rarely use relics unless they are working
with others who show them how they work.

" Their Control Weather ability is like the spell, usable once
per day.

& Arks are sometimes recruited info the Ranks of the Fit as
Hfoot troops, assuring them regular meals and short life spans.

EADDER

' Medium-size Humanoid (hairy)
I-ﬁt Dice: 2d8+6 (15 hp [19 hp])
* Initiative: +1 (Dex)

Speed: 30 ft.

AC: 19 (17) (+4 Dex, +2 natural,
+3 half metal)

Attacks: 2 claws +6 (+8) melee,
or crossbow +5 ranged
Damage: 2 claws 1d4+3 each
(1d4+5 each), or crossbow 2d4
Face/Reach: 5 ft. by 5 ft./5 ft
Special Qualities: Empathy,
Low-light Vision, Rage

Abilities: Str 16 (20), Dex 18, Con ¥
16 (20), Int 8, Wis 10, Cha 12

| Saving Throws: Fort +3 (+5), Ref +7, Will +o (+2)
| Skills: Intimidate +4, Listen +2

Feats: Weapon Focus (claws)

‘plus 1 gth-level “knight” per 10 combatants and 1 leader of

Climate/Terrain: Near settlements worth raiding
Organization: Squad (3-6), platoon (7-14 plus 1 gth-level
“knight”), fief (10-60 plus twice that many noncombatants

6th-8th level)

Challenge Rating: 2

Treasure: Standard, 1 in 10 have relics
Alignment: Feudal, militaristic, touchy
Advancement: By character class

These mean-spirited mutated badgers stand g feet fall. They
live in feudal societies centered around their burrows, which
are sometimes in ruins of the Ancients. Confident explorers
can trade with them if they make a sufficient show of force,
and if the badders aren’t having a bad day.

A

ELAASH

Small Aberration

Hit Dice: 2d8+2 (1 hp)

Initiative: -2 (Dex) ;

Speed: 5 ft., fly 40 ft. (pooli§

AC: 13 (+1 size, -2 Dex,

+4 natural)

Attacks: —

Damage: — {

Face/Reach: 5 ft. by 5 ft./5.fi

Special Attacks: Radiation 4

Special Qualities: Immune td

radiation

Abilities: Str 4, Dex 6, Con 12,
Int 1, Wis 6, Cha 2 .

Saving Throws: Fort +1, Ref -2, Will +o

Skills: Spot +o, Listen +o

Feats: —

JEFF CARLISLE

Climate/Terrain: Pops up in the worst possible place
Organization: Solitary, flock (10-100)

Challenge Rating: 2

Treasure: None

Alignment: Aggressive

Advancement: 3-4 HD (Medium-size)

A big, beautiful moth whose abdemen glows brightly with
radiation. Each round, it deals 3d6 Con damage (radiation) to
all creatures within 5 fr. and 1d6 Con damage (radiation) to
all other creatures within 30 ft.

Radioactivists call them “angels.”

HISZER

Large Monstrous Humanoid
(scaly)

Hit Dice: 6d8+12 (39 hp)
Initiative: -1 (Dex)

Speed: 30 ft.

AC: 15 (-1 Size, -1 Dex, +7 natu-
ral)

Attacks: Bite +g melee

Damage: Bite 2d4+6
Face/Reach: 5 ft. by 10 ft./5 ft
Special Attacks: Sonic Blast
(2d4+2), random mental mutation

JEFF CARLISLE



o |\ Special Qualities: Telepathy, immune fo sonics, immune to
\ & lasers, random psychic mutation CHALLENEGE IIIlTIIIIi'.i
¥ 8 ‘Abilities: Str 18, Dex 8, Con 14, While an individual g
: Int 12, Wis 8, Cha 8 D&D character
gving Throws: Fort +4, Ref +4, Will +4 i
M8, Skills: Listen +3, Psychic Attack +8, Spot +2, Tech (each) +3,
¥ ; :
b “Feats: Superior Mutation (Sonic Blast x2)

vl

limate/Terrain: Ruins, wastelands

ganization: Pod (2-5), colony (20-60 plus 20-60 young
plus 1 10th-level marrnarch)

.Ghallenge Rating: 4 A seven-foof tall intelligent white rabbit. Attempfs to anni-
| Treasure: Standard, 1in 4 has a relic hilate theses irritating creatures have proven unsuccessful.

" Alignment: Devious, heartless Your assistance is welcome.

.Advancement: By character class Transform metal to rubber: The hoop’s fouch can turn B8 <

metal into a rubber-like material. It affects the metal the hoop =
. ' Hissers are ten-foot long snakes with human-like arms and touches and the connected metal within 1 yard. This will seri- % ¢
' shiny scales. They frequently engage in expeditions info the ously mess up plenty of robots, relic guns, security doors, efc.
" ruins of the Ancients, seeking relics. Many of them are
l equipped with relics, which they use handily. HOPFPER _
| . Each hisser has a random mental mutation in addition to Large Beast 4
4 its normal array. (Roll for a mutation. If you don’t get a men-  Hit Dice: 3dio+g (25 hp) '
tal mutation, pick the closest mental mutation on the table.) Initiative: +3 (Dex)
_“ Each colony is run by a matriarch, the only female. Her Speed: 30 ft. (6o ft. hopping)
_ eggs all hatch as males. When the colony is large enough AC: 11 (+1 Dex, -1 Size, +1 natural)
(maybe 70 adults), she lays a female egg, and that female Attacks: Kick +6 melee (only when grappled)
f becomes the matriarch of a daughter colony. Damage: Kick 1d6+4
L Hissers don't speak, relying instead on telepathy. When Face/Reach: 5 ft. by 10 ft./5 ft
- members of a colony congregate and “commune,” they con-  Special Qualities: Chameleon Skin
& nect telepathically so deeply that they lose their sense of Abilities: Str 18, Dex 16, Con 16, =
' individuality. (The matriarch keeps hers.) In this way, the Int 2, Wis 12, Cha 4
I matriarch periodically tunes her brood to her will. Saving Throws: Fort +6, Ref +6, Will +2
Skills: Hide +26, Listen +4 e
HOoOp Feats: Dodge, Mobility - _

" Medium-size Humanoid (hairy)
.~ Hit Dice: 3d8+3 (16 hp)

L Initiative: +1 (Dex)

. Speed: 50 ft.

AC: 13 (+1 Dex, +2 natural)
Attacks: Sword +3 melee, or
crossbow +3 ranged

. Damage: Sword 1d8+, or cross-
. bow 1d8

Face/Reach: 5 ft. by 5 ft./5 ft
_ Special Attacks: Transform

' metal to rubber

pecnal Qualities: Telepathy
‘Abilities: Str 12, Dex 12, Con 12,

Climate/Terrain: Wherever

Organization: Herd (2-20)

Challenge Rating: — (don't fight)

Treasure: None

Alignment: Timid

Advancement: 4-8 HD (Large), g HD (Huge)

This mutated rabbit is big enough to carry a human rider,
serving as a riding mount. Its normal pace is no faster than a’
human’s, but when in need it can hop at great speed.
Remaining on a hopper while it hops requires a Ride check

of 15 each round. Most riders use a special saddle, which
grants a +5 on the check. A rider can little more than pray
Int 10, Wis 12, Cha 10 while the hopper is hopping. g
javing Throws: Fort +2, Ref +4, Will +3 When a hopper jumps, treat its speed as 6o ft. even if it
Skllls Psychic aftack +3, Tech (any one) +3 hasn’t been moving that fast.

¥ Feats: Iron Wil

JEFF CARLISLE

i LATTEREUG
I Climate/Terrain: Preferably in your crosshairs Large Vermin
% Organization: Gang (3-8), warren (20-50 plus 20-50 young Hit Dice: 7d8+56 (87 hp)
“plus 1 7th-level leader) Initiative: +o
* Challenge Rating: 1 Speed: 20 ft.,, fly 20 ft. (3 rounds/hour)
* Treasure: Standard, 1in 10 has a relic AC: 17 (-1 Size, -2 Dex, +10 natural)
* Alignment: Curious Attacks: Bite +10 melee

Damage: Bite 1d8+9g
Face/Reach: 5 ft. by 10 ft./5 ft

" Advancement: By character class



'] X

*y 4 ks ]
"v\“f 1~§. .
Y u

| Special Qualities: Haste Self (5 rounds), Force Field (14
\points), Poor Respiratory System, Sensitive to Cold
‘Abilities: Str 22, Dex 6, Con 26,

; Int —, Wis 10, Cha 4

Saving Throws: Fort +13, Ref +o, Will +2

Skills: Listen +8, Spot +7

eats: —

imate/Temin: Ruins, forests, anywhere it can get the drop
you

IFganization: Solitary, gang (2-7)

allenge Rating: 5

easure: None

gnment: Predatory

cement: 8-10 HD (Large); 1-21 HD (Huge)

rbug is a beautiful sight, a round beetle almost ten feet
g, with a glossy red shell marked with bold, black spots.

s less beautiful when it's dropping out of the sky on you,
gnd all you can see is the gray and black underside (and
flaybe your life flashing before your eyes).

B While they sometimes appear in groups, they don't work
MBgether as a pack.

FEg  ANTHONY WATERS
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* Initiative: +0

ORLEH
Medium-size Humanoid (orlen)
Hit Dice: 3d8 (13 hp)

Speed: 30 ft.
AC: 13 (+3 half meral)
Attacks: 2 Large weapons +4 melee, or 2 Large bows +2
ranged
Damage: 2 Large melee weapons 2d6+6 each, or 2 Large
bows 2d4+2 each
Face/Reach: 5 ft. by 5 ft./s ft
Special Attacks: Telekinesis
Special Qualities: Dual Brain, Telepathy, random mutation
Abilities: Str 14, Dex 10, Con 10,

Int 12, Wis 12, Cha 12
Saving Throws: Fort +1, Ref +3, Will +2
Skills: Psychic Attack +3, Tech (any one) +3, Wilderness Lore +3
Feats: Weapon Proficiency (bow)

|

Climate/Terrain: Fertile valleys, shores, anywhere
Organization: Team (3-6), settlement (30-80 plus an equal
number of noncombatants plus 1 5th-level officer per 10
orlens and 1 7th-level leader)

Challenge Rating: 2

Treasure: Standard, 1in 10 has a relic

Alignment: Wary, peaceable

Advancement: By character class

This mutated human stands 7 feet tall and has two heads and
four arms. They will barter peacefully for relics and welcome
news from travelers.

Each orlen has a random mutation in addition to its nor-
mal array.

PODOG

Large Beast

Hit Dice: 6d8+1g (46 hp)

Initiative: +1 (Dex)

Speed: 40 ft.

AC: 13 (-1 Size, +1 Dex, +3 natural)

Attacks: Bite +8 melee

Damage: 2d4+7

Face/Reach: 5 ft. by 10 ft./5 ft

Special Attacks: Sound Mimicry

Special Qualities: Scent

Abilities: Str 20, Dex 12, Con 16,
Int 2, Wis 12, Cha 6

Saving Throws: Fort +8, Ref +6, Will +3

|

- Skills: Listen +4, Spot +7

Climate/Terrain: Anywhere there's food
Organization: Lone, pack (3-8)

Challenge Rating: 3

Treasure: None

Alignment: Faithful

Advancement: 7-8 HD (Large), g-18 HD (Huge)

A mutated dog big enough to carry a human rider, serving
as a battle mount.

One in a hundred podogs has a dual brain (giving it an Int
of 4) and relepathy. These superior podogs are highly prized

48



and farely for sale. (Whether owning an animal who's that
i I smart amounts fo slavery is a philosophical issue best
J i Sbroached with caution.)
“ m’ Sound Mimicry: Once per round, when hit by a sonic
. aftack, the podog can copy that attack and send the copy
¢back roward the original source.

X
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N AL ge Aberration

4 Hir Dice: 7d8+7 (38 hp)

B initiative: +2 (Dex)

BISpeed: Burrow 4o ft.

AC: 15 (-1 size, +2 Dex, +4 natural)

: ‘Artacks: Bite +8 melee

W Damage: Bite 2d4+6

" Face/Reach: 5 ft. by 10 ft./5 fi

. Special Qualities: Tremorsense 300 ft.

Abilities: Str 18, Dex 14, Con 12,

¥ Int 1, Wis 12, Cha 2

o T.Saving Throws: Fort +3, Ref +4, Will +6
, Skills: Listen +7

g Feats: Dodge, Mobility, Spring Attack

"

fCIimatafTerrain: Beaches, snowfields, anywhere the soil isn’t

. laced with tree roots

# Organization: Solitary

t Challenge Rating: 3

& Treasure: None

# Alignment: Hungry

8 Advancement: 8-10 (Large), 1-17 (Huge)

LY

I This mutated, air-breathing shark has the teleki-

= netic ability to push sand, loose soil, or even

[ snow out of the way as it “swims” through the

" ground or through snow. It typically aftacks by

i lunging out of the ground, taking a bite, and div-
ing back in again (Spring Attack).

" Some people call these things “land sharks,”

not realizing that there’s an even more fearsome

burrowing creature that often goes by that

name.

ROBOTS

™ Robots come in all types, and can be outfitted
by, With any relic weapons and other items. A few

are listed here as examples.
Unlike standard constructs, robots suffer
iticals, (Their vital spots are electronic, but
i they're vital nonetheless.)
== = Robots can be outfitted with extra weaponry,
[Bniiscellaneous features (such as communications
r), additional armor, etc. Look af relic
descriptions for ideas. The robots described here
are “stock,” but you can customize any and all
ithe robots that the explorers meer.

SSPIDER BOT
L Medium-size Construct (robot)

| Speed: 4o ft. 3

. Hit Dice: 3dio (16 hp)

rmor. Class: 15 (-1 Dex, +6 natural)

Attack: 1 blaster eye beam +3 ranged
Rapid Shot +i/+1 ranged
Autofire -1/-1/=1 ranged
Rapid Shot + autofire -3/-3/-3/-3 ranged
Damage: Blaster eye beam 4d6 (17-20/x2)
Face/Reach: 5 fi. by 5 ft./5 fr.
Special Qualities: Construct traits, Darkvision 6o ft., Low-
light Vision
Abilities: Str 6, Dex 14, Con —,
Int 8, Wis 12, Cha 6
Saving Throws: Fort +1, Ref +3, Will +2

Skills: — ‘
Feats: Multishot, Point Blank Shot, Rapid Shot e
Organization: Any =i

Challenge Rating: 3
Treasure: None

Alignment: Robotic, curious
Advancement: —

Spider bots are utility robots. They look like big, black, round
balls with articulated, spidery legs. A spider bot can produce
a thin arm with a vice grip hand to manipulate objects. They
scouf, patrol, and relay messages.

1

STALKER EOT

Large Construct (robot)

Hit Dice: 20d1o (110 hp)

Initiative: -1 (Dex)

Speed: 6o ft. -
AC: 23 (-1 Dex, -1 size, +15 natural)
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DEATHEQT WEAPOHE SYSTEMS
Weapon Type Cost Range Swath  Damage
Blaster cannon 5,000 ft. 20 ft. 15d6
Black ray cannon 1,000 ft. 20 ft. 15d6"
Heavy tore guns 500 ft. 1o fr. 8d6™*
Laser batteries 10,000 ft. 20 ft. 8d6
Wave €annon 1,000 ft. 30 ft.  15d6t
* Fort save (D€ 30) or die.
** Fort save (DC 26) or be disintegrated.
T Damage to forced fields, robots, and zap tech only.

Additionally, your typical deathbot is equipped with 1dioo minimis-
siles (can be launched up to 6 at a time).

NGO [T
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Artacks: Blaster +13/+8/+3 ranged
Rapid Shot +11/+11/+6/+1 ranged
Autofire +g/+9/+9/+4/-1 ranged
Rapid Shot + autofire +7/+7/+7/+7/+2/-3
ranged
Damage: Blaster 8d6
Face/Reach: 5 ft. by 5 ft./10 f1.
Special Attacks: —
Special Qualities: Construct traits, darkvision 6o ft.,
force field 75 pts., low-light vision
Abilities: Str 12, Dex 8, Con —,
Int 8, Wis 14, Cha 2
Saving Throws: Fort +6, Ref +5, Will +8
Skills: —
Feats: Multishot, Point Blank Shot, Rapid Shot

Organization: Any

Challenge Rating: 8
Treasure: None

Alignment: Robotic, relentless
Advancement: —

The stalker bot hunts down and kills enemies or
patrols important installations. They may be
attached to a robofic stronghold, or they may be
programmed to obey humanoid masters (androids,
archivists, efc.).

Stalkers are capable of powering down and
remaining in stasis for indefinite periods of time. Old
ruins, unexplored since before the Bomb, may hide
stored stalkers, ready fo come out and join the war.

DEATHEOT
Gargantuan Construct (robot)
Hit Dice: 8odio (440 hp)
Initiative: +5 (Dex)
Speed: Fly 300 ft. (perfect)
AC: 26 (+5 Dex, -4 size, +15 natural)
Attacks: See below
Damage: See below
Face/Reach: 20 ft. by 40 ft./10 ft.
Special Attacks: See below
Special Qualities: Force field 300 pts, blindsight 300
ft., darkvision 1,000 ft., low-light vision
Abilities: Str 40, Dex 20, Con —,
Int 20, Wis 20, Cha 20
Saving Throws: Fort +60, Ref +65, Will +65
Skills: —
Feafs: —

Organization: Any

Challenge Rating: Your guess is as good as mine
Treasure: None

Alignment: Out to get you

Advancement: —

It's a giant flying saucer bristling with weapons, and
it's all about killing you. You're too small for it to aim
at, so ifs weapons are freafed as area effect attacks.
Against these attacks that deal damage, you get a
save for half damage at DC zo. (In an alternative



. setting where smarty-pants rogues and monks have

[ improved evasion, the deathbot is able to target individuals,
B § with +65 on its ranged aftack, with multiple base aftacks and
A utofire.) It cuts loose with only about 10 aftack types per

' {\ . round, but it is capable to layering multiple attacks of the

. same type over a given area. Each aftack fype has a “type
# » ost,” as presented on the fable on the facing page. Calculate
the type cost for each attack in a given round, and stop

¥ when you reach 10. You can spend fewer than 10 poinfs in a

th mgie round, but cannot exceed that limit.

l:Fi"-"F'TII: ALLIANCES

U8 Crypic alliances are secret (or not so secret) groups work-
¥ ing fo some shared end. They might be political organizations,
power blocs, religious groups, or simply like-minded beings.

CRYPTIC ALLIAMCE DESCRIPTIONZ

Cryptic alliances are listed in alphabetical order.

§., ' Archivists
J Only the Archivists truly appreciate relics for what they are:
. objects of veneration. They collect relics, polish them beauti-
fully, display them on pedestals, and worship them. They
" incorporate whatever words and phrases of the past that
_ they can learn into their prayers. If they prey fervently
enough, the Golden Age will return.

- Brotherhood of Thought

i} These intellectuals and rebels attempt to spread the noble

. goals of equality, self-determination, freedom of conscience,
~ acceptance of diversity, and respect for sentient life. Thanks
i to their devotion to their cause (and perhaps to the underly-
* ing rightness of their ideals), they often achieve substantial

- success in helping sociefies establish the rule of law, inter-

#5 nally and externally. They're really not getting anywhere on
¥ the gun control front, though.

Created

Androids are perfect. The world is imperfect. Logically,
androids should rule and make the world perfect. As
androids can pass for pure-strain humans (“uncreated animal
beings”), they often infiltrate settlements and frick people
into working for the secretive “Created.”

_ Followers of the Voice

y The voice of God speaks through computers, His mouth-
pieces on earth. Computers are to be venerated and obeyed.
(Archivists are to be persecured, the schismatics.)

.

% Friends of Entropy

hey're on the winning side when it comes to the heat death
- of the universe and the eventual demise of all life. Only

L they're not keen on the “eventual” part of it. They operate in
b secret because no right-minded people would let these

~ lunatics live.

| Healers
Healers are committed not only to healing broken and poi-
. soned bodies but to mending hatreds and conflicts.

Iron Society
These mutated humans are out to eliminate pure strain

humans. They say it's because mutants are the next sfep in
evolution and they're just “cleaning up.”

Knights of Genetic Purity =
They want to purify the human gene pool by slaughtering
mutated humans. They prefer to get to the mutants when
they're young, before they have a chance to breed, and
they're just sure that the dirty mutants are after their
women. They have no particular problem with mutated
animals. For mysterious reasons, they sometimes spell their
alliance “KKKnights of Genetic Purity.”

Radioactivists

God, with purifying light brighter than the sun, has recreated e
the world. His presence can be felt in the glowing ruins of =
the Ancients, where He still works his miracles on those who
are worthy and who come to seek His blessing.

Ranks of the Fit :
A mutated bear, styling himself as a Napoleon for a new world,

is gradually conquering the globe with his disciplined, fearsome

army. Anyone’s welcome fo join, as long as they'll take orders

from mutated animals, who hold all positions of power.
Restorationists

By prioritizing action items and synergizing resource

vectors, the Restorationists plan to rebuild the world on an
acceptable fimetable. First, though, they need to collect, =
repair, and open fire with lofs of good relic weapons.

Seekers =
The Golden Age was a time of sin and war. Its cursed relics™ —a

are poisoning the world. The Seekers have a solution to this
problem: finding and destroying all the relics they can. Usin
relic weapons to destroy relics is forbidden, so Seekers try
nof fo get caught doing so.

Zoopremacists
With a logic that has come fo seem inevitable, a bunch of

7 - > v
mutated animals think that mutated animals are better than ~ { = =

everyone else. Those who agree are free to live and to iy
serve their superiors. Those who disagree make good eating.

CRYPTIC ALLIAHCE MPCE

Generally, treat cryptic alliance members as explorers (see
below). They may work in small strike teams (1d12 members |
plus a higher-level leader), form large groups (10-40 mem- é
bers plus 1-4 higher-level officers plus 1 higher-level leader),
or settle in strongholds and communities (50 members or
more, plus noncombatant, allies, domesticated animals, e’rc]

SAVAGES *

Savages have a primitive tribal outlook. They are good to
other members of the tribe, but they regard other people
outsiders. Savage males sometimes abduct compatible ¥
females as mates and kill other males as rivals. (Less often
females abduct males. When females abduct males, they m
get mates with betfer genes, but they don't beget more chig
dren, so their pay-off isn't as high.)




= meu 4-4‘-1 MHBDM CRYPTIC ALLIANCE

~dioo " Cryptic Alliance~— —— - T Relics
10" it MEn oDy It W S A Some
'n-—zor mmm‘ e e Some
iR o " ed Rumans m a MSH u&:me =N
en 3 Geénetic Purity® Pure-5 a'nm u » ,U‘:-m" [T 4
P Work-conglErP, sy B B Miteref R 7 Sae

—

—
- o A

Toar e
Dﬁl‘ l:rsﬂﬁs or &&T{“%Tﬁh

WETRY

"Lo?s_l?néans iwlce as many’ "None means none.

Bos | &

R el - - - -

na ans and animals.
Rol oll for mutations and defects as for a PC. If's easiest to
ice the savages have even'a single noteworthy muta-
ather than going all the way to 10. Fewer mutations and
means easier, faster GMing. If you forget to roll all
efects, that's OK, too.

es are found in small hunting groups (1dio members,
; with hunting animals), in war parties (1di2+6 mem-
s with a higher-level war leader), and in tribes (20-70
mbatants, twice that many noncombatants plus 2-4 war

5 plus 1 “king” or “president”). They may consider
_items of 'status, but they don't usually have many.

PLORER NPLCS

nter other explorers from time to fime. These

also serve for members of cryptic alliances; for sav-
d possibly as leader types among humanoid grotips.
4-6: Average Explorer Statistics gives average val-
explorers of each level. It assumes that the explorer
bdall 12s for abilities, and it “phases in” feats a little at a
ime. For example, at 1st level almost no explorers have the
mproved Initiative feat, and by 10th level they all do. So by
i ﬂ'élevei about half the explorers have Improved Inifiative,
'S0 the “average” explorer has a +2 bonus (half as much'as

i vou get from:mproved Initiative). By 8th level, three-fourths

of explorers have the feat, so the bonus rises to +3.

Apply stock modifiers to these base statistics. For exam-
ple, hairies get +2 Dex, so increase a hairy explorer’s
Initiative, ranged attack, Reflex saves, and Dex skills by +1.

To determine the level of the leader of a group, divide 100
by the number of NPCs in the group. Use that number as if it
were a roll on d% to see what level the leader is. (That's why
the higher levels are at the low end of the d% roll.)

For standard gear, equip an NPC explorer like a PC
explorer, usually in half metal armor with a ranged weapon
plus either a two-handed weapon or a one-handed weapon
and a shield.

DOMES

Domes are the ruined dwellings of the ancients. They are not
encounters in themselves, but they make good sites for
encounters, and possibly a safe haven for the explorers.

A dome is typically a rounded structure 5o fo 200 feet
across. Wide domes may have a series of smaller domes atop
them (upper stories). The domes are made from a durable,
solid substance. They have déors (now kicked in but possibly
repaired or replaced), but lhe domes have no windows. The
Ancients were able to turn the walls of their domes clear, so
they didn't need separate windows. Often, a dome has a
basement, and sometimes they are found clumped together.
They were homes, recreational cabins, and scientific installa-
tions of the Ancients.

Domes make convenient lairs for beasts, hide-outs for
marauders, or homes for savages. Most have been loofed of
original relics, but many times the valuables of former occu-
pants (now devoured) are to be found there. Tables 4-7, 4-8,
and 4-9 let you randomly defermine some things that the
explorers might find in a dome; roll once on each for each
dome. (You can use these tables more generally for ruined
cities and other former areas of habitation.)
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TAELE 4-7: RANDOM DOME m'l-mai_m_m_s_
d% Dome Inhabntams

1—40 ‘.Mo,pg& ufn ml W
- t i 1
< v i:g&w
s% ablﬁ“i”ﬁ- °‘ROWW3 -
el T ] Nmmﬂo!& M

6i—70 .ztdﬁ*z Cryptie Nkinc&:wnim‘s S O
. See Table 3:5, - 3
—80ss 0 EX Table-4-
81—go .+ =N
gi—100 Roll Twice and Combine: quld be allies -
L wioT enemies. e b A G & W
Ehl” " R 30 R e .

UIL DERNESS
EMCOLMNTERS

: e likelihood of encountering creatures and the sorts of
licreatures encountered is up to you, and the GM. But here

: ' some guidelines to get started, or to use as the basis for
your own encounter plans.

B8 One easy way fo prepare is to roll up a few encounters
i ahead of time and then, when the dice indicate an encounter,
se whichever one you have prepared and that fits the
.circumstances.

Some rolls for encounters are based on time passing.

2 Others are based on fravel. If the PCs travel, they have more
£ encounters than if they stay put because they're:more likely
4o stumble across other creatures.

~
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These are only significant encounters. You can also ad fib
encounters with prey creatures, such as giant mutated
aphids or mutant sheep.

SPECIAL ENCOUNTERS

Sometimes you'll want an encounter with a little more
“oomph” than a random table can provide. The following
examples should get you started on the right path,

Pack: As the explorers frek through the wilderness, a
pack of mutated dogs trails them. The dogs try to steal
food or scavenge other creatures that the explorers Kkill,
but they avoid a direct fight. If the explorers make efforts
to befriend the dogs, the pack forms what amounts to an
informal alliance with the explorers. The dogs are only as
smart as dogs, but that's smart enough for them to “make
friends” with humans. While the dogs and the explorers
travel together, the dogs serve as a de facto alarm sys-
tem, helping the explorers avoid the worst monsters.

Revel: In the night, the explorers hear singing in the dis$ |
tance. Three savage tribes have gathered for a revel. Theyl
are getting drunk onithe milk of mutated coconuts, singings
and sport-fighting. If the characters approach, they'll be
ushered in as fellow revelers, where they'll be challenged fe
prove themselves in violent sports. If they attack, scores ¢
drunken savages descend on them in a frenzy.

Frontier: A dozen towns and many smaller seﬂlemen
have formed a stable, prosperous community. The wild
ness for hundreds of miles around is slowly being
explored, salvaged, mapped, hunted, settled, and tamed. =
The explorers, coming from the umamed‘snde of the |
wilderness, can join the community and settle down (whif

L m e ‘Egﬂapalgn becomes more social and polit

&;m};‘
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“Deathbot Rampage: The explorers find a nice place. Just
bout when they feel safe, deathbots strafe the place info
Bin, chasing the explorers away. The explorers trek across
wasteland to find another place, but the deathbots blow
fhat up, too. Repeat until the deathbots blow up the explorers
or the explorers find some way to take out the deathbots.
Kook with a Gun: A crazy guy with a torc rifle. He shoots
the players just because he's bonkers. He yells, “I am the

g of the World! All will serve me or be destroyed.” If the
aracters can frick him, or if they just get lucky, they can

g him and get the torc rifle. When the characters attack
crazy coot, they probably damage the rifle, dropping it
tfrom good to poor status,

Land Shark: The land is criss-crossed with what look like
iant mole paths. These are the tracks of a land shark. Each
dour, there’s a 10% chance that the land shark comes by,
looking for food.

Cannibal Savages: The savages retreat into the hills if
hreatened. Then they call out to the others in their tribe, and
Isoon others answer back. Within hours, there may be a hun-
dred savages prowling the wilderness for the PCs. If they
catch the PCs, they torture them, kill them, and eat them, not
= necessarily in that order.

& | Bare Patch: The explorers find a large bare patch in the
trees, where not much grows. The patch has a rectangular
shape. Underneath the bare spot is the flat ceiling of a home
that got buried in a landslide long ago. If the characters dig
.down and break through the ceiling, they find an unlooted
house. Giant mutated ferrets are using it as a den, so it’s
musky, and the ferrets may refurn at any moment. In the
junk is great stuff, not all of it in great shape.

TRERSURE

The treasure that counts is relics. You can also dea

with freasures that aren't relics but serve as trade
goods. Depending on the encounter, standard freasures
seryday items of the Ancients (in more
ondifion), animal pelts, canned (or other-

reserved) food, or useful tools and gear (see

Gear, pa

TAELE 4-%: RANDOM DOME RELICE TAELE 4-3: RANDOM DOME MEHACE
d% Dome Relics d% Dome Menace
1—30 Abandoned Gear: Could be hybrid 1—20 Poison: Toxic gas, venomous plants, poison
“weapons, relics, mutafed plant and ani- dust, efc.
mal goods, frade goods, etc. 21—30 Radiation: Could be low intensity over
31—50 Original Relics: Probably hidden, hard to the whole dome or high intensity in one
get fo, or profected by some sort of location.
menace. Not a bad place to leave cam- 31—50 Vermin: Monstrous vermin or maybe lots
paign-altering relics, if you're going fo of little vermin. Spells like summon swarm
have any. and insect plague might work for these
si—6o Traces: Leftover hints of relics, maybe menaces.
very powerful ones, but they're gone 51—70 Mechanical Hazard: Weak floor, electrical
now, Could be grenade craters, foot short, collapsing ceiling, elevator that low
prints left by powered armor boots, etc. ers you inexorably into a basement flooded
61—go None: Someone else got there first. to the ceiling.
g1—100 Roll Twice 71—g0 None
91—100 Roll Twice

TAELE 4-10: CHANCE OF WILDERMESE ENCOUNTER

Each day (dawn to dusk) 10%
Each night (dusk to-dawn) 15%
Each day (or. night) of travel 30%

TAELE 4=11: RANDOM WILDERMESS EMCOUNTER
d% Encounter

1—50 Monsters. Your choice:
Table 4-1:'Random Mutated Critters
Table 4-2: Random D&tD Monsters
Table 4-3: Random Omega Monsters
Robots (1d4 spider bots or 1d2 stalkers)

51—70 1d2o0 savages. See Table 4-5.

71—80 1d6+2 Cryptic Alliance members. See Table

44

81—go Explorers. See Table 4-6.

gi—100  Roll Twice and Combine. Could be allies or

enemies.

Haunted Laboratory: The explorers find an uninhabited
dome that looks as though it's never been taken over and
used as a home, either for people or beasts. It has, however,
been looted (if not thoroughly). Then a ghostly apparition of
a pure strain human attacks the group, draining life away
with every touch. The apparition is the psychic echo of the
scientist who accidentally destroyed herself while frying to
use gear in the lab to transcend physical form. Play the
apparifion as a spectre. #



How many Folish seldiers does it
take to disrupt a2 Panzer
Battalion 7

Just one, when he can If¢ 40-tons ]
with, his mind...
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There Were Giants in Those Days... Part Three: Cien, the Shadow by Dennis Detwiller




j “1s that & phots of you and Cien there
! Mr. Moreland?

Yup. from 1944
Rialst after D-Day-

In 1939, the world was different. The Germans were
the only ones in the super.man business then. Back
when their troops ponred over the Polish border led by
thier Airman . They were unstoppable...

He and his men held out in Krakow,
hoping for some reversal, or 2
chance of escape. Instead, they died
one by one., One day st dawn Piotr
had had encugh. He charged the
German lines alone, unarmed. When
his Talent activated, he cutthvougha
German battalion like butter. His
shadew teleKinesis crushed tanks
and skulls, He Killed hundreds, and
then exaped Poland 4o
continue the Fight...

. We were heroes, We were
. putting the kibosh on Hitler.

Cien was just Piote
Ciowiski then, justa
Colonel ina hell of 2

mess. Surrounded on all
sides by an enemy who
had won the battle the
moment they crossed the
porder. But Pictr didnt
give up. Piotr never gave
up &arvﬂ\nps




Cien fled to Britain, and from there, fook tne fight 3g2inst the N3TiS werldwide. He
trained »t the Briish Special Opecations Enecutive,and joined the Talent Special
Servicd Squads. He fought in Nonvay , Sweden Denmark,France—all over using
his shadow— hands o 3wash tanks and men. The Nazis, of course, couldak admit
thata Fole was responsible for such attacks— much [ess 3 Polish Thlent. Buk to the
rest of dhe world he was a ray of hope. Along with Pevnast, Cien wa$ the first real

clue that the Nazig wererit Be only anes wilh Supers. ..

He went slong with the firsk British group of Tolents to North Africa.
Gelgatha Puppeteer,ihe Hutan Bullet, John Torn — the British Talents
embraced hie a5 a brother, and Fought the growing tide of German super-men
together, For two long years they toiled and died in the deserts, smashing the

AFrika Koeps and pushing Rommel back to Tunisia sad then out of Africa

altegether..

I met him in 1943, when the Allied
o=l Command was teying with the ide of
mining British and American Talent
| teams for aSsaults on Foriress Ewropa.
Me, [ was America’s hero | the
ladestructible Man, and he was Cien,the
saviof of the Polish people—together
(and with 3 litdle help from our Czech
friend Pevnost ) wa wrought havoc with
the High Command of the Third Reich.
We worked well together —we all did,
the Talents, We had s¢ much in commopn,
Only we underskood that cur powers
were only another tool, like 3 batooka,
ank or machine Sun . T"\‘ll{gwtnﬂ!!.
rNght circumstances, our powers would
mean less than nething .
Together we planaed the Tylent assaults
Aok viculd get s 3 foothold in Europe—~
Sicily, Anzio, D-Day...
1 don't remember how many times he
saved my life.. 1 couldnt aven b..s‘mb

We kicked around after D-Day, working
on breaking isolated pockets of
resstance. We smashed 124k 56 Pamzer
st Caen, we Kicked General Dollman's
defenses in like they were made of wet
Blankets.
Then news btgeh o trickle down aboct 2
new operation. Market Garden —planqed
By General Montgomery. I knew i4 was
bad news from & start, the plan was
fulll o holes big encugh to drve a bruck
“vnur
Cien was onboard Hvdusin -k
camteymen, the Fiosk Pulish
Tndependark Parachude Brigade was one ||
of the main forces in the operation.] sad
te '!lim"[ ad "P‘.m, you gp theie to
Holland and youl'll never came back..”




He neverdid come back.
The German Super-men were wiiking for him— Semehow they
Kaew he was teming,
Piotr took three with him before they Really closed infor the
Kill. He died doing whathe had always done—fighting
duspite the odds...
1 ot bugted down o calli Montg 2 sonofalorich we
hnﬁg:llabot full af’br;ms'.'?steadgr iokr, and the war limped
en.- Aok of us werk that way:

Some of us

<alled up before our time,

Cien and | knew the c3dS, and we
ay. Others were 50 imoceat, they

Some of us were shupid enovgh fo
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believe in geod and evil back then.

Next Issue:
Aesgir, the

Spear of the Gods






