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Mission on Mithril 
This short advmture, entitled Miseion on Mithril, is a complete 

adventure for It deats with the attempt on the part of a 
scout ship crew to get ttreir ship repaired on a frontier planet. It 
is asscim'edthat this adventure wilt be administered by a refem 
who has read through it completely and who is familiar with it and 
with the rules of Trwdkr. AH rules nscersaiary for this short adven- 
ture are contained in Trawlkr. Other materials which may prwe 
necessary include paper, pencils, six-sided dlce, and hex paper. 

AH Informdon Initially evailsble to the players is contained in the 
players' handout (reproduced on the next page) and in the p l a m r y  
map, These should be given to the- players before the adventure 
begins, All other informatlon in this adventure is for the urn of of8 
refere8 and should be glven to the plsyers only when e v w  dictate. 

Chmctws: This adventure is intended for use with a band of 
adventurers sawing as the crew of a scoutship on detached duty; 
the list of pregenerated charamera Is such a group. The advemure 
can b altered to use nearly any type of adventuring band. No 
specific skills are called for in this adventure. The charecter may 
find the following skills of some value: A W ,  navigation, leader, 
weapons, gunnery, meehanicei, brlbery, and electronic. 

In the event that a character does not have ATV skitl, the 
may assign A m 4  for use by the MMdual for use during the advan- 
ture. ATV-0 is sdk ien t  to allow the character to drive the vehicle 
in plain terrain at about half speed. Such an individual Is sevemly 
taxed driving the W k l e  in rough or mountain termin and quite hWe 
to ac-t and fatigue. 
-: The group should have a ship: It ahould be a type S 

scoutlder,  but other types are possible. 
lndhridusl characters have access to equipment In the ship's 

locker and to qulpment they have purchaad previously. They may 

the referee should read the note concerning the type of terrain. For 
example, for snow plain terrain, read the note: "snow plain, five 
hours per hex, smooth snow-covered terrain with scattered drifts." 

2. Weath#: Using the temperature and weather tables on page 
6, determine the temperature and weether for the hex. For exam 
ple, the statement could be: "temperature is minus 5 degrees cen- 
tigrade and the sky is ovarcast." 

3. Event: Roll one die on the event table, determine the specific 
evem, end look it up in the text. Read the line in italics which 
descdbes the sltuetion. Then ark the group's reaction ('What are 
you doing?"). When their reactions have been stated, impws the 
event resub, taking thdr reactions into account. Question them, 
if necessary, for additimal informatiwl and reactions. There is only 
one event per hex unless specifically called for or the group dallies. 

4. Spsebl fwm: In the event of a storm or a srpecial h x  loca- 
tion, a special event is called for and should be lmpowd after the 
regular evem has been imposed and resolved. The procedure is 
aimilar to that of the regular event. 

6. Prqmraolons: Ask for any other activity and allow the players 
to express themselves. This is especially the point for decisions 
to stop for rest w sleep, for individuals to elect to sleep a6 the vehi- 
cle moves, and p r  the adventuren to undertake other acthriies. 

0. Time: Indicate (and note) the total elapsed time and inform 
the characters of this information. Fuel conclumption (if required) 
should also be noted at this time. 

7. Condnuwkn: Ask the characters in which direction they are 
now moving. They may Indleate a new direction using the direc- 
tional rosette, or they may simply Indicate a course on the map. 
In some cases, some directlone are Mocked or irnposslble, or 
backtracking may be required. 

also, before the advenarre bqins, buy equipment from the wallable 
squlprnent list or any equipmtrnt available at the loeal starport {TL AN OVERVIEW 
7 maximum) i f  they have the money to do so, The remainder of the information In this chapter concerns tha 

variety of events and encounters which may occur. These items 

A SURVEY OF MITHRIL 
The group are now ready to set out in Fheii ATV for the three 

survey polnts. T h y  begin a t  the starport. The referee should ark 
tham what diredon they wish to travel first. 

fhs Osodsdo M-: Tha map of Mlthril Is a geodesic map whkh 
dlvides the world surface into hexagons and groups the hexagwrs 
into thngular areel. Adjacent triangles are bordered by s h a d  hex- 
agons; where them areas are separated, the traneltIon from one 
half of a shared hexagon to tts other half takes no addltfonal tlme 
or energy. 

Note that a polar route can take less dme, In aome earns, than 
a direct route between two points. 
-: Wnretlon can be expressed clearly and easlly by using 

the letters fwnd on the directional rosette. When the group wishes 
to move. they should mate one of the six letters to 
the referee. 

PROeEDURfs 
The m u r e  table indicates the varlous referee 

and player d o n s  to ba psrfmed during this adven- 
ture. The following m s  elaborate on this further. 

1. The terrain map of Mithril shows 
where the adventurers may go; the termin key on 
the map shows whst types of terrain may be en- 
eounter~d; the encounter tables on page 3 give a 
dwcrlptlon of the terrain and deteil the events and 
encounters to be expected. As each hex is entered, 

Include: 
A. Twain Ewnta and Enwumtom: Each hex lnvdves a terrain 

encounter. The tables for such encounters are glven on page 3, 
and the events are explained on paces 3 and 4. 

B. Anhwl Enooum:  Some terrain events call for animal en- 
counters. Some parts of special events also i m p 8  animal en- 
counters. All mimals (except sea matures) are combined Into one 
chaptar, beginning on psge 5. 

C. W m  Each day calls for a new determination of 
temperatura and weather. Formulae for the determination of 
tempemre and w-r are given In the refaree's notes Ipnge 81. 
W q e r  conditions ara arranged aa ?hat a perceptiw indMduet crrn 
note and predict storms if a I'ie mention is paid. 

D. SpecW Evmm The three amas to be lnvmlgmd by the group 
constitute special events and am covered on pages 4 and 5, In ad- 

PROCEDURE TABLE 

3. Event 

4. Special E m t r  
6. Preparations 
6. Time 
7. Continuation 

Refme Activity 
State hex terrain and give description. 
a. Detennim local temperature. 
b. Determina local weather. 
a. Roll for event or encounter. 
b. State event obtained. 
c. Impow results. 
State any speclal events celled for. 
Aek for any addltlonal activity. 
Note elapsed tlme for records. 
Ask for new direction of survey. 

Ha yer ActivHy 
Llsten. 
Listen. 
Llsten and react. 

React. 
Give Actions. 

Give direction. 



Players' Handout: Mission on Mithril 
This handout and the planetary map are all the information In- CHARACTERS - 

itially available to the players. Before the adventure starts, the 1 . Retired Scout 99397A Age 38 
players shwld d m w a  charsctsrs and pwehaae any Widanal eqrrlp 5 terms Cr2 ,W 
ment they feel necesmv. Pllot-1 , Vace Suit-2, Navigaticft-2, Shotauw2 

MFTHnlL 
This adventure takes place on Mithril QS680009). Mlthrll Is an 

sverage-sized world measuring 8,000 kilometers In dlammr, wtth 
a M r d  atmosphere and seas covering 80% d Its a h .  In 
actunl&, the water which covers MithrH's awfeur is mwtly kw 
Ice-caps cover both poten and much of the dcwnml lend m. 
The tamperwure on W r i t  r a m  rises above$ebzhg. 

MWlrll L lls!ed in the d i recmh 88 bvlng no -on, gowm- 
merit, or law level, but thia is not emirety true. The ie hsld 
in mew. by the loul l m m d l s r  gowmmnt, the F%WorI& 
CMlfederdon, for futurs 0-. A rudknentsry mrport (type 
E, little more than an admlnistretlon building next to 8 paved area} 
is maintained, and a port warden staffs the facility In order M main- 
tain the Swwd Worlds' ~wsrelgnty. The government Is very low 
profile. The local law h e l  d s t a  of regulations gwemlng behavior 
in the administration bullding. 

SCOUTSHIP BREAKDOWN 
Smut Sewiee Starship CentralAxis, on detachad duty, mttm 

out of jump apace from Olympla lhm days late. That sort of delay 
spells almost deadly &$aster to  the jump drives of the tiny scout; 
without repairs, the ship will never jump agaln. 

Below lies Mithril, a reserve world belonging w the Sword W o r k  
Confederation. Although the Sword Worlda government is not 
renowned for its frlendilnws, A neverthelms can't hurt to aek for 
hdp. The port warden answers communkmr beam and re* 
that he will be glad to give essisfance. Upon landing, the story turn 
out to be a M e  differ& fhr warden d#s have the pa- m b l y  
(a relay governor) and even has a hoist which is probably -ry 
for proper hstall&on. But the part Is valuable, and he wanis 
something in return . . . 

- 
Shotgun, Scout Ship 

2. Ex-marfne Trooper AB8B67 Age 34 
4 terms Cr2,OOO 
Cutlaaw2, Vacc Suit-1 , Bawling-1, 
Auto FUBel, Mechanical- l 
Cutlass 

3. Ex-navy Ensign 758088 Age 26 
2 terms Cr2.000 
Medicat-2, Computer-2, Vacc Suit-O, Carbine-O, Blade1 
Wade, Travellers' 

4. Ex-marine Force Commander 886B88 Age 30 
3 terms c r 2 , m  
Cutlass-1 , Revolver- 1 , Vace Suit-3, Laser Rifle-2, 
ATV-1, Brawling-1 
Cutlass 

5. Exmerchant 2nd Officer 8A6894 Age 26 
2 terms Cr1.000 
Streetwise-1, Vacc Suit-I, Pllot-1, Revolver-2, Gunnery-1 
Revolver 

8. Ex-army Captain 7996A9 Age 30 
3 terms Cr2,000 
Rifle1 . SMG-1, Vace Suit-1 , AirlRaft-I, 
Forward Observer-1 , Brawling-3 
SMG 

7. Ex-other 866994 Age 26 
2 terms Cr 1,000 
E l m i c - I ,  Vecc S U M ,  Computer-1, &I-1, Shotgun-0 
Shotgun 

8.  Ex-scout 365BBA Age 34 
4 terms Cr2.000 
Vacc Suk-2, Jack-of-All-Trades- 1, Automatic PistoC1 , 
Pilot-1 , Electronic-1 

A SURVEY SHIP'S LOCKER 
Mithril, the warden explains, has long bwh held in truat winst eight rrllec mhs, each with oxygen tanks for a h t  hours and b r t  

the day when the Sword Worlds need them to support continued range communicators 
indutrisl expansion. That day faat approaches. four EsrMnao, each with ten loaded magazines 

Quite mcently, he &ed orders from the Ministry of Remourees two autmatk pfsmls, each with ten loaded magazines 
to -in a detailed survey of certain areas on M i r i l  preparatory four cutksas, each with a belt scabbard 
to beginning exploitgtlon. The warden proposes that your group 
perfom that survey. 

Orbital data has aha& been acquired. A g o d  quality map of 
the world is available and serves as s guide to the data that the 
Miniattry warn. The points of interest are marked (A, 0, end C). 
Each gives an anomalous reeding; tha survey must resolve the 
discrepancies. 

b h t  A: Thidi polnt exhibits a high radioactivity readig, unrwp- 
ported by my appropriate planetdogical formations. Required daEa: 
what is the source of the r a d i o ~ i t y ,  and is it a recovemMe 
resource7 

PolM 3: This point exhibita an intense lightlshadow interfttco. 
The nature of the interface k not mpecially obvious from wbit. R e  
quireti dwa: what is the rearwn for this phenomenon? 
Pdm C: The shoreline along the promontory at this point is mi 

frozen, a l thow similar shatiorrs at thi tatitude are. w r a d  d m :  
why is this particular stretch of shoreline not frozen? 

The warden will lend you an ATV for uee in the survey. WhHe 
you are gone, he will replace the relay governor; it should take on- 
ly a day or two. The deal seems reasonable enough, and at any 
rate it's your only choice. 

one long rmga communhtor 

AVAILABLE EOUIPMEMT 
A m h  Tester: A solid-state device indiaating ?he at- 

mospheric percentages of elements present. A r d  lght glows if 
the a m p h e r e  is not breathable, while a grm tight g h a  if it 
k. Three we available, serial numbers 1-5768-3, tmB7893, 
and 1099-4792-2. Weight: 1 kilogram. Prlca: Cr1 BU each. 

M d d  W Modern flm-ald and medid  tmatmmt kit designed 
for non-doctors (medical skill 1 or 2) to use In hmdhg injuriesi. It 
contains medical instrumem, d i m  d8, w m  hottuctionrr, 
and medical drugs. Slze: 200mm by 1- lmll enough to fit 
on a belt). Welght: 1 kilogram. Price: W, 

Lw# hiok An experimental &el @abl- much 
the same as a laser carbine or laser dfle krtb In weight and 
handier in length, It still requirw a power p&& QW d h  or laser 
carbine power pack may be used). m: 3BQ inm. m: 760 
g m s .  Price: Cr2,000. 

The laser pistol flres like a slightly Wortor k carblne; It has 
DMs of - 7 a t  medlum range and -2 at great# ranges to reflect 
the difficulty of aiming without a shoulder stock. Laser pistol skill 
is not presented in T m v W ,  but any character may be given lasar 
pistol-0. 





It fim above wwer, The squid will roll the vehicle on 9 + and even- 
tually abndon its new-fwnd plaything after three hours. A rolled 
vshlcle can be righted by shifting weight within the vehicle. 

14. I- ColbpH: Occurs in Ice shelf terrain. A cmking sound 
indicates that the vehlch Is on thin ice. Throw 10 + for the vehlcle 
to react quickty enough to avdd the ice collapse; DM + A m  skill 
of driver. If the vehicle falls into the water, a major effort will k 
required to get back onto the Ice shelf. A channel must be blasted 
by the pulse gun to allow the vehicle to drive back above water. 
Throw 9+ for every day k which work is being done. Contlnue 
to throw once per day on the events table, with a DM of - 1. 

16. I#-: Oecun In Open Sea terrain. Icebergs are sighfed. 

around or just above zero. Close (very dose} inspection of the area 
will show that the center of the valJey once held a road, now long 
since worn away. 

26. Slnk-Hols: Occurs in rugged or jagged terrain. A large cir- 
cular cretsr with ice or rubble at its bottom blocks t h  group's path. 
This event has no real effect. 

27. fhln Ice: Occurs In ice shelf and Ice shelf edge terrain. The 
ice ahead ma thin to sup* dhe ATV. llwy must backtrack 
to another hex. If the group persists, treat as Ice Collapse. 

28. Occurs in open sea terrain. me A TV trembles, and 
then a school of  whales can be seen surrounding the vehkte. The 
whales are friendly and wlll remain for saver81 hours. 

Tha group should stay elem of iceberg$. Moving near one may cause If one of the group has telepathy, contact may be attempted: 
It to shlft, lifting the vehicle out of the water and onto part of the throw 7+ for there to be a response. Then roll on the reaction taMe 
berg. R wlll take 1 D days for the berg to shiftagain, or it can k in Traveller. 
hastened by using the pulse gun to chop it up. 

16. lmporrlbk Pam-: Occurs in mountain and jagged terrain. 
The wey ah84 is completely blocked end cannot be-negotiated 
by the vehicleB The group must backtrack to the previwa hex and 
try another path. 

17. Fluctudom Occurs in ice shelf edge terrain. There 
m y  be 8 m b l m  with wr course. Subtle changes in the magnetic 
field of the world may mislead the navigator of the ATV. Throw 
10c to avoid any problem, DM + doubk navigation expertise of 
the drlver. If the hrow L not successful, then the group moves 
to  the wrong hex when it tries to move; 1-3 one hex right, 4-6 one 
h x  left. 

18. Mwlmtm: Occurs In open sea terrain. A vest whidpool can 
be seen up ahead. The vehicle will be drawn into it unless the driver 
can throw 12 + (DM + ATV skilll. Once taken by the maetstrom, 
the ATV Is drawn underwater. Throw 10+ for the gun to be ripped 
off its mounts. After a violent ride, throw on the directional rosette 
to determh which adjacent sea hex the vehicle comes up in. If 

THE SURVEY POINTS 
The t h m  survey points on the map (marked A, B, and C) are 

the goals in this mission by the adventurers. 
Point A: This area has a very high radioactivity reading and is 

not at all healthy for long periods of time. If any animals are pre- 
sent (or an ephemeral glade Is presentl, they wlll be scrawny and 
sickly. 

Close investigation 
of the area will reveal 
a large quantity of 
m m l  canisters, each 
350 mflltmetarrs long 
and 100 millimeters 
in dlameter. The 
rounded end has a 
single ring, perhaps 
for a tie-down, while 

the ATV comes up under the ice shelf, treat its appearance as event the other hes a 
14, Ice Collapse. recesmd handle and 

lg.  Narrow Vmlky: Occura in mountain terrain. A n m w  valley a screw-on cap. 
with sheer sides c h &  movement in one dimtion. Throw on Obscure, unreadable markings are painted on the body of the 
the directional rosette to determine the directions up and down the canister. 
vall y. There are hundreds of these canisters, but very few are intact. 

20. Open W Occurs in ice plain terrain. Then, isno ice cover Many are crushed, and they are leaking fluid or dull grey gravel, 
h, and Me ground is exposed, &/though it is frozen. Throw once or are empty. These all give high radistlon d i n g @ .  Looking at these 
on the animal encounter table. I 

21. Samuo: Occurs In open sea terrain. The drifting A TV has 
brmune entangledin seaweed, Throw 6 dica for the degree of en- 
tanglement. Each person can remove one point of seaweed per 
hour, provided it is clear weather. However, no more than three 
peraons can be on top of the ATV or it may capsize. Working in 
overcast weather allows the removal of one point per person every 
two hours. Finally, a mild storm will add 2D points of entanglement, 
and a severe storm will free the ATV on 10 +; otherwise, it wlll 
add 30 points of entanglwnent. 

22. Shmhw Rerta: Occurs in open sea terrain. Waves cam the 
ATV to shallow reefs which threaten to wreck the vehicle. Throw 
9 + to avoid the reefs; DM + A l V  skill. If they cannot be avoided, 
throw 1 0 + to successfully navigate through them; DM + A l V  skill. 
If all Is not successful, throw once from each direction on the An/ 
damage table for results of the buffeting. Assume that the reefs 

damaged canisters shows that the screw cap is actually connected 
to an interlor compamnt  which pulls out when the cap is 
unserewd. 

The interior capsule is transparent and appears to be crystal or 
glass. 

There are hundreds of these canisters, and perhaps twenty per- 
cent are unbroken. Unbroken canisters show no radiation readings 
and are safe to be around. 

Refem: Thii Is a vary dd, radioactive wane dump. The materials 
within the canisters are remnants of manufacturing processes, and 
while they were useless at the time they were dumped, they are 
probably now useful to Induatfy. Each Unbroken canister has a value 
of Crl0,000, with perhaps 200 such canisters available. 71s ATV 
can probably carry fifty of the canisters. 

In reality, the group would have to smuggle the canisters out past 
the port warden or perhaps come back In the scout and pick them 

surround a small frozen desart Uand. up later. When they tw  to sell them (on a tech level 9 + world) the 
23. loping SheH to Watw: Occurs in ice shelf edge terrain. A price they get will be closer to Cr5000 each (remember, the buyer 

~ p i n f l d g e o f t h i c e & ~ w i l l a l l o w t h e A W t o d ~ w o u t o f t h e  hastotnakeaprofittool. * 
water onto the ice sh&. Polnt B: This point in jagged terrain suddenly w e d s  a very large, 

2 4 . h - G o h g :  Occurs In rugged terrein. 738 vwymg&natura very deep cham. Its shew walls drop vertically neafiy 1 500 meters 
of this termin forces e reduction of speed to half normal. Time in to a flat, dry bottom. There appears to be no way to reach the 
the hex iis doubled. bottom. 

26. 8hangrLh: Occurs in mountain terrain. A perfect, warm As the day passes, shadows wlll begin to lengthen on the rock 
valley Is found ncsstled in the mountains. It should be treated as walls and two facts will become apparent. First, the vertical walls 
ephemeral glade but does not disappear. Temperature should hover give evidence that they are of artificial origin. They look as if they 



went carved from Mmk, p h p s  by fwas cuttlng lasers or power 
Mams. Seaend, the wda are not ent9rdy smooth. In many places, 
they are eroded by weather end wlnd. In others, &relief caw 

I lngs are Mi visW from dw creadm af tha wllls. They repwant 
upright bipedal beings, roughly humenold, with anlmal heads end 
taus. 

Referee: The lightlshadow Intarfm~ in c r m d  by ths sheer ddm 
of the chasm and the poddon of the sun at certain d m  of the 
d a y . T h e ~ s u v e y ~ t h e ~ a t l ~ t h s d g h t m ~  

Clontinued investigation of thls chasm will reveal the following 
ad€iltional fam: 

1. The bottom of tha e h m  mrrst be wd l  dmlned, beewss It 
is dry, and storms and pred@Won are quite frtiqwm an this wwld. 

2. In addion to the ~ r d l e f  carvl-, large pwtians of the sheer 
faaes are covered with small figures - probably. letter8 w 
h i i b h a .  

3. Vsry close and interme lmreetlgetlon will show that the fim 
are rewgnlmbde as crudely Aahn - inteliiim earnhrorss &bss 
civilmation lies many pawem from W e ,  

Paht C: The a h d m  a l q  thl. pdm Is unfrozen. Wsndeting 
around on the b c k e s  and see-cfma shwld &ow most ImlHgent 
~ s t h a t t h e m I s a s t r a m t . ~ s w f ~ o u t i s  
warmsdnssr the equator, and drifts up and around this arm. The 
~kemghtopraduMIemarginallywannereIimatekrYhiaerea. 

Ephemed glades occur any time the ternmature goes above 
0 degrees for two c ~ w e ~ y a  In tr snow plain hex. When an 
ephemeral glade is called for dte.fdlowhsg dmriptlons should ba 
made. 

l f thm~Apps lnWNkt f#Rr tykRwwrt :Th ismmlng ,  
pak green shoots are wringing up tGwh the snow. AS the day 
growsolder,the~growwkhphsnomenalspssdd are- 
two to three meters high. 

If the Qbd, k A h d y  m: A large, green glade rurved 
kilometem across mntera on a m a l l  cold wster pod. Anlmal lh 
11 present (If not m b  vlslWe1 M n  the flora of the glade. 
Beceuse of the local air tempmature Move zero) and ttte s b r  
tbe plant8 provide from the wind, the gl* provides a very nice 
tocation for a amp.  

H t h e T ~ P m p l B d m v ~ T h s g l a d o h a s . t u m s d r u d -  
d a n l y ~ , ~ i t ~ s ~ n g u ~ o n ~ . ~ f t h k t ~ ~ h o ~ , ~  
ia no ddenae that the glade was ever there. 

AN [MAL ENCOUNTERS 
The flora and fauna of Mlthrll are slight, espeaidly In the face 

of ire extreme climats. Ttwm animals to be am barkally 
a few herd anlmab, some flyen, and a speclei apach known an 
the ealmsnder. In addldon, temperature attd alimete amatImam 
wMl pIOduca awnethlng known as ephemeral glade in mow *in. 

When direct4 by the events table, roll on the 4rnd ancounter 
tabla fw the type of anlrnals Involved. Assume that the edwmmm 
do not have a u r p b  (cruYng aa thay are in a large vehidd; animah 
have wFPPJIw ca a Brow of 7 + .  

A eweU teble is p u i d d  for ephernsrsl glQdae. Rm surface wr- 
rekr cable Is for ell other situations. Sea mcounwra am handled 
dlmtlv Fn the ewrnts daseriptions. 

When the tamperamre rises above fmdng in Bnow Hln, the 
~ o f f l w e o n h M t h r l l g a a n i n a t e m d ~ p u ~ n g s ~ e b w e  
the mow. Their growth Is quite te, and W produce a lush glade 
within a day An ephemeral glade meuples a roughly c ~ r - a r e a  
about two or three kilometers ecm8 and GO- on a wd of 
d t e d  (but still quite cold) water. This H ir the key to& ghdc 
the @bma spring up whsn the p l  a-, d most have tong 
roots leading to it. If the pool is drained, tha glade wBll wtdw and 
dls within 8 few h&. Dralning wwld require refueling the ATY 
with the water and $lep wasting it, W b l y  with p u b  gun shots. 
Thma m l s  are shall& but do contain m u g h  water io r e f d  th8 
ATV about tan times. 

GI* wither and dle by the~mahrs8 w soon m ths Wmpmtw 
goes M o w  freezing. In the flwdng hwra M o m  then, m r ,  
thy flourish with plant life and attract a n i d  Ilk which coma fw 
the food and shetaer that W glade provides. 

Whenever a glade appears, treat It as a spacia! wmi impoad 
after an ordinary event. After describing the glede, impoee tbm 
anlmal encounts from the glade table per day. 

THE ANIMALS 
There am tvw ty- of animals of sped& Wemat shown an t h e  

 tables: cryatellice (very m U  mdwud, and dmdm 
~Il?iermktents). 

Them very small reducers appaar to be small wysEels 

ANIMAL ENCOWTIER TABLES 
SURFACE TERRAIN 
D& Qty A n M  Type W w t  Hh, Armw 
0 1 Hunter WOkg 271 8 cloth 
1 1 Killer 4OOkg 1919 cloth 
2 4 C h e m  2001rg 12/10 jack-1 
3 IS Gren#~  lookg W 8 hck-2 
4 24 G r m  200kg 16/10 jack 
6 99 VetySmallReduoem 3gr 11 0 none 
8 44 Gnrurre 2OOkg 91 8 jack 
7 5 Flying Intimidators 26kg 81 2 none 

There are DM8 to thb table, dqmding on the tsrmin type of the hex: Ice sttelf, 
others. no DM. 

EPWEMERAL GLADE 
Die ow AnxinalTvpa 

1 1 chaser 
2 24 Grazers 
3 1 Amphibian Intmmfttent 
4 1 Intermittent 
S # VervSmallMweere 
6 12 Graaers 

MlthrP - 410+1 
Wounds & Wmpns R~~ 
8 claws AQ FS Sl 
13 ?wth+l A4 FB S2 
9 clews A8 FS S3 
4 howss Fa A9 S2 
8 hooves F7 A8 53 
1 stinger A9 M SO 
6 hooves n ~ w  
6 as blade A6 F8 S 

-1; mumain, +2; roughorjaesed, +l; all 

mtwn l6+l 
wt Amwr wom&& weapms +*mW 
2001rg 12/10 jack-1 9 claws A8 F8 $3 
1- 818  kck-2 4 h w w  ' Fa Ag S2 

12kg 613 jack-1 4 claws F4 M 81 
12kg 101 4 jack-2 12 claws A4 F8 81 
3gr 11 0 none 1 stinger AS FO SO 

200B;g 91 9 jack 6 hooves F8 A0 S4 



o f b a n d 8 v e m p h e s u r f a c e o f ~ a n d k e ~ ~ . W h e n  
an indvidual pamm thrwgh a group of them, many attach 
themsalves to Wing or equipment. Mimrtea or even hwn W, 
W W * w - m M n a n d m . T h e p a h o f m m  
in -, and enwgh can w d y  i n j w  or kilt, Roll 40 for 
t h a ~ ~ e r y s t a l # ~ a t E e c h e d t o ~ o h p # w n . m o n l y w a y  
~ m h r e m o v e d I s b y p l d t l n g t l m m o t f  ombyone. 
- - 4  -Thh 

beneath tb Ice md 
-7 snow to buM h p  

warrens and wlda 
nngkro laby* 
laadtinthePundsIra 

' .youna.Sheleattehdsd 
byanumbrofdrone 
~ w h o ~ h #  

~ , ~ h r k d d a m f o ~ . f h e p m t e e r o t ~ a ~  
aex and IQ distinguishad by a f l em dbpoaltlon. 

~ a r e ~ s n d  will s t d m d l  Itma. wmkllv 
shiny or thbr Thy can be rxpmd to b l  I m m  
~ f f b o # s f r w n t h a A T V , o r s m a l l ~ t f ~ c s n f l n d t h g n ,  
sborlng them deep wlthh W r  warrens. 

~ T M s ~ o n t h e p s r t o f t h e ~ n d w e a n b s u w d  
an a dcBe advenwre for the group. Ths prowtor eslmmdw will 
k ~ t o ~ d b w ~ t e n t o t h e d w t h , a n d 5 0 ~ p r e  
mcmra will eome to lbs ald. Thsy w#l d m  d & W y  have an ad- - wMln ttw &m of their own warrens. 

f h e s e w a ~ ~ a b o b e e x ~ m e o n t d n o t h w ~ ~  
intwmt s t a h  from prwiow mxploram ar ex@Mons. 

REFEREE'S NOTES , 
W refwdr noma am intumhd * pmMe J m  k r h -  

matron to ths refem In the adminlatmtlon of thls adwntum. 

TEMPERAtWtE AMP WEATHER 
M k h d  la s wild, cold plmet 4 t h  a violent dlmate. fhe 

d d y  mnpemturo is bdow m C m r i t I g ~  (Mow fnrezlltg), and 
tlwmma to Iowa of thlw below. Weather can b chdfk i  w 
eksr, owmast, mlld storm, and violent atom. 

The w e  &tab of mperaturs and westhsr em dotemid  
u a ~ ~ a n d a r n c o m m u n i ~ t o t h s ~ ~ n g t h e  
w e d m  pbm of the pmedure. . 

T ~ D . a s r m l n a k n : T h e i n ~ ~ ( a t t i w s t a r -  
port1 Is right at zero d8grem ten- 
tIgmde. Throw two dice and - 
t t w ~ ~ r ~ ~ . m ~ f a a n  
i n c r w s s o f ~ t n t b c w t w r t  
~ . D M a n w y b w l k d f o r m  
a d j u e t t h e ~ i f I t ~ b s y o n d *  
appropriete range. If the 
i r k t h a n  -W,thmthaDMh +I. 
It .hould I- by t lta t2, +3, 
m.1 each dayudlthstsmperstum b 
gmmrthan -3o.tFthebmpmtm 
Is grsatsr than m, then thm DM 
shoutd be -1. l t s h o u t d ~ b y  
1 (to - 2, - 3, etc.1 aach dey untll ttm 
tempemre k kso then zwa. 

- - O f ~ ~ - p a d u E s M y f n e v  
wtth a m l m u m  of rwsr 10 &gm, rrdntmum mar -60, d 
avemga mar -10. 

T h e r e f e m a m y ~ ~ a t m t h a D M s a s n ~ t o p r o d u m  
degired maub. 

W#thr &we tha ternperaturn hao been deter- 
A l k r e d . t l w ~ m u 8 t f L w l t b ~ t y ~ f o r t h 6 d a y . R o H o n e  

dle on the weather tabk. If tha -- f- tunmeraturn has &anad k at h a  
mi9 weatharfyps m ~ & % g ~ s i n ~ t t w ~ r w i w s ~ ,  

1 Clmr appAlaDMof +2; W t h e ~ ~ s  
2 Clsar w&r war wercaat, apply s DM of 
3 ovsrcsst +I. 
4 OvercaPt T h e  types of weather are shown 
6 Mlld Storm on thm t a b :  
6 Mlld Storm ~ T h e ~ 1 a c t s a r a r w J y p a n t y  
7 Sum Storm aloudy. Whd6 am rn&emte, mnd 
8 Swm !3torm w m k r  playa I l r e  part On W W s  

avwKs. 
Ovrro#t:Theakyiaclwdyutdmybadsrk.Thswrnkm~ 

Me. Strong winds may Mow, and t h m  m y  be #ght praolpfwm. 
8evere ov&c88t a d  nimnfj Wsnde -pay hewy 

~ ~ . I t h e w r r W r k W r r s p s r a t u r e ~ ~ w m , t h s ~  
t k n w l l l b e r a l n ; ~ R w O H b m w . S t w n w o c w r a s ~  
events; In the weather piww of the procedure t a b ,  the refama 
ehould -that the weatherb wwcast. The mrm h u l d  occur 
~ I n t h e d a y , ~ a ~ d ~ .  

f h s ~ W e ~ f w m l l d w d ~ e o w m s . ~ ~  
d o u b l e i h e ~ o f t h s ~ l i a s d ~ w .  
M: Rain does not aeeumulsw. Roll wts die for an#wm, 

~WWWEC m u w  by 26mUlknetersfwamwm. Ifthe- 
f o r t h e n e ~ d a y k b s l o w ~ , t j e r a l n h a s ~ n e n d r s w y w -  
cumulate w ice on the v&&, tents, #rd sqdpmnt. Bmddng frae 
for clewing ke takes one how'# work per 26 mllmewrs of lea 
~ ~ m u l a t s d .  

Smw:&wwW#lm~mdeteto 1Dtimw 100mMnwtem.Ovw- 
night, M s  can drift and covsrtt#ATV, raqulting at teaat an hour'n 
work ur dmr the vekb. 

~ : w h m t t w t s m ~ r l s e a a b w e x e r o , t t l m b e o w r  
bagha to m, mekiNg fowwd prograrse h n p o s s ~  u w  dm 
tmpmture again bslow the fmwhg polnt, 

R r d k t k n : T h ~ D M 8 ~ h M ~ ~ e a t h e r I + 1  f ~ m o ~ r -  
wat; + 2 for radkal tewemm change) and thm fact lht stoma 
wOWadyoowrifthemamlng~lsOWm)BBt~BCIMl(lht#BT- 
Ing on wearher to make some prediction and preperadon pwdk  
o n t h e p m o f t h e ~ . ~ H m o m a k e d f a m i n t h i s ~  
tlon should be ~ c o u m g d  by dm dm. 

I t c m b a a s u m e d ~ t h e g r o u p o f ~ r e r s w l l l W e s a m e  
WwOththemwhen~moutmthewsrvey.fhlawiflpmbaMy 
amount to 6P muds per pemm, who wil u& require three m d s  
w&y. RthasurvaymkemanyWlsngthoftlme,huntlngdraukl 
become a requitad soutca of food. 

Anlml snowntsn a h t k l  hthm mwma of all food. Th4redwdd 
k ~ ~ ~ l l a d f o r b y t h e w e m t a l A e W ~ p l y  
~ g r w p ~ ~ s u p p l k b ~ n s e d . A n h n a l ~ o n ~ I s s d l -  
M,withtheexaeptionofthemamandera. AsnoteUInTrrvllw, 
6%to30% ( ~ ~ ~ 6 % l d a n a h l m a l ' a w e i g h t k e d l W e ~  
Om kilagram of m a t  w#l supply en- for thee me&. 

mrrt I H s o n ~ I s ~ n o t s d i b l s .  F w o n r n t M n g , k ~  
t m l b b , ~ l Y ~ - f r o m e p h # r w r a l g ~ w . F w - ,  
most plsrrt Ilfe on MtthrH Is s l m  phnous; emugh 30 mum 

ache w M n  an how. 
~ W h e n u t 6 s n , a ? i c e ~ ~ , w a t ~ I n ~ ~ ,  

R h ~ e t o b y f k h l ~ f w f a o d . R l h h o o k s d f l m m n w n l l y  
bs produced from -1s on the Am. 



T k w  8 + per hour pgl. person involved to catch something edi- 
ble (one kilogpm of edibte fish). Fishing is not possible in miM or 
severe s m .  

&ek of food will severely debititate the adventurers. 
ale shouM go to a r@mm of onr 

of meet per meal. On this 
ction of - 1 in strength or 
d, the reduction is - 1 from 
ood is again avaiiable, each 

persan will re@n rtmrgth or endurance at the rate of + 1 per day 
until nrtumed to nocnrd. 

If, under the nduetions in strength and endurance, a 
charemlwirtic ruach~~ z w ,  the individual has succumbed to 8tar- 
vatkxr and is u a b s  until f d  becomes available. 

T4NK A m  TRAVU 
D&g the advmtwe, time should be measured in hours. The 

referee strould keep trck of fractional hours &so, but anything 
which takor ten thrn S minutes should be ignored. 

Mithri has a twenty hour day. Most terrain requires increments 
of five hours to -. Perhaps the simptsst schedule for the 
adwmturers to fdlow b 8 ten hour travd day f ~ l b w e d  by a tm 
hour rmt -. The ten hour night allows time for eight 
hours stoup, plur two hours of general recreation, exercise, and 
0 t h  Wvity. Tha tm hour day ellows travel thFoogh two fivghow 
terrain hsxm a orw'tm-hour hex. In the case of a fifteen or twm- 
ty hour hex, pert of it should be traversed in one day, an encamp- 
ment madir, ad tho nrmindor traversed in the next day. 

Ewnts: Each hex prag.m/ should have one event on the tables. 
Where the stma hm rrquirae more than one day, an addttiotwl 
throw on the ewmm mry be mwb in the following day. W h m ~  
two hexes am CIOI).B in a &n#e day, there should be an event 
throw for ewh in that single day. 

greatsr costs 1 power point for heating; each hour in which the 
temw%atre is N o w  zero cosltsl2 points; the cmt kummes by 
osla point if any door8 or hatches are open for any Iargm part of the 
how. Movement also costs w~y; soch hour of traval in wn- 
tabs costs 2 points; each hour of trrrvel in any other terrain costs 
1 point. Use of the laser also ooats wwer. When the total reaches 
zero, W ATV may not operate until refueled. 

md O p w a t h :  Normatly, the ATV is spchrated by an in- 
with ATV skill. Lack of A N  skitl will &tow normad menewer 

at $tower speeds (adding 2096 to the nomial time per hex). A N  
skill of 2 + will rssult in a reduction of - 1 an life support cost in 
rough or mountain terrain. 

Soms events ma A N  to be dam@. When 
th .the referee sh whkh side of the vmcle 
has been hi and should rolt on 
zhe spfwapriore column of the ATV OAMAQE T A M  
A N  $ w e t a b l a ,  Reaults ere &e Front Skfb b a r  
explokwd belaw. 1 Breach Breach Breach 

Th- is a hole in 2 Visor Door Lbur 
that side of the vshbcle. It may 3 Powef Motor Fuel 

d after 30 mimtes 4 Lights Gun Fuel 
e vehicle is st Ma, it 5 Gun Breach &each 

may sink. 6 Gun Motor Bseech 
DOOF.- A door hes been watped 

and is unusable. If a side door, then the airlock camrot be used. 
tf the doer  is open, it may not be &as&; if closed, it may not be 
opened. The twdtop htrtches will atways be available, hotrvevff. 
Fust: Tbia fuel tank heas bssn hated. It may be patched with 30 

minutes work. In the meantime, fud rawnaining is bst. 
GwThe pulse laser has bgen ; anyone firing the gun 

when this occurs M e r s  20 hits. 
exterior lights have besn shattered. The 

in mountain terrein (add 5 b u r s  to tha t-I 
time nseded to crors the hex). 

THE ALL TERRAIN VEHICLE Motot: The Am's moton have been dimbled. Treat as a vahi- 
da mstfunction. 

The Honomrn ATV (d tcneir~ vehicle) is e vacuum-oriented 
variant of the mom wmmon wheeled ATV; it boasts continusuis 
track8 and a mmpkWy U interior plu8 gn air recycler. 

The v e h i i  memo8 S.6 tonrud measures P.6 mews wW, 7.5 
metemfong, a d 4 . 5 m M g h .  kisfitted HLkh4 
canicgQ which allow8 taUl hsight to be reduced 
*www and - 

The power plant ir mounted left and forward on the vehicle and 
prov- emrgy for abtrk  motors in the seated undercarriage driv- 

is capable of speeds UP to 150 kph in 
consiatarabiy reduced in rough (to 76 kph) 

or mownsin (ro 36 kph) regions. Power for the ATV is merpwrd 
in points, which w eslymdbwl for various oper~tions. The! vehick 
isintendedforba&opoWem, but itdoes havea  goad 
endurn.  Tks power pint, aarsuming a full fuel load, can provids 
approxknaPdy 160 po&s of power for the vehicle, which are then 

t The the various power conamp 
vehicle are given below under 

AmwmRt: The vehicle is wmed eth a pulse gun, a light-weight 
laser m n o n  w k h  draws heavily ohthe power plant. The power 
expanded by ths weapon may he selected by the gunner, with 
pow@ eporlrrd & d y  affecting the possibility of a damsging hit 

e gun is the number of poww 
5 pow@ point8 givm a ahrow 

, 
er miesed or hit 

T Gunnery ok'1 is apptScobfe to ths pulse gun. 
Endmawe: Tempwatwe affects the ATV by placing a load on 

the heating c k c u k  esch hour in which the temperature is zero or 

Powcar; The Am's power pturt h w  b%en diWed. The veh&fe 
har no power left for movement or heathg. 
Visor: The driver's winddrieM M been shamred. It msy be 

patched, but the pstch is n t. The vehicle may move 
&y at  quarter speed and w ooking out the top hetch. 
If at sea, the ATV may sink. 

htd. The ATV power plant depends on hydrogapt, procured from 
water or ice. Refueling Wkw 30 minutes from water; it tdcss an 
hour from b. Refueling whik in the ocean rrsquiras m a n e  on 

and dear w e d w .  
at &a: When at wa, the ATV will float as long as the 
t and the doors ere ctcsed. l3y spinning its trewts, the 

ATV can move rather slowly. Throw on the directional rosette to 
determine the dirsction of ocean wrrents; the vehicle will drift in 
that -tion at the rate of ons hex in 20 hours. 

Opening upper hatches in overcest or stormy w 
water to e l w i n t o  the intetior ef the ATV. In such weather, exit 
shuid be through the air lock, which can be pumped out. 
Chmcters should wear vacc suits in watsr or they will f m e  to 
dsath. 
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Shadows 



Shadows 
lWwm &ventwe, mtltld Shadow, is a comptete ativemre 

for W. st M#lcsms a mysterious pyramid struchne on the 
, a sparsely aettted world, and h dfom of a 

band of to Imsstlgata it. It is wurned that the adven-  of^ 
~ ~ b e a d ~ b y a r e f a r e e w h o h a s & t h m w h I t c w n -  
pletely and who b f H k r  Hkch bath ft and the rutm of Tmvdw. 
All rules m r y  for mlr short adventure are contained in 
Tmwh. 0 t h ~  materiala whlch may prow newssaw Include note 
peper, graph paper, penolls or pens, and s i x d e d  dke. 

All infonnaotm idtially wallable to the players Is conmined in the 
played handout (reproduced on the next p-1 and In the aerial 
vlew map. These a h d  foe given to the playera -re the adwn- 
turn bgim. All other Informetion in this advmture is C r  Zhe use 
of the mfom and should be given to the players only when events 
dktate. 

Any group of ch- may may out on this p a r h h r  
adventure. The list of pregensmed charactem provides any grwp 
with a net of characters whleh Is well suited for the dtudon. In 
a n y ~ , ~ l m r o h r s d ~ h s v e s k i n s s u e h a s e l e e w n i c s ,  
gunnery, mhanlcal, medal, nevigation, and vacc wit fn order 
to avoid any bndicaps. 
-: The group should have a ship, and thls adventure 

a a e u m  ttaat it is a type S scout/courIer. The referee may allow 
mme other a h l ~  model if necwsaw. 

lndhrldual &re~tera have xce& to e q u i p ~ n t  in the shlp's 
I-r and to equipment thay have pwchad p r w h d y .  fhey nw 
&a, befwe the advenoum Wns,  buy equipmew ftom the wemle  
equipment list or any equipment available at the local starport VL 
7 maximum) if they have the money to do ao. 

INSIDE THE PYRAMIDS 
The pyramid -Is obvWsly an artifact cmelrueted by $om 

race (human or other), by all appearances at some d8te in the far 
past. The adwntumrrr ere forced to invmlgats h In detail. 

The computer vfew of the complex indicates obvious polnta 
of entry into the pymmtds; it does show swwal possibilities, each 
of which may be inws@atd. Each entry below describes l f ~  lo- 
tion, in- throw5 to use whlle Invdgadng, and then details 
the m d t a  to be implemented by the referee. 

1. The empty shaft on the platform appears to have vm# or 
drainage pipes at its base. The vant~  are obvious to th obmww. 
The shaft has a depth of m r l y  f 0 meters. The twin openings at 
the bottom af the shah wlll accept a crawling person afaer the pro- 
f g C f h  metel k r s  are cut away {with cutting equipment or enery 
weapon: ten minutem; another ten minute$ to * m e  the stub in 
order ta avoid cutting into the vacc suit when erewlhg through). 
Entrance leads to loeetion 32 on the power plant I d .  

2. One or more of tb m u a r y  figures an ths pletform (or atop 
the pyramid) may be mwable to reveal an entry. Fifteen minubes 
of close chcklng dl ahow that none of the figures in the parallet 
rows on tfte platform are mwable; throw 9+ for any one charmer 
to deduce that mme of the broken figures show solid construe- 
tlon and are not m a b l s .  This saves the 15 minutes. 

The single flqure atop the pyramid is constructed so as to pivot 
(throw B+ per five minutes, DM + 3 if intel B+, to so note). 
Stnrngth chamd&cn totalling '13 ere required to move it. It 
reveals a ve r#d  shaft of great depth. A dlm tight glows within. 
T h  aheft is shown entarrlng the top of diagram 1. b e n d i n g  this 
shaft wlll requira &, end a winging motion ones pamay down. 

The upper level Is tocatIon 1 on the interior fevd. The Iower leu 
is t-tlon 1 B on the deep level. 

3. Ether of the stairways may heve some lndlcatlon of a co 
c&d doorway. Regardless of how lq therre areas are c h e ~ h  

. . 

Diagram I 

CoWright 0 1983 by G m e  Deslgnera' World~op. All rlghta ram 
Rlntad In tha U n M  Sbtw of America. 



Players' Handout: Shadows 
This handout and the aerial view map of the pyramids are all the 

informdon initially available to  the players. Before the adventurn 
starb, the players rhould choose characters and purchasa any ad- 
ditional equipment they feel necessary. 

YORBUND 
9 This adventure takes place on the world of Yorbund 

(C7C6503-7). Yorbund is 1 1,000 kilometers in diameter, with an 
Inddlous corrosive atmosphere and seas of a similar corrosive fluid 
covering 60% of its surface. The wotld has a populdon of 227,000 
persons and has no established government. A generally accepted 
law level of 3 prohibits energy weapons and autorifles. The local 
technological level is 7, equivalent to the periad 1970 to 1979, but 
only limitsd manufacturing is possible due to the low population 
base. The local starport (Marion Starpart) is type C and ia located 
near the major population center of the world. 

Much of Yorbund is unexplored; population concentrates in a few 
natural caverns, Yorbund's major resource is fungi grown In these 
caverns: It provides food, fibers, and fuel, as well as being a mabr 
pharmaceutical export. 

S1TuAllO1Y 
After a cell at Marion Starport on Yorbund, consisting of a eom- 

plete refueling and a visit to the minor attractions of the caveme 
of Yorbund, the band of adventurers prepared for a m i n e  takeoff, 
bound outsystem for Kinorb. In the last few seconds before lift- 
off, however, a seismic tremor shook the field, disrupting the count- 
down. Although lift-off took place on schedute, the possibility re- 
mained that the ship sustained damage from the tremor. The adven- 
turara placed it in orbit while routine checks were run on all ship's 
systems for possible malfunctions. After three hours, ell readings 
indicated negative problems. 

However, the ship's seannm detected a surface feeture of soma 
interest. Located far Into the unsettled territory and not appearing 
on any maps, the feature appeared in a break in the almest -1 
overcast. An aedal view is shown on the map. Extensive use of 
the ship's m p u t e r  on the image data in memoty gradually expand- 
ed the information available, although additional images were 
obscured by the overcast and the nature of the atmomhare below. 
The thre&mrnid complex appears to be constructed &f stone haw 
ing a high metal content, with a high probability of voids within 
the structure, although none of high volume. The feature appears 
to  be old, oonsbwtd (rather than natural], and nat of human origin. 
It appeah safe for an exploratory expedition. 

The landing at Marion Starport pravlded some basic beckground 
to the travelkrs which it would be well to remember, 

1. The local atmosphere is insidious, corrosive, and will defeat 
all personal p d v a  measures within eight hours. The advemwers 
did not go outside at the BtarpoTt, accessing facil'ies through tun- 
nels. Their vacc suits remain in prime condition. Once the suits are 
exposed to the local atmosphere, they will need reeonditionlng, at 
high cost in money (Cr200 each) and time (at lem a week]. 

2. Yorbund Is largely unexplored; few people venture far from 
the starport and amociated caverns. Cloaked in a dense overcast 
atmosphere, little is known of the surface featurn of the world. 
As experience has shown, Yorbund is subject to selsmic tremm, 
ganeralfy of low magnitude, but sometimes quite severe; such 
tremors have been detected from nearly all points on the world's 
surface. Finally, the planet Is known to b~ subject to considerable 
volcenism. 

3. The ship is fueled and can maneuver for rrwrre time, even larsd 
mml arnm if necearsary, and stlll jump outsystem. In all probabili- 
ty, question8 would be asked at the sterport if the ship returned 
there, and Merion Starport is the only source of fuel insystem. 
f k adventurers decided to investigate this feature, d t)relr ship 

descended to the world surface, following a flight path to land 

wkhthln e kilometer of the complex. In the last few seconds of the 
approach, an energy Mast passed within mmrs of the ship, almost 
disabling It. lnstmmentatlon shows that the beam came from the 
pyramids. Computer readouts indicate that the ship will probably 
(80% chancel be shot down if it attempts to take off without the 
beam being disabled. 

CHARACTERS 
1 . Retired Scout 99397A Age 38 

6 trrms Cr2,000 
Pilot-1, Vecc Suit-2, Navigation-2, shotg'un-2 
Shotgun, Scout Ship 

2. Ex-marine Trooper AB8B67 Age 34 
4 terms Cr2.000 
Cutlarr~2, Vacc Suit-1, Brawling-1, 
Auto Rifle- 1 , Machanical-1 
Cutlsss 

3. Ex-navy Ensign 756388 Age 26 
2 terms Cr2,000 
Medical-2, Computer-2, Vacc Suit-0, Carbine, Btade-1 
Blade, Travellers' 

4. Ex-marine Force Commander 8BSB88 Age 30 
3 terms Cr2,000 
Cutlass-1 , Revolver-1 , Vaec Suit-3, Laser Rlfle-2, 
ATV-I, Brawling-? 
Cutlass 

5. Ex-merchant 2nd OMcer 8A6894 Age 26 
2 terms Cr1.000 
Streatwiaat , Vacc Suit-1 , Pilot- I, Revolver-2, Gunnery- 1 
Revoker 

6, Ex-army Captain 7996A9 Age 30 
3 tel'Ill8 ct2,ooo 
Rlflal , SMG-1, Vacc Suit-1 , AirlRaft-1, 
Forward Observer-I, Brawling-3 
SMG 

7. Exsther 856994 Age 26 
2 terms Cr1.000 
Ueetrwriel, Vacc Sdt-0, Computer-1 , Bribery-1, Shotgun4 
Shotgun 

8. Ex-acorn 365BBA Age 34 
4 terms Cr2,000 
Vacc Suit-2, Jack-of-AH-Trades-1 , Automatic Pistol-1 , 
Pilot-1 , Electronic-1 

SHIP'S LOCKER 
eight m h ,  each with oxyeen tanks for eight b u m  and short 

range communic8torrr 
four carblnm, each with ten loaded magazines 

- two aimmdc pi8tol8, each with ten loaded magazines 
' 

four cudamas, each with a belt scabbard 
one kng rango communkator 

AVAILABLE EQUIPMENT 
Cable: Fine, flexible plastwl cable capable of supporting up to 

260 kilograms. Available in 50 meter cdls, each coil weighing three 
kilograms. Up to tan cdls available. Price: C r lW per coll. 

R.wlvw S-. Cartridges for revolvers loaded with shot 
instead of normal bullets. In use, these sttells allow a character to 
use the group hits by shotgun rule when firing the mvolver. Woun- 
ding is 1 D, and the revolver cannot fire at long range. Not available 
for autornstlc pistols. Price: six urrtridgea for CrlO. 

Amwphme Tester: A soll&tate device indicating the at- 
mospheric percentages of dements present. A red light glows if 
the a t m m p b  is not breathable, while a green light glows if it 
is. Three are available, serial numbers 1099-5768-3,10986789-3, 
and 1099-4792-2. Weight: 1 kilogram. Price: Cr150 each. 
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Diagram 2 

platforms in the corridors Wt span full width of the small 
ehmbeas, W n g  a very r m d  gap (only a few wndmetm) atthe 
dmeis. In rowns hlgh Fevel floors, VitbMy the only way to gdn 
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b s t  two! at one s h .  dldng the platfom near tha immm wr- 
ridor; the gap which r m R s  will a k w  a person to dlp into the 
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b b # e n s  in addition fo the expded wses. 

L$hthg; All Interior rooma and cwtldwe am Hghted with a dull 



Game Dad-' Workshop 

glow from ceiling panels. Close examination will show (to one with 
e m &  skill) that these panels use a form of electtoluminescenee, 
drawing electric current (in low wattage) from connections direct- 
ly in the body of the pyrmBm&. Shooting w bnraking a specifk panel 
(they run about 6 meterr long) will not ednguish it unless the en- 
tire panel is broken. Two areas (locations 20 and 23) on the deep 
level are h darkness, and close examination will show that the light 
panels in them arms have been deliberately broken to put them out. 

Temperature: Temperature is constant wlthln the complex, 
always 20 degrees Cat chest height. However, temperature varies 
with height wwin the chamhrs. Near the ceiling, it rises to 26 
or 30 degrees; near the floor, it reaches 10 degrees. This differen- 
tial contributes to the maintenance of the vapor near the floor. An 
individual with electronic skill will deduce that this is produced by 
rdid-state electromegnetic effects. 

The Faults: Two locations show evldence within the irttwior of 
the pyramid complex. One, In a horizontal corridor on the interior 
level (shown in section in diagram 61, has wcurred where the cor- 
ridor t u b a  have changed oriemsaion rrlightly. Someone with naviga 
don skill may notloe Mrow 9 +; DM + 2 If Intelligence B+) thai 
the fault corresponds to the juncture between the two adjacent 
pyramids. The meaning of this fact Is not obvious. Visible at the 
horizMltal fault ate th upper vent #ti bwer &An pip, with opaque 
vapor drifting down from above. A second fault (at location 14 on 
diagram 1)  is located in the vertical shaft leading down from loca- 
tion l to location l 5. This fault Is not as obvious as the horizontal 
fault and will prohaw not be discovered unless inspected as sdven- 
tgnrs move down the shaft. Note that a simtlar shaft connects 

Diagram 4 
locations 9 and 21 but does not have a fault in Its length. 

THE INDlVlWAL LOCATlOIYS 
Locations on the floor plans range from 1 through 32, each of 

which denotes an a m  of potential interm. By invamigation of t l m ~  
e adventurers may well discover what shoutd have b e e m  

by areas# now % eir defacto goal: to find the controls of the complex's 
-If-defense beam and disable them in orderto allow their ship to 
leave again - all withln the eight hours Imposed by the local at- 
mosphere's effects on their vacc suits. 

Although the band may feel that spliing up will provide the 
greatest chance at rmutts, this should not be allowed, regardiasa 
of how many a n  in the group.'There is safety in nurnbsrs, and the 
band should be so informed; in addition, single groups ere mom 
efficiently handled by the referee. Should they i d s t  on splitting 
up, each band should receive a negative DM of at least - 3 on all 
hrows untll the banda reunite. 

It should be assumed that movemenr takes l i l e  time, but that 
careful search can be very tlme consuming. As a wtt, apply the 
following time spans: 

A. To move from one location to an adjacent location (except 
changing levdsl: two or three minutes. 

B. To casually look into a location: two or three minutes. 
C. To carefully search a room, aufflcient to attempt the throw 

for success in the search: tan minutes. 
Other times are given with specific areas or locations as 

necessary, 

INTEFUOR LEVEL LOeAflO#S 11-13) 
The following locations are situated on the interior level: 
1. h g a  c-. This chamber, on the interior level, ia the area 

entered from the shaft leadlng down from the statue atop the 
pyramid. Its center Is also a shaft leadlng down some 95 metem 
to the deep Iavel. Essentially a simple walkway surrounding the 
shaft, this chambw is bare of any features and does not even in- 
clude fixtures on which to fasten cable or rope. 

2. Small Chwnbar. Throw 9+ for the door to be open. This 
chamber has a high Iwel floor and is reached by climbing up a sat 
of raised stair rungs and passing through a doornay onto the m d  
floor. The upper area is empty except for some dirt and debris. For 
careful search, throw 5 i- ; If successful, it will reveal that the din 
and debria are animal dropprngs end that the area under the flow 
Is emitting noises as If there are animals down there. If a character 
manages to get Mow the floor, a set of animal lairs will become 
apparent; consult the ancounter table. 
3. Smd U t a h .  Throw 9+ for the door to be open. This 

Diagram 5 chamber has a high level floor and is reached by climbing up a set 



of raised stair rungs and passing through a doorway onto a metal 
floor. The upper area is filled with boxes mada of pressed board, 
all now empty. Careful search (throw 8+; DM+2 if more than 4 
persons are searching) reveals that indeed none of the boxes are 
full; thw appear to be natural organic products. Additional search 
below the floor (requires ten minutes; use the procedure above) 
reveals that the antire lower area is filled with a pool of vapor. 

4. V m b a r .  Throw 9+ for the door to be open. This 
chamber has a low level floor covered with soil; growing in the sdl 
is a profusion of plants. Careful search (throw 8+; DM + 1 for 
mechanical skill in any degree1 requiren actually getting down into 
the sail and moving it with the hands: it will reveal that the area 
is cultivated rather than wild or natural, although the time between 
visits for care appear to be on the order of years. The plants are 
actually fungi and appear to be nearing a ripe or mature stage. 

6, Small Chamber. Throw 8+ for the door to be open. This 
chamber is similar to location 3 and should be administered like it. 
However, the area under the floor is only half-fllled with vapor. 

6. Small Chamber. Throw 9+ for the door to b open. This 
chamber Is similar to location 4 and should be administered like it. 
However, if a careful search is performed, those involved will be 
attacked by crawlers automatically. See Animal Encounters. 

7. Smal Chamber. Throw 9+ for the door to be open. This 
chamber is similar to location 3 and should be administered liks it. 
However, the upper area is empty (obvious to casual search), end 
the lower area is empty of vapor. Careful search of the lower area 
(throw 6+; DM + 3 for electric torches or cold light4 reveals debris 
similar to the animal droppings in location 2. 

8. S m U  C h d m .  Throw 9+ for the door to be open. This 
chamber is similar to location 4, but there is virtually no plant life 
present; what material is present appears to k immature 
specimens. 

9. Largs Cmtd Chamber. This chamber is similar to location 1 
with tho following exceptions. First, there is  no shaft leading up- 
ward. Second, suspended from the ceiling is a thick knobby cable 
which doscends into tha depths of the shaft leading down. This 
cable appears taut and is moving slightly, as if connected to a pen- 
dulum. A casual search wilt reveal nothing else. A careful search 
(throw 9+; DM +number of persons searching) will reveal two 
things. First, there is a small kicker at the pendulum connection; 
it occesionally supplles force to keep the pendulum swinging. Se 
cond, a concealed passage (location 131 becomes obvious, An in- 
dividual with navigation skill wlll note that the center of this chamber 
is at the exact center of the large pyramid. 

The knobby cable may be a method of descending into the depths 
of the shaft. It would require a leap to the cable (throw dexterity 
or Ieas to aucceed; DM8 + vacc suit skill, - 3 if vacc suit skill is 
0 or non-existent), followed by a slow descent (throw strength or 
less to swceed; OMS +vaee suit skill, +endurance, and -4 if vacc 
suit skill is 0 or m x i s t m l .  M o r m  the descent throw three tim 
(for high, modme, and low heights). If any throw is unsuccessful, 
the individual fells, and wilt suffer 2 0  hits applled randomly in one 
lump (perhaps producing unconsciousnesr~ and a furher 20 a p  
plied in 1 D units. In addition, vecc suit integrity may be broken 
(throw 10+ to break integrity; DM - vacc suit skllll, which will 
result in instant death. 

Ascending the cable follows a reverse procedure but requires an 
automatic DM of - 2 on each throw to cover the added strain of 
moving up the cable and then leaping from an unstable position. 

Refente's Note: At this point, the band may decide to  split up 
rather than risk all their lives in a descent. The portlon which re- 
mains behind should stay in chamber 9 in order to avoid the divid- 
ed band penalties for both groups (as specified on page 4). 

10. Large Chamber. Large chambers have no doors. This large 
chamber is empty and has a cross-section as shown in diagram 2. 
The central sunken area is filled with vapor. Casual search will reveal 
nothing; careful search hhrow 10+ for success; DM +8 

if anyone has infrared goggles) wlll show that the walls of the 
chamber are painted in a striking mural vlslble only in infrared. It 
is possible to detect the mural (but not view its content) on close 
inspection In vlstble light. 

The mural shows a perception of the area around the pyramid 
complex, with a low range of mountains in tke background. Most 
apparent, however, is the vast throng of reptitian-looking creatures 
(about human size) crowding around the complex. T h y  appear in- 
telllgent and civilized, perhaps crmgmgated for a religious or political 
purpose. Specific detaib of these beings are not especially obvious 
to the observer. 

1 I.l#ga Chamber. Large cbmben have no d m .  This chamber 
is slmiLr to W o n  10 and should be administered llke it. However, 
tfw mural in this chamber is a depiction of several of the alfen 
creature8 engaged in throwing snake-like small animals into the open 
shaft on the platform outside the complex. Careful search {throw 
9 -I-; DM + 3 if more than two persons are involved) will show that 
the fluid in the central depression in the chamber is populated with 
snakes like those shown on the mural. An individual approaching 
adjacent to the lip of the depression may provoke the snakes (die 
roll 2 on the animal encounter table) to attack, even if they hhaa 
not been discovered by search. 
The fluid in the depression will vaporire if subjected to great heat; 

specifically, if an energy weapon is fired at the pool, Its Contents 
will vaporize after three shots. It will immediately begin refilling from 
the drain pipe, but several skeletons (of crawlers, flyers, and the 
intelligent alien4 will be visrible at the bottom. 

72.- Chamber. Large chambers have no doors. This chamber 
is similar to location 10 and should be administered llke it. However, 
the mural in this chamber shows a large flock of flying creatures 
(recognizable as flyers, page 81 soaring and diving around the com- 
plex. Flashes of energy are shooting from the faces of the large 
pyramid, incinerating individual flyers. No other animals or beings 
are vislble In the representation. Careful search (throw 9 + ; DM + 3 
if mechanical skill is preeem) will show that the representad energy 
blasts can hit any location within sight of the pyramid, but cannot 
hit locations which are occluded by the smaller pyramids. By dedw 
tion, i t would appear possible form ship to take off without danger 
from the energy beam if it first mwes until occluded by one of the 
smaller pyramids and then lifts off so as to remain shadowed by 
that smaller pyramid. 

13. Concealed Passage. This doorway is revealed only by careful 
search of chamber 9. The panel concesling the doorway will open 
to combined strength characteristics of 13 + . When opened, there 
is  a chance (throw 7 + 1 that a flock of flyers {die roll 7 on the animal 
encounter table) is concealed behind it and will erupt in an attack. 
Each individual in location 9 would be forced to fight (three com- 
bat rounds) before retreating to the safety of another chamber or 
passage. Anyone adjacent to the centrat shaft in location 9 should 
throw once (throw twice dexterity or less) to avold falling into the 
shaft;-If a fall dm8 occur, throw dexterity or less to grab hold of 
the pendulum cable. See locatlon 9 for resolution of falling. 

The passage from 13 leeds on a slant down to the power plant 
level. 

DEEP LEVEL LOCATIONS (1 4-24] 
The following locations ere situated on the deep level map (14 

is on diagram 1 1. 
14. Fracture Polnt In the shaft connecting locatlon 1 and bca- 

tion 15. This lip on the shaft is a result of seismic activity. An in- 
dividual stopping here will find several small snake skeletons. Throw 
twice dexterity or Ieas to avoid slipping and falling; DM + vacc 
suit skill. Careful search (throw lo+}  will show a single gold coln 
engraved with a symbol of a flame. 

15. l a g o  Cerrtrel Chamk. The floor of the chamber is flat, with 
no central depression. It is littered with snake slceletons. Large quan- 
tities of vapor are wafting from l o d o n  17, and cascades of vapor 
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are drifting down from above, Careful search (throw 10 +; OM 
+medfeal skill) will show that many of the skeletons are nrasondy 
recent, but that the carcaseel decey or dagrade rapidly in the wr-  
w i v e  atmosphere. In addkition, the skeletons are concentrated 
toward hxdons 16 and 18; very few are near 17. 

16. Smdl Chamkr. Throw 9+ for the door to be open. This 
chambr is iWrdcal to locatlon 2 and should be edmlnkered Ilk8 it. 

1 7 . - ? r  
. hrge chemberrr have no doors. The entmnca 

way to this amber is highly charged; any Individual moving 
through it and touching any surface will aet off an de&c charge 
whbh will infiia4D hits on him or her. Thia effect can be avoided 
by teaplng the distance (3 meters; throw strength or leas) w by 
crawling through the vent pipe overhead. 

The Interior of this chamher is quke cdd; much of it Is filled wlth 
vapor, o b r i n g  vision. The central depmion is filled wiih frozen 
gas, forming a herd ~urface. However, more than three persons 
on the surface will cause h to bnrak, dropping all into the cold fluid 
beneath. Thmw dexterity or less to wcape without falling in; throw 
dexterity or less (DM - vaoc suit skill) to avoid 1 D hits fmm the fall. 

Careful search of this chamber should be promoted by the fact 
that the walls have a mural (in visible light) of the exterior land- 
scape of the complex. However, even careful eeamh will reveal 
nothing else. 

'IS. La(ll Chamb#. Lage chambers have no dmm. This chmnh 
is completely empty, even to the point of the central depression 
b ing  empty and dry snd the walls h ing  completely featureless. 
Careful search will reveal nothing. 

19, smd m. Throw B + for the door to be open. fhis tmdl 
chambar is empty. Careful search will reveal nothing. 

20. S r d  Chmnbw. Throw B+ for the door to be open. This 
chamber Is unusual in that it is accessed by a long, dark, small cor- 
ridor. The chamber itself has a caved-in ceiling; shards of celting 
material have dropped down, and roil or stone has formed a pile 
on the floor. Careful search (throw 10 +; DM + 1 for each electric 
torch or cold light involved) will reveal the skeleton of one of the 
aliens, with only rags left from his clothes, end a amall fiber pouch 
in the heap of soil; its contents include a set of 37 gold coins {a 
38th coin is a t  location 14) and a knife of obviously alien menufac- 
turn. Any individual with education 9 + will see that the wiling will 
probably cave in completely with the next seisrnk tremor. Thmw 
6+ on each succeeding tremor until i t does cave in. 

21. b g o  b n t d  Chrrmbw. Suspended in the center of this 
chamber is a large (one meter diameter) pendulum weight at the 
end of a knobby cable. Inscribed on the floor of the chamber is 6 
complicated pattern which the pendulum weight follows. Careful 
search (throw 7 + ; DM +electronic skill) will show that the pat- 
tern is i~cr ibed on movable panels which can be diiaced. Beneath 
the panels are a series of eight pie-shaped eompartmmu. Numbers 
1, 2, 4, 5, and 7 are empty. Number 3 containa a diet of twelve 
grippies: small damp-tods of strange form and dealgn. lntdllgmce 
of B+ will see that they can be used to cream foot- and hand-hold8 
on the knobby cable; climbing up with them will avoid the negative 
OMS on the throws given in location 8. Number 6 Is connected to 
the drain pipes and contains a flock of crawlers which will attack 
when exposed. Number 8 contains e flat metal fragment: in- 
telligence of 9+ will deduce that it Is a key which wlll open or close 
any doors to chambers. 

22. hp Chember. Large chemks have no doors. This dwmW 
is a c o m l  mom, and this wilt be obvious to h e  adventurers when 
they enter it. The walls of the chamber are covered with a l a w  
arrsy of bar dlals; each begins a t  noor level and ascends to the 
center of the ceilhg. Changes in color along the length indicate in- 
ten- or value. Careful smrch (throw 9 + ; DM + 1 per person with 
education above 9) will show that the instrumem and controls are 
divided into three basic groups whlch can be numberad from 1 to 
100 (arbitrarily and for convenlmcel. 

Grwp  One (numbered 1 to 331 consists of instruments with 

fluctuaticg readings, probably power plant related. 
Grwp Two (nurnbrd 34 to 66) exhiMs constant mdhgs,  with 

most showing m e  low degrw of value, and numbers 63 end 68 
readfng (anomalously) at zero. Add 33 to the location number to 
determine which gauge/control refera to which llghtlng fixture. 
Mumbem 65 and 66 refer to conidor lighting. 

Omup Tlm#r (numbered 67 to 1100) consists of hwumeme which 
are readhg very low values, except for 90, which reads s t  e vary 
high intensky. Gauge 99 reflects power consumption for the detec- 
tors which govern the energy beam. 

Experimemetion may be called for by the adventurers. Below eech 
gauge Is a set of three depres8io~. The top one wlll turn on a device 
or circuk; the bottom one wlll turn off a devlce or circuit. However, 
rn a safety device, n e h r  will work unless a finger is also insatrrted 
into the central depression sirnuttaneourly. Assume that this trick 
wlll not h chanced upon until at least a half hour of careful search 
has prrssed (throw 1 1 + to succeed; DM + 1 per ten minutes total 
time spent searching). 

If ail power plant cantrols are turned to zero, all power (lighting, 
w w w  plant, defense3 MI go t o m ,  and nothing can be restarted. 
If cantd  69 is activated, a subsonic signal will panic all anlmalsr 
within the complex. Control 74 will turn off tha pendulum kicker. 
Control 83 will turn off the defenses of location 17. Controls 69 
and 84 come on automatically approximmely two minutes before 
a aeismic tremor occurs. 

23. Lrgl Chmbr.  Large chambem do not heve doors. TMs loo 
bian L quke similar to \ocation 22, but the intertor lights do not work, 
and all of the controls and gauges read zero. An atmosphere tester 
with a aerial number in the 4000 range will emit a beep, and the 
green and amber lights wlll come on. although the alr remains un- 
breaihable In this chamber. 

24. baa Clmrnbw. Larga chambers do not have doors, end this 
chamber has no central depression; Instead, its center has a raised 
dais of stone with the appearance of having been rubbed smooth 
from long use. 

POWER PUNT LEVEL LOCATIONS (26-32) 
fhe following locations are in the interior level map: 
26. Pmmge. Entered from location t3, this long sloplna corridor 

leads downward toward the interior of the small adjacent pyramid. 
The floor is littered wlth dust, dlrt, and animal droppings. 

26. P o w  h n t  Chamber. brge pieces of machinery occupy 
most of this chamber. The complexity of this equipment makes it 
difficult and dangerous to disable this power plant. Should it h 
&tempted, the individual(s1 invobed in the effort must select a 
seemingly important lodring item end cut or dentroy It. Throw 12+ 
{DM +electronic or mechanical skill) to succeed. If not successful 
by the w o n d  try (ten mlnutes per try), the frequency of seismic 
t m r s  wlll increase. 

27. Fwl Chmnbw. This large area Is filled with vapor to a depth 
of pwhap&i meter. Careful search (throw 9 +) will show feed lnes 
leadlng from the tank to location 26. Cutting tfiecle lines, however, 
wlll not affect tha power plant. 

28. Vent Chmmlzar. fhis unused chamber apparently serves for 
overflow of power plant exhausts, ahhough this is not currently 
happenlng. An individual with intelligence B+ will see that this 
chamber is utilized only if the power plant is in overload status. 
29. Surgs Chamber. This small chamber is empty end appears 

ta be part of the power plant vent system. 
30. $urn Chamber. This smell chamber is similer to location 29. 

At the back of the chamber is a vedcal shaft to which are eltach- 
ed several vanes or blades near the floor. The vanes occasionally 
turn In response to air currents. 

31. Swge Chnmbsr. fhis small chamber is similar to location 29. 
32. Aecem Pdnts. There are two barred entry points at the bot- 

tom of the shaft which pierces the platform outside the pyramid 
complex. The bars can be removed with a laser or cutting torch. 
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