


























Things That Go 9 
in the Night 

By Lester W. Smith 
One of the most important themes of Dark Conspiracy is that everything changes, continually. Consequently, players 

ought to find their characters facing new plots, new creatures, new challenges every time they play. It is in that spirit that 
we present to you the following trio of new beasties for use in your Dark Conspiracy adventures. 

Deathmist 
#Appear: 1 Initiative: 3 Agility: 4 
Attack: 80% Strength: - SkillIDam.: -11 D l  0 
Move: 5 Constitution: - Hits: - 

In appearance, deathmist looks much like any thick fog, but it is actually a semisentient, semicohesive creature. It is white 
in color, sometimes with streaks of sooty gray or dingy yellow swirling within, and it often has a slight odor of sulphur. 
Deathmist hangs easily upon the air, propelling itself by extending pseudopods and drawing its bulk slowly forward. Atypical 
deathmist will easily fill an area eight to 10 meters in diameter. 

Wind direction and speed strongly affect a deathmist's movement. For that reason, the creatures prefer to lurk in still air, 
such as inside buildings or in dead-end alleys. If they can get upwind of their prey, however, they can use the air currents 
to move more quickly than normal. 

A deathmist attacks living creatures by entering their breathing passages, then solidifying to choke off their air supply. 
As the victims die, the deathmist feeds off their waning life force. (Treat the attack as strangling-page 79 of the Dark 
Conspiracy rules-except that armor has no effect.) 

Adeathmist cannot be harmed by normal weapons; they pass right through them. Heat can destroy deathmists, however. 
Normal sunlight burns one off within one minute, and a raging fire in half that time. Bonfires and torches can hold one at bay, 
and even a cigarette lighter or a match is sufficient to make a deathrnist's Initiative rating drop by one point (extra lighters or 
matches do not cause any additional loss, however). The best defense against deathmist is generally to run away from it. 

The creatures are native to a multitude of proto-dimensions, most of which they have scoured of all other life forms. 
Occasionally, they find their way through a dimensional portal into our world, where they enjoy a terrible, if brief (just until 
sunup) period of glutting their hunger. 
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Needlebeaks 
# Appear: 1 D6 Initiative: 4 Agility: 6 
Attack: 40% Strength: 1 SkilllDam.: 8/2D6* 
Wlove:15/30/60 Constitution:2 Hits: 315 
*Halved on any attacks not specifically versus the eyes. 

One of the results of the Earth becoming a nastier place to live has been that many normal animal types have adapted 
to become more aggressive. Such is the case with what have commonly come to be called needlebeaks. Needlebeaks are 
apparently a new species of raven, one that is faster and more durable than normal, and which specifically targets the eyes 
of its victims. 

Treat attacks by needlebeaks as aimed attacks against the head (a Difficult level task). If for some reason a needlebeak 
cannot attack the eyes (they are covered by goggles, for instance), it will still attempt to attack the head, but its damage rating 
is halved. Only if the target's entire head is covered will a needlebeak attack other hit locations. In such acase, it will generally 
give up and fly away instead. 

Seekers 
# Appear: 1 D6s2 Initiative: 5 Agility: 8 
Attack: 85% Strength: 2 SkillIDam.: 411 D6 
Move: 12/24/48 Constitution: 2 Hits: 316 

Some of the Dark Races such as morlocks and dark elves have taken to breeding gigantic rats and training them to track 
prey in the same way as bloodhounds. Among the Dark Minion hunters who have encountered them, the common term for 
these rats is "seekers." Seekers are not only much larger than normal for rats (some mass as much as greyhounds), they 
are also much more intelligent. Fortunately, very few of them exist, and they do not seem to reproduce as quickly as normal 
rats. Otherwise, they might take over the world on their own. Q 
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in the world, when the adventurers are at least somewhat 
prepared to face horror. Rarely are the PCs challenged when 
and where they are the most vulnerable, immediately after 
waking up and in the supposed safely of their home. Or 
maybe after a party or night of drinking, during a lunch ,hour, 
or in someone else's dwelling. 

The beastie opposition should be tailored so that the 
meeting isnY ove~vhelmingly one-sided. (For example, in- 
steadof a Bloat, the resident of the bowlcould be a leech, rat, 
giant cockroach, snake or baby alligator.).The player char- 
acter will be in a state of undress (e.g., two pieces of 
undetwear, cartoon-printed pajamas, or naked as the day he 
was born). He will start the encounter at a slightly reduced 
Initiative (at least two levels below his regular Initiative, with 
a minimum of lnitiative 1). The character's regular lnitiative 
returns as soon as the action begins, since being attacked by 
a small, nasty homicidal pincushion first thing in the morning 
is more electric than any cup of coffee. 

S BEH 
W115 DOOR? 

Most bathrooms have a linen closet, hamper, mirror, 
shelves, sinkwith a cabinet below it, standard toilet bowl with 
the toilet's water closet behind it, bathtub with showerhead 
and faucets, and shower curtain or glass shower door. The 
toilet lid can be open, closed or broken. Avent and fan draw 
off the steam into the dwelling's central venting system. 

The linen closet, shelves and sink cabinet generally hold 
an assortment of generic or gender-specific items--towels, 
toilet paper, soap, razors, shaving cream, scissors, rubbing 
alcohol, bandaids, medicines, combs, hand mirrors, cosmet- 
ics, hairspray, muscle and moisturizing creams, cleaning 
supplies, plungers, portable radio etc. 

A power switch generally activates lights over the mirror 
and on the ceiling, as well as an electrical socket. 

am 
When the Bloat attacks, the PC will basically have three 

options-annihilate the little bugger, capture it or just try to 
get away. Do not allow the player much more real time than 
game time to think! This is a situation where imagination is 
the best guideline for player and referee alike. 
Gel ede Out of Here!: Running away merely puts off 

dealing with the inevitable. The PC will have to go home 
sometime, and the Bloat will be waiting. 

I Got It!: In the ensuing fight, the character will scramble 
for whatever he can use to nail this critter. The referee will 
have to determine the effectiveness of any attempt to cap- 
ture the Bloat. For example, isthetowel big andthmemugh 
to trap the little bugger? 

Kill It, Kill it!: The Bloat's capabilities make it a krmislable 

opponent in a small enclosed space, as it can bounce off of 
the walls like a maniacal pinball. The enecliveness of expe- 
dientweapons is a subjective decision of the referee. Will the 
bright blue cleaning fluid be toxic lo  the bloat? A fast mat  
might just send the portable radio head-on into the Bloat as 
the critter makes its leap out of the bowl, sending both 
beastie and electronics back into the water for a shocking 
resolution. 

Help Nle!: The worstcase scenario is that the character is 
stuck by the Bbal and rendered helpless until somebody 
arrives to unpluck it. If that somewy isn't friendly, the PC 
could be in lor a worse turn of luck. 

If the PC "wins," questions will begin to brew as soon as 
he's had a chance to calm down. How did the critter get in the 
toilet? Is it somebody's warped idea of a joke? Revenge 
tactic? Combination of bad luck and worse plumbing? And 
what will the PC do with the critter now that the dust has 
settled? 

BILaCDPBm 
Bloats are amphibious creatures about the size of a 

human fist, housed in a leathery black shell and covered on 
all sides with tough, barbed spines which are about four 
centimeters long. For statistics and additional information on 
Bloats, see page 190 of Dark Conspiracy. 

mEGmS 
To down-scale the opposition in this scenario, the referee 

may use a somewhat less formidable an opponent than the 
Bloat-a parasitic slug known as a Leech. It is unknown 
whether the Leech is a new alien lifeform, a genetically 
engineered creature, or a variation or deliberate mutation of 
the insectoid alien. 

The Leech measures 0.3 lo 0.5 meters in length and 0.15 
meters in diameter. It reserrbles an overgrown terrain gar- 
den snail, with slimy gray skin, two eye stalks, and three 0.3- 
meter-long chiiinous tendrils above a toothless mouth. 

The Leech is a very intelligent creature that uses human 
hosts to interact with society and achieve its unfathomable 
goals and missions. After entering the human body, it at- 
taches itsetf, via its tendrils, to the host's spine, "hotwiring" 
itself to the host's central nervous system. In this configura- 
tion, it can access to 95% of the host's tbughts, acquired 
knowledge and skills. 

Infestation by a Leech sl-rodlcirwits the hosl's freewill and 
increases the host's necessaPy calory consuwtion. Other 
symptoms of infestation are sluggish, almost jerky body 
movements and a less social demean0 
creature's dmiculty in relating to human society. 

Humans can theoretically recover from infestation by a 
Leech, though no recoveries have been known to to date. 
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An attempt to prove the existence of other dimensions 
goes horribly awry and frees an evil that threatens the entire 
- 

city of Columbus and the surrounding area. 

his adventure is intended 
for a group of three to 
seven moderately expe- 
rienced characters. It 
takes place in Columbus, 
Ohio. If the PCs have 
good reputations and use- 
fulskills, they can be hired 

to assist on the project in varying ca- 
pacities. PCs who are skilled in elec- 
tronics or computers, or who have high 
Empathy ratings, will easily be hired by 
the project director. PCs with other skills 
may be involved through friends. 

BACKGROUND 
This information can be easily ac- 

quired by the PCs, through a little re- 
search orthrough conversations. Some 
of it might already be known to them. 
For example, Dr. DeLang's ''fall from 
grace" would be known to a person 
connected to academic circles: 

Aonce-famous physicist, Dr. Charles 
DeLang, completed a radical work on 
multidimensional physics. In his work, 
Many Worlds, he argues for the exist- 
ence of dimensions that are accessible 
to our own world. This in itself was not 
too radical, but Dr. DeLang went on to 
argue that these other dimensions were 
often inhabited, and the inhabitants of 
these dimensions had visited our di- 
mension. These last claims destroyed 
the last vestiges of DeLang's already 
weakened credibility in the scientific 
community. He died in mysterious cir- 
cumstances three weeks after being 
removed from his position at M.I.T. on 
the grounds of mental instability. One of 
DeLang's students, Joe Sincilli, was 

convinced that not only was DeLang 
perfectly sane but that he was right. 
Sincilli was able to convince acolleague 
at Ohio State University to allow him to 
use the Special Projects Workshop to 
test the doctor's theory. Sincilli did not 
have the funds to do the work on his 
own. Amazingly, he was contacted by a 
noted psychic who had read Dr. 
DeLang's work. She provided him with 
the funds he needed, and his work got 
under way. It is generally believed that 
the project is intended to contact the 
spirits of the dead, at least according to 
a National Inquisitor article. 

Thefollowing information will be more 
difficult to obtain and would require taik- 
ing with someone who knows about the 
project: 

The project is not intended to contact 
thedead at all. According to Dr. DeLang's 
equations, there are numerous dimen- 
sions bordering our own. The project is 
intended to confirm or disconfirm the 
hypothesis that these other dimensions 
exist. Various computer and electronics 
experts have been brought in to workon 
it, as have several reputed experts in 
parapsychology and psychic research. 
Rumor has it that a machine is being 
built that will enable a person to "see" 
into these other dimensions. 

REFEREE'S 
INFOIUVILATION 

Dr. DeLang's equations are correct. 
There are, in fact, other dimensionsthat 
are accessible to our own dimension. 
Naturally, the Dark Minions would pre- 
fer that this was not generally known. 
They were especially worried that Dr. 

DeLang would work out enough of the 
mathematics to enable humans to con- 
struct machines enabling them to enter 
these other dimensions. Because of 
these factors, the Dark Minions under- 
took a (successful) campaign to dis- 
credit him and finally murdered him. 

The student is building a machine 
with the capacity to augment human 
empathic abilities in such a way that a 
human will be able to sense the pres- 
ence of these other dimensions and 
even be able to gain some perceptions 
of them. The psychic plays the role of a 
typical "New Age nut-cake" but is actu- 
ally a committed opponent of the Dark 
Minions who uses her image as protec- 
tive camouflage. 

SPECIAL PRCbJECTS 
WBRKSHBB 

The Special Projects Workshop is 
located near the campus of Ohio State 
University. It is funded by OSU and 
several private investors, and is used 
by OSU students, professors and inde- 
pendent researchers. It was developed 
to provide a place for more eccentric 
projects to be worked on. While there 
have been some impressive failures, 
there have been several spectacular 
successes (including a revolutionary 
new processing chip and a more effec- 
tive laser system). Unknown to most of 
the investors, the workshop is affiliated 
with several anti-Dark Minion groups 
and often providesthem with workspace 
and equipment. The building is fre- 
quented by a wide variety of very odd 
people, ranging from absent-minded 
professorsto ex-bikers working on more 
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S H A D W  HOUNDS 
#Appear: 1 D6 Initiative: 5 
Amck: 95% Strength: 19 SkilVDam:&l4D6 
Move: 1W20/40 Constitution: 20 Hits: 3W60 

Special: Shadow hounds are treated as 
having an overall body armor value of 1. They 
do not suffer double damage from head hits. 
They also have the ability to project emotions 

Shadow hounds are tiger-sized predators 
from a dimension accessible to our own. In 
terms of appearance, shadow hounds have a 
thick, convoluted hide with various growths on 
it. Their heads are elongated and have very 
large nostrils. Their eyes see into the infrared 
and ultraviolet parts of the spectrum, giving 
them excellent vision under nearly all condi- 
tions. They have two rows of teeth in their 
maws. They have four legs, each of which 
terminates in abony, hoof-likestructure. Shadow 
hounds are fair swimmers but are nearly inca- 
pable of climbing objects. They are voracious 
animals and hunt in packs. They will attack 
virtually anything they think they can eat and 
seem to bedevoid of any fear.They arecapable 
of digesting nearly any terran organic material 
(and are very fond of human flesh). This fact 
has led human scientists who have studied 
captive specimens to conclude that they may 
have evolved on Earth or may have been 
genetically engineered to enable them to hunt 
on Earth. They can be trained by those with 
adequate skills (if trained from birth) and are 
occasionally used as guard and hunting ani- 
mals by Dark Minions. 

efficient engine designs. 
The building is a reinforced concrete 

structure (to contain those nasty explo- 
sions) with solid metal doors. The out- 
side of the structure was painted by the 
workshop director's daughter and her 
art friends. It was done in a variety of 
styles, from Grateful Dead to Neon 
Madness to Cubist. The effect is actu- 
ally quite attractive from an aesthetic 
standpoint. 

Power PIantlMainframe: The 
SPW's independent power supply and 
its own mainframe are located here. 
Both were built atthe SPW.They looka 
bit odd but work very well. The main- 
frame is known as "Buckeye Dude," for 
obscure reasons. 

Storagework Area: This area is 
used primarily as storage, but large 
projects are often worked on in here. 

Work Area 1 : This area is equipped 
for mechanical work. There is a con- 
stant buzz of power tools, and bright 
flashesfrom welders and cutting torches 
illuminate the room. Virtually any stan- 
dard mechanical toolcan befound here, 
and if it can't be found, someone can 
build it. 

Work Area 2: This area is equipped 
for electrical work. Various beeping and 
flashing machines line the walls, and 
the smell of solder fills the air at all 
times. Virtually any standard and many 
nonstandard pieces of electrical equip- 
ment are in the work area, and anything 
else that is needed can be quickly built. 

Work Area 3: This area contains the 
computer work stations. The room is 
filled with a variety of SPW-built com- 
puters, as well as some shelf models. 
There are always people taking apart 
terminals (often while others are trying 
to work on them) and modifying the 
equipment. There are numerous run- 
ning jokes about the whole system will 
spontaneously come to life someday. 

Work Area 4: This area is set aside 
for special projects. The only project 
currently using the room is the project 
to test DeLang's theories. The room 
contains all sorts of equipment, as well 
as the dimensional scanner. There is 
always at least one person in the room 
or near the door (when work is not 
being done, someone is assigned to 
discreetly guard the room). 

DIMENSIONAL 
SCANNER 

The dimensional scanner is a very 
large device that looks almost like a 
vehicle. The operator climbs inside and 
sits in the chair, and the top section of 
the device is lowered over him. The 
scanner is linked to several equipment 

banks and has its own computer and 
backup computer. 

The device acts as an augmentation 
device for certain empathic capacities. 
Specifically, it enables the operator to 
perceiveotherdimensions as if he were 
actually present. The device does actu- 
ally open up a pathway to the dimen- 
sion from the operator's mind. This 
means that empathic attacks can be 
sent along the pathway (in either direc- 
tion). However, physical travel through 
the pathway is not possible (this is 
beyond current human technology). 

The device is used by the character 
making an Empathy success check (as 
per page 55-56 of Dark Conspiracy). 
This roll is made as follows: 1 D6+Em- 
pathy=power level. The operator has 
the option of boosting the power of the 
device. The level of boosting is added 
to the power level. It can be boosted up 
to 6. Each boost requires a task roll 
against the operator's Constitution. A 
failed roll results in unconsciousness 
for a number of hours equal to the 
power I'evel. 

Power 
Level 

Level Result 
1-5 Operator can view the dimen- 

sion the device is in and can 
sense the presence of other 
dimensions. Gates within 10 
rnetersxpower level can be 
detected. 

6-11 Operator can view another di- 
mension vaguely. Gates within 
20 metersxpower level can be 
detected. 

12-1 7 Operator can view another di- 
mension clearly, and beings 
within sight range can be seen 
clearly. Gates within 40 me- 
tersxpower level can be de- 
tected. 

18-23 As above, plus the operator 
can communicate with beings 
in the dimension. Gates within 
80 metersxpower level can be 
detected. 

24-29 As above. Gates within 160 
metersxpower level can be 
detected. 

30-32 As above. Gates within 320 
rnetersxpower level can be 
detected. 

The operator can shift his area of 
view up to 100 metersxpower level 
away from the point wherethe machine 
is located. 

Viewing range is the normal sensory 
range for the operator. The range for 
detecting gates is measured from the 
area of view. 
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Pre-Action: Dimensional scanners 
are very rare (as of the adventure, only 
one exists). While the scanner is being 
constructed (the actual building willtake 
two months, while the theory and de- 
sign took years to develop) what occurs 
is up to the referee. The PCs'work on 
the project can provide them with money 
and equipment for their other activities 
against the Dark Minions. 

First Use: Once the scanner is com- 
plete, it will be tested. The first person to 
test it should be Ralph Digg. Digg will 
get into the device, and the various 
connections will be made. The machine 
will be powered up, and Digg will report 
that he can see the room around him 
and will describe what is occurring. He 
will then say he will try to scan for 
another dimension. The machine will 
hum and emit a faint aura. Digg will 
report that he can see something and 
that he is increasing the power. He will 
suddenly scream, go into convulsions 
and lose consciousness. He will remain 
in a coma for 1 D6 weeks and afterward 
will have no memory of what happened 
to him after he went to turn upthe power. 

Second Use: Despite the failure of 
the first attempt, the team should not be 
discouraged. The device will be care- 
fully rechecked. A week after the first 
attempt, a second NPC, Carlos Sands, 
will volunteer to try the device. He will 
climb into it, and the device will be 
activated. He will immediately report 
being able to see the room and will say 
that he is going to increase power. He 
will then report that he can dimly sense 
something like an open space. He will 
turn up the power again and report that 
he can now make out a large, open area 
that looks like the area around the SPW, 
but without any structures present. He 
will describe the area as dark and shad- 
owy. He will turn upthe power again and 
report that he can sense a presence 
nearby. He will turn up the power again 
and reportthat hecan makeout ashape 
that is vaguely man-like in appearance. 
He will then report he is turning up the 
power again. He will suddenly cry out, 
convulse and struggle, then lose con- 
sciousness. He will be out for one to six 
hours. 

A WSEOR FROM BEYOND 
Unbeknownst to everyone on the 

team, Sands' body has been taken over 
by a denizen of the dimension that the 
scannerwastunedto.Thedisturbances 
created by the device attracted one of 
the inhabitants of the dimension, and as 
Sands increased the power, the being 
was able to contact Sands and pass 
through the machine into his body. At 

the same time, Sands' "spirit" was sent 
into the denizen's dimension and is 
trapped there. The brain activity record- 
ing devices will record this occurrence 
as follows: At first, Sands' brain will be 
highly active, then all activity will cease 
(as if brain death had occurred). This 
momentary cessation of brain activity 
will be followed by a recording of brain 
activity that is radically different from 
any ever before recorded of Sands. If 
the PCs examine these records, this 
may tip them off to the fact that some- 
thing is wrong. If confronted, "Sands" 
will say that the machine may have 
permanently altered his brain. He pre- 
tendsto be horrified by what the records 
show. 

The entity in Sands' body has access 
to some of Sands' memories and skills, 
enough to enable it to speak English 
and act at being a human. It is also 
familiarwith Earth'sdimension. Its knowl- 
edge is a bit out of date since it was 
forced out of this dimension and backto 
its own over 200 years ago. 

Once it regains consciousness, it will 
feign amnesia and ask lotsof questions. 
It will insist that the machine not be used 
and will have persuasive arguments to 
back up its position. It does not want 
anyone else using the machine because 
it is afraid that contact would be made 
with Sands. it willsabotage the machine 
if necessary, but will only destroy it as a 
last resort. 

The PCs should have a difficult time 
figuring out that Sands' body is pos- 
sessed. The being will account for any 
odd behavior by appealing to its feigned 
amnesiaor by making reference to pos- 
sible nerve damage. The exact details 
of the PCs' penetration of the deception 
is left to the referee (the procedure for 
detecting changelings would be a good 
guideline). 

A DARK GATE 0PWS 
The thing possessing Sands' body 

will use the workshop to construct a 
device to locate a dimensional portal 
built by its kind centuries ago on Earth. 
It will take it a day to construct the 
device. It will kill a homeless person and 
remove part of his nervous system to 
get some essential parts forthe device. 
When completed, the device will be a 
black, rectangular box with a liquid crys- 
tal screen which indicates the direction 
of the nearestdimensional portal (which 
is the one it is looking for). The device 
has a range of 10 kilometers. The inte- 
rior is an odd mixture of electronic parts, 
computer circuits and nervous tissue 
preserved in a slimy gel. The device is 
powered by standard batteries, but the 
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BODY SmWLERS 
Education: 3 Move: " 

Constitution: * Charisma: 8 SkilllDam: " 
Empathy: 8 Hits: ' 

Special: Willpower Drain, Human Empathy, 
Project Emotion, Darkling Empathy, Posses- 

There are 13 of these entities in existence in 
their portion of their home dimension. Their 
dimension wasoriginally much larger and inhab- 
ited by many types of beings, but a terrible war 
fragmented the dimension and left many of the 
inhabitants trapped in these fragments. Most of 
them died, but many with special empathic pow- 
ers continued to exist. These body stealers can 
exist without a physical body in their home 
dimension and can attack other intelligent living 
things to steal their bodies. The body that a body 
stealer tries to possess must be within the body 
stealer's dimension or in direct contact with it 
(e.g., via the dimensional scanner). 

The Possession attack works as follows: The 
entity must get a stage of success equal to or 
greaterthan thetarget'soriginal Willpower score 
on the Power Level Table (page 56 in Dark 
Conspiracy). For example, abody stealerwould 
need a stage three success to take control of a 
body whose owner had a Willpower of 3. They 
can use Willpower Drain to maketheirjobeasier, 

Thevictim becomesdisembodied andtrapped 
in the body stealer dimension. The body stealer 
has limited access to the victim's memories, but 
cannot use the victim's skills. Abody stealer that 
is killed outside of its dimension while in a stolen 

its dimension will be 

organic parts require bathing intheslimy 
gel. It has a three-week supply made. 
The gel can be made by humans, once 
it has been analyzed chemically. 

It will take the thing in Sands' body 10 
days to find the gateway. The gateway 
is located in a wooded and abandoned 
section of West Virginia (atwo-orthree- 
hour drive from Columbus). The long, 
unexplained trips it will make searching 
for the gate may make the PCs suspi- 
cious. 

It will take the thing three days to re- 
activate this gate, and it will camp in the 
woods and not return to the SPW. Dur- 
ing this time, it will have to kill six people 
for "partsSand will steal electronicequip- 
ment. There will be news reports of the 
six killings. The trash papers will have 
headlines like "Brainy Killer Steals 
Minds," "Ghost of Neurosurgeon has 
Returned to Kill, says Psychic" and so 
forth. The more reputable papers and 
news services will report the killings and 
note the fact that parts of victims' ner- 
vous systems were removed prior to 
their deaths. According to the autopsy 
reports, the removal work was done by 
someone with a great deal of surgical 
skill. 

STONES 
The dimensional portal consists of 

four stones arranged in a square. The 
stones are black and seem to absorb 
the light. They are nearly perfect cubes. 
The interior of each cube contains an 
array of bizarre circuits, many of which 
look like living things. The partsfrom the 
victims have also been incorporated 
into the cubes to replace damaged cir- 
cuits. A person with an Empathy rating 
of 1 or higher will be able to sense the 
location of the mechanism to open a 
cube. The exterior material of each cube 
is very damage resistant (it would re- 
quire antivehicle weapons to breach a 
cube). 

The stones feature prominently in 
local legends. According to these leg- 
ends, evil spirits came from a land of 
darkness and built the stones as adoor- 
way to their land. These evil spirits stole 
away people and brought them into the 
land of darkness. When these people 
returned, they were not the same. The 
evil spirits plagued the land for a year 
until the local tribes banded together, 
driving them back into their dark land, 
and a great shaman closed the door- 
way. 

What really occurred was that a hu- 
man with a very high Empathy rating 
who had the ability to "seen into other 
dimensions contacted the dimension 
and was taken over like Sands was 

centuries later.The thing controlling that 
person used the body to construct a 
gateway and lured people through it, 
wherethey weretaken over by othersof 
its kind. Eventually, the tribes got to- 
gether and killed the possessed people, 
and their shaman, who had great em- 
pathic abilities, was able to shut the 
gate. The entities outside the gate died 
with theirstolen bodies, since they could 
not exist without them in this dimension. 
Those few that escaped back home 
were disembodied as their stolen bod- 
ies died of thirst. 

HOUNDS IN THE NIGm 
The thing's first attempt to open a 

gateway to its home dimension will fail. 
Instead, the gate will open to another 
dimension, and six shadow hounds will 
be released. They will go on a killing 
spree until they are destroyed. The at- 
tacks of the shadow hounds will make 
the news. Survivors will report horrible 
shapes that seemed vaguely like large 
houndstearing people apart beforetheir 
eyes. 

The hounds will hunt each night, with 
each hound hunting in its own area. 
During the day, they will hole up in 
abandoned buildings. Naturally, the PCs 
will want to get involved. If the reports of 
the attacks are checked, it will be found 
that they are occurring in an expanding 
circle. Naturally, the gateway is at the 
center of the circle. The opening of the 
gate will give people who have an Em- 
pathy rating of 1 or higher bad dreams, 
and those with Forebding skill will sense 
that something is wrong. The degree of 
success will determine what amount of 
information is acquired. The exact infor- 
mation revealed is left upto the referee. 

BODY SNA'PCWING 
The second time the thing opens the 

gate, it will locate its dimension. It will 
contact its fellows and inform themof its 
plans. It will then set out to capture 
humans alive and bring them through 
the gateway to provide bodies for its 
fellows. It will continue this until all 12 of 
its fellows have bodies, and then it will 
close down the gate, leaving the help- 
less spirit of Sands trapped there. 

The disappearances will be noted in 
the local news. The details of the 
snatchings and any PC investigations 
are left to the referee. 

The entity will act in an intelligent 
manner and will do its best to avoid 
being caught or leaving evidence. How- 
ever, it is pretty much a stranger to 
Earth's dimension and will be ignorant 
about many things (like how advanced 
human forensic technology is), which 
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may lead it into trouble. 
if the entities are unchecked, they 

will begin a campaign of subtle evil. Special Projects Workshop 
Their style is to take control of areas by 
gaining control of key people. Control 
may be gained of the person through 
conventional means (bribes, blackmail 
and so forth) or by bringing them into 
the entities' dimension and stealing the 
person's body. The entities live to do 
evil and gain extreme pleasure and 
satisfaction by doing evil for evil's sake. 
Like many other Dark entities, they (mechanical work) 
actually draw some sustenance from 
the pain, suffering and horror of others. 
They are also big on revenge, so if any 
of the 13 entities escape, they will even- 
tually return for vengeance. 

Storagehork area 
mIsH 

If the 13 entities have been killed (by 
destroying their stolen bodies while they 
are outside of their home dimension), Work area 3 
the PCs have won a major victory. If (computer work stations) 
some of them escape but their gate is 
destroyed, they will begin building a 
new one (this will take years to do) and 
will be looking for achancefor revenge. 
if some of them escape but their gate- 
way is undestroyed, they will move the their bodies stolen will be t in the humans don't). Of course, the next re- 
gate to a secure location. They will then entitiis'dimension. They wi to search proj might be to find a 
seek revenge against the PCs. takeoveranathsrbodyortheirown, unless way to get back, but that is 

Unfortunately, any humans who had they have the ability to do so (which most something bft for the future. i2 

Flying Buffalo inc, Box 1467,Dept CHAL, Scottsdale AZ 85252. 
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hidventwetakee place 
In Ohlo and West Wrglnfa 
dblntemki faragm 
of Exphneed P C 8 . M  
-rs are hired to 
bring and equtp 
Mboagrwrpof human 

sunrhrors in Damonground-Infested 
Woet Virginla. b actuality, the PCs are 
being lured into an elaborate Dark Min- 
bn trap. 

BACKGROUND 
The following lnformatbn can be 

made available to the players. The ex- 
ad amount rwe&ted and how the play- 
enbecomoawwoofkarolofttotha 
refew's d i h n :  

The &aQe d Wegt Virginia has re= 
cently fallen &msl entirely Out-bw, 
wlth llttle or nojederal author@ present 
in most areas. Even h d  autbdty has 
dlmlnfshed or vanlshed entkly. Be- 
cause of the horrible conditions, most 
people hva left Weat Vwglnh for better 
areas. However, pwplofieeingthestate 
offon reported that others wore uqabb 
to leave, for whatever reason. In order 

,.&suhstantiate these dalms, a small 
m i l i i  hm led by Captain Danlol 
Jeffrey$ ente-. rglnia. Contact 
was kst several houn \ the force 
mered West Virginia, and no one ex- 
pected to hear from Jeffcsys or his men 
ever again. Naturally, #I =me as q u b  a 
surprise when two weeks ldter contact 
had been kst, Jeffreys came out of 
Wesl Virginia with news d a lagegroup 
of survivors. 

REFEREE 
West Virginia is now Mested with 

Dark Minions. Those who cwld f lee di 
so as f~ as their mDde d transports- 
b n  could carry them. T h e  who didn't 
make li out died, or worse. There is no 
federal, &ate or bcal authority left Intact 
in moat d W d  Vuginia. 

It is, overall, a really k i  place to be. 
Captain J&eysn ox$in was at- 

Weed by Dark Minions and their allies 
when they entered Demorground. Mast 
of the force died in battle, but several 
soldiers, tncludiw the cqtah, were 
Wen alive. Most of thew soldiers died 
in hw* Dark Minbn aperiments, 
but Jeffrey$ and Sergeant SMe Miller 
were kept alive. fheir brains were al- 
tered by Dark Minbn surgery, and they 
were sent outto lureotbrs intothe Dark 
Mlnbn trap 

O m  Captafr~ Jeffrey8 returns, he 
will begin recruiting assistance and rais- 
ing money to purchase equipment and 
supplies for the t u r v h . '  His recruit- 
ing effotta will be geared at those who 

have fought the Dark Minim or at least 
kr#w abwt them. Jeffreys may contact 
the PCs I he kmws h u t  them or il 
other people 'he has cMltaeted know 
lrboutthem.OrthePCamayseeoned 
h0  dr. 

cleffreys haschosen h l u m t w , ~ b ,  
as hls baso of operations. He hss ap 
qulted anemptywarehoum in thedown- 
town area and Ls wrlng it as his stqiw 
area He will condud interviews of po- 
tentlal re#ub In P small offb in t b  
warohourro. During the intenrlows, he 
will make subtle hlnCs abut strange 
thlngs belng on the b m  in West Vk- 
ginia and will attempt to draw Informa- 
tbn from the Intorviewee. If Joffroys 
beliwes that a perrwn knows about the 
Dark Minbns, hewin hlre hltnforthe job. 
Naturalty, the intodews should ix run 
so that all the P a  gal hired. 

'Tha exact amount e& recruit is paid 
f6r the misskn depends on hb skill, 
experience and reputation. Jelfreys is 
willing to give some up-front money for 
equipnentor~mlghtbeneoded.  
He will atso promise h u e  money. 

Jeffreys wllf glve a rough descrlptbn 
of the m k b n  to t h  he Interviews, 
but only those actually hired get the full 
story. Jeffrey8 will tel tho people he hm 
hired that they will be taking several 
kwkbchoffiquipment andsuppllesto 
a Iwga groupof sunrhronr who are hold- 
ing out in Wee3 Virginia He says that he 
intends to give t b m  Um means to keep 
on lim. He also says that this Is the 
fiM step In reclaiming West Virginla. 

Of course, the aq ual p u p s o  of the 
m h b n  O to lure people who oppoee 
the Dark Minions to their deaths, and to 
bring supplies and equipment to the 
Dark Minions in the West Virginia Do- 
mong mund. 

CONVOY 
Theoonvoyconslstsdtwo H M W 8  

with mounted M60 machineguns, om 
O m  2'h-ton truck mnflgured to carry 
psssengers, and hvo Kenihrth Pile- 
driver semitrailer tractors hauling en- 
eked  tralfera Most of the trailem' car- 
gaa conski of mundane items like build- 
ing material, food, medM s w  and 
s o f o r t h . f h e r e ~ ~ ~ n s h t h e  
trailers' cargos. One of the trallers hsrs a 
box containing 10 Ml6- (the b x  Ls 
W l e d  as containlrrg AR-1 S), 20 30- 
round clips and 300 rounds for each 
weapan. Another box &ins 10 In- 
gram MI0 .& (the box is labeled m 
W f n i n g  propane canisters), 20 d b  
and 200 twnds for eaEh weapon. Aw 
other box containing an M2HB and four 
baits is labeled as crrntalning a stove. A 
boxlabeled as wntalnlngpipeaactualty 





contains eight M136s The last box of 
weapons is labeled as containing 10 
Mossberg M500s and 100 rounds per 
gun, which is exactly what it contains. 
Only the captain and the sergeant know 
what is in the mislabeled boxes. 

NPCs can be used to fill out the 
convoy. They will be mostly Experienced 
and Veteran NPCs. There will be no 
Novice NPCs. 

The NPCs will be well armed, and 
most will have had some experience 
with Dark Minions. 

COLUMBUS 10 W R l E n A  
The trip from Columbus to Marietta 

will take two to three hours, depending 
on the speed of the convoy. The high- 
way between the two cities is in fair 
condition and is maintained on a semi- 
regular basis. There has been some 
trouble recently onOhio's less-patrolled 
highwaysfromgroups of people attack- 
ing tractor trailers to loot them for food 
and other supplies. Some of these 
people have almost no other way to 
survive, but others are in it for the loot 
and the thrill. Naturally, the PC convoy 
will be attacked by one such group. 
They will assume anything worthguard- 
ing with two machinegun-armed Hum- 

mers is worth stealing and will strike on 
a deserted stretch of highway, near an 
overpass. 

The attacking group will consist of 
two subgroups: 

The first subgroup includessix people 
on dirt bikes. The bikes can ba treated 
as Apaches and the riders as Biker 
NPCs. They are armed with Colt Py- 
thons. 

The second subgroup consists of 
eight people in a beat-up pickup truck. 
The truck can be treated as a Chrysler 
Conestoga '14-ton pickup truck. The 
people can be treated as Ganger NPCs. 
Two of them are armed with Marlin .30- 
06 bolt-action rifles, and the rest are 
armed with Mossberg M500s. The size 
of the group can be modified in accor- 
dance with the numbers of people in the 
convoy. 

The bikers cruise the highway, look- 
ing for victims. Once they spot the can- 
voy, they will radio the others in the 
truck. The driver of the truck will drive to 
an overpass and set up an ambush. 
Once the ambush is in place, the bikers 
will begin to attack the convoy. 

If the convoy makes it past the over- 
pass, the ambushers willget backin.the 
truck and set off in pursuit. The attack- 

ers will not kill more people than they 
need to in order to capture the trailer 
trucks. They are primarily afterthe cargo, 
not thrills. They will break off the attack 
if the convoy seems to be too much for 
them (taking heavy casualties will do 
the trick). H the attackers take the con- 
voy, the survivors will be looking at a 
long walk, and the captain or sergeant 
will have to start over. If they do not, 
what happens next will be upto ths PCs. 
Of course, another "survivor" from Jef- 
freys'expedition (achangeling thistime) 
could make an appearance. 

If theconvoy makes it past the attack- 
ers, it will encounter no further difficulty. 
Oncethey get within 10 milesof Marietta, 
the PCs will be back in a well-patrolled 
area. 

M R I C T F A  
Marietta is a town of 22,000, located 

at the intersection of the Ohio and 
Muskingum rivers. In this part of the 
country, the lack of reliable land trans- 
port routes has led to a revival of river 
transport.Avariety of craft ply the rivers, 
and Marietta has thrived because of 
this, becoming an important small port. 
Since Marietta wants to stay prosper- 
ous, the city has invested in river patrol 
boats (aforceof six, with Veterancrews). 
And because West Virginia is infested 
with human outlawsand worse, Marietta 
maintains a paramilitary force of 50 
people. The force consists of 10 Novice, 
30 Experienced, 9 Veteran andone ESae 
NPC. They are armed wlh M-16142s and 
are equipped with jeeps. There is also 
US Regular Army force of 20 soldiers, 
including 16 Experienced, 3 Veteran 
and one Elite NPC. The force has two 
two-man M60 crews and one 60mm 
mortar crew. The rest of the force is 
armed with M16A2s. The soldiers are 
assigned to guard the bridge to prevent 
any unwanted intrusions from West Vir- 
ginia. 

Several members of the paramilitary 
force have been into West Virginiasince 
it 'Yeli,"and they may be a useful source 
of information. Some of those who have 
been into West Virginian Demonground 
havetheirdoubtsaboutthetown Jeff reys 
claims to have found, but they will only 
express such doubts if the PCs get to 
know them. 

Inspection: The PCs' convoy will be 
checked by members of the paramili- 
tary force upon entering the town, but 
the inspection will be cursory, since 
Jeffreys is known by the checkers. 

While the vehicles are being given 
the once-over, a bedraggled old man 
will stagger up to the lead vehicle and 
start shouting at the top of the lungs: 
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Graveyard Mist: The road the con- 
voy will take goes past a graveyard. 
The people in the lead vehicle of the 
convoy will see a gray, foggy mist ob- 
scuring the road ahead. The mist 
spreads out over the graveyard, ob- 
scuring it. Dark shapes will be visible 
moving out into the road. As the convoy 
gets closer, the nature of the things 
b!ocking the road will be evident. 

The road is blocked by eight skel- 
etons that have been animated by a 
Graveyard Mist. The Graveyard Mist 
recently came through a dimensional 
portal and is making its way toward 
Ohio. It is not associated with the Dark 
Minions who are controlling Jeffreys 
and the sergeant. 

PWIW Vl%tGIIYVIA 
The town the convoy is heading to is 

80 miles from Williamstown. The road 
to the town is rather narrow and is in 
poor condition. Since the terrain is 
mountainous, the road goes up and 
down, and there are many hairpinturns. 
Wrecks often mark places where a 
driver's skill or luck ran out. Except for 
an occasional abandoned shack or 
trailer, the area is empty wilderness. 
The territory borders very closely on 
several areas of Demonground. The 
noise of the convoy may well attract 
unwanted attention. 

Check for an encounter every half 
hour, or more often if the convoy is very 
noisy. A roll of 9 or 0 on 1 Dl 0 indicates 
an encounter. Roll 1 D6 to see what has 
been attracted by the convoy. 

Roll - 
1 

2 

Encounter 

Dogs: When the people left or 
died in this section of West Vir- 
ginia, many dogs were aban- 
doned. They have gone f era1 and 
may attack humans outside of 
vehicles. 

4 Animated Auto: A leftover f rom a 
battle between humans and a 
group of dark elves, the auto is 
parked off to the side of the road. 
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A broken skeleton (human) lies in to the town has a gate made of logs Walther PPKs. They will try to use Per- 
front of it. Once the convoy goes across it, with several men stationed at suasion and their empathic abilities to 
past, it will start up and attack it-actually six lgors armed with pump capture the PCs and NPCs alive. If 
them by ramming. The car is a shotguns (treat as Mossberg M500s). resistance is offered, the Dark Minions 
Chrysler LeBoeuf. The convoy will be greeted at the will flee and have their lgors deal with 

5 Igors: These four Dark Minion gate by those stationed there. The men the problem. There are 20 lgors armed 
lackeys are armed with double- will smile at the PCs, but an Average w~havarietyoihuniingweapons(Ruger 
barreled shotguns (treat as Sav- task roll using Psychology will reveal .22 semiautomatics, Marlin .30-06 bolt 
age 31 1 -Rs). They have a bat- that there is something sinister about actions, Savage31 1 -Rs, and Mossberg 
tered pickup (treat as a Chrysler the men. M500s). The igors are not terribly brave 
Conestoga) for transportation. As the convoy enters the town, the and will flee if things go bad, unless 
They are servantsfrom agroupof PCs will see people walking the streets. their masters stay to inspire them. The 
Minions not aware of the plans of If the PCs are observant (an Average lgors have four be&-up pickup trucks, 
the group Jeffreys is serving, so roll using Intelligence) it will be evident and the Dark Minions a GDM Ariel to 
they will try to kill everyone in the that there is something wrong with the escape in (the car is concealed in a 
convoy. people. garage). 

6 Cows or Horses in the Road:The 
road is blocked by a group of 
cows or horses that have gone 
wild. The animals must be re- 
moved from the road for the con- 
voy to continue (there may well 
be other creatures stalking the 
cowsor horsesthatwouldn't mind 
adding a little human flesh to their 
diet). 

TOWN 
The town is located at the bottom of 

a large hill. As such, the PCs will have 
a good view of the town as they head 
toward it.They will be able to see people 
moving about in he town and will see 
armed men on the perimeter. The road 

A Difficult roll against Intelligence or 
an Average roll against Psychology will 
reveal that the peoples' expressions of 
joy are not sincere and that there is an 
emptiness to their eyes, as if they were 
puppets. 

These 30 people have, in fa&, had 
all their Willpower drained and are be- 
ing forced to serve as decoys. 

Once the convoy reaches the center 
of the town, the characters will be met 
by the town leaders. They appearto be 
three handsome men and a beautiful 
woman. Two of the men are actually 
bloodkin vampires. The other man and 
the woman are actually dark elves. The 
bloodkin vampires are unarmed, but 
the two dark elves are armed with 

CONCLUSION 
If the PCs defeat the Dark Minions 

and their allies, they will be able to 
rescue the people in the town. The 
humans were captured from towns in 
human-inhabited parts of West Virginia 
andfrom neighboring states. Ifthe player 
characters search the town, they will 
find little out of the ordinary. The main 
Dark Minion base is located in a series 
of underground caverns 40 miles from 
the town. 

Ifthe playercharacters aredefeatd, 
they will be taken to the Dark Minion 
base and subjected lo horrible experi- 
ments. The exact details are left to the 
referee. R 

I The sequel to the Nuclear War & Nuclear Escalation Card Game. ,.;I 
. . 

XUCLEAR PROLIFERATION is the explosively funny 
card game for 2-6 players of all ages. Choose which world 
power you'll play; Little Bittyland, Bananaland, Bermuda 
Triangland, Bagmad, or one of many others included. Use 
your countries Special Power, secrets, top secrets, & propa- 
ganda to gain control o f ,  or eliminate your enemies popula- 
tion. When that inevitably fails, all-out war breaks out as 
players launch stealth bombers, submarines, scudmissles, and 
fire atomic cannons at each other. Stop attacks with patriot 
anti-missles, stealth fighters, decoy missles, saboteurs, and 
other special cards. And look out for Klodzilla and the dreaded 
computer virus. Nuclear Proliferation adds special trading 
sessions, new top secret and other special cards. It's a 
sarcastic, humorous look at the futility of Atomic Warfare in 
the post-cold war 1990's, and can be played alone, or com- 
bined with Nuclear War, Nuclear Escalation, or both! $19.95 

version of Nuclear War where you play against 4 com- 
Available at your local game store or order direct from puter opponents. Available in IBM format in both 3 112" 

Flying Buffalo P.O. Box 1467, Scottsdale AZ 85252 or a 5  1/4" version. Alsoavailable for the AMIGA. Please 
specify when ordering . $19.95 

Please include $1 for postage & handling 







There are rules for panic (page 77): *This is not blind panic which sends them screaming 
away, but which rather causes them to freeze momentarily.* This panic is caused by wound 
damage or surprise. Nothing supernatural here; this reaction is instinctive, the "fight or flight" 
response warring with intellect. 

There are also rules for active fear protection; many Darkcreatures can project fear or other 
emotions through Project Emotion. This means that the emotion is imposed from outside. tt 
is an effective weapon, not a response. 

But horror means a reaction from within, a situation arising from a person's own fears and 
phobias. $ is not voluntary, or imposed from without, and it runs much deeper than merely 
being startled. It is the gut-wrenching, brain-paralyzing chill that sticks hearts in the throats, 
the *blind panic which sends them screaming away." And Ws lacking in Dark Consplracy. 
Certainly, a g o d  referee and good roleplayers can create it, feel the chill and enjoy the 
suspense--until the Initiative courrt starts. Once the combat sequence is begun, horror 
usually goes out the window. Few roleplayers have the dedication to stidc to the situation and 
roleplay panic when a chance comes up for them to strike back. 

For example, take the following situation: The characters are out in a deserted town, at 
night, looking for something that has already killed several p p l e  (NPCs, naturally) in a 
particularly gruesome fashion, but in such a way that the killer's identity remains a mystery. 
In short, the PCs don't have the foggiest idea what they're looking for. 

They skulkonward, ever aware that they're terribly vulnerable to attack, and they don't even 
know what (or who) might attack them. A sliver of a moon is all that !ig hts the scene, and the 
PCs' flashlights seem terribly inadequate to illuminate the empty houses around them. They 
feel more and more uneasy, certain that there are eyes watching them. 

The referee, feeling whimsical, has the killer join the procession at the rear, shuffling along 
behind the rearguard. Sooner or later, someone looks back and sees it, a creature that is 
clearly not human, not even terrestrial, an alien thing that would put fear into an alien skull- 
collector from Predator. What happens? 

In a real-life situation, plenty of adrenaline would start flowing, and a bt of psychological 
and instinctive reactions woutd flood the minds of the people so involved, hampering or 
overwhelming intelligent thought. In WdCthulhu,the&araderswuld b making Sanity rolls 
right a d  left In GURPS, it would be time for a Fear Check, at a nasty minus (about-51, with 
various embarrassing and inmnvenieni consequences. 

In the game of Dark Conspiracy, the characters were surprised, so there's a panic check, 
which the average character (PC or NPC) has a 33% chanceof passing without incident. And 
if the paniccheck is failed, the only response is that those who failed seek cover. No fear, no 
horror, no real panic, just a measured military-style response to sudden attack. Which is fine 
in a military situation such as Wlllght: 2000, but fails to fit the bill in a "game of future horror." 

TERROR TEST 
When characters run into a situation that should inspire terror, they test to determine their 

reactions. This is a standard skill check, based on Initiative (representing the character's 
conditioned responses to perceived threats) or Willpower (representing the character's self- 
control), whichever is higher. 77is test is in addition b the panic chedr, if the characters are 
surpnsed/ambushed. The difficulty of the test is determined by the ghastliness of what they're 
facing: Dismvering a deadly spider crawling up one's arm, or being menaced by a psycho- 
killer brandishing a b b d y  weapon, etc., would be Easy difficulty; the object of fear is easily 
identified and not really too terribte. (So why do victims in bad cinema always panic and run 
screaming? Because they have Initiative 1 and no Willpower skill, usually.) 

Facing a werebeast, its muzzle dripping gore from its lad victim, being g r i p d  by a yeti, 
encountering a barghest or tentacular ET, and so on, would be an Average difficulty test. 
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These things are scary, but mores-less identifiable. 
A cbse enecrunter of the worst kind--being gripped by a bhodkin troll, at the mercy of an 

oni or other dasmon, surrounded by hordes of inseetoid grubs or even bumping Into one of 
the Dark Masters in person (think of going toe-to-toe with Cthulhu to get an idea of Ihis level 
of fearws a DifficuR test. The key is the utter alien reality of the terror f a d ,  the ultimate 
fear of the unknown. Fear retreats before intelligence, and bowing what you face rduces 
fear. 

The results of a terror test are interpreted as follows: 
Outstanding S-ss:Such characters immediately get a free a c t i o d  they are already 

in tt.lecombatsaquem=e and in aphase where they act, they get another adion to specifically 
respond to the menace, even if they've already acted in that phase. No terror here. 

S-:The dwader may ad as normal. There's fear, but the charader has conhdled it. 
Failure: Such characters are terrified. They may not take any offensive actions until they 

have controlled the fear (see below). They may nr n away, move to m a r  or defend thmsekres 
in melee combat. No Skills (except the appropriate Melee Combat drill used in defense) may 
be used until such individuals have mntroiled their own fear. 

Catasmhk Fai1ure: Such characters have lost cont ml of their actions. They may run 
away, faint, huddle into a whimpering ball or even lapse into gibbering insanity (the referee 
and such player should work together to determine a character's exad readion). These 
characters may not do anything effective except, perhaps, run away. No skills may be used, 
and they may attempt to control their own fear, but a's more diicutt (see below). 

C O N r R ~ C F E A R  
If a character fails a terror test, hb may attempt to deal with the fear and regain control in 

later phases. When a terrified character gets a chance to act (taking into account adkns lost 
if startled by apaniccheck), thecharacter may testtocontrol the fear. This is done ma regular 
terror test, but at one level of difficulty easier than the test that caused the fear in the first 
pl-r instance, a DWcult test beoomes Average, and an Average test becomes Easy. 
Easy testsstay Easy.Apply the resubofthis testas thosefmm astandardterrortest(above). 
So it is possible to snap back to violent action after a brief scare (if an Outstanding Success 
is rolled), or b e  itcompletely (a Catastrophic Failure). 

Characters suffering the effects of a Catastrophic Failure on a previous test attempt to 
control their fear at the diitty first lenewrnteted (h., a DMcult test remains a Difficult test, 
an Average test remains Average, ek). 

If t t d s o p i b n a l r u l e i s u s e d , g i v e a s p e d t i e e ~ p o k t t ~ W l ~ a d v a m m e r r t b ~  
c h a m  who manwed an OuEstandi Suooess on a t e rn  test In addition, give a HE 
e ~ n e e p o i n t ~ W i l ~ r & ~ r n e n t d o ~ c h a r a d e ~ w h o  wassubjededbatemrtest 
and subsequently saw the me- Watd ("So, they ean die1 Ned time, HI kmrw betterP). 

Wihthis rule, Willpower iaeven more important in Dark Consplracythan ever. PartieularIy 
with the new Initiative Experiem Costs introdtlced in the Dark Conspiracy PC Bo-t Kit. 

Enact the term test at your option. I find that it makes for amuch more challenging game, 
s i m  the players can't always oount m their charaders to act with complete cool andcourage 
any more. And it's amusing to see a high-Initiative mmbat monster go goo-goo while the 
strong-willd pacifist calmly stands firm. n 

lWs a t t b  was inspired by N M  Atlas. 
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There are rules for panic (page 77): 'This is not blind panic which sends them screaming These things are scary, but more-or-less identifiable. 
away, but which rather causes them lo freeze momentarily." This panic is caused by wound Aclose encounter of the worst kind--being gripped by a bloodkin troll, at the mercy of an 
damage or surprise. Nothing supernatural here; this reaction is instinctive, the "fight or flightn oni or other damon, surrounded by hordes of insectoid grubs or even bumping into one of 
response warring with intellect. the Dark Masters in person (think of going toe-to-toe with Cthulhu to get an ideaof this level 

There are also rulesforactivefearprotection; many Darkcreaturescan projectfearorother of fear)-is a Difficult test. The key is the utter alien reality of the terror faced, the ultimate 

&. emotions through Project Emotion. This means that the emotion is imposed from outside. It fear of the unknown. Fear retreats before intelligence, and knowing what you face reduces 
is an effective weapon, not a response. fear. 

4 But horror means a reaction from within, a situation arising from a person's own fears and 
phobias. lt is not voluntary, or imposed from without, and it runs much deeper than merely 
being startled. It is the gut-wrenching, brain-paralyzing chill that sticks hearts in the throats, 
the "blind panic which sends them screaming away." And it's lacking in Dark Conspiracy. 
Certainly, a good referee and good roleplayers can create it, feel the chill and enjoy the 
suspense--until the lnitiative count starts. Once the combat sequence is begun, horror 
usually goes out the window. Few roleplayers have the dedication to stick to the situation and 
roleplay panic when a chance comes up for them to strike back. 

For example, take the following situation: The characters are out in a deserted town, at 
night, looking for something that has already killed several people (NPCs, naturally) in a 
particularly gruesome fashion, but in such a way that the killer's identity remains a mystery. 
In short, the PCs don't have the foggiest idea what they're looking for. 

They skulkonward, ever awarethatthey're terribly vulnerableto attack, and they don't even 
know what (or who) might attack them. Asliver of a moon is all that lights the scene, and the 
PCs'flashlights seem terribly inadequate to illuminate the empty houses around them. They 
feel more and more uneasy, certain that there are eyes watching them. 

The referee, feeling whimsical, hasthe killer join the procession at the rear, shuffling along 
behind the rear-guard. Sooner or later, someone looks back and sees it, a creature that is 
clearly not human, not even terrestrial, an alien thing that would put fear into an alien skull- 
collector from Predator. What happens? 

In a real-life situation, plenty of adrenaline would start flowing, and a lot of psychological 
and instinctive reactions would flood the minds of the people so involved, hampering or 
overwhelming intelligent thought. In Callof Cthulhu, thecharacters would be making Sanity rolls 
right and left. In GURPS, it would be time for a Fear Check, at a nasty minus (about -5), with 
various embarrassing and inconvenient consequences. 

In the game of Dark Conspiracy, the characters were surprised, so there's a paniccheck, 
which the average character (PCor NPC) has a 33% chanceof passing without incident. And 
if the panic check is failed, the only response is that those who failed seek cover. No fear, no 
horror, no real panic, just a measured military-style response to sudden attack. Which is fine 
in a military situation such as Twilight: 2000, but fails to fit the bill in a "game of future horror." 

=mow aFST 
When characters run into a situation that should inspire terror, they test to determine their 

reactions. This is a standard skill check, based on lnitiative (representing the character's 
conditioned responses to perceived threats) or Willpower (representing the character's self- 

3 control), whichever is higher. This test is in addition to the panic check, if the characters are 
=P 
2 surprised/ambushed. Thediff iculty of the test is determined by theghastlinessof what they're 

facing: Discovering a deadly spider crawling up one's arm, or being menaced by a psycho- 
killer brandishing a bloody weapon, etc., would be Easy difficulty; the object of fear is easily 3 identified and not really too terrible. (So why do victims in bad cinema always panic and run 

a o screaming? Because they have Initiative 1 and no Willpower skill, usually.) 
Facing a werebeast, its muzzle dripping gore from its last victim, being gripped by a yeti, 

XI encountering a barghest or tentacular ET, and so on, would be an Average difficulty test. 
XI 

CONSEQWCSS 
The results of a terror test are interpreted as follows: 
Outstanding Success:Such characters immediately get a free action-if they are already 

in thecombat sequence and in a phase where they act, they get another action to specifically 
respond to the menace, even if they've already acted in that phase. No terror here. 

Suc08ss:The character may act as normal. There's fear, but the character has controlled it. 
Failure: Such characters are terrified. They may not take any offensive actions until they 

havecontrolled thefear(see below). They may run away, move to coverordefend themselves 
in melee combat. No skills (except the appropriate Melee Combat skill used in defense) may 
be used until such individuals have controlled their own fear. 

Catastrophic Failure: Such characters have lost control of their actions. They may run 
away, faint, huddle into a whimpering ball or even lapse into gibbering insanity (the referee 
and such player should work together to determine a character's exact reaction). These 
characters may not do anything effective except, perhaps, run away. No skills may be used, 
and they may attempt to control their own fear, but it's more difficult (see below). 

COmOLLWG 
If a character fails a terror test, he may attempt to deal with the fear and regain control in 

later phases. When a terrified character gets a chance to act (taking into account actions lost 
if startled by apaniccheck), the character may test tocontrol the fear. This isdone as a regular 
terror test, but at one level of difficulty easier than the test that caused the fear in the first 
place-for instance, a Difficult test becomes Average, and an Average test becomes Easy. 
Easy tests stay Easy. Apply the results of this test asthosefrom astandard terrortest (above). 
So it is possible to snap back to violent action after a brief scare (if an Outstanding Success 
is rolled), or lose it completely (a Catastrophic Failure). 

Characters suffering the effects of a Catastrophic Failure on a previous test attempt to 
control their fear at the difficulty first encountered (i.e., a Difficult test remains a Difficult test, 
an Average test remains Average, etc.). 

m1RE IS HOPE 
If this optional rule is used, give aspecrfic experience point toward Willpower advancsmentto any 

character who managed an Outstanding Success on a terror test. In addition, give a specific 
experience pointtoward Willpower advancement to any characterwho wassubjected to aterrortest 
and subsequently savv the menace defeated ("So, they can die! Next time, I'll know better!"). 

Withthis rule, Willpower iseven more important in Darkconspiracy than ever. Particularly 
with the new lnitiative Experience Costs introduced in the Dark Conspiracy PC Booster Kit. 

Enact the terrortest at your option. I find that it makes for a much more challenging game, 
since the players can't always count on their characters to act with completecool and courage 
any more. And it's amusing to see a high-Initiative combat monster go goo-goo while the 
strong-willed pacifist calmly stands firm. R 

This article was inspired by Nick Atlas. 





You are in a small, deserted town at 
night A cold, distuhhg wind howls 
tbmwh the empty streets, canyIng a 
s ~ e y e l b w d u s t  thmrrgh the& The 
fine pwdergr s m e e  ms to ev- 
erything, Muding your cb tb  and 
skin, but y w  da not bmatha it 

You wak wfihut vol&n down the 
d u s t y ~ . A h e a d k a ~ l y i n g i n  
the street You walk up to him. He lies 
on his $lorn&, his bather@&& and 
jeans coated with the yehw dust. You 
turn him ove4 and you are stadad to 
seethatrheMh&ofhisfaae has been 
clawed away, clear to the bm. His 
ohest cad& has been hobwed out- 
little m a  than bone and skin are M. 

An sanvebpe is in his hand. Youpi& 
up and read Jt. R & addressed lo 

Wder a n e ,  I198 Courl St, Phoenix, 
AZ. S M e n k  the envehp filk with 
M, mdpudropIthhormr. 

TAen you mth that the wtpse, 
although obvious& dead for at least a 
day, is bleediw. The one mmaidng 
eye f l k  open, md you try to jump 
backr but his bony arm wh@ w# and 
grabs your shouldsK M r e  you ean 
react His one-eyed gaze holds you 
motionless for s%eonds that sswm like 
hours. "He@ us," he rasps then fdIs 
hto death and decay. As you sfand up, 
you ndke  at p u r  shoulder is mv- 
ered with mud. Looking dose6 you 
realhe that if is b h d  many days old. 
fhen yw awaken. 

BY Dan Snuffin 
Blitzville, Indiana is about to be in big 

troubte. The D& Ones are going to 
open a portal to another dimenskn, 
releasing horrible creatures to victimire 
the population dtakewer.Orie night, 
the PCwith the highest Foreboding skill 
has the dream related above. BIhflk 
is future Demonground, and the PC has 
foreseen thb disaster in hi draam, 
Walter StaneissignirMInthahe istu 
be the first vhim of tho skinless ones. 

NOBODYS HOME IN PHOENIX 
UthPCsobtain Wr'sphonenum- 

ber through inkrmatbn and try to g b  
him a call, there will be na answer. The 
PCswl It have to travel to Phoenix to find 
him. (A unique and c~lorful desertption 
of dark f uture Phoenix can be found in 
Mkhael A Stadpole's novel, A W b  
erlng Evtl.) 

Walter lives In the crowed, dutlerd 
mike-lmn of southwestem Fhaenix. His 
neighbrhood consists d narrow, two- 
story houses, almost ldentlcal In ap- 
pearance, crowded wether as if to 
msewe  s p x .  Nonetheless, individual 
housing b a modest yel prominent sym- 
bol of &lust in aworld where the mapr- 
ily of the popul&n is tao mr to afford 
such a bury. 

When the PCs thaw up on Walter's 
doorstep, thera will be nobody home. 
That's because Walter left to visit his 
brother in E l M l e  the evenlng of the 
dream. 

There are two ways to find out WabPs 
whereabouts. 

The ndghbor across the street41 
frizzy-halrd, middle-aged woman 
named Remiadmows whera he went 
and would be h q ~  to tell anyone who 
asks polite& She will get suspicious if 
the cbaracten are rude ortoo probing in 
their questions. 

H tho PCa are daring (or stupid), they 
can break in andsee whatthey can f ind. 
U n k s  they are very careful, there is a 
50% chance thai Bemlcs will spot them 
and call the cops. Inside the Mq the 
PCs will find acalendaron the wdl.The 
day of the dream is marked 'go home" 

with an anow runnlrog through the next 
five days. 

The r d  evkleneo is on the kitchen 
counter. It k an emelope--the same 
envebpe from the dream! The dream- 
ing PC wltl have no trouble r q n ' i w  
B. The retorn address is Frank Stone, 
866 Forsythe Road, BTtille, IN. Inside 
is an invitational ta a famlty reunion at 
hi brother's house scheduled to M e  
plaee today. 

WElCOMETO BuTzvuu 
Blitzvillek aquiet lZttletown40mllea 

souhestof the kdlanapolis rndmpk, 
wM a population d only 3000. The only 
industry thd keeps this p W  on the 
map Is the CX Agricatp, responsb for 
tons of wheat every year. 

fhe town has no airport, so the PCs 
will haveto fly to Indianapotls, then rent 
a car and drive to get there. It is sug- 
gestedthdthePCsnotarrhoin Blihville 
until earty evening, ghring them l i e  
time to make themselves comfoltable 
or harass the Stones. If they insist on a 
tight schedule, delay their flight or give 
them cat tmuble. 

The people here are very uncrrmfort- 
able with outsiders. They wlll very 
newws and cautious when dealingwith 
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the PCs. Drivethis resentment home by 
making the PCs stop for gas in town 
(after all, it's a long drive), forcing them 
to deal with the locals. If the PCs do 
anything in town, they will be constantly 
watched unless they are accompanied 
by a local (like Frank). 

Frank Stone lives in a modest, one- 
story brick home on the west edge of 
town with his wife and teenage daugh- 
ter. There are a number of old cars 
scattered in the overgrowth at the back 
of the house, most of them pieces of 
junk. 

If the PCs knock on the front door, 
Walter will answer. At this point, the 
dreamer should make an Average test 
against Empathy. If he succeeds, he will 
recognize Walter as the "dead" man in 
his dream, and if he does not make a 
Difficult test versus Willpower, he will 
faint. 

Generally, the referee will have to 
rely on his judgment to handle this situ- 
ation, using the NPC's motivations as a 
guide. If the PCs reveal that they fol- 
lowed Walter to Blitzville because of a 
dream, Walter and Frank will both take 
it as some sort of joke. When the two 
realize that the PCs are serious, Walter 
and Frank will both become very stern 

and may ask the PCs to leave, depend- 
ing on how the encounter has gone up 
until that point, especially 1 they re- 
vealed thefulldetailsof the dream. Both 
should remain skeptics, at any rate. 

Regardless of how the encounter 
goes, soon the PCs will have to call it a 
night. The Roadside Inn in the middle of 
town is as generic as its name. The 
rooms are very basic, but the price is 
very modest. 

Unless the PCs do something to get 
themselves in trouble, nothing will hap- 
pen until noon the next day. 

GUESS WHO'S 
COMING TO DINNER? 

At noon, the Dark Ones will open a 
gate between Earth and the alien di- 
mension.Thisgate just happenstoopen 
in the field, about 50 feet away from 
Frank Stone's home. 

About 12:15, a fine yellow dust will 
appear in the air around town, sticking 
and settling on most everything. The 
warm breeze that carries it comes from 
the west. Before the PCs are able to 
investigate this phenomenon, they will 
bump into a terrified Frank Stone and 
his family in aold, darkgreen pickup. He 
will stop with a skid, jump out and con- 

front the characters, logically blaming 
the mysterious strangers in town. 

When he realizes that the PCs don't 
really knowwhat's going on, he willcalm 
down a bit and tell them what hap- 
pened. 

"We were sittin' in the house when 
boomlwe were hit by a big dust storm of 
this yellow dust. We didn't know what 
was goin' on. 

"We were lookin' out the window, 
trying to figure it all out, and we saw this 
thing. It was like a man with no skin and 
no eyes. And then there was another 
one coming from the field headin' this 
way, and we knew we had to get out of 
the house, so we ran out to the truck. 

"But Walterdidn't make it. Hetookthe 
rifle, and shot one of the things as the 
family was getting in the truck. But then 
he lost hisglasses, and onecamearound 
the corner and started ripping him up." 
He starts to cry. 

Meanwhile, the dust is accumulating. 
The PCs may notice that while the dust 
coats everything, it does not get in their 
eyes or choke them. It will make breath- 
idg a little difficult, as if they were at a 
high altitude. The dust will be notably 
absent from any water within sight, not 
even lying on the surface. Visibility will 
be limited, and all ranged combat will be 
conducted at one difficulty level higher, 
with range limited to 30 meters. 

If asked, Frank will tell the PCs that 
the wind and dust were coming from the 
field out behind his place. He will want to 
be part of any attempt to get the things, 
and the PCs should realize thatthey will 
need his influence in the town if they 
want any cooperation. Frank's wife will 
drivethe truck away, and Frankwill want 
to get some guns, ammo and possibly 
some help-if the referee feels they 
need it. 

WHERE WORLDS COLLIDE 
Everything in sight is completely 

coated with yellowdust, making Frank's 
neighborhood look almost completely 
unfamiliar--like an alien landscape.The 
warm winds that carry the dust are 
stronger here. The townspeople will be 
completely stunned, their facial expres- 
sions molded in awe and horror. 

As they approach Frank's home and 
the gate, they will encounter 1 D6 $in- 
less ones. Another 2D6 skinless ones 
will be prowling around Frank's place. 
From there, the party will be able to 
locate the gate by following the dimen- 
sional winds. 

It is important to play up the horror of 
the skinless ones. Let them maul one of 
the townspeople who freaks out. Use 
the limited visibility to suggest that there 
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are many more of the creatures just out 
of sight, appearing and disappearing as 
they moue in and out of view. 
The gate is a rectangular "door" of 

"moving* blackness seven feet high, 
fourfeetwide and three inchesdeepset 
in the field. The winds howl as they are 
funneled through this portal. Empathic 
characters will be able to feel its energy, 
aswell a t h e  *residuenof the malignant 
entity that created it. 

Furthermore, everyone will be forced 
to fightthe skinless ones if they plan on 
sticking around for any length of time. 
There will be 206 creatures in the vicin- 
ity of the gate. There is a 50% chance 
each combat turn that another skinless 
one will came through the gate. 

CLOSING THE GATE 
There aretwo ways to closethe gate. 
First, the characters can bloek the 

Earth end of the gate, preventing any- 
thing from getting through. Unless the 
blockade is sturdy, this will be a tempo- 
rary solution at best, 

The hard way to close the gate is to 
go through it and destroy the control 
mdanisms on the other side. Those 
who pass through the gate wlllfeel mld, 
aeeompanied by a tingling sensation 
and goosobumps. The whole experl- 
encewillbeslightlydisorienting forthose 
not used to dimensional travel To re- 
flect this, all rolls will be conducted at 
one difficulty level higher for one mm- 
bat turn after they emerge on the other 
side. 

The aliendimension is like adesertof 
yellow dust dotled with alien sand struc- 
tures that resemble sandstone arches. 
There wll be2D6sklnlessones present 
on the other side, with a 50% chance 
per combat turn that 1 D&2 more will 
arrive. 

This side of the gate has the same 
dimensions described above. The a p  
pearance is much different, though. 
Green veins bulge around the edges of 
the dimensional slab, leading to a large 
organlc generator behind It. The gen- 
erator is an eight-foot-high mound of 
green, slimy flesh with jagged bones 
protruding from it at all angles. It pul- 
sates like a giant heart. 

Despite its enormous size and ap- 
pearance, the generator is actually a 
very sensitive piece of equipment, and 
it will take only 10 p in ts  of damage 
before it shuts down and the gate col- 
lapses. The PCs will have to figure out 
howtodestroy it and still get back home. 
(Tmed explosives are g reatl) If anyone 
istrapped in this dimension, they are as 
goad as dead unless they have a Di- 
mension Walk skill. 

CLEANING UP 
If the PCs succeed in closing the 

gate, the only task left Is to hunt down 
the remaining skinless ones wandering 
around town. The PCs will have the 
gratitude of the citizens of BIiiille. 

SKINLESS ONES 
Strength: B 
Constltutlon: 8 
AgllRy: 5 
Intelllgenw: 3 
Edueatlon: 1 
Chwkma: 10 
Empathy: 1 
Initlatlve: 3 
Move : 2/8H 5/30 
SkiIUDam.: 61206 
HRs: 15/30 
#Appear: 1 06 
The skinless ones are humanoid in 

form, but have a clear, viscous fluid that 
surrounds their bodies instead of skin. 
This makes their insides clearly visible. 
Their anatomy is obviously alien. They 
possess no apparent muscles and dis- 
play strange organs and pulsinq veins, 
all having a sickl y rtad color. The color of 
the insides and the shiny fluidthat cov- 
ers their bodies makes B look as if they 
are bleeding. 

Their limbs aregaunt, andtheir hands 
and feet end in large claws. They use 
their claws to rip out the organs of hu- 
mans which they use to decorate their 
bodies. (They do not understand why 
humans would hide such wonderful 
things undersuch adullcoverlng!)They 
also do not understand that humans 
need their organs, and they dasln hu- 
mans for their organs the same way 
humans desire minks for their hides. 

The naive dimension of these crea 
turesischamterizd byafine yetbwdust 
that dogs theairand makes upthe ground. 
This dust stic)cs to anything ex-@ fluids, 
which seem to repel -it. Thus, it does not 
stidc to the skinless ones. 

Any pr ta l  that is opened to this di- 
mension will be marked by the large 
concentration of dust.   he constant 
winds of the alien dimension will carry 
this dust through any open portal and 
into the air. 

The skinless ones have the ability to 
solidify this dust into any shape they 
desire using unique mental facilities. 
This solidification proms takes one 
rnlnuteforevery kilogram of mass of the 
desired object. These objects are very 
strong and not easily broken. 

When encountered, they will use this 
abitily to create small rock-like spheres 
that they throw with deadly accuracy. 
(Skill Level: 7, Damage: 1D6. Throw 
Range: 32 meten. Note that the dust 

cbuds & not redum the range of this 
attack.) This form of attadc takes two 
actions to completmne action to cre- 
atethe rocks andanothertothrowthem. 
They also use this ability to form the 
alien structures d their dimension. 

These beings take double damage 
from fire, which dries them out. How- 
ever, due to the unique nature of their 
"skin,"theirMies& notcatchflre.The 
skinless ones have never seen fire be- 
fore and are likely to ignore its effecls 
until one of their number is killed by it. 

FRANK STONE 
Frank is 5'7: He has blond hair and 

can aften be found in oil-stained cloth- 
ing. He has a long, thin scar on his left 
foream. 

Level: Experienced 
SkllkMechanic7,SrnallArms (Rile) 

5. 
Inltlatlve: 3 
bthratlon: Club Queen: Frank is 

very stubborn, and once he has made 
up his mind it is very difficult to get him 
to change il or convince him that he is 
wrong. Afirst impression will lastforever 
in Frank's mind. Heat? 10: Frank gets 
along very well with people ifthey don? 
make a bad first impression. He is well 
liked in Bl i i l le .  

Weapon: Marlin .3006 bolt-action 
sporting rifle. 

WALTER =ONE 
Walter is a thin man in his 40s with 

wispy brown hair and a dense mus- 
tache. He likes to dress as casually as 
circumstancesallow, and will be in jeans 
and aT-shitl duringiheadventure. He is 
virtually Wind without his glasses. 

Motlvatlon: Heai 5: As an Invest- 
ment banker, Walter must deal wRh 
many people, and thus is generally 
friendlyin attitude. DiamondSrOf course, 
Walter also values money as much as 
he values friends, which creates inter- 
esiiw conflicts. 

TOWNSPEOPLE 
Four townswple will accompany 

the characters and Frank to the farm. 
The first three are Nwice NPCs armed 
with Marlin 30-06 bolt-action rifles. The 
last is Jon Dinnersleln, a war veteran 
and thus an Elite NPC. He wlll be carry- 
ing an MI6 assault rifle and a knife. It is 
suggested that the referee use Jon to 
bdance combat and provide support for 
the PCs. (Dinnerstein will approach the 
PCsafterthe adventure, offering to help 
them in their battle against the Dark 
Minions. The PCs ean  put him down ag 
a contact, and he will be available to 
show up in future adventures.) f2 
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Note
Unfortunately, this issue was chewed upon by my then-puppy, Shadow.  Sorry!



looked like aqj  other ofi 
high way mnventmce s&wq bu i 

1 
something about It f lue me the 
willie. I've watched it for 'he pas1 
three hours, and i'ue seen four 
people go in there who neoer 
mmle out. I guess I've got t;o go in. 
!Just hope i 'm not nu* fie. 

T 
his adventurs can be set almost anywhere that has fundioning 
highways. A group of insectoid extraterrestrials has taken over an 
off-highway convenjenee store and Is using it asa base for scbntific 
expriments on humans. The aliens capture travellers who they 
deem fii fortheir experiments and whocan becapturd with minimal 
risk. It is up to the PCsto expose the allens'operation and puta stop 
to it. 

A friend or relative travelling to visit one of the PCs calls from a pay phone in 
Slaterville, After telling the PC how long he (or she) has left to travel, he says he 
is going into the store to buy some coffee. This is the last the PC hears from him. 
When the person fails to show up, the PCs are likely to want to invedgle. 

mnmnoN 
tf the PCs decide to go looling for the missing friendhelative, they will find the 

following information at each source they check. 
Sate Poliee: The state p o k e  wlll report that a vehicle matching the missing 

person's was found. % the PCs investigate, they will find that it is not the friend/ 
relative's vehicle. The police will list the person as missing, if he has been gone 
over 24 hours. An officer will say to the PCs. 'I'm sony. We do all we can, butthere 
are so many missing peoplethesedays that we're swarnpd. m t h e  record, we've 
been hearingsome odd stories about Slafetville. You might want to look there. If 
you find something out, don't hesitate to give us a call." 

MorguWHospitals: If the PCs deck these places, they will find afew people 
who match the mlssing person's description, but he won't be in any of these 
places. 

Trucker Grapevine: ll the PCs check the local highway rumor mill (by going lo 
a trucker bar, for example), they will, provided they get the truckers to talk, learn 
that there have been an unusual number of disappearances in and around 
Slaterville. Many of the tru&en say they now avoid the place, but others say it's 
just a rumor, nothlng more. If the PC's frlendlrelative was the sort of person who 
would be remembered (very attractive, vary odd-looking, etc.), one of the trucken 
might remember seeing him going into Wilson's Ofi-Road Store. 

SLATERVILLE 
Slaterville is a typical off-highway town. It consists primarily of gas stations, 

convenience stores, motels, hotels and truck stops. Due to the current conditions 
in the US, thetown is surrounded by a barbed-wirefence, and most of the buildings 
are made of reinforced concrete. Slaterville is fairly peaeefut since it is on a 
functioning highway, but there have been oecaslonal raids by outlaws and gangs. 
Most of the time, thase peopledrive Into town, throw a few Molotov wcktaits at the 
buildings, shoot up some signs and leave. 

Virtually everyone who Ilves in the town works in one of the businesses. There 
are fewchildren, and they all go to school in a nearby community since Slatenrille 
doesn't have any schools. It also lacks a police station, fire department and post 
oflice. It does have a few mailboxes, how~ver. The people are fairly suspicious of 
outsiders, butthey are usually paliesince their livelihood depends on the highway 
travellers who stop for focd and fuel. 

If the PCs ask about the misslng person, no one wlll remember seeing him. H 
the PCs ask abouf the disappearances, the local people will either daim to have 
heard nothing about them or say that they are unfounded rumors. Successful use 
d Human Empathy or Psychology skill (the task is Average) will reveal that the 
locals are aware that something is wrong and that they are lying to the PCs. They 
are &uat!y aware of the disappearances but are unwilling to say anything out of 
fear of losing business. Most will do their best to obstruct the PCs (by refusing to 
sell them food, gas or lodging)ar mislead them (by saying that the disappearances 
reallytook place in nearby Carterville), provided it does not put them in any danger. 
Some may aid the PCs if they are convinced that the PCscan handle the situation 
without ruining the town's reputation. The average people in town are just that, 
average, and are Novice NPGs. They should not (unless enraged lo mob action) 
be of great hindrance or help to the PCs. 

Unfortunately for the player characters, there is a group of Igors who are 
emptoyed by the aliens. Most of them work at the store, but others are under mver 
at other businesses. These Igors look for victims and occasionally take people 
(from their motel moms, for example). They also have their eyes open for any 
suspicious individuals (like the PCs). ll they become suspiciws of the PCs, they 
will try to drive them away (by harassing them, vandaliziw their vehicle, etc.). If 
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t ) r q  think the PC8 are g d n g  too do- 
to the truth, they will &mpt to kin the 
PCS. 

WILSOnrS OFF-ROAD STORE 
The store h k s  likealmost any ather 

&highway convenience storelgas sta- 
tbn on the surf-, but beneath it is s 
den o f a n  evll.Thoownerof thestore, 
Bubba Wllaon, was captured by the 
allens, and he offered to let them uae 
hi store as a base of operqtions and to 
aid them in their activities if they would 
let him live. Theallens agreed and soon 
set upshop under his store. They have 
been b d n g  humans for their ex- 
periments a@ food ever since. 

AH the rooms In the store are moni- 
tored by hidden TV oameras (a Difficult: 
Obsetvatbn task to spot) which are 
linked to a Wwer in the aliens' living 
area. There wll always k an alkn 
watching the vlewer. 

Pumps: A bank of standard fuel 
pumps, ldudfng dlesel. The pumps 
are full-sewb (which is very odd In 
these times), L ~ I I  the gas prices are as 
bw as self-sene. The full-senriae rou- 
tlnegbesthe lgors achancedo Iwk Into 
the vehkles to see how many people 
are present. There wlll bs at least two 
Igom working the pump at all times. 
k A sign on the ke machtne indi- 

c a b  that it is out of order. 
Storm: The intetbrwntainsthe usual 

wetpriced snack foods, drinks and so 
fob. Astute PC8 (those who make an 
Average: Obsenratbn roll) wlll note that 
the shohrerrare set up RU as to block the 
viaw of the Wrbr of the store f tom the 
outslde. 

Mica: The dii has the suwice 
window (twlhtpmd) behind which at- 
ways sits one bored-boking lgor. The 
office contalns some old, tattered furni; 
ture, as well as the safe, The safs 
c o d n s  a surprising amourst d money, 
aswell ss items d jewelry, watches and 
sa forth. Many of these Items can be 
traced to varbus missing Individuals. 
There is a I&ed trap door hidden 
under the stained rrrg. Spotting It Is a 
Difficult task uslng m r v a t b n  skill. 

Flesbomr:Tb restruomsarefairly 
nasty: a n d  seds, damp floors and 
sofor&h.ThewaL hawthickpmelsset 
in them (soundprding) which seem 
odd. Set into each man's fkor is a trap 
door. Adoor can be spotted by maklng 
a Difficult: Otrsenratian BkiD loll. When 
the alienswish to capture avictim, they 
kck the bathmom door using an alee 
trk W n g  mechanism. They then un- 
bdr the trap dwr, and the victim falls 
through iL The door Is f hen unlocked to 
ready it for the next victim. If the victim 

avotds falling into the trap (a D'fftcult room, due to h small size. H the vletim 
task wing Agility ff the parson Is not is esp6cjdlytroublwrnel tholgorswlll 
expecting tmuble, Average if he b), an rush to help. The aliens generally take 
alien will enter via the trap door to their victims at night and set- victims 
attack,Only one allen can enter a bath- who are abne ot groups when they am 

Education: 6 
Charisma: 1 

Speelal: Armor value 1 

TheType I1 insectoid ETs, known as Chiikaga (what their nameforthemselvessoun 
like in English), are related to the more common insectoid ETs, They are not as advanc 
as their cousins, but are physically toug her. Like their cousins, they consider humans 
exce1ler:t source of food. Unlike their cousins, they seethat humans are potentially use 

conquered human structure. They build primarily with organic materiaisthatthey proces 
themselves, Their lairs are very unpleasant places for humans to be, for they are vita an 
coated in slime (which keeps the organic walls fresh). 

While they are Dark Minions, they ars hostile to their insoctoid cousins and have fou 
wars with them in the past, generally over the issue of who gets to exploit and feed 
various populations of other worlds. These hostilities have continued on Earth. Unt 
their cousins, the Chiikagaare not well establishedon Rarth. So far, they only have afe 
secret outposts in human cities and towns, and they have yet to become involved 
corporate activity to the degree their cousins have. 

which oozes a thick slime at all times. Their heads are rather small (the brain is in the 
body), and they have awieked array of bjring, grinding, sucking and chewingorgans. 
atso havetwo main eyes that detect only motion and a set of smaller eyesthat are as 
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confident they can capture all of the 
victims at once. They also avoid taking 
the obviously wealthy orpowerful, since 
that will draw undue attention. 

Garage: The garage is a greasy, oily 
mess with tools scattered about. Ser- 
vice is terrible here and is likely to leave 
the vehicle worse off than when it was 
brought in. The garage contains a hid- 
den lift plate (a Difficult task to spot 
using Observation) that is used to lower 
victims'vehicles for disposal. The lift is 
operated by a control box set into the 
wall. Unlike the rest of the place, the 
box looks new (an Average: Observa- 
tion task to notice this). There are al- 
ways at least two lgors here, generally 
smoking cigarettes and drinking beer. 

BENEATH THE SURFACE 
The subsurface was hollowed out by 

the aliens using their advanced tech- 
nology. The walls are made of a thick, 
chitin-like material and are coated with 
a slimy, foul-smelling substance. The 
place is dimly lit with red lights, and an 
alien scent pervades the air. 

Vehicle Area: This is where the ve- 
hicles end up that are lowered from the 
garage. There are tools in the room for 
cutting and disassembling vehicles. The 
lgors are quite good at dismantling the 
cars. The parts of the victims'vehicles 
are taken into the dump and disposed 
of. 

Dump: The aliens, aware of the 
amount of waste material (bodies, ve- 
hicle parts) their operation would gen- 
erate, dug a pit to dispose of it. The 
dump is a deep shaft dug in the earth 
with reinforcing poles of alien material 
set into its wall. The pit is about 10 
meters deep and contains human 
bones, rotting corpses, auto parts and 
small scurrying creatures not of this 
earth which feed on the remains. The 
dump site smells of gasoline, oil and 
rotted flesh. 

Capture Area: This is were the vic- 
tims end up if they fall through the trap 
doors. Thevictimsfall onto soft, squishy 
material which cushions their fall. There 
will be at least one armed alien per 
victim present to subdue the humans.A 
subdued human is stripped naked and 

- dragged into the pen. 
Pen: The walls of the pen are com- 

posed of the thick, slimy chitin-like ma- 
terial. The door is made of steel and is 
set into the walls. It is kept locked and 

. -= is guarded by an alien at all times. , *? There are currently six people here, 
including the missing person the PC is 
looking for. The people are in terrible 
condition due to the terror of the situa- 
tion and the fact that the aliens don't 
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well as cyborg modifications. So far, 
they have been unable to produce a 
controllable fighter. Most of them went 
mad and had to be destroyed. At the 
referee's discretion, the lab might con- 
tain one or more such experiments. 
These beings would be as likely to 
attack the PCs as the aliens if freed. 

LivingArea:This iswherethe aliens 
sleep and feed. The aliens feed prima- 
rily on the brains and central nervous 
systems of higher animals (including 
humans), and they prefer their meals 
as fresh as possible (alive). The PCs 
may run into the aliens while they are 
feeding, which would bea horrible scene 
to witness. 

PowerlComputer: This room is a 
horrifying tangle of partially living com- 
puter and power plant components, 
someof which wereonce part of human 
beings. The computer is not terribly 
advanced or powerful, and is used pri- 
marily to store data from the experi- 
ments. 

feed their captives. At the referee's dis- 
cretion, some of the victims may have 
been modified: grafted limbs, surgical 
modifications, cyborg parts, etc. 

Lab:Thischamber is filled with weird- 
looking, semi-organic DarkTek labora- 
tory equipment. It is here that the aliens 
conduct their experiments on humans. 
Their research is aimed at producing a 
human-based fighter to use in their 
battles with other ETs. They are work- 
ing with grafting cloned organs and 
limbsfromtheirown raceto humans, as 

RESOLUTION 
The aliens will continue to operate 

and expand their operation (by taking 
over more businesses and houses) 
unless they are stopped. If the PCs 
defeat them, they will abandon their 
operations in Slaterville for a while, but 
will eventually try again. If any of the 
aliens escape, they will rejoin others of 
their kind and seek revenge. If all of 
them are killed, a four-being team will 
besent intodetermine what happened, 
and they may learn of the PCs' involve- 
ment and seek revenge.Those the PCs 
rescue will be quite grateful (once they 
recover) and may be able to aid the 
PCs later. 

The referee may wishtocontinue the 
action by having oneof the aliens' more 
dangerous experiments escape. It 
would then be uptothe PCstotrackthe 
person down and stop him. The indi- 
vidual would havevariousgrafted limbs, 
as well as cyborg parts, making him a 
dangerous opponent. While the person 
would be insane, he would possess a 
great deal of cunning. 
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A Dark Con~pi r i r~y  adventure acter may attempt to reach shore again. 
Those on shore or in the boats may 

by Michael Ce LaBossiere attempt to help those in the water (the 

Everybody thought it was an instance of the infamous "Down-East" humor when a lobster man exact effects are left up to the referee). 

radioed us that there was a large icebeg and several smaller bergs in the area The captain The Yesqi will attempt to pursue the 

broadcasted an "iceberg warningmover the ship's intercom, and we allhad a good laugh. We stopped survivors, but it, too, must avoid being 

laughing when a chunk oficepunched a hole in the hull, and the ship began its descent into the Atlantic. smashed on the rocks (it should be 
treated as having a Swimming skill of 

his adventure is set off the While the creature is attacking the 10). If it is smashed against the rocks, it 
coast of Maine and em- vessel, the ship's four lifeboats (each cannot attack the next turn and must 
broils the PCs in an inva- capable of holding six people safely) escape them (a Difficult skill check, fail- 
sion attempt by beings can be lowered over the side (on the ~rere~~hinginbeingstuckanotherturn). 
from an alien dimension. side the Yesqi is not attacking, or it may Italsotakesdamagefrombeingbashed 
This adventure is fairly dif- smash into them). against the rocks (its greater bulk re- 
ficult, and the party should Luckily for those on board, there is a sUlts in it taking 4D6 
ly experienced PCs. The nearby island with a working lighthouse If the survivors reach land, they will 

party can also be beefed up with NPCs on it. Its beacon is easily visible. Rowing be safe the Yesqil which cannot 
as needed. to the island will take about 20 minutes leave the water. It will remain in the area 

At the start of the adventure, the PCs if two skilled and strong rowers are as long as the survivors are in sight 
will be on a relaxing, all-day cruise along rowing in each boat. Fortunately, the ( ~ n l e ~ ~ t h e ~  areshootingatit$ofcourse). 
the Mainecoast. Thiscruisecan be paid local current pulls objects toward the If the survivors move inland, where it 
for by the PCs (about $75-1 00 per per- island. cannot see them, it will swim around the 
son) or can be a gift from someone the The exodus to the island should be them. 
PCs have benefited. The first part of the handled by the referee in such a man- 
cruise will be enjoyable and includes a ner as to stimulate fear and excitement, BAXTER ISLAND 
seafood feed (lobster, clams, etc.) as and kill off some NPCs. Descriptions of The island is located about two miles 
well as whale watching (there are still a this sort should be used: "Thelightof the off the Maine coast. It is a rather small 
few left around Maine, which strictly lighthouse reveals a scene of terror: island, and has only a few scraggly 
enforces its tough environmental laws). You can see, for an instant, the terrified pinesand some beach grass on it. Most 

On the way back to the port, night will faces of those behind you as something of it consists of weather- and sea-worn 
fall, and it will become chilly. Those smashes intotheir boat. Mercifully, dark- granite. Located on top of a small hill is 
familiar with the area will say it's colder ness quickly cloaks the scene. On the alighth~usewhichwasoriginall~ placed 
than usual. Two hours from port, those next pass of the light, you see only in the 1800stowarn ships of a seriesof 
on deck will see a bright flash (like wreckage and torn bodies borne by the granite "almost islands" that lay Just 
lightning) in the distance. About an hour waves ...." The PCs should have afright- beneath the surface in the area. These 
from port, a lobster man will radio the ening close call, but should be allowed "almost islands" are s~mewhat of an 
ship and say that he has sighted a large to reach the island, provided they don't anomaly1 and their existence has not 
iceberg in the area, as well as several do anything really stupid (like trying to been adequately explained. Each "al- 
smaller, fast-moving 'bergs. The cap- attack the creature from a lifeboat). mostisland"has abe l lbuo~  on topof its 
tain, thinking it's a joke, will broadcast and their eerie tolling can be heard on 
the transmission over the intercom. REACHING THE BEACH the island. According to local legend, 
While everyone is having agood laugh, The surviving boats will soon find the bells are rung by those who have 
what appearsto be afast-moving chunk themselves being pulled toward the is- died in the sea. 
of ice will smash into the ship and pierce land. The current will draw the boats The dock is a heavy-duty, 
its wooden hull. The captain will stop toward a particularly rocky section. Wooden dock, designed to handle ves- 
laughing and send out afrantic Mayday. Nearby is a safer area. Beaching the sels as large as Coast Guard cutters 

boat in the safe section is an Average (the water is fairly deep off the dockt 
DEATH IN THE WATER task using the Vessel Use (Boat) skill. If which is why it is there). 

The stricken vessel will begin taking this roll fails, the boat will be pulled shack:The shack is locked and con- 
on water immediately, and those on toward the rocks, and a Difficult: Vessel tainsseveralcans~ffuel~ atoolbxtanold 
deck will see the "ice" move away from Use (Boat) skill roll will be required. If bicycle, some old boots and rain gear. 
the ship and then strike it again. This this roll fails, the boat is smashed on the Road: A ~ ~ r n - d o w n  and rutted dirt 
should clue them in that all is not right. rocks, and those on-board are tossed road. It was built when the lighthouse 
The "iceVis in fact aYesqi. It willcontinue into the sea. Those in the sea must was constructed. 
to attack the boat until it sinks it (this will make a Difficult roll using their Swim- Trails: With the decline of the environ- 
take 20+1 D l  0 minutes from the first ming skill to reach the shore safely. If the ment, virtually all un~ol lu td  places have 
attack). After sinking the ship, it will rollfails, acharacter must make another bt?come of interest to people. The blain@ 
pursue any lifeboats in the water, and Difficult: Swimming roll to avoid being government added the trail in the late 
after that, it will pursue any individual bashed up against the rocks (inflicting 1990s, and they have been maintained 
humans in the water. 206damage).Thenextturn,thechar- withsomedegreeofregula*eversina. 
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Iceberg Sideview 

LIGHTHOUSE 
The lighthouse consists of the actual 

lighthouse and a house for the light- 
housekeeper. The house was added in 
the early 1920s when a married man 
took over the job. It was inhabited until 
1964 when the lighthouse was auto- 
mated. The house is locked and boarded 
up, and the lighthouse is locked. 

Porch: A worn-down porch, com- 
plete with a swinging seat. 

Living Room: Contains dusty and 
cobwebbed furniture, which was left 
when the lighthouse was automated. 

Kitchen and Dining Room: The 
kitchen has a wood-burning stove and a 
gas stove. There is still wood present, 
as well as a few old cooking imple- 
ments. The sink will produce water (al- 
though it tastesfunny)from the old tank, 
which is still about half full. 

Bedrooms:The bedrooms aredusty, 
but do contain usable furniture. 

Bathroom:Aworking bathroom with 
an old style toilet (gravity flush). 

Closet: Contains an old, much 
patched, heavy, yellow raincoat. 

Storage: Contains almost acentury's 
accumulation of junk:oldfurniture, toys, 
boxes of magazines, broken appliances 
and so forth. Also contains boxes of 
spare parts for the lighthouse and fuel 
for the generator. 

Lighthouse Interior: The bottom 
floor of the lighthouse is taken up prima- 
rily by a generator and a very large fuel 
tank. There is a radio set up on a table 
here. Unfortunately, water has leaked 
onto it, rendering it inoperable. Access 

to the lighthouse is via a very steep 
spiral staircase. The top floor has large 
glass windows and affords an excellent 
view of the area (at night, the view is 
limited to what the light reveals). There 
is an old flare gun hanging on a nail, as 
well as a pair of old binocularson asmall 
table. 

U N W E L C O M E  GUESTS 
About an hour after the survivors 

reach the island, anothergroupof survi- 
vors will arrive. These people are from a 
drug-running vessel which wasattacked 
by aYesqi and sunk. There will be a total 
of three survivors from the drug runner 
(four were killed by a Yesqi when the 
boat was sunk). These people are de- 
tailed below. 

THE ICEBERG COMETW 
About an hour after the drug runners 

arrive on the island, the light from the 
lighthouse will reveal a very odd sight. 
The light will sweep across what can 
only be a very large iceberg which ap- 
pears to be being pulled by the current 
toward the island. The sweeping light 
will also reveal that a large black cylin- 
der is sticking out of the iceberg. Smaller 
shapes (the Yesqi) swarm about the 
iceberg. If the iceberg is kept under 
observation, when the light swings by, 
those watching it will be ableto seedark 
shapes moving about on its surface. 
Suddenly, there will be a bright flash 
from the iceberg in the darkness, and 
the top of the lighthouse will explode in 
a ballof fire (killing anyonethere). Shortly 
afterward, the light of the moon will 
reveal dark shapes flying from the ice- 
berg to the island. 

ATTACK 
The darkflying shapes areGalacians 

which are on their way to attack the 
island and kill everyone on it. The first 
attack will consist of four Galacians. If 
these do not succeed, the remaining 
Galacians will join the attack. The 
Galacians use icebergs as vessels of 
sorts. The 'berg entered Earth's dimen- 
sion via a massive gate. Unfortunately 
for the Galacians, the iceberg, which 
was supposed to enter Earth's dimen- 
sion in the antarctic along with theother 
invasion vessels, ended up in theocean 
off the coast of Maine dueto afreakgate 
accident. During the course of the acci- 
dent, the iceberg was fragmented and 
lost its propulsion system as well as 
severalother structures. All that remains 
is a single hibernation structure. 

The surface of the iceberg is ice. 
Protruding from the ice is a two-meter- 
wide shaft made of metal. The outside 
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of the shaft has a ladder on it. The 
structure is embedded in the ice. 

Shaft: The shaft is hollow, with slid- 
ing doors set on each level of the struc- 
ture. The top has adouble-paneled door 
on top to keep out rain, etc. None of the 
dcrors.arelodcscl, andthay caneasily be 
opened and closed using a single large 
button. 

Living ControlArea:Thisis the area 
in which the eight conscious Galacians 
live and work. The interior consists of 
semi-organic-looking controls which are 
quite odd looking. The interior is lit with 
a dim red light (which is the light of their 
proto-dimension's dying sun). Lying on 
one "table" are several maps etched on 
very strong metal foil. These maps are 
of Earth and several proto-dimensions. 
The maps are also covered with sym- 
bols. If the maps are turned over to a 
government or other powerful entity, the 
language will betranslated, and it will be 
learned that there is a large-scale inva- 
sion of Earth's arctic regions by the 
Galacians. 

Levels 2-4: Levels two through four 
contain hibernation chambers. The 
Galacians evolved from creatures with 
life cycles which involved their being 
frozen or dried out or both for long 
periods of time. Since the Galacians' 
trip to Earth took them through many 
proto-dimensions and has taken years 
of travel timethrough these spaces, the 
Galacians rotate their crews in and out 
of hibernation. The hibernation cham- 
bers consist of what appearto be panes 
of thick glass held together by the inter- 
nal organs of a whale. The hibernation 
chambers are extremely cold and dry. 
Each chamber holds 34 "freeze dried" 
Galacians. They look even more horri- 
fying when freeze dried, what with or- 
ganic tubules piercing their hides and 
various things moving over the bodies, 
checking them for damage. The freeze- 
dried Galacians and the hibernation 
equipment are extremely vulnerable to 
flame. ttakestwofulldaysforaGalacian 
to be restored to normal from a freeze- 
dried state. 

ACTION 
The conscious Galacians will attack 

those on the island and attempt to se- 
cure it as a base of operation. They will 
do all in their powerto keeptheirfreeze- 
dried brethren safe from attack. Their 
first order of business is to secure the 
island. This amounts to killing all the 
humans on it.They willthen begin awak- 
ening their frozen brethren. Once the 
revival process is started, they will cause 
the exterior of the structure to heat up. It 
will melt through the ice and come to 

rest on one of the "almost islands" with 
theshaft protrudingfrom the water. They 
will then destroy the rest of the iceberg 
as much as possible and let the chunks 
drift away. 

Once established on the island, the 
invaders.wi 11. -in. to head inland, look- 
ing for fresh meat (humans). Some of 
the passengers from the cruise vessel 
will advocate talking to the arriving 
Galacians. Naturally, they will beslaugh- 
tered when they go out into the open. 

The captain will want to keep as many 
people alive as possible, and he will 
want to warn the people on the main- 
land as to what is going on. The drug 
runners' leader will decide to fight the 
aliens. After all, they probably won't buy 
any drugs, and if everybody is 
he'll be out of business. What the PCs 
want to do is, of course, up to them. 

RBi$OEmIIGBN 
If the Galacians succeed in killing 
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everyone off, they will use the island as 
a base and raid the coast (while care- 
fully concealing the location of their 
base). They will also attempt to get in 
contact with their fellows in the arctic 
regionsof the Earth. If theGalaciansare 
unopposed, they will eventually be able 
to take over several islands along 
Maine'scoast, andtheirfellowswilleven- 
tually take much of Earth's arctic re- 
gions as their own. If the PCs (or other 
survivors) escape and warn the main- 
land, the island will be investigated. 
This will result in a military attack on the 
Galacians, which will wipe them out. If 
the maps in the livinglcontrol area are 
found, there will be military operations 
in the arctic regions against the 
Galacians that will eventually succeed. 
The PCs may be brought into the action, 
if desired. 

NPCs 
Captain Rich Molderson: Mol- 

derson is a reserve naval officer who 
lives in Maine. During the summer, he 
earns extra money running a tour boat 

operation with his sister. He is extremely 
dedicated to the United States, despite 
its current condition. He will consider 
theGalaciansto be invaders (and rightly 
so) and will do all in his power to stop 
them. 

Molderson is a man in his mid-forties, 
still in good shape, with only a few gray 
hairs. He has a short, neatly trimmed 
beard and piercing gray eyes. 

Level: Veteran. 
Skills: As per Veteran NPC. Heavy 

Weapons 2, Leadership 5, Navigation 
7, Mechanic 2, Observation 4, Swim- 
ming 5, Small Arms (Pistol) 4, Vessel 
Use (Ship) 4, Vessel Use (Boat) 2, Will- 
power 3. 

Initiative: 4. 
Equipment: M9 with two clips. 
Crewmembers (3): These two 

women and one man are experienced 
sailors and are all naval reserve en- 
listed personnel. They have served with 
Molderson for years and will follow his 
orders. 

Level: Experienced. 
Skills: As per Experienced NPCs, 

plus Mechanic 2, Heavy Weapons 3, 
Melee Combat (Armed)3, Navigation 1, 
Swimming 4, Vessel Use (Ship) 5, Ves- 
sel Use (Boat) 4. 

Equipment: Knife. 
Passengers(20 NPCs, plus the PC 

group): These are normal people who 
went out for a cruise and ended up in a 
nightmare. They may be employed in 
many ways. For example, some can 
serve as victims to demonstrate the 
cruelty of the Galacians, others can 
panic and foul up the PCs' plans, and 
some may even be able to aid the PCs. 

Level: Novice. 
Skills: As per Novice NPCs. Some 

might have certain specialized skills. 
Equipment: Some may have cam- 

eras. 
Harold Ramis: Ramis, a Maine na- 

tive, is a former member of the US 
military who was badly injured during an 
attempted mutiny by his military unit 
(they were being used by their Dark 
Minion commanding officer as a Ge- 
stapo Ike force). He was the only survi- 
vor of the attempt and is convinced that 
the army is still looking for him (they 
aren't, but the Dark Minions are). With 
his perceived criminal status, his only 
option for employment was crime, and 
he hastaken it upwith military precision. 
Because of his past and his current 
occupation, he is extremely suspicious, 
almost paranoid. However, enough of 
his sense of decency remains that he 
will join with the PCs against the 
Galacians, providing he has a guaran- 
teed escape route once it's all over. He 
may be willing to join the PCs, if they 
impress him. 

Ramis is a tall, well-muscled man 
with numerous scars on his arms and 
chest and one on his face. He always 
looks as if he needs a shave. His outfit 
generally consists of a pair of worn 
jeans, old hiking boots, acamo shirt and 
a worn jean jacket. 

Level: Veteran. 
Skills: Melee Combat (Armed) 6, 

Lighthouse interior 
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SmallArms (Pistol) 6, SmallArms (Rifle) 
6, Swimming 1, Vessel Use (Boat) 6, 
Streetwise 6, Computer Operation 2, 
Leadership 4. 

Initiative: 4. 
Equipment: Desert Eagle (4) with 

two clips, Uzi with two 32-round box 
magazines, combat knife. 

Drug Runners (2): Ben Wisman 
("Bennyn), Alice Thompson ("Viper") 
These two (a man and a woman) were 
recruited by Ramisfromthe Hell Hounds 
gang in New York City. They are rather 
brutal individuals and are adept at per- 
sonal violence. They respect and fear 
Ramis and will obey his orders. 

Level: Experienced. 

Dark Conspiracy 

Skiils:As per experienced NPCs, plus 
Stealth 6, Streetwise 7 and Vessel Use 
(Boat) 2. 

Equipment:AKR with two magazines, 
combat knife. 

WEAPONRY 
The Galacians employ a variety of 

weapons that are different in appear- 
ance than human weapons, but are 
very similar in function. A human using 
these weapons (or a Galacian using a 
human-hand weapon) usesthem at one 
skill level lower than normal due to their 
different size and slightly different con- 
figuration (Galacians are larger and use 
two eyes to aim, unlike humans, who 

use one). These weapons are as fol- 
lows: 

Handgun: Treat as a .44 magnum 
Desert Eagle. 

Rifle: Treat as a XM7 Storm Gun. 
Rocket Launcher: Treat as a LAW 

80. 
Six of the Galacians are armed with 

rifles and handguns, whiletwoarearmed 
with handguns and rocket launchers. 
The warrior Galacians (these Galacians 
are actually medical personnelin charge 
of the hibernating ones) are equipped 
with actual DarkTek, supplied by their 
Dark Lord. The support personnel, how- 
ever, retained standard weaponry due 
to the current scarcity of DarkTek. R. 
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PCs usually sperd their mihion 
hunting days searchm wt evil, and 
then blowing that ev17 into tiny little 
pieces. They go to the problem and 
eliminate L But this tjtne, the pmb- 
iem is mmmYng to fhem. 

Run th$advenhrreprefmb&t@ht 
after p r  chzmaem are finishing 
off aIpotbr adwenrum. They will be 
Iow on apm, pro&ablj. wounded in 
some way. and #minty not pre- 
pared to deal with a temr campaign 
against them. This adventure also 
bemms much m thrMIfng if if 
takes plm at nwt. 

T 
he PCs are heading 
home afteramtherm- 
cessful missbn against 
the forces of evib They 
probably split up into 
smdl gmup or go off 
alone back to their 

homes. Now that each character is 
isolated, the assasshs strike. 
If the character lhs in an apart- 

ment or other stmture, he will be 
attacked by two s4alkers (Dark 
Races, page 86). Statkers are used 
for assassinationoperations by Oak 
Lords, and do their job extremely 
well. Men the PC wens the door 
and I l i  the switch, mthing hap 
pens. His room is dark. No matter 
how much fiddling with the light, 
nothing will happen. Make a Dii- 
wit: Foreboding roll. If successful, 
the character wilt sense something 
in the room with him, just before the 
door doses-and kcks. From the 
wide.  Ifunsuccesskrl,ihePCpmb 
ably pulls out a flashlight and makes 
his way over to the fuse box. Then 
the flashlight sparks and goes out. 
Maybethecharadersteals aglirnpse 
of an inky black claw smashing the 
bulb with a silvery Mack dagger, just 
before the door closes and locks. 

Now the PC is lo- in his room, 

in near-total darkness. He should be 
terrified, or at leasf apprehensive, 
as he has mr idea what he is dealing 
with. Enhance the atmosphere by 
telling the PC that the only sound is 
his own frantic breathing. The stalk- 
ers choose that moment to attack. 
The staJkers will aftempi to kill the 

PC silently and quidtly, using their 
darkness daggers to murder their 
foe. This will be adesperatefight far 
the PC, as lirearms will bemoreof a 
liability than an asset. Remembr, 
the PC can barely see what he's 
shooting at, so most shots will hi the 
fum-bre (unless he has a starlie 
scopeoro~rvisiond#ice, inwhich 
case he will see the stalkers clearly). 
This will b a melee fight, with knkres 
and fists. The PC will probably win, 
as there are only two stalkers, and 
the character may be able to get in a 
lucky shot with a pistol. If either 
stalker is seriously wounded, they 
will both use Dimension Walk to 
escape, leaving the character bbody, 
bruised, and shaken. 

ATTACK OR EMRENCH 
When contacting the rest of the 

survivors, the PCs will find that ev- 
eryone else was attacked. This was 
not a random incident. The Dark 
Lords have noticed this partiarlar 
group of humans has a habit of 
ruining Dark operations. Their first 
successes could be flukes, but now 
lhe Dark Lords are convinced it-is 
&[berate. So the Dark Ones sent 
an asassination team of stalkers 
crrrnbined with a few loyal humans 
to make sure the PCs never inter- 
fere with them again. 

The characters will likely be wor- 
ried now. What should they do? Most 
PCs will be confused about being on 
the receiving end of an attack and 
will act accordingly. Popular opinion 
usually will run to entrenching, get- 

ting everyone together a n d s i n g  
guns out of wimlows. Any PC with 
antiterrorism experience will realize 
this is not a gocd idea, as it muld 
provide the enemy with a fixed tar- 
get to destroy at leisure. If the char- 
aclers insist on this, their building 
will be hit by an RPG fired by an lgor 
as he iumps into a car and scumies 
away. He wiil lead the party on a 
merry chase thrwgh the city (make 
many Vehicle 'Use (Wheeled Ve- 
hide) rolls to keep up with him} and 
eventually to the old Manchester 
8 reet Parking Garage. See Stand 
Up and Fight Like a Minion, below. 

If the charades Wide to rove 
around tqether Lodting for Iheir 
would-be assassins, they will find 
nothing. They have no idea what to 
LooOc for or where to lmk. Have ev- 
eryone make anAvemg8:Obsenr& 
t i n  roll to discover that a car has 
keen following them since they left. 
it makes no hostile actions toward 
them but merely folbws them no 
matter when they head. Drivingrolb 
may be made to shake the-trail. 
When the PCs stop, the car speeds 
up and drives past. PCs recording 
and checking the lioense number 
findthat the carwasdestroyed in the 
2004 collapse of the Mancheder 
Slreet Parking Garage. If the PCs 
decide to check wt the garage, see 
Stand Up and FiM Like a Minion, 
k b w .  Nothing more will happen 
until night. 

THEYRE BACK 
The PCs will be attacked at n$ht 

again, whether they are abne or in a 
group. They will be attadred by two 
stalkers if alone and by 1 D6staRers 
if grouped. In addin, a human l w r  
w31 accompany them, armed with a 
tranquilizer gun. While the stalkers 
keep everyone busy fighting in the 
dark, the lgor will discreetly trar quil- 

Just because you're paranoid 

Dark Conspimey 
don't mean they're not after you. 
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ize a key NPC or a special PC and 
haul him out to his car (which, inci- 
dentally, is the same one that has 
been following them). The stalkers 
will continue fighting until one is se- 
riously wounded, and they will then 
use Dimension Walk to disappear. 
Now the characters notice that one 
of their number is missing. 

D0 NOT AmEMm 
CE mIS $;A&&,,, 

As the characters decide what to 
do next, the phone rings. The char- 
acter answering hears a chilling, 
bone-grating voice rasp, "If you ever 
want to see (missing PC or NPC) 
again, cometo the Manchester Park- 
ing Garage at midnight ... or else." 
The caller laughs and hangs up 
quickly. So, of course, the PCs gear 
up and march outside to head forthe 
parking garage. But the stalkers are 
not stupid. The key element of vic- 
tory is defining the battle on your 
own terms, and the stalkers adhere 
fiercely to that principle. Instead of 
allowingthecharacterstocatch them 
in the garage in a stand-up-shoot- 
em-up battle that they will almost 
certainly lose, the stalkerswill attack 
thecharacterswhen they are at their 
least ready-the moment they set 
foot out their door. 

The PCs will be attacked by two 
stalkers who wait until their lgor 
across the street starts firing. The 
lgor is armed with an Uzi with five 
clips. Once the PCs start to shootat 
him, the stalkers will leap on them 
from behind. The stalkers will fight 
only until the PCs manage to shoot 
one of their number, then they will 
flee. The Igor, if not dead, will jump 
into his car and speed off-right 
toward the Manchester Street Park- 
ing Garage. 

STAND UP 
AND A W T  LIKE A MINION 

The stalkers' plans have gone 
somewhat awry. They had planned 
to get rid of the characters already, 
but now have decided the PCs are 
too powerful. The stalkers are plan- 
ning to report back to their respec- 
tive Dark Lord, but they have one 
more trick they will try. 

By now, the characters should be 
zooming off to the garage. Whether 

Dark Conspiracy 
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they're following the lgot or desper- 
ately trying to save their friend, 
theyre driving @ht into the stalkers' 
final trap. 

mitt in 1997 during a lean cqn- 
st nrd bn perlod but an ' expkshre 
commuter era, the Manchester 
Street Parking Garage wasdestined 
to fail from the beghntng. Shoddy 
workmanshlp, poor materials and 
inept planning oombined to make 
the structure extremely hazardous. 
On March 13, 2004, the structure 
collapsed rigM in the middle of rush 
bur, ktlting hundreds. The cause of 
collapse was never pmven, despite 
tumors of sabotage and termem. It 
is also interesting to note that March 
13 was a Friday. Whatever the 
cause, the collape was a disaster. 
The buildlng was judged too un- 
stable to enter. Paramedics and EMT 
teams risked their own lives anyway 
looking for away in, but no openings 
were to be found.% they simply 
waited outside, hearing the an- 
guished scream and pleas for res- 
cue that fittered out for hours. The 
eerie glow from the fires inside cre- 
ated a hellish spectacle. After 24 
hours, the property was condemned, 
and no teams were ever sent in to 
retrieve bodies or b k  for survivors. 
The entire area around the ruin cob 
lapsed financially as resldents 
flocked to more pleasant parts of 
town. Manchester Street m n  be- 
came an Anlhill. Those living there 
say they still hear the screams of 
thosewhowere ctushed and burned 
wh% rescuers stood helpless out- 
side. 

The PCs should know all this, and 
the depression h the area is almost 
pa@- an the characters speed 
toward It. Finally, there il looms. It is 
not hard to imagine the abhorrent 
sight that night in 2004. But the PCs 
can see a gllmmr of light f mm deep 
within the structure, and the lgor 
who abandons his car and scuttles 
toward a tiny cra& that would have 
gone unmieed. PCs can follow him 
in, in whlch case he will fight, or 
choose their own way toward the 
bedronhg pinpoint of liM.The struc- 
ture settles and creaks as they clam 
b r  around inside. Perhaps truly evil 
referees could have someone come 
across a charted skeleton, frozen in 

an eternal scream. No matter what 
route, the PCs find the source of the 
light. A cavern fomd when the 
upper dedt crasheddown at anangle 
on the lower. The site is rimed with 
smashed and mencars, ske!etons 
hiding underneath them. The entire 
area is fire-blackened, and a faint 
charnel stench lingers. Coupled with 
the constant threat of collapse, this 
should make even the most hard- 
ened characters claustrophoblcl 

Their friend is hanging upside- 
down over a hole In the floor that 
seem to $0 down for miles. A vile 
smell wafts up from thls pit. The tight 
is a pulsing blue gateway, in front of 
which the remaining stalkers are 
standing, along with all. their lgor 
sewants. The stalkers will fiht the 
PCs one last time, inflicting as much 
damage as possible, then stepping 
back toward the gate. One salutes 
the PCs, and aH the remaining stalk- 
ers slip through the gate. The di- 
mensional portal slips shut behind 
them. The PCs and the Igors ate left 
to fight it cut. Or so they thought. 

DE~A vu 
N L  OVER AGAIN 

Assc~onasthelaststalkerissafely 
through the gate, the 
Igors draw their weap 
ons. But the would-be 
firefight is intertupted 
by an omlnous rum 
b l ig  nbb. Dust sifts 
down from the ceiling, 
and the loose objects 
shake. Then, ever so 
slowly at first, chunks 
of the concrete ceiling 
start to fall. The lgors 
kok at each other 'in 
terror and run for the 
exit. Unfortunately, il 
collapses just as they 
are going through. It 
seems the rest of the 
garage will soon follow 
suit. 

The patty shwld be 
in a frervzy now, with a 
20-year-old ruin col- 
lapsing in on t hem, sur- 
rounded by those who 
dled violent deaths, 
and their friend hang- 
ing over a stinking, 

seemingly bottomless pit. In actual- 
ity, the pit is the only exit remaining. 
B is a 20-foot drop to the bottom, but 
the rope the prisoner Is hanging on 
will, if unwound, reachto thebottom. 
PCs may lower themselves down, 
but quickly, as the garage Is rapidly 
going to pieces. Once at the ground 
bebw, they find themselves in a 
sewer leadhg for m l s .  To hurry 
them along, perhaps some rubble 
may fall down the shaft, new strik- 
ifq them. The characters can drag 
themselves along the sewers until 
they find a ladder, which will let them 
up into the open air. Those evil refer- 
ees can spoil the momentof triumph 
by having them covered with 
lwches. 

AF~ERMATH 
Though the PCs have fougM off 

the assassinsfor now, they ulti itely 
have put themselves in greater dan- 
ger. the Dark Lods are now attain 
of the PCs' involvement, and next 
time, they will send something they 
feel is capable of making the PCs' 
lives miserableif short. Until then, 
the PCs can go back to fihting the 
Dark Ones, but maybe, just maybe, 
a little less sure of themselves. SZ 
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4 Globules 
A Dark Conspiracy adventure 

by MichaeI C .  LaBossiere 
Horrur- c~ . rnog~~a  /run] tI1c stringesclsl and mosl clnex/?cctcd pkces 
ii~c,he c hys. iVi~o iuou Id ever i~auc  su5pcclni tila! n r~igli ln~arc 
couftl or)zc. /o,lll fiu111 a s111dll M ~ ~ I I C  tolivl? But if did. bVho 
krloti~s ~ l ! l l ~ j t  gocs 011 in otl~o: sinlilar- arx3c?s? Perhaps a 
~ ~ i g h / n l n r - ~  111c7iti11g to happel? lies next door lo us all. 

his adventure is for a 
medium-sized group of 
PCs. They need not be 
very experienced, bvt this 
scenario Is not very suit- 
able b r a  group of begin- 
ning PCs. 

The adventure is set in a small town 
in Maine which is the site of a strange 
invasion by aquatic globular creatures 
that have intruded into Earth's dimen- 
sion in search of host bodies through 
which to work their terrible schemes. 
Matters are complicated by the fad that 
the US governmeqt seems to be en- 
gaged in a deal with these beings. It is 
up to the PCs to uncover the truth of the 
situation and deaf with the invaders and 
their unwitting allis. 

REFEREE'S BACKGROUND 
Malign beings with terrible purposes 

running through their alien minds have 
broken through into our world, spread- 
ing suffering and terror. One such group 
has piorced the veil between the worlds 

' and taken eantrol of the small town of 
Middle View, Maine. By themselves, 

I there beings aro al but phy8ieaIIy help- 
less. Unfortunirlely, they wm enter Into 
symbiatie relations with other life forms 
and make use of these host i tdies to 
work their terrible plans. 
On the first day of the invasion, three 

queen globules dimension walked and 
ended their journey in a small Maine 
pond. After recovering from their ordeal, 
they produced their offspring-a total of 
60 globules. These globules were dis- 
covered by Dianne Nicholl, who was 
visiting her sist~r's farm. Dianne did not 
recognize them asan alien life form and 
thought they were some sort of illegally 
dumped toxic material. Luckily for her, 
the queens and their offspring were 
dormant at this time. The next day, the 
qlobulesawokeand usedtheir empathic 
powers to lure Dianne's sister, Joan, 
into their pond, and she was promptly 
taken over. Dianne, having Iefl the day 
before, told a friend of hers in the EPA, 
Lynn Parsons, about what she had 
found, and her friend went to investi- 
gate, but was soon taken over. Within a 
matter of days, all 60gbbules had hosts 
taken from the townspeople. lhese 
hosts began fortifying Joan's farm and 
accumulating weapons. Joan, a TV 
scriptwriter, created the cover stoly that 
a TV movie was being filmed a! her 
farm, and there would be plenty of roles 
for the k t  people. Wdh that aver  in 
place, the hosts were able to do just 
about anything without arousing suspi- 
cion. 

Twenty days after the first batch, the 
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queens pll3duCOd 60 mom gbbules. and over the next few 
days, 60 more twmspeople became hosts, and six people 
who stumbled onto the sbuatlon wwe Wllod. Since the police 
h d  been taken over, es well as b d  news repo*n, there 
was no m e n t h  or irnmtlgatlon of the dlsappemncss. 

SMy d q ~  after t het arrhl, the queens produced f hree 
more queens, and 20 days later, they producd 120 globules. 
Over the next week, 1 20 more townspeople had taken up 
thelr new roles as gbhle b t s ,  and 10 more wore kilbd for 
learning too much. 

Finally, 20 days after the hst batch, 120 more gbbuQs 
were produced, and owrthe next three days, 76 more people 
became hosts, and 12 people wen  killed whon they m o d  
what was golng m.At the end of thoso throe days, lhe town 
was compfetely under thr control of the g!&les, and all 
those of no use as hosts (about 230 children and senbr 
citizens) wore Wllod snd fed to the queens. 

The presence aftheso bolngs dld nutgo unnotbed among 
the Dark Minbns in the regbn. One powerful Dark Minbn, a 
damon (see DmrkConoplraey, page 21 6)  who had Wen tho 
role of a government officW, decided to use the globules as 
his own soldiers. tt c a n t a d d  the globule queens md told 
them they muld senre it or be destroyed. They q m d ,  and 
the dmmon ordered government troops to the town. The 
o f l i i  story for the publiu and trwps is that a medicat 
quarantine b belw enforced; the story for the offeers is thd 
they are helping ovt same friendly Efs. In reality, the d a a m  
is lrsing the unwlttiw troop to proteci the globules from 
outside interference until it is ready to act. 

GEmNG THE x s  PCSOLVU, 
Late one night, during a thunderstorm, ona of the PCs wlll 

barfrantic knocWngat hladwr.Openlng thedoor,tho PCwlll 
flnd one of the group's cunhcts, a biilogist named Harvey 
Weems, and Dimne Mchall. Both will stagger into the house, 
t h f  r faces pale and haggard. Once they have settled down 
a bit, they will tell their tales. 

Dianne will expiain how she found soma odd globules 
fbating In her sister's pond. She told a friend about B, who 
went to invdgate and nevw returned. h e r ,  when Dlanne 
t r ld to enter the town, she was stopped by soldiers and told 
to turn b d .  Later, she snuck in and saw the p p l e  fn he 
town doing odd tRhga making strange structures, fatttfying 
the buitdlngs a d  sa on. She will also say that the people 
adgd strange, m if they wen on drugs or something. She will 
teti the PCsthed as she was sneaking out, she was captured 
by the mUitary, intermgated and kcked up with several other 
people, Including h k r t  Domlds, a well-known Invdpathre 
tele~wnalist who was repoM missing a week ago. She will 
Bnlsh by saying that Weems freed her and tho other prison- 
ers, and they have been on the nm slnce. The others, sbe will 
s q ,  went their own ways, 

Dr. Weems wlll say that he was mlgned by the govern- 
ment for what he was told wou!d be an w r t u n i t y  to work 
with r group of friendly ETs. After working in the town aweek, 
his studies revealed that the "ETs" w e n  humans who wore 
lnfeled by alien life forms, apparently q d m t  tfielrwills and 
not volunteers as the offdal story had it. When he reprted 
hk findings to the corn manding ofIber, the fl~erturnd out 
to know all about B Wwms will say that he was then taken out 
to be Vnerged," Because of his appearame, the guards did 
not judge h lm a throat, and they were quite surprised when he 
attacked and overpowered them and then fled, pauslng only 
to free the others. 

Weemswiit Implore h e  FCs f o r d  In fredng thetom from 
the yoke of the alien masters, He will also tell them thal ho 

thtnks tho tmp awa, for the moat part, unaware of tho true 
mure of tho situation, dhough there b no way of knowing 
how many of them have boon taken wer, 

Weems wilidm tell the P a  all ho knows about the aliens: 
They are, In their natural form, globulus of a geldimus 
material with highly complex nerwus systems. In thlsform, 
h e y  a n  physhlly homss. However, they are capable d 
entering the bodies of host orgmbms and U n g  control of 
theC newus systems. He doesn't know how many there we 
or R they can removgd from tho k t  without harm k the 
person. He does know thatthey &revery protedive of afarm 
(which Dianne will q n k o  as her skor's fann) and that 
they dl vEBH h on- a day. As far as he kmws, none of hem 
have left the area He wUI finish by saylng that w h l  fkrrlly 
made him realha wha was wrung was that thera were no 
children or oldor people left in the town. 

I the PC8 decide to help Weem, the ball Is In their #run 
If they dedne, they wlll read In the paper that a prominent 
bblogist (Wems) was kmed in a car wreck while drhrhg 
home from wok In any we, the P a  wlll sea on TV that 
tnvestigatAro m r t e r  RobM Donafds was killed In a car 
wredt while on asslgnmerrt. 

A C I l N  
The PCs wlll probably want to enter the town and scope out 

the situation. Slnce tho town is more or lees surrounded by 
Ws, it would be faMy easy to get Into town vla the 4 s  
(which a n  not currently patrolled) for PCs willing to hko 
several mUes through thick woods. The woods aro tho homr 
of a pack of wolves, These whw, whkh would normany not 
attack humans unbsa extremely provoked, have b a m e  
disturbed dw !he empathic emanations d the gbbulse and 
may attack humans in the woods {If the wolves end up in town 
somehow, they will go berserk and atl& any host in sight). 

Once tho PCs get into town, they will have to contend with 
military patrols as well as the hosts. The globules do not 
constantly s a n  fie a m ,  so fl the PCB are arefut, they 
shauld be able to avoId being det-. Of c o w ,  l they are 
deteded, they will be M - p r m d  to w. Tha horn wilt 
not punw tfwm out d m ,  but the military wlll. The mllftary 
will dso contact the pdioe, who All bo b W n g  for them, and 
the daamon in charge will send wt lgors to kBl the PC& If the 
paljwormilitq~unfheP~,thywilfbeloeked uphthe 
basement of the high school. I f  h e  l p r s  or hosts get them, 
they will end up dead or &a hosk.Also, U the PC8 ern 
ddeed, swr i ty  wlll ba stepped up, and W it Is s u m  
that the PCs came vla the wocds, soldiers will b assigned to 
patrol the woods In pairs. 

REsoumm 
tl the PCs go to the government, thoy may be able to 

persuade an diclal that something Is fkhy wlth the town. If 
they succeed, the military will intervene and w b  out the 
globule fnvmbn. Qf couna, B may turn out tha! the dfkM 
they contad doesn't believe them (and the PC$ may be 
W e d  up) or h aualty In loqur with the dmmon ( a d  the 
PCs may ix be up or killed). 

If the PCscontacQ othororaanWbm (such as the poiico 
or natbnalguard),thmegroub WIU bo baihtoact against the 
federal aovemrnera and will rqulre a great deal af evidante 
and pekuasbn before acting. Wmr, given the r e d u d  
power of the fadonl government and the increased Indepen- 
dence of local authority, such intervenbn la not endrely out 
of the question. 

tfthe PCsdddato go italone, R will bethem against awry 
substadd force. They may be able b get some of the 
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soldiers on their side, but i t  is likely that they will be up agalnsl 
hundreds of tmb on their awn. In the PCs' favor, however, 
Is the vu lne~ lhy  of the farm. Bb, after dl,iarfrorn town and 
W e d  near t h e w d ~ .  I4 the PC$ hit the farm +as! a d  hard, 
they may ba able b MI1 tho queens (and hence all the 
gbbul~) before any large farces anive. If an attack on the 
farm falls, or if the hods ape warned of such an etttadc, thy 
All double or triple th guard and haw hosts paroling the 
w d a  nearby. 

If the PCs are defeated, or abandon the mbsbn, 20 days 
affer they are eontaetPd by Weems, the hosts will complete 

thelr portals and pools, and queens and globules wili be 
bmugM through at an alarmiw rate. These qwens will be 
N e d  Into spacial trailem and taken to vrbus other ponds 
and lskaa throughout the mtim.These globule enclmwil l  
be careful obsewd by wants of the daamm to emufa hat 
the globules don't get any Ideas d their om. h a h r t  whlle, 
many small t o m  wlU bo taken by the globules. EveMusllIy, 
them wUl be enough d them for the dmmon to take wer 
substantial sedlons d the country. Tho exact detalls and 
Impad of t h t  expansion are left to the ref-. 

If the PCa MI tho queans, the sunrMng hosts will be 

W3: ths h W m p  k opr@r@ ndrmadtg: ahwh there 'a kre@tt, am! prbr b Wta Masdm4 WM o niaaplm tp ukdb 
~ s a h ~ w ~ ~ r w i t ~ ~ m a ~ t k ~ h b ~ ( t ~ a a ~  W t r k t ~ t b ~ ~ ~ ~ ~ e o f ~ r t l a ~ , r n d t ~ ~  
ws o bat mpj, T M  M k k  mlgad to W p  a~ qye dn thh Beaad R-, MddbVww.wsthe kame bq Cream 

.Qrpsd*eas&nd&~er?z&?sabrwther htm wbm Drew, whi& pmdW md seld W bask b-rit &r = not head imm! end inn~piciOM ofh.sW@~. Hs Ameriu 4 Ih. w l l  shop pmW[ng iho I ~ o . h a m  
will Qtow,the PWb @t jn if an#amuad3 him. D r m J s m  el- 

Ramp: Each rmpois elcl~ed &. Mih chtruaim hni i#F The #$ d l a r s  d thg m i F i  mntlr~wt are df~ !fw hiih 
snd~~~ma~dakttfhmrr@ryctrma~~.hw,$rrvpm .$cR~~Ia~tlr&6m,Tb~habmfilldwltr,~.&fb 
w R o ~ w i l I w c r r r S l o ~ ~ ~ ~ m . ~ $ ~ ~ n ~ t , a ~  &elarLttrssdmssse#?.Thr&mb~mthb 
m ~ t ~ w h , ~ @ ~ e t 8 w ~ l  r&bhmBpasy, thm m m a @  p&l b~ ~ A B   man W tb @p b a ~ g  
lry fa per&qdwthe intruder$ n@ S1;WWythhg. The Warn d q a ~ r  pod,.3%w~lm pdd%etbm madk4Wr opdanam< 
W a r r p t  guard&atot'dlthes by@ur&t&m &mdwttRU- to: a ~ y m N m  g q i q  h mi a n y ~ n ~ f r n  1- 
16LThmesddi~ wM oWr paopll~lb b~dthwatmfhm ~ m ~ f E r l ~ w p @ f q & w a u n d g r ~ ~ b ~  

M k t &  *&ri SUgg~siWfih fs t h ~ ~ ~ t b  ~~ will 
wwsfw W&&,Ib16 tmjmi~mww#w~w 
wiry Mphttd d&i*.W& 6oqm. ~1~~~~ w Pa& 
tRktyl vvlltw thslydaw &bngifl she iwil [ v & h & W  
mp#k&W$, M h w d n t e s ~ r s n ~ t b ~ w i ~ W r r  

5 the P ~ ~ ; ~ ~ , ~ ~ y ~ d m l $ i l t h l m w t a k ~ ~ ~  trr?* 
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stunnod by tho empathic rh& d the deaths for 10 minutes 
(they will fall to tho ground and fbp about like dead kh). 
Aftenvard, they will stand up. Some will wander about the 
town aimlessly; &en will engage In Insane bohwbr; still 
others W set out in pursuit of the PCs. However, 24 hours 
aftsr thelr k t  feeding, the globules will perish, freeing their 
hosts. The survhrs will be severe!y traumatizd and will be 
in need of help for some time before being able to return to 
seml-normal Uws. Middle View will more or less a a s a  to 
exlst, as moa w p l e  wlll leave, and there are rro children Id, 
In a few years, tha ramps will be b e d  and the town 
abandoned. Some of the former hosts may decide to taka up 
tho war agdnstthe Dark Minions, and they wilt all be grateful 
to the PCs and will aid them whenever pos~ble. Many of 
them, erpeddly those forced to kilt their awn children, wlll 
never rmver.ntedmmon in charge and b mlnions will f k ,  
leaving tm t m e  behind. 

T h e ~ w B I l & t D a s e r i e s o b ~ i m ~ I n t h o  
US gowmment, meof whkh dl turn up human aknM, bU 
stewwill unearth DarkMlnbna Tho PC8 mr~ybe tmrolred h ~EII 
~atthemf8188lsqthThagkbuleswlNill w w  
enter EaWs dhenskn yet qaln at m e  tlme and try again. 

W a k s  
#Appear: 208 Inltlatlvr: 5 Aglllty: 8 
Attack: 80%* Strength: 4 SkHlrDem: W1 D l  0 
Move: t513W80 Constltutbn: 3 H b :  315 

'Due to their agitated state. 
Spdal: Divlng attack. See p g o  200 of Park Con- 

w[mcy, 

Soldiers (32) 
Thesearearmy combathops. WhIIethey are byalto their 

commanding offker and tho US, many of them are wspkiius 
of the situstbn and are not entirely convfnced that they are 
enforcing a quarantine. Those soldiers with doubts may ald 
the PCs. Sk of the soldlen have baon taken over by globules 
and throe have vanished (assumed AWOL, they were act& 
aty  Mled by the k t s  for vdous reasons). 

1-1: Experienced. 
Skllls: As per Experienced NPCs, plu Observation 5. 
Armament: M9, M16A2 For vohictee, t h y  haw jeeps 

and heay t h  

NCOs (4) 
The NCOs are Veteran soldiers, and some are combat 

Wetam They are more suspicious than the younger en- 
Iiaed men and don7 buy the quarantine story at dl, but are 
less pone to aid the PCs. Howwer, if they learn the true 
nature of the situation, they wlll akl the PCs. 

Level: Veteran. 
WUs: As per Veteran NKs,  plus Obsewathn 5, Interm 

gatlon 4 a d  termdershfp 6. 
Armament: M. M i n .  

Qfcers 13) 
Exqtforthewmmandhg d k  agl of the off[cers we young 

and college educated. They have treen toldthdthey am pmhd- 
ing agmw affrlendly EFs and that they sbkd expect all m t s  d 
dwenk~bet[evetMtheyhavetopmtdtheETsfrom 
DarkMin&k&s(th ywilfhinkthe Dark Wnbns).The 
~ a r e n o t v e r y s ~ ~ w h a t t h ~ ~ ~ w n d s t e n t  
wtththeatarytheyweremH,dtheymrrot&dl~aohp 
the PCswbut some dram& ptoof. 

trvol: Experienoed. 
Skills: As per Experienced NPCs, plus Obsewdbn 4 

Interrogation 3 and leadenhip 5. 
Armament: M9. 

rn (101 
T h w  rue s m t s  of the dmmon who are p o s h  as 

doeton to maintain the W e  of the quarantine, Anyona wlth 
Medical skill who apeaksto them orobsewes them for awhlle 
will redhe that they are no? doctors. They are typW bars, 
with all that implls. 

h l :  Exporieced. 
ArmamenEs: C o W d  sbnced .22 (M as HighStan- 

dard 22). Ingram MI 0 A5 (eanied In 'did* equipment) 
with supprewr, 

Hostr (435) 
The hosts are normal people who are controlled by the 

gbbulea. Most of them are Nwke NPCs. Seethe deecdptbn 
of the gbbutos for more details. 

Armament: Guards will have hunting rifles or shotguns, 
whllo 0th- will haw c o k d e d  knHes or pistols. 

Dark Minions 
Cagtdn John Hmnescy (Lesser -on) 

$trmgth: 12 Educetion: 6 Wvm: 418/3QAO 
mnsttulon: 9 Charhmc 7 8WtVDam: TAD10 
Aglllty: 8 Empathy: 8 H W  15130 
Intelllgenw: 6 hftlattvo: 5 #Appear: 1 

8kl lk.blee Combat (Unarmed) 7, Small Arms (Plstol) 4, 
Small Arms (Mfle)4, Obwwatbn 6, Psychom 3, VWmr 
8, mmputer Opemhn 2, AcU8luff 7, Interrogation 6, Lan- 
guage (English) 6, Human Empathy 5, Project E r d m  6, 
Dimemian Walk 7. 

PhysM Desmlptbn: *John%" true lorm b that a4 a 
hairless, jet W d  humanoid wlth red gloaming eyes, r mouth 
filkd wilhrihreryteeth,andnonaee. l t isaSmitedsh~&br 
and mi assume the likeness of virtually any humanoid of tts 
h e k  hs current form Is thad of a healthy, middle-aged man 
with short M& hair and Mue eyes. 

Poroo~~IHy~Uwtlon: k i n g  a lesser dmmon (a ram, 
or rether type of race, related to the daamon in Dark Corn 
rplrmey), 'John* is a creature of evil whose main mativatkn 
la to acqufre p e r  and use that pwvor for Its own enjoyment. 
This enjoyment consista of causing olhera to suflw. b 
preferred mode of InflMing wflerlng Is via military oporathm 
or personal combat. The m a  of hmr dmmons It comes 
from is a wry militaristic raco, and hence It Is suitable forthe 
role it Is playing in L daemon master's plaw b master b 
wisely staying out of tho adbn and will not be encountered 
dudng the adventure. Oddty enough, ll has same form of 
twlsted cuncern for L solders (it sew them as feIbw war- 
rioq tkghdavery Inferior son) and will kilany gbbulethat 
takes over one of its d d i e n  (unfortunatdy W l t i i  the soldier 
in the pmss) .  When playing tfw mla of the -An, it a& 
Re a slrict officer, a role i can play very well. 

Armament: M9. 

Uobufe Queen 
Wwgth: 2 Education: 1 Move: 1 ( W o r  only) 
a M o n :  3 Chartma: I SkllVPam: M A  
AgIIBy: I Empathy: 10 Hits: 10120 
Intelligence: 4 ~nltfatlve: 1 #Appear: 1-6 

~ H u m a n ~ ! 5 , P 1 ~ ~ ~ n 5 , P ~ ~  
5, WdlpwreP Drain 5. One fn 10 queens can dimensbn wak 

Dark Cwspimcy 



lh globule queens look like large, gelatinou~ sphem 
ccmtdnlng what looks Ike a'mkture of plants and internal 
o t y m  from varbus animals, Tho globule queens evolved 
from creaturm whkh dwelled In a section of a protoalrnen- 
sbn that consisted prSnw!rily of shallow, s!agnant ponds and 
swamp full of decomposing vegetation and animal csr- 

fhese matures evolved tho abi lby to produce bu6 
whkh would break away and drift until they contaded 
Werorganhm. The buds would attempt to take control of 
the otgmim's nornus system and, tl successful, they 
would bring baEtc the organbin to the queen and k3U 3 by 
sbrblng out tho victim's nervous system. Eventually, the 
buds evolved Into Intelligent life forms with the atrllIty to 
control other omanbms. The queens also had the abillty b 
manlpuhe tho mkrds of dherbeings for bath offenslvs and 
ddensiw purposus. With these abilities. tho gbbuies soon 
came to dornhato their section ol the protodimsnshn. 
Unfortunately for the other Me forms; the globules regarded 
them only as potential hosts or food, and mntually the 
gbbutes were masters ol a desalata wasietand, viwally 
dewM of all ISfe but tWr own. These vile things would have 
soon died off il It were not for the intenrention of a Dark One 
who saw them es potential Instruments by which il could 
generato fear and suffering. Its minions brought in harpless 
matures for the gkbules to use, and il &red some of the 
queens so that they auld  dimension walk and spread terror 
and suffering into other dimensions. 

Globule queens a n  very vulnerable to drying out (it Wlb 
them) and toxc age- in the water they occupy (they filter 

oxygen through their outer membranes). Thmy mi also 
vulnerable to normal madm (bulb ,  knifes, ek)  

Each queen produces 20 globules every 20 days. fhege 
gbbuk m a i n  dormant for one day and than became 
active. Every 60 days, aqueen produoes another queen, but 
no globules. Twenty days after b prod&, a nw queen 
produces 20 globules, and 60 days I a r ,  it pmduas another 
queen, and sofoh.An individual queen dies after producing 
six queens. The globu[es'main task is to care forthe qwns 
by provldlng them with food. The modem gbbules do nat MI 
their bats (fib would kill the gbbule) but bring the quoens 
food, the queen gbbubs in turn feed thr globules. I a 
gbbulo klls to f e d  for 24 how, it wll pwbh fteelng any 
hoat it rnlght be controlling 

Qobde 
Strength: 1 Edueatlon: I W e :  1 
Cowthtlon: 1 Charisma: 1 SkllYDem: WA 
Agllity: 1 Empathy:S Hh: IR  
Intelllgena.3 InInltthr~: 1 #Apposu: 20-120 

3pdml: Human Empathy 2, Projeci Emotbn 2, Profed 
Thought 2, Willpower Drain 2 

Globules w a r  as mdl @9sketbalkized) gbbes of 
gelatit~luar material. V ide  within the tmducont jely aro 
whllt appear to be st~ps of grwn and black mahles. 
When dormant, the cmtures are harmless and Immobile. 
When adiva, their intehal "organs' swirl about W e .  

Theso bolngs are mrernely dangerous baause d thair 
ability to t o e  control of e host organism. The Cakeover 

- 
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procedure Is as follows: The host mud be in the wafer with 
the globule (the queens generally use thet Wlltpower Drain 
and Projection abibles to lure victims). The host mud be 
drained of all willpower (again, the quoen usually does this). 
The globule must be In d i r a  contad w~ the vldim for d 
least f i e  minutes. The victlm is entitled to a D'icult skill 
check against his Constitution to see if his Intmune syetem 
rejeds the attempt. If thb roll sum&, the M r n  Is not 
taken over on that attempt, but the gbbule may attempt 
anothertakeover. If agbbule is htempted or failsto takehe 
victlm over, the vkim suffers no physcal h m .  if the 
takeover succeeds, the globule gains completecontrol wer 
the viaim's M y ,  memory and skills. 

The gkbulo merges with the victim's body after the 
takeover. This makes it difiiwb to tell a controlled person 
from a noncdntmlled person. The victim's mind remains 
conscious and active, but completely helpless. If a hust Is 
freed, the experience may have a disturMng dect psycho- 
logically (the exact lmpacl L left up to the referee). 

Like the queens, theglobules arevulnerable todrying out 
and to toxins. When they are In the host M y ,  t h y  drain a 
great deal of b water, so hosts drink an abnormal amount of 
fluid. The gbbules, being spread all thm ugh a host's body, 
cannot be removed by surgical tochnIques. However, they 
can be killed by exposing tho host to toxic agents, etc. that 
may kill the globule (it has only a I Constitution) and not the 
ho&. The &ath Df the globule frees the host. ll a host is 
iniurad. the slobule Is not harmed (it is sodiffused). However, 

For Traveller@ 
The New Era 

GDW: 031 1 $14.00 I 
1 ihe host is killed, the globule will die wW1 k 

Finally, as has been noted, globules must f eed once every 
24 hours or perish. The death of a queen has a profound 
impact on the globules it produced (empathk shodc}, putting 
them into a ccrmatose state for 10 minutes. Afternard, the 
globules will khave oddly (exad behavtor I& up to the 
referee) unless another queen Is alive to gulde them. D H A N D B O O K  

In the 57th century, travel between the stars has long been an accepted fact of life. Starships 
with powerful jump drives form the basis of interstellar commerce and the warships that I 
protect that commerce. 

But jump drives are bulky and take up volume that could be filled with defensive systems or 
offensive weaponry. A specialized vessel, optimized for large fleet actions, G DW: 0308 I 
gained populeritydurin~ the Second lrnp~rium and cameto completely 
dominate the fleets of the Third Imperium. 

O To continue on page 55 . - 
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n Amerimn subrna- . Because of his experience (and the 
f i tS that he donated the vast major- 
ity of the money), he was selected 
as prom diect9r. 

r odd hcfdent. The PGa may be brought Into the 
n lhearea.re- adventure in many ways. Charac- 

tea wfth expriehce h deep opem- 
as well as dons or arch- may be hired 
on of the by LOO or assigned by one d the 
Bn the tlSS lri\rdved governments or universi- 

ties. Other PCb may be hired as 
compWAopm@m, ehctrohic ep 
pits, mheulia Gr security ex- 

n fwnd the shattered p ~ h .  Thme hlmd will be told that 
possibly adlfat-laden ruins have 
been found (Mi may or not be of 

res- fabjed&hntIs)atICtth~ttbffliSSh 
der- Is io suwey (the a m  and 'mver 

-rMeved a golden matedal and mltfacps for examha- 
bottom. fhe tibn. They dl1 a h  be told, in the 

strictest hms, Ohat this is a scien- 
MIC expedltfon a d  not a lmtrng 
spree. M and d&iwUon will 
simpty not be toletded, tDO has 
also been hlred bythe United Statas 
b n m w r  asmuch of the W&inp 
ton as pmdbk, espeddlyany wr- 
vivhg nuclear wecrpons. 

I 

Ieaslngthousandsofyears ofstored 
energy. The rebase twe the Wash- 
hgfwaprtandgmemtedtheele 
trical disruption whlch affected the 
ships in the area. The w e  sub- 
matine foundthelwbtgd and melted 
hull of the WWngton, aa well as a 
vase from #a Domsqutd ruins (the 
vase was not affected, because the 
energy was channeled toward the 
Washington and away from the 
~h~],The r w u e  submfine de- 
Wted substantial amounts of ra- 
d m  In ?he a m  {from the Wash- 
i-ds reactor), and the govern- 
ment assume8 thatthe Washington 
suffered a nudear accident of some 
kind. 

Stephen Jordan learned of the 
events though his oonnections and 
d4Wb -me hvofved, In fact, 
he Is actually a Domsquid, and his 
support of underwater exp!oration 
has been due to his desire to find 
the base of his ancestors so that he 
might reopen the gateway for his 
people. To that end, he has funded 
thecurrent mission and is mnfldant 

1. 
I 
rhoumds of years ago;a Dark 

Minion race, the Domsquids, en- 
again, a shockwave wml  through terred mth'8 dimension and a- 

INmM SURVEY 
k RECOVERY 4 

the scienttfic community. News of 
the d W e c y  soon W e d  the 
prem, who bitled A as adismvery 
fromthe bst corvtinent of Atlantis. 
The sPtsPf the d i i v e y  was soon 
swarming with those seeking 
Atlan* {or lust its legendary gnw. 
To prevent the sRe from being 
sacked or damaged, th scientific 
community pressured .the UN into 
placing the afea under its protec- 
lim. Thefunds Werersoon raisedW 
condu@~h~roughexpl~rah,and 
the ftgwus Leviathan Deep Opera- 
liw Company was selected to do 
the job. Much of the funding was 
p W  by Stephen Jo-, a re- 
cluslw and eccentric millionaire 
who b b W  known for fundin~varl- 
ous Wnuw undema operations. 

structd a base from which they 
could exploit the naXive life, incrud- 

. ing humans. Th- beings caused 
a great deal of suffering, and their 
a W e s  gave riseta many legends 
of sea monsters and p W e d  a 
basis for some of the legends of 
Ailantis. Fottunafely for humanity, 
4h Dwnsqulds' gateway me&&- 
.nbm suffered a terrible accident, 
muhlng in the death of most of the 
~ u w s * T h e f e w s u ~ ~  
smtbted in a hostile world .and 
we& never able #o regain their lo& 
power. 
Now, thousands of years later, a 

US submarfne has blundered near 
fhe Domquidsr pymmld g a t e w ~ .  
 he metal hull of the v m s d  trtg- 
gered the gatewayrnmhankm, re- 

the Atlantis 8 ~ ~ 0 n ,  LOO Will 
conduct an initial suwey of the area 
and undertake the recovery of as 
much of the Washinglon as pos- 
sible, using the Lew'aihm subma- 
rine (Cousteaudass) and four Min- 
now. LDO will recoverer several 
large sections of the W&Cngmn's 6 

hull, and they will be brought 10 the 
Unit8d States for .examination by 
experts. The initial sunrey wfl1 turn 

Y 

up n fewsmore metal artifacts, anti 
q initial map of the a m  will be 
made. The LOO suwey will a{so 
deternhjne that the area Is a f e  
enough (In terms of mdioacblvity) 
for a long-teim operation, Tbe ref. 
e m  may wish to have the PCs 
participate In thls op&mtBMl, so as 
to introduce thfi PGa to tho 100 
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o g r a r n r n e r o v l c e  
,,ehaeologis, , Jovice 
Archaeoloaist Novice 



St&ngth!2 Edtwttion:B Move: to 
Cons4lWtlon: 2 Cfiwbrrra: 1 Wt1- 7/1 W 
Agllw: 8 Empathy:10 HlmWt$ 
Inblllgmwm:p InMtdbu: 8. #Appear: 4 
-1: Empathetic skikr Humn -thy 5, Animal € m y  5, 

EmpW4, Pmjwr Emplon 3, \MUIp#ef D d n ' 3 , Q 1 p o m ~  WIW 

Dtsmsquith(%ominatur8qWtf@) w e r & a ~ . ~ t  gv&edlfrxtbama#lJ squW 
I k  par- 'that i W N @  a fwotcPrdirlleMon~ihat i$ pdmrtly Wbt- The 
h b q u i d ~  I& Iikes&Ilqulq#s (10-icennrne1wtrr~bo-dy~ tmtwdt9wQO mmthm@$ 

with m e ~ m d  Yh&W Two- of thdr fmkcl08 ~ h d  In &w& 
pm~tumwhi&gr~th~II~w, mdtwtrutbm~drnwdp#L~hwp ~&ing@@s, 
~ a t h m b ~ w b w h n y r c k t ~ a ~ u ~ o n b m ~  Phydmb D@mquM 
m w m k a ~ l w ~ u t d  bBWn tmgag~ c W l m y ~ ~ 4  R kw@mnothrwWw 
m msakier mnml'omr Crfher I ~ ~ s .  

Dm'wquide W e  over a h W  as.fOlb. First, fhe UqnsqLlk4 w~l~&tetn@ fQ 

Wn the patenth! Wlf& is mnMw, A Dafiiquid that st- a WgM a n  
alema an d&mi ,&wge 0 w g  sk h o w  Ihat &a#$ lib 9 Madn 
Qnaied~ P d e f  StwGuh+ iW fie f o ~  c m ~ i a u s ~ ,  IM 8 b m q ~  
wWI u- its shmptipp& h t d 1 5 . h  inject the vk#m with a patdflxzmt 
tr~@l.es a Dif@uk Cen&&4imn mil b W S ~ Q  whkh wilt M 3Q m h & a .  

a l e ~ u l e l , w 3 1 f t h s l ? s l f f 9 p ~ 1 ~ 3 ~ W ~ ~ m d  mar: ~ a l  a m  i m ~  
b thtwktirn's gpiW dUMn atd M M ~ B c  spterni eM&nQ&W&tGf@ 
in@ &M uhtim'e brgh, an& MI sdkuhact ks h 4 ~  1tmfiaM ?mmMll$ 
(!xmbaN aw tohbmy), TMe p r w w  Wesabmt 20 minidim Whm B'% 
~&t~~jl[&&, 5Re IwQ bw b U& the OOM+d% ~ I e e  Q W W ~  

A D o ~ M  h w a W  by deehfng b~ l fanb  wHhg W w d @ t M k  
p m e  t a b  &bH a-minute, Tim Dwulald has no mms fk h d s  
~ m m ~ k t l ~ s . ~ ~ ~ ~ M ~ s m k ~ ~ d a m ~ b ~ ~ ~ ~  
do& naf a1su Wsh il ( t W ~ $ ~ k d W b  dthb b Mt tQ thd r&&rnj. Hmwm, 

the DomQuM ie ~MQ $B h;We n e w s  sy-rri rn zts I& 
~ ~ ~ ~ ~ l ~ ~ m ~ I t w l l C ' b e ~ ~ 6 $  dmgsmd Wdsthe hwtis 
to.. T b  ksl ttMy rems  b mpahUI1~ (Stmngtb~ WiW.3 
Dam*), whileme AgUnyotthew atn be no k.ihwi4an ths0o~'4&&&11 
Agility w h b  tker Domqwltl is w W S i  k 

Dtmsquids am ~ m l y d ~ R ? o  der- In athuman b&# M bmqwid 
b e m e m & ,  but mare easiiy:d&c£abla by X ~5 and a w  tfa&&h 
mafia. Rmmdngng a Do- wrgBcalfy is st t 5 W ~ t t  Wc W Q  b.QtiW WN 
(this -mas thsl me ~ ~ m s q u i d  is u&&mua). mpll, WIW ths --&jriid 
will Hi he hmt body. RestorSrn the h q  t~ t&W is - :& 
advancad burgay m n c i l b i W I  h@mmts, W h a  re@~fm r q M w  
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THE BEAST,,,,, , 
By Michael C. LnBossiere 

Art by Bradley K. McDevltt 
'Yt's a time for worry, a time for dread. That scratching's not your 

imagination; it's not in your head. It's the beast under the bed." 
Movie jingle, 1997 

enturies ago, a proto-dimension inhabited by a peace- 
ful, advanced race was overwhelmed when evil crea- 
tures surged from adjoining dimensions through gate- 
ways. The inhabitants resisted for some time, but they 
eventually fell before the onslaught. The leader of the 
attackers, a Dark Lord, vented its anger and hatred 
upon the surviving beings by transforming them into 
vile creatures. Some of these creatures were given the 

power to create gateways to other dimensions, and after some time, 
these creatures, known now as Shadow Snatchers, discovered earth. 

Prior to the start of the adventure, a small group of Shadow 
Snatchers found its way into earth's dimension and began hunting 
for prey. Since these creatures are fairly weak, they choose to go 
after sleeping children. They will have taken a dozen victims from 
a small town before the PCs are brought in to investigate. 

It is intended that the disappearance of the children be an event 
that is out of the ordinary for the town. As such, while the town may 
be set anywhere, it should be far from Demon Ground and should 
be a peaceful, quiet town (one of the few left in DarkTimeAmerica). 
The town should have a population of about 6000-8000 people and 
will have only asmall police force and not much in the way of exotic 
supplies and equipment. 

GETTING THE PCS INVOLVED 
Whilechildren havegone missing at an alarming and frightening 

rate in Americasince the late 20th century, the disappearance of 12 
youngstersfrom a peaceful and previously safe small town, appar- 
ently from their own bedrooms, will be noted by the press. The PCs 
may well come acrossthe story in a national newspaper (way in the 
back, of course) while looking for signs of Dark Minion activity. In 
any event, one of the PCs will be contacted by afriend from school 
whosedaughter hasvanished. Thefriend isawoman theageofthe 
PC whose husband was killed last year when he was caught in a 
riot in New York. She willofferthe PCs planeorbus faretothe town. 

Once the PCs arrive, the woman, Jill Clayton, will tell them that 
four days ago her daughter, Cynthia, began complaining that she 
heard noises from under her bed and that she was frightened. 
Naturally, Jill attributed the noise to Cynthia's imagination, and 
when Cynthia continued to complain and refused to sleep in her 
room, Jill punished her. The next night, Jill will say between sobs, 
Cynthia simply vanished. If the PCs suggest that she might have 
run away, Jill will show them that all of Cynthia's clothes and shoes 
are present, and so is her favorite doll. 

INVESTIWION 
If the PCs decide to check on the other disappearances, they will 

learn that in each case the children had no reason to run away, that 
the children all claimed there was something under their beds, and 
that all the children who vanished left behind their toys and clothes 
(except what they were wearing).The disappearances occurred 
one after the other, and they were one to four days apart. If an 
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empathetic character gets close to one of the beds, they will feel a 
faint empathetic presence if they achieve a stage two success (use 
the PC's empathy score-there is no willpower adjustment). The 
presence is vague, and the character will not be sure what it is. The 
presence will be stronger from the beds of children who have 
disappeared more recently, and Cynthia's bed will radiate a very 
strong presence. The presences will gradually fade overthe course 
of time and will be gone a month after the date the child vanished 
from the particular bed. Other than the empathetic trace, there is 
nothing to be found in the rooms that is out of the ordinary. 

If the PCs decide to find out if there is a child in town complaining 
about hearing things under his or her bed, they will learn that John 
Rodriguez, son of Mary and Will Rodriguez, has told his parents that 
something is under his bed. Mary will tell the PCs that her son has 
never lied to them, and the PCs will find John to be a serious young 
boy (9 years old) who is very interested in scietlce. He will describe 
to the PCs that he hears a faint humming noise first and that it is 
followed by afaint blue lightthat comesfrom underhisbed.Afterthis, 
hesays hecan hearafaint whispering noise, but hecan never make 
out what is being said. He says that when the noise starts, he can't 
move or scream. If the PCs suggest that they wait in John's room, 
the parents will agree but will insist that John stay with them in their 
room. 

THE BEAST STRIKES 
Once night falls, John will go to his parent's room, and the PCs will 

wait in his room. Mary has to get up early to drive to her teaching job 
at the university, so the family will go to sleep early. The night will go 
by without event forthe PCs. Whenthe timethat Mary was supposed 
to get up comes and goes, the PCs will probably want to check on 
the family. The PCs will find the parents fast asleep and will have a 
hard time waking them. John will be no where in sight, and the 
parents will be distraught and panicked when they realize he is 
gone. During the night, the Shadow Snatchers came and took John 
from the room. Using their empatheticpowers, they kept his parents 
from waking up and were able to take him with relative ease. If an 
empathetic PC checks the bed and gets a basic success using his 
empatheticscore, he will detect avery strong empathetic presence. 
A stage two success will reveal that a gateway is present which 
could be passed through and that it will remain open forthe next 20 
hours (see the description of the Shadow Snatchers below for the 
details). The gate is located "in" the floor, under the bed. It is visible 
as a bluish, hairline circle. If the PCschoose to pass through thegate 
(and can do so) they will end up in the proto-dimension of the 
Shadow Snatchers. The person guiding the PCs through the gate 
will know how much time is left before it closes (24 hours from its 
creation--give the PCs at least 16 hours of time). 

If the PCs choose not to go through the gate, the Shadow 
Snatchers will continue to take children until they have taken 24 in 
all or until they are stopped by the PCs or somebody else. If the PCs 
do not pass through the gate John vanished through, they will have 
more opportunities as the Shadow Snatchers continue to take 
children. 

IPdlO THE WASTELAND 
When the PCs pass through the gateway, they will end up in bleak 

proto-dimension. Unlike many proto-dimensions, the physical fea- 
tures of this realm are sensible through normal human senses. 
Stretching out, in all directionsfrom the PCs' point of entry, is avast 
desert of thick, gray ash. Protrudingfromtheash are bitsof whitened 
bone, hunks of rubble and twisted pieces of metal. The sky above 
is gray, with a faint reddish tinge, and the air is thick and foul, with 
the scent of fires long burnt out and bodies long decayed. The area 
radiates afeeling of utter desolation and hopelessness. Behind the 
PCs lies the faint blue outline of the gate, and ahead of them lies a 
worn trail through the ash which leads to the foreboding and dismal 

ruins of some shattered structure. 
Gate: The gate area contains the currently active gate as well 

assignsof 12otherareasof activity (marks intheash). lnthisproto- 
dimension, distancesare aboutonetenth of whatthey areon earth, 
sowhile the gatesopen up far apart on earth, their entrances in this 
dimension are close. For example, the gate in one house may be 
a hundred feet from another gate on earth, but the gates in the 
proto-dimension would only be 10 feet apart. There are several 
human skeletons scattered about in the ash. Shortly afterthe PCs 
arrive, the skeletons' bones will join, forming a horrid amalgam- 
ation which will attack the PCs until it is destroyed or the PCs are 
killed (or flee back through the gate). The Skeletal Bundle was 
placed there to keep other Shadow Snatchers from the gateways; 
the Shadow Snatchers do not expect any humansto come through 
the gate. 

Trail:This trail has been made by the Shadow Snatchers going 
to and from the gateways they created. If the PCs check the trail, 
they will see clear signs that bodies have been dragged along it, 
and they will alsofinc! a few bitsof clothing (from thechildren) along 
the way. 

Ruins: The ruins appear to be of a large, steel and concrete 
building of advanced manufacture, which has apparently been 
blasted apart by some terrible force. Though the broken walls are 
blackened and melted in places, someof them still bear markings, 
which seem to be writing. Scattered about in the ruins are shattered 
and blackened bones, bits and pieces of melted and smashed 
equipment, and other debris. The ruins are a place favored by 
Skaraks, and the PCs should be assailed by one or more at an 
opportune time. They hide amidst the rubble, waiting for things to 
kill and devour. Since the main staple of the Skarak diet is other 
Skaraks and occasional scraps from the Shadow Snatchers, they 
will welcome some fresh meat (the PCs). The trail ends at the 
entrance to the underground, which is a partially covered shaft. 

RUWS UNDERGROUND MAP 
Entrance to the underground is gained via what appears to be 

the remains of an elevator shaft. Cables are fused to the sides of 
the shaft top, which will allow the PCs to climb down (an Average 
test of Agility) the 20-foot shaft. The underground was obviously 
once a well-built structure, but it now looks as if it had been through 
an earthquake. The walls are shattered in many places, and soil 
has spilled in through widening cracks in other areas. Despite the 
devastation, in some places, the concrete and steel walls are 
nearly intact, and bear markings and the remains of various pieces 
of equipment. The underground is extremely dark, and willfeelvery 
cold and evil to the PCs, and they will hear faint whispering noises 
at all times. 

Guard: The Shadow Snatchers keep a trained Skarak chained 
here. Its chain allows it to get to the entrance, but no further. If it 
senses the PCs, it will howl horribly and leap to the attack. There 
is a 30% chance that it will be asleep and will not notice the PCs 
unless they make a lot of noise or shine a light on it. 

"Living" Area: This is were the Shadow Snatchers dwell when 
they are not out doing evil. There will be 11 Shadow Snatchers 
presentwhen the PCs arrive. Unlessthey have been warned by the 
Skarak, they will be asleep until the PCs do something to alert them 
(noise or any light will wake them). 

SKELETAL BUNDLE 
Strength: 12 Education: I Move: 21811 5/30 
Constitution: 12 Charisma: 1 SkiillBam: 5/4D6 
Agility: 4 Empathy: 1 Hits: 12/24 
Intelligence: 1 Initiative: 4 #Appear: 1 
See below for more on Skeletal Bundles. 
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Prison: This room is fairly intact and still contains some burnt 
furniture as well as scattered human bones. The missing children 
are chained to pieces of the metal furniture, which prevents them 
from escaping. The chains can be cut or unlocked with the keys kept 
by the leader of the Shadow Snatchers. Most of the children are 
catatonic, but John will still be alert, as will Cynthia (though they are 
both terrified), and they will help the PCs with the other children. 
Most of the children will have to be carried out, which may pose the 
PCs with a challenge. 

Leader: The leader of the Shadow Snatchers dwells here. The 
room contains furniture that is fairly intact, as well as a variety of 
broken weapons, piecesof body armor and acollectionof damaged 
plastic coated maps which show the area as it was hundreds of 
years ago. The leader will be asleep, unless the PCs woke up the 
guard or the Shadow Snatchers in the living area. 

Vault: Access to the vault is via a heavy, metal door. The door 
bears a variety of precisely arranged markings (which are unread- 
able by the PCs) which have been badly scratched by the Shadow 
Snatchers. Set into the door is a silver metal plate. If a PC with an 
Empathy rating over2 touches the plate, the PC will feel afaint tingle 

and will "hear" words in an alien language in his mind. The locking 
mechanism is an empatheticdevice which will scan the PC's mind. 
The creators of the vault built it in the hopes that a non-Dark Minion 
race would someday find it and would be able to use the information 
contained within it. The mechanism will only open to non Dark 
Minions (it can detect the taint of Darkness inherent to Dark 
Minions). The door will then swing open and a bright, white light will 
spill out from the vault. 

The walls of the vault are lined with storage boxes which contain 
artwork, artifacts and an extensive collection of records in a variety of 
mediums (plastic-paged books, what appearto be optical disks and so 
forth). There are also machines in the vault that can display the 
information (once they are powered). The items are all relics from the 
culture which was wiped out by the invading Dark Minions. When the 
beings realized they were doomed, they stored their cultural artifacts, 
history and information abu t  the invaders in vaults in secure buildings 
throughout their world. The artifacts are various items of art as well as 
technological items, including four laser weapons. 

The records detail the history of the race and how the invaders 
found and destroyed their world. The records would be of great use 
to Minion Hunters (once they are translated, a process that will take 
some time) since they contain information about various Dark 
Minions as well as scientific data on proto-dimensions, empathetic 
abilities and gates. Of course, getting the material out, along with the 
children, in the short time the PCs have may be a bit of a challenge. 

ACTION/FINISH 
Once the PCs get into the underground, they are bound to wake up 

the Shadow Snatchers. The Shadow Snatchers will, of course, do their 
best to kill the PCs. If the PCs free the children and get out, any surviving 
Shadow Snatchers will pursue them and will persist until all the PCs or 
Shadow Snatchers are dead. They will even pursue the PCs through the 
gate. If the PCs are able to get away before the Shadow Snatchers can 
pursue them, they Shadow Snatchers will use their empathetic abilities 
to locate the PCs, and will send Skaraks afterthem until they are stopped 
orthe PCs are killed. If the PCs wipe the Shadow Snatchers out, they will 
be free to go, and the town will be safe from the menace of the Shadow 
Snatchers. Qf course, there are still many more Shadow Snatchers left, 
and others may plague the PCs at some point in the future, or the PCs 
may seek to return to the protodimension in search of more information. 

Of course, if the PCs are unable to return through the gateway, 
they will be trapped in the proto-dimension until they are rescued, 
killed (or worse), or find a way out. There are many other ruins in the 
dimension, and the PCs may be able to find a working Dimension 
Walk device to bring them home (or perhaps to someplace worse!). 

LASER WEAPON 
The laser weapon developed by the protodimensional inhabitants to 

fight the Dark Minion invaders is a oversized pistol weapon which has a 
removable batterypackthatselves as its powersupply.Thedesignof the 
weapon indicates that the beings who manufactured it had hands very 
similar to humans, through their fingers were longer and slimmer. 
However, humans can use the weapons with ease. The power packs for 
the weapon are extremely powerful batteries which far surpass human 
technology at this time. These batteries can be recharged in two hours 
if a special recharger is built (a Difficult task in Electronics) to match their 
power requirements. Unlike current human laser weapons, these weap 
ons fire single, high-energy pulses. 

Ammo: - 
Wt: 2 kg (pistol 1 kg, battery 1 kg) 
Mag: A battery is good for 26 shots per charge 
Price: NA (-I-) 

Weapon ROF Dam Pen Blk Rng 
Laser weapon 2 5 3 2 45 

Continued on page 47. 
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Education: 1 Move: 218/15/30 
Cons"ritution: 4 Charisma: 1 SkillIDam: 312 

Empathy: 3 Hits: 418 
intelligence: 2 Initiative: 3 #Appear: 3D6 
Special: Darkling Empathy, Project Emotion, Project 

Thought, Human Empathy (all at a level equal to empathy 
rating). Vulnerability to light. 

Human legends from all cultures have stories of beings 
that come in the dark of night to steal children and take them 
away to a horrid land from whence they never return. 

Not all of these legends are based on the activities of 
Shadow Snatchers (see, for example, the Boogie Man in 
Dark Races Volume I), but many of the legends are. These 
horrid beingsfeed upon the fear and suffering of otherbeings, 
as well as their flesh. Since these being are physically inferior 
to adult humans, they prefer to prey upon human children. 

These beings are notterribly intelligent, but possessan evil 
cunning which makes them quite dangerous. Due to the 
malign warping of their original beings, these creatures are 
evil and exist only to feed upon the fear and flesh of others, 
and their vague memories of the previous wholesome exist- 
ence only makes them worse in their malignity. 

Physical Description: Shadow Snatchers are jet black, 
emaciated humanoids with long fingers and toes. Their eyes 
glow afaint bluish color, and their mouthsarefilled with small, 
needle-sharp teeth. They are rather tall, standing at slightly 
under two meters, but are very light (they weigh under 50 
kilograms). Their bodies are hairless and are devoid of any 
characteristics of gender. 

Light Sensitivity: Shadow Snatchers are extremely sen- 
sitive to radiation and especially light. Exposure to direct 
sunlight or other extremely bright light sources inflicts 2D6 
points of burn damage per phase, and laser weapons inflict 
four times their listed damage. Thermite and white phospho- 
rous explosions inflict damage as they do to Bloodkin Vam- 
pires. Normal artificial lighting conditions do not harm them, 
though they find it painful. As such, these creatures will never 
willingly enter areas of bright light. 

Getting a Victim: Once a Shadow Snatcher Leader has 
found a victim and created a gate, the Shadow Snatchers will 
pass through the gate and use their empathetic abilities to 
keep the child asleep or keep him from crying out or moving 
(they use Project Emotion and Project Thought to do this). 
They then attemptto establish alink with thechild so they can 
bring the child through the gate. Each night that the Shadow 
Snatchers attempt to establish a link, the referee should roll 
1D6-(the victim's Willpowera Empathy) and add it to the 
previous night's roll. When the total reaches 6, the link is 
established, andthe Shadow Snatchers take the child through 
the gateway. Shadow Snatchers will give up if they do not get 
a positive result after two nights. Once the victim has been 
taken into the Shadow Snatcher world, he will be kept captive 
and his fear fed upon by the Shadow Snatchers. Eventually, 
most victims will become comatose orcatatonic (though fear- 
induced insanity) and will no longer be of use to the Shadow 
Snatchers except as meat. 

Combat: Shadow Snatchers are fairly weakin combat and 
prefer to rely on their empathic abilities to avoid having to 
fight. If forced into combat, they will fight (poorly) with their 

SHADOW SNATCHER LEWDER 
Strength: 4 Education:l Move:218/15/30 
ConstiWution: 6 Charisma: 1 SkilllBam: 7/1 D6 
Agility: 8 Empathy: 8 Hits: 811 6 
Intelligence: 6 Initiative: 4 #Appear: 1 
Special: Empathic Abilities: Gate Creation Ability, Anima- 

tion Ability, Darkling Empathy, Human Empathy, Project Emo- 
tion. Vulnerable to light. 

Shadow Snatcher Leaders are more powerful and intelli- 
gent versions of Shadow Snatchers and appear as larger, 
heavier-built Shadow Snatchers. These beings were leaders 
and individuals with powerful empathic abilities prior to the 
Dark Minion intrusion. They were transformed by the Dark 
Lord into twisted monstrosities. Each group of three to 18 
Shadow Snatchers will have one leader. These creatures 
retain a large portion of their original intellects and memories, 
which makes them even more dangerous than their lesser 
brethren. While they are completely insane by human stan- 
dards, they are very cunning and intelligent. 

Abilities: In transforming beings into Shadow Snatcher 
Leaders, the Dark Lord imbued them with special empathic 
abilities that would enable them to work their evil. Shadow 
Snatcher Leaders have the ability to "see" through the dimen- 
sions and sense the empathic auras of other beings. They use 
this ability to locate their victims in other dimensions before 
creating a gateway to gain access to them. This ability works 
as follows: The leader rolls a human or Darkling empathy skill 
check (whichever is appropriate) against each being in the 
sensing area. Abasic success roll reveals to the leaderthat a 
sentient being is present; a stage two success or higher tells 
it whether the being's empathy is greater or weaker than its 
own empathy and allows it to recognize a being it has sensed 
before with a stage two success. Leaders will typically wait 
until they get a stage two success with their chosen victim 
before creating a gate to them, so they can find their chosen 
victim each night. 

The second ability the leaders have is their capacity to 
generate gates. The gates they create are circles, up to two 
meters across. These gates produce an empathic residue for 
a month after they are created and can be detected by 
empathic individuals with a basic success roll using their 
empathy rating. Thegates also remain active ?or 24 hours after 
they were created. These open gates can be easily recog- 
nized and used (with no roll required) by any being with 
Dimension Walk ability (or device). Empathic individuals can 
use such gates and guide others through them by getting a 
power level of 1, using the following formula: Power 
level=Empath's Empathy Ratingil D6-1 for every four hours 
the gate has been open. 

The third ability of a leader is to animate Skeletal Bundles. 
The procedure for doing so is described on page 48 under 
"Skeletal Bundles." 
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SKWRAK 
Strength: 16 Move: 31911 8/35 
Constitution: 15 SkillIDam: 7/3D6 
Agility: 7 Hits: 16/32 
Initiative: 5 #Appear: 1 
Attack%: 95% 

Skaraks are horrid beings who were once friendly, semi- 
sentient cat-like beings whom the inhabitants of the proto- 
dimension kept as pets. Knowing of the love for the inhabit- 
ants of the dimension for their pets, the Dark Lord trans- 
formed these creatures into horrid, twisted monstrosities and 
let them slaughter hundreds of the inhabitants before it 
transformed the survivors into Shadow Snatchers. 

These beings are slightly smallerthan terrestrial tigers and 
appear to be horribly emaciated black cats with long, thin 
limbs. Their eyesglow adim, malign blue, and theirteeth and 
claws are obsidian black. Hairless and sexless like the 
Shadow Snatchers, they are malign beings who derive 
pleasure as sustenance from the suffering of others. Their 
twisted minds still retain a dim sense of the loyalty and love 
they once possessed, and occasionally a tribe of Shadow 
Snatchers will have one or more as guards (they communi- 
cate via the Shadow Snatchers' Darkling Empathy). They are 
ravenous carnivores and will eat any living thing, even each 
other. 

SKELETAL BUNDLE 
Strength: * Education: 1 Move: 2/8/15/30 
Constitution: " Charisma: 1 SkilllDam: 5P 
Agility: 4 Empathy: 1 Hits: * 
Intelligence: 1 Initiative: 4 #Appear: 1 
*Thescores are based on the empathy used in creating the 

bundle. 

A Skeletal Bundle consists of a variety of bones that have 
been bound together and animated by a special animator 
spirit. These creatures are a horrible, shifting mass of bones. 
They moveon the bony limbsthat protrude from the mass and 
attack by slashing with jagged edged bonas and bludgeoning 
with thick and heavy bones. Despite their apparent disorder, 
they can move as fast as a human. These beings are 
malicious and hate all living things, except the leader who 
created it and the leader's followers. 

Creation andAttributes:Skeletal Bundlesarecreatedthrough 
the killing of other living things by Shadow Snatcher Leaders.The 
leaderfirst has its followers gather upthevictims whose boneswill 
be animated, then the selected victims aretied intothe mass. The 
Shadow Snatcher leader then slays the victims in a horrible and 
painful manner and uses the fear and suffering generated to 
create the animator spirit. This spirit will infuse itself into the bones 
and it will have the *marked attribute at rating equal to half the 
Empathy scores of the victims (all human victimscount as having 
an Empathy of at least 1, even if their Empathies is actually 0) and 
will inflict 1 D6 in combat for every 3 full points of Strength it has. 
It will have hits equal to one-half the sum of the Empathy ratings 
of the victimslthe sum of the empathy rating of the victims. A 
Skeletal bundle must have at least 3 in each *-marked attribute in 
orderto beviable (thus, thecreation of askeleta1 Bundle requires 
victims whose Empathy total is 6 or higher). The creation of a 
Skeletal Bundle is one of the main rituals of a Shadow Snatcher 
tribe. R 

e from CDW Press: 
t h e  first Trave er  nave 

A deadly plague sweeps through the Hivers 
of the Rim, threatening not only the delicate 

political balance of the Reformation 
Coalition, but menacing the very future of 

the I-liver race. 
352 page novel #380 $5.95 
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