






































Things That Go B4y p
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 followmg trio of new beasties for use in your Dark Consplracy adventures.
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Deathmlst

# Appear: 1 Initiative: 3 Agility: 4
Attack: 80% Strength: — Skill/bam.: —/1D10
Move: 5 Constitution: — Hits: —

Inappearance, 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 deathmist’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: 1D6 Initiative: 4 Agility: 6
Attack: 40% Strength: 1 Skill/Dam.: 8/2D6"
Move: 15/30/60 Constitution: 2 Hits: 3/5

*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 coveredby goggles, forinstance), it will still attempt to attack the head, but its damage rating
is halved. Only ifthe target’s entire head is covered will a needlebeak attack other hit locations. Insuch acase, it willgenerally
give up and fly away instead.

o

o Tew B c
Seekers
# Appear: 1D6+2 Initiative: 5 Agility: 8
Attack: 85% Strength: 2 Skill/Dam.: 4/1D6
Move: 12/24/48 Constitution: 2 Hits: 3/6

Some of the Dark Races such as morlocks and dark elves have taken to breeding gigantic rats and training them to track
prey inthe 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 seemto reproduce as quickly as normal
rats. Otherwise, they might take over the world on theirown. Q
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in the world, when the adveniurers are at least somewhat
preparedto face horror. Rarely are the PCs challengedwhen
and where they are the most vulnerable, immediately after
waking up and in the supposed safety 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 isn’t overwhelmingly one-sided. (For example, in-
stead of a Bloat, the resident of the bowl could 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
underwear, 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 Initiative 1). The character’s regular Initiative
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 cofiee.

WHATS BEHIND
THIS DOOR?

Most bathrooms have a linen closet, hamper, mirror,
shelves, sink with a cabinet below it, standard toilet bowlwith
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. A vent 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 moisiurizing creams, cleaning
supplies, plungers, poriable radio etc.

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

ALTERNATIVES

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.

Get Me Out of Here!l: 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 scrambie
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. Forexample, is the towel big and thick enough
to trap the little bugger?

Kiil It, Kill It!: The Bloat’s capabilities make it a formidable

opponent in a small enclosed space, as it can bounce off of
the walls like a maniacal pinball. The effectiveness of expe-
dientweapons is a subjective decision of the referee. Willthe
bright blue cleaning fiuid be toxic to the bloai? A fast swat
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 Me!: The worst-case scenario is that the characteris
stuck by the Bloat and rendered helpless until somebody
arrives fo unpluck it. If that somebody isn't friendly, the PC
could be in for a worse tumn 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 getinthe
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? ’

BLOATS
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 additionalinformationon
Bloats, see page 190 of Dark Conspiracy.

LEECHES

To down-scale the opposition in this scenario, the referee
may use a somewhat less formidable an opponent than the
Bloai—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 10 0.5 meters inlength and 0.15
meters in diameter. It resembles an overgrown terrain gar-
den snail, with slimy gray skin, two eye stalks, and three 0.3-
meter-long chitinous 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 itseli, 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 thoughts, acquired
knowledge and skills.

Infestation by a Leech shori-circuits the host’s freewill and
increases the host’s necessary calory consumption. Other
symptoms of infestation are sluggish, almost jerky body
movements and a less social demeanor—both signs of the
creature's difficulty in relating to human society.

Humans can theoretically recover from infestation by a
Leech, though no recoveries have been known to to date.

3 otters and that evw stoalin' fne
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his adventure is intended
for a group of three to
seven moderately expe-
rienced characters. |t
takes place in Columbus,
Ohio. lf 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
Del.ang, 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.L.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.
Sincilliwas able to convince acolleague
at Ohio State University to allow him to
use the Special Projects Workshop to
test the doctor’s theary. 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.
Del.ang'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 willbe more
difficult to obtain and would require talk-
ing with someone who kriows about the
project:

The project is not intended to contact
the dead at all. Accordingto Dr. DelLang’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 into 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 fo “see”
into these other dimensions.

REFEREE’S
INFORMATION
Dr. Delang’s equations are correct.
There are, infact, 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.

By Michael C. LaBossiere

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.

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 PROJECTS
WORKSHOP

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. [t 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
professors to ex-bikers working on more

Dark Conspiracy
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SHADOW HOUNDS

#Appear: 106  Initiative: 5 Agility: 6
Attack:95%  Strength: 19 SkilyDam:8/4D6
Move: 10/20/40 Constitution: 20 Hits: 30/60

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

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 inabony, hoof-like structure. 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
seemto be devoid 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.
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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 Plant/Mainframe: The
SPW's independent power supply and
its own mainframe are located here.
Both were built atthe SPW. They look a
bit odd but work very well. The main-
frame is known as “Buckeye Dude,” for
obscure reasons.

Storage/Work 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
flashes from welders and cuttingtorches
illuminate the room. Virtually any stan-
dard mechanical toolcan be found 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 areinthe 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 modaels.
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
perceive otherdimensions 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: 1D6+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 level.

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
metersxpower level can be
detected.

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

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.

As above, plus the operator
can communicate with beings
inthe dimension. Gates within
80 metersxpower level can be
detected.

As above. Gates within 160
metersxpower level can be
detected.

As above. Gates within 320
metersxpower level can be
detected.

The operator can shift his area of
view up to 100 metersxpower level
away from the point where the 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.

12-17

18-23

24-28

30-32
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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 1o 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 personto
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 willremain
in acoma for 1D6 weeks and afterward
will have no memory of what happened
to him after he went to turn up the 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
thatlooks like the area around the SPW,
but without any structures present. He
will describe the area as dark and shad-
owy. He will turn up the power again and
report that he can sense a presence
nearby. He will turn up the power again
and reportthat he can make outa shape
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 VISITOR FROM BEYOND

Unbeknownst to everyone on the
team, Sands’ body has beentaken 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

Dark Conspiracy

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-
tendstobe 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
familiar with Earth’s dimension. ltsknowl-
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 lots of questions.
ltwillinsist that the machine not be used
and will have persuasive arguments to
back up its position. It does not want
anyone else usingthe machine because
it is afraid that contact would be made
with Sands. lt will sabotage 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
amnesia or by making reference to pos-
sible nerve damage. The exact details
ofthe PCs’ penetration of the deception
is left to the referee (the procedure for
detecting changelings would be a good
guideline).

A DARK GATE OPENS

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. ltwillkilla homeless person and
remove patt of his nervous system to
get some essential parts for the device.
When completed, the device will be a
black, rectangular box with a liquid crys-
tal screen which indicates the direction
ofthe 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 STEALERS
Strength: * Education: 3  Move: "
Constitution: * Charisma: 8 Skill/Dam: *
Agility: * Empathy: 8 Hits: *
Intelligence: 8 initiative: * #Appear: 1
*As per victim

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

There are 13 of these entities in existence in
their portion of their home dimension. Their
dimension was originally 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
greaterthanthetarget's original 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 make their job easier,
of course.

Thevictim becomes disembodied and trapped
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
body is permanently destroyed, while one that
has a body destroyed within its dimension willbe
able to try again. Body stealers see humanity
solely as a source for bodies.
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organicparts require bathing inthe slimy
gel. It has a three-week supply made.
The gel can be made by humans, once
it has been analyzed chemically.

It willtake 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“parts” and 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
skilt.

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 sach cube contains an
array of bizarre circuits, many of which
look like living things. The parts from 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 “see” 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 were taken over by others of
its kind. Eventually, the tribes got to-
gether andkilled 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 their stolen 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 NIGHT

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 apartbefore their
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 getinvolved. i 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,
andthose with Foreboding skillwillsense
that something is wrong. The degree of
success will determine what amount of
informationis acquired. The exact infor-
mation revealed is left up to the referee.

BODY SNATCHING

The second time the thing opens the
gate, it will locate its dimension. It will
contact its fellows and informthem of 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 caughtor 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.
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
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 escaps, they willeven-
tually return for vengeance.

FINISH

If the 13 entities have been killed (by
destroying their stolen bodies while they
are outside of their home dimension),
the PCs have won a major victory. If
some of them escape but their gate is
destroyed, they will begin building a
new one (this will take years fo do) and
will be looking for a chance for revenge.
if some of them escapse but their gate-
way is undestroyed, they will move the
gateto asecure location. They will then
seek revenge against the PCs.

Unfortunately, any humans who had

Special Projects Workshop

| Power plant/mainframe |

{mechanical work)

Storage/work area

Work area 2
{electrical work)

Work area 1

Work area 3

(computer work stations)

their bodies stolen will be trapped in the
entities’ dimension. They will be unable to
take over another body ortheirown, unless
they have the ability to do so (which most

humans don't). Of course, the next re-
search project at SPW might be fo find a
way to get the people back, but that is
something left for the future. Q

GE 'S

Mage’s Blood & Old Bones (with foreword by Dennis McKiernan) is an anthology of short fiction set in the
TUNNELS & TROLLS™ universe. The stories explore the heroic and the comedic, the great and the small. The
authors include names well known in the field of fantasy:
. _Katherine Kerr offers the tale of "One Small Detail”, touching on the viscitudes of a wizard seeking
immortality. Her Westlands series of heroic fantasy novels has drawn both critical and popular acclaim from
readers on both sides of the atlantic.
_ _Michael Stackpole, well known for his Baltletech~ & Dark Conspiracy™ novels, brings the chilling tale
“Wind Tiger” featuring Marek and Rais of Gull, that city also known as the “City of Terrors”.
Ken St Andre (“The Two Worst Thieves in Khazan”), Liz Danforth (“Imp-possible Situations”), Bear
Peters (“Where There’s a Wizard, There's a Way”), and Mark O’Green (“Compatriot Games”)[You'll howl at the
description of ‘Ogre Poker’] are all intimately involved with the T&T world.
_This 6x9, 194 page book won't be found in just any mass market book chain. Ask at your favorite game
or comic book store, or if all else fails, send $7.95 plus $1 postage to:

Flying Buffalo Inc, Box 1467,Dept CHAL, Scottsdale AZ 85252.
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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 willbe 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 TO MARIETTA

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 on Ohio’s less-patrolied
highways from groups 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 worth guard-
ing with two machinegun-armed Hum-
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mers is worth stealing and will strike on
a deserted stretch of highway, near an
overpass.

The attacking group will consist of
two subgroups:

Thefirst subgroupincludes six people
on dirt bikes. The bikes can be treated
as Apaches and the riders as Biker
NPCs. They are armed with Colt Py-
thons.

The second subgroup consisis of
eight people in a beat-up pickup truck.
The truck can be treated as a Chrysler
Conestoga %/4-ton pickup truck. The
people canbetreated 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 withthe numbers of people in the
convoy.

The bikers cruise the highway, look-
ing for victims. Once they spot the con-
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 wili get backinthe
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). if 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 willbe uptothe PCs.
Of course, another “survivor” from Jef-
freys’ expedition (achangeling thistime)
could make an appearance.

It the convoy makes it past the attack-
ers, it will encounter no further difficulty.
Oncethey get within 10 miles of Marietta,
the PCs will be back in a well-patrolled
area.

MARIETTA

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 therivers,
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 (aforce of six, with Veteran crews).
And because West Virginia is infested
with human outlaws and worse, Marietta
maintains a paramilitary force of 50
people. The force consists of 10 Novice,
30Experienced, 9 Veteranandone Elite
NPC. They are armed with M-16A2s 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 M18A2s. 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 Virginia since
it “fell,” and they may be a useful source
of information. Some of those who have
beeninto West Virginian Demonground
havetheir doubts aboutthe town Jeffreys
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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“You're alldead menifyougoacrossthe
bridge! There is only death overthere! If
you go, you'll end up dead!”

He willend histirade in awhisper : “Or
worse, you'll end up like them,” he will
say, pointing at the captain and ser-
geant. He will then wander off, yelling
out nonsense. If the PCs follow him, he
will not say anything else that makes
sense. If the PCs ask about him, they
will be told that he is some crazy man
who swam across the river from West
Virginia one night. He is actually an
escapee from the Dark Minions. Their
experiments on him develcped his em-
pathic talents (especially Foreboding)
y but left him completely mad.

Delay: Amixupinthe authorizationto
use the bridge will force the PC convoy
to stay the night in Marietta. The prob-
lem will be cleared up around noon the
next day, and the convoy will be able to
departthen. The delay will give the PCs
a chance to talk with some of the local
people. Most people in the city are ner-
vous about West Virginia. Several can
tell tales about seeing strange lights or
shapes across the river late at night.
Those who have actually been across
the river recently have darker tales. i
the PCs ars sufficiently persuasive, they
may be able to get some stories out of
the few hunters and paramilitary force
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members who have been across the,

river. They have stories about human
outlaws which they will willingly tell, but
they also have tales of strange things
they have seen lurking inthe woods and
moving about in the abandoned build-
ings of Williamstown. All of them agree
that most of West Virginiais abad place
to be.

WILLIAMSTOWN

Williamstown is a small town located
on the West Virginia side of the bridge.
It is now abandoned. The streets are
ampty of all but bits of wind-blown pa-
per. The buildings have a haunted,
empty look to them. An oppressive si-
lence hangs over the town.
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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
sent] tient gaseous en‘i;ty that is 0 anumoer of blocking the road will be evident.
thick, gfay;fo‘g. Shapésse‘em wist and move within_ The road is blocked by eight skel-
1ah obse izad Grz \ 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.

ENCOUNTERS I[N
WEST VIRGINIA

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
frailer, 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 1D10 indicates
an encounter. Roll 1 D6to see what has
been attracted by the convoy.

Holl Encounter

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

4 Animated Auto: A leftoverfrom a
battle beiween humans and a
group of dark elves, the auto is
parked off to the side of the road.
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Abroken skeleton (human)lies in
front of it. Once the convoy goes
past, it will start up and attack
them by ramming. The car is a

s 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 staking the
cows or horses that wouldn't mind
adding alittle humanfleshio their
diet).

TOWN
The town is located at the bottom of
a large hill. As such, the PCs will have
a good view cf the town as they head
toward it. They willbe able to see people
moving about in he town and will see
armed menonthe penmeter The road

to the town has a gate made of logs
across it, with several men stationed at
it—actually six Igors armed with pump
shotguns (treat as Mossberg M500s).

The convoy will be greeted at the
gate by those stationed there. The men
will smile at the PCs, but an Average
task roll using Psychology will reveal
that there is something sinister about
the men.

As the convoy enters the town, the
PCs will see people walking the streets.
If the PCs are observant (an Average
roll using Intelligence) it will be evident
that there is something wrong with the
people.

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 fact, 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 appear to 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

Walther PPKs. They will try to use Per-
suasion and their empathic abilities to
capture the PCs and NPCs alive. If
resistance is offered, the Dark Minions
will flee and have their Igors deal with
the problem. There are 20 Igors armed
with a variety of hunting weapons (Ruger
.22 semiautomatics, Marlin .30-06 bolt
actions, Savage 311-Rs, and Mossberg
M500s). The Igors are not terribly brave
and will flee if things go bad, unless
their masters stay to inspire them. The
lgors have four beat-up pickup trucks,
and the Dark Minions a GDM Ariel fo
escape in (the car is concealed in a
garage).

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.

ltthe playet characters are defeated,
they will be taken to the Dark Minion
base and subjected to horrible experi-
menis. The exact details are left to the
referee.

NUCLEAR 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 of , or eliminate your enemies popula-
tion. When that inevitably fails, all-out war breaks out as
players launch stealth bombers, submarines, scud missles, 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 Klodzillaand 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

And try the Nuclear War Computer Game! A solo
version of Nuclear War where you play against 4 com-
puter opponents. 'Available in IBM format in both 3 1/2"
ora5 1/4" version. Alsoavailablefor the AMIGA. Please
specify when ordering . $19.95

Available at your local game store or order direct from
Flying Buffalo P.O. Box 1467, Scottsdale AZ 85252
Please include $1 for postage & handling
















AoBAIASUO)) HIB(]

UL oosuvjjuy)

88

There are tules 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 Dark creatures can projectfear orother
emotions through Project Emotion. This means that the emotion is imposed from outside. It
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. It 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 Initiative 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 aware thatthey're terribly vulnerable to attack, and they don'teven
know what (or who) might attack them. A sliver 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, has the 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 skuli-
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 Call of Cthulhu, the characters 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.

Inthe game of Dark Conspiracy, the characters were surprised, so there’s a panic check,
which the average character (PC or NPC) has a 33% chance of 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, butfails 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 dstermine 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. This test is in addition to the panic check, if the characters are
surprised/ambushed. The difficulty of the test is determined by the ghastliness of whatthey'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
identified and not really too terrible. (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 last victim, being gripped by a yeti,
encountering a barghest or tentacular ET, and so on, would be an Average difficulty test.

These things are scary, but more-or-less identifiable.

A close encounter of the worst kind—being gripped by a bloodkin troll, at the mercy of an
oni or other deamon, surrounded by hordes of insectoid grubs or even bumping into one of
the Dark Masters in person (think of going toe-tc-toe with Cthulhu to get an idea of this level
of fear)—is a Difficult test. The key is the utter alien reality of the terror faced, the ultimate
fear of the unknown. Fear retreats before intelligence, and knowing what you face reduces
fear.

CONSEQUENCES

The results of a terror test are interpreted as follows:

Outstanding Success: Such characters immediately get a free action—if they are already
in the combat 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.

Success: 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
have controlled the fear (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).

CONTROLLING FEAR

if a character fails aterror test, he may attempt to deal with the fear and regain control in
later phases. When aterrified character gets a chance to act (taking into account actions lost
if startled by a panic check), the character may test to control the fear. This is done 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 as those from a standard 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, efc.).

THERE 1S HOPE

if this optional rule is used, give a specific experience point foward Willpower advancementio any
character who managed an Outstanding Success on a terror test. In addition, give a specific
experience point toward Willpower advancementto any character who was subjectedto aterrortest
and subsequently saw the menace defeated (“So, they can die! Next time, I'll know better!").

Withthis rule, Willpower is even moreimportant in Dark Conspiracy than ever. Particularly
with the new Initiative Experience Costs introduced in the Dark Conspiracy PC Booster Kit.

Enact the terror test 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 complete cool 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. Q

This article was inspired by Nick Atlas.
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A Dark Conspiracy adventure

by Michael C. LaBossiere

Everybody thought it was an instance of the infamous ‘Down-East” humor when a lobster man
radioed us that there was a large iceberg and several smaller ‘bergs in the area. The captain
broadcasted an “iceberg warning” over the ship’s intercom, and we all had a good laugh. We stopped
laughing when achunk of ice punched a hole in the hull, and the ship began its descent into the Atlantic.

his adventure is set off the
coast of Maine and em-
broils the PCs in an inva-
sion attempt by beings
from an alien dimension.
This adventure is fairly dif-

ficult, and the party should
contain mostly experienced PCs. The
party can also be beefed up with NPCs
as needed.

Atthe start of the adventure, the PCs
willbe on arelaxing, all-day cruise along
the Maine coast. Thiscruise can be paid
for by the PCs (about $75-100 per per-
son) or can be a gift from someone the
PCs have benefited. The first part of the
cruise will be enjoyable and includes a
seafood feed (lobster, clams, etc.) as
well as whale watching (there are still a
few left around Maine, which strictly
enforces its tough environmental laws).

Onthe way back to the port, night will
fall, and it will become chilly. Those
familiar with the area will say it's colder
than usual. Two hours from port, those
on deck will see a bright flash (like
lightning) in the distance. About an hour
from por, a lobster man will radio the
ship and say that he has sighted a large
iceberg in the area, as well as several
smaller, fast-moving 'bergs. The cap-
tain, thinking it's a joke, will broadcast
the transmission over the intercom.
While everyone is having a good laugh,
what appears to be afast-moving chunk
of ice willsmash into the ship and pierce
its wooden hull. The captain will stop
laughing and send out afrantic Mayday.

DEATH IN THE WATER

The stricken vesse! will begin taking
on water immediately, and those on
deck will see the “ice” move away from
the ship and then strike it again. This
should clue them in that all is not right.
The ‘ice”is infact a Yesqi. It willcontinue
to attack the boat until it sinks it (this will
take 20+1D10 minutes from the first
attack). After sinking the ship, it will
pursue any lifeboats in the water, and
after that, it will pursue any individual
humans in the water.
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While the creature is attacking the
vessel, the ship’s four lifeboats (each
capable of holding six people safely)
can be lowered over the side (on the
side the Yesqi is not attacking, or it may
smash into them).

Luckily for those on board, there is a
nearby island with a working lighthouse
onit. itsbeacon is easily visible. Rowing
to the island will take about 20 minutes
if two skilled and strong rowers are
rowing in each boat. Fortunately, the
local current pulls objects toward the
island.

The exodus to the island should be
handled by the referee in such a man-
ner as to stimulate fear and excitement,
and kill off some NPCs. Descriptions of
this sort should be used: “Thelightofthe
lighthouse reveals a scene of terror:
You can see, for an instant, the terrified
faces of those behind you as something
smashes intotheirboat. Mercifully, dark-
ness quickly cloaks the scene. On the
next pass of the light, you see only
wreckage and torn bodies borne by the
waves...." The PCs should have afright-
ening close call, but should be allowed
to reach the island, provided they don’t
do anything really stupid (like trying to
attack the creature from a lifeboat).

REACHING THE BEACH

The surviving boats will soon find
themselves being pulled toward the is-
land. The current will draw the boats
toward a particularly rocky section.
Nearby is a safer area. Beaching the
boat in the safe section is an Average
task using the Vessel Use (Boat) skill. If
this roll fails, the boat will be pulled
toward the rocks, and a Difficult: Vessel
Use (Boat) skill roll will be required. If
this roll fails, the boat is smashed on the
rocks, and those on-board are tossed
into the sea. Those in the sea must
make a Difficult roll using their Swim-
ming skillto reach the shore safely. Ifthe
rollfails, acharacter must make another
Difficult: Swimming roll to avoid being
bashed up against the rocks (inflicting
2D6 damage). The next turn, the char-

acter may attempt to reach shore again.
Those on shore or in the boats may
attempt to help those in the water (the
exact effects are left up to the referee).

The Yesqi will attempt to pursue the
survivors, but it, too, must avoid being
smashed on the rocks (it should be
treated as having a Swimming skill of
10). If it is smashed against the rocks, it
cannot attack the next turn and must
escape them (a Difficult skill check, fail-
ure resulting in being stuck anotherturn).
It alsotakes damage from being bashed
against the rocks (its greater bulk re-
sults in it taking 4D6 damage).

If the survivors reach land, they will
be safe from the Yesqi, which cannot
leavethe water. It willremaininthe area
as long as the survivors are in sight
(unlessthey are shooting atit, of course).
If the survivors move inland, where it
cannot see them, it will swim around the
island, waiting for them.

BAXTER ISLAND

The island is located about two miles
off the Maine coast. It is a rather small
island, and has only a few scraggly
pines and some beach grass on it. Most
of it consists of weather- and sea-worn
granite. Located on top of a small hill is
alighthouse whichwasoriginally placed
inthe 1800s to warn ships of a series of
granite “almost islands” that lay just
beneath the surface in the area. These
“almost islands” are somewhat of an
anomaly, and their existence has not
been adequately explained. Each “al-
most island” has a bell buoy on top of it,
and their eerie tolling can be heard on
the island. According to local legend,
the bells are rung by those who have
died in the sea.

Dock: The dock is a heavy-duty,
wooden dock, designed to handle ves-
sels as large as Coast Guard cutters
(the water is fairly deep off the dock,
which is why it is there).

Shack: The shack is locked and con-
tains several cans of fuel, atoo! box, anold
bicycle, some old boots and rain gear.

Road: A worn-down and rutted dirt
road. It was built when the lighthouse
was constructed.

Trails: With the deciine of the environ-
ment, virtually all unpoliuted places have
become of interest to people. The Maine
government added the trail in the late
1990s, and they have been maintained
with some degree of regularity ever since.

Dark Conspiracy
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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 houseis 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 awood-burning stoveand a
gas stove. There is still wood present,
as well as a few old cooking imple-
ments. The sink will produce water (al-
though ittastesfunny)fromthe old tank,
which is still about half full.

Bedrooms: Thebedrooms are dusty,
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 almostacentury’s
accumulation of junk: old furniture, 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

I Storage

Living/control area
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Hibernation chambers

Levels 2~-4

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.

UNWELCOME GUESTS

About an hour after the survivors
reach the island, another group of survi-
vors will arrive. These people arefrom a
drug-running vesselwhich was attacked
by aYesqiand sunk. There willbe atotal
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 COMETH

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-
derisstickingoutof the iceberg. Smaller
shapes (the Yesgi) swarm about the
iceberg. If the iceberg is kept under
observation, when the light swings by,
those watching it willbe able to see dark
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
aball offire (killing anycne there). Shortly
afterward, the light of the moon will
reveal dark shapes flying from the ice-
berg to the island.

ATTACK

Thedarkflying shapes are Galacians
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 inthe antarctic along with the other
invasion vessels, ended upinthe ocean
off the coast of Maine dueto afreak gate
accident. During the course of the acci-
dent, the iceberg was fragmented and
lost its propulsion system as well as
severalother structures. Alithatremains
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 siruc-
ture. The top has adouble-paneled door
on top to keep out rain, etc. None of the
dootrs are locked, andthey caneasilybe
opened and closed using a single large
button.

Living ConirolArea: Thisisthe 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 willbe translated, and itwillbe
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 time through 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. lttakes twofulldays fora Galacian
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 allin their powerto keep their freeze-
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
revivalprocess is started, they willcause
the exterior of the structure to heat up. It
will melt through the ice and come io
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rest on one of the "almost islands” with
the shaft protruding from 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 will begin fo 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 willbe slaugh-
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 o fight the
aliens. After all, they probably won't buy
any drugs, and if everybody is dead,
he'll be out of business. What the PCs
want to do is, of course, up to them.

RESOLUTION
If the Galacians succeed in Killing

Challenge 78

35




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
regions of the Earth. lfthe Galacians are
unopposed, they will eventually be able
to take over several islands along
Maine’s coast, andtheirfellows willeven-
tually take much of Earth’s arctic re-
gions as their own. lf 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 living/control area are
found, there will be military operations
in the arctic regions against the
Galacians that will eventually succeed.
The PCs may be broughtinto 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
the Galacianstobeinvaders (and rightly
so) and will do all in his power to stop
them.

Moldersonis amanin 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,

Living room
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Kitchen and
dining room
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Master
bedroom

l Bathroom

Storage

Lighthouse interior

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, plusthe 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 lke 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 hastakenit up with 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 PGs 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 shirtand
a worn jean jacket.

Level: Veteran.
Skills: Melee Combat (Armed) 6,
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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 (.44) with
two clips, Uzi with two 32-round box
magazines, combat knife.

Drug Runners (2): Ben Wisman
("Benny”), 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.
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Skills:As per experienced NPCs, plus
Stealth 6, Streetwise 7 and Vessel Use
(Boat) 2.

Equipment:AKR withtwo 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-handweapon) usesthematone
skill level lower than normal due to their
different size and slightly different con-
figuration (Galacians are largerand 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, whiletwo are armed
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. Q

Challenge 73







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.

DO NOT ATTEMPT

TO TRACE THIS CALL...

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 o see (missing PC or NPC)
again, cometothe Manchester Park-
ing Garage at midnight...or else.”
The caller laughs and-hangs up
quickly. So, of course, the PCs gear
upandmarchoutside to headforthe
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
allowingthe charactersto catchthem
in the garage in a stand-up-shoot-
em-up battle that they will almost
certainly lose, the stalkers will attack
thecharacterswhenthey are attheir
least ready—the moment they set
foot out their door.

The PCs will be attacked by two
stalkers who wait until-their Igor
across the street starts firing. The
Igor is armed with an Uzi with five
clips. Once the PCs start to shoot at
him, the stalkers will leap on them
irom 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 FIGHT 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
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By Michael C. LaBossiere
Art by Bradley K. McDevitt

“It'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 fo create gateways to other dimensions, and after some time,
these creatures, known now as Shadow Snatchers, discovered eatth.

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, quiettown (one of the few leftin Dark Time America).
The town should have a population of about 6000-8000 people and
will have only a small police force and not much in the way of exotic
supplies and equipment.

GETTING THE PCS INVOLVED

While children have gone missing at an alarming and frightening
rate in America since the late 20th century, the disappearance of 12
youngsters from a peaceful and previously safe small town, appar-
ently from their own bedrooms, willbe noted by the press. The PCs
may well come acrossthe story in a national newspaper (way inthe
back, of course) while looking for signs of Dark Minion activity. In
any event, one of the PCs will be contacted by a friend from school
whose daughter has vanished. Thefriend ijs awoman the age of the
PC whose husband was killed last year when he was caughtin a
riotin New York, She will offer the PCs plane orbus fareto the 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
S . room, Jill punished her. The next night, Jill will say between sobs,
L B . = = Cynthia simply vanished. If the PCs suggest that she might have
Bici9s %1\ ﬁ T T run away, Jill will show them that all of Cynthia’s clothes and shoes

are present, and so is her favorite doll.

INVESTIGATION
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 fromthe 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 scieiice. He will describe
to the PCs that he hears a faint humming noise first and that it is
followed by afaint blue lightthat comes from under hisbed. Afterthis,
he says he can hear afaint whispering noise, but he can 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
atthe university, so the family will go to sleep early. The night will go
by without eventforthe PCs. Whenthe time that 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 empathetic powers, 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
empathetic score, he will detect a very 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 for the next 20
hours (see the description of the Shadow Snatchers below for the
details). The gate is located “in” the floor, under the bed. lt is visible
as abluish, hairline circle. If the PCs chooseto passthroughthe gate
(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
allor untilthey are stopped by the PCs or somebody else. lfthe PCs
do not pass through the gate John vanished through, they will have
more opportunities as the Shadow Snatchers continue to take
children.

INTO THE WASTELAND

Whenthe PCs pass throughthe gateway, they will end up in bleak
preto-dimension. Unlike many proto-dimensions, the physical fea-
tures of this realm are sensible through normal human senses.
Stretching out, in all directions from the PCs’ point of entry, is a vast
desertof thick, gray ash. Protruding from the ash are bits of 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 a feeling 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
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ruins of some shattered structure.

Gate: The gate area contains the currently active gate as well
assignsof 12other areas of activity (marks inthe ash). In this proto-
dimension, distances are aboutone tenth of what they are on earth,
sowhile the gates open 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 after the 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 also find a few bits of clothing (from the children) 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, some of them still bear markings,
which seemto be writing. Scattered aboutin 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.

RUINS UNDERGROUND MAP

Entrance to the underground is gained via what appears to be
the remains of an elevator shafi. 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 willfeel very
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
presentwhenthe PCs arrive. Unlessthey have been warned by the
Skarak, they will be asleep untilthe PCs do something to alert them
(noise or any light will wake them).

SKELETAL BUNDLE

Strength: 12 Education: 1 Move: 2/8/15/30

Constitution: 12 Charisma: 1 Skill/Dam: 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, pieces of body armor and a collection of 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 over 2 touches the plate, the PC willfeel afaint tingle

2% The Gate
S

Prison

Entrance

“Living" Area
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and will "hear” words in an alien language in his mind. The locking
mechanism is an empathetic device 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 appear to 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 about 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 withthe
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
besttokillthe 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 willeven pursue the PCsthroughthe
gate. If the PCs are able fo get away before the Shadow Snatchers can
pursue them, they Shadow Snatchers will use their empathetic abilities
tolocate the PCs, and will send Skaraks afterthem until they are stopped
orthe PCsare 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. Of 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 proto-dimension 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 away out. There are many other ruins inthe
dimension, and the PCs may be able to find a working Dimension
Walk device to bring them home (or perhaps to someplace worsel).

LASER WEAPON

The laser weapon developed by the proto-dimensional inhabitants to
fight the Dark Minion invaders is a oversized pistol weapon which has a
removable battery pack that serves as its power supply. Thedesignofthe
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: —

Wi: 2 kg (pistol 1 kg, battery 1 kg)

Mag: A battery is good for 26 shots per charge

Price: NA (—/—)
Weapon ROF Dam Pen Blk Rng
Laser weapon 2 5 3 2 45
Continued on page 47.
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Continued from page 42.

SHADOW SNATCHER
Strength: 3 Education: 1 Move: 2/8/15/30
Constitution: 4 Charisma: 1 Skill/Dam: 3/2
Agility: 5 Empathy: 3 Hits: 4/8
Intelligence: 2 Initiative: 3 #Appear: 3D6

Special: Darkling Empathy, Project Emotion, Project
Thought, Human Empathy (all at a level equal to empathy
rating). Vuinerability to light.

Human legends from all culiures 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 ), but many of the legends are. These
horrid beings feed upon the fear and suffeting of otherbeings,
aswell agtheirflesh. Since these being are physically inferior
to adult humans, they prefer to prey upon human children.

Thesebeings are notterribly intelligent, butpossess an 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 mouths are filled 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 exiremely bright light sources inflicts 2D8
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 fo 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 Snaicher Leader has
found a victim and created a gate, the Shadow Snatchers will
pass through the gate and use their empathetic abilities io
keep the child asleep or keep him from crying out or moving
(they use Project Emotion and Project Thought to do this).
They then attempt to establish alink with the child 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 Willpower+ Empathy) and add it to the
previous night's roll. When the total reaches 8, the link is
established, andthe Shadow Snaichers 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 or catatonic (though fear-
induced insanity) and will no longer be of use to the Shadow
Snaichers except as meat.

Combai: Shadow Snaichers arefairly weak incombat and
prefer to rely on their empathic abilities to avoid having to
fight. If forced into combat, they will fight (poorly) with their
claws and fangs.

SHADOW SMATCHER LEADER
Strength: 4 Eduecation: 1 Move: 2/8/15/30
Constitution: 6 Charisma: 1 SkilVDam: 7/1D6
Agility: 8 Empathy: 8 Hits: 8/16
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 Snaicher Leaders are more poweriul and intelli-
gent versions of Shadow Snaichers 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 Snaichers 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 Snaicher
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 leader that 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 io
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. The gates also remain active for 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 Rating+1D6-1 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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SKARAK

Strength: 16 Move: 3/9/18/35
Constitution: 15 Skil/Dam: 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 smaller than terrestrialtigers and
appear to be horribly emaciated black cats with long, thin
limbs. Their eyes glow a dim, malign blue, and their teeth and
claws are obsidian black. Hairless and sexiess 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 viathe Shadow Snaichers’ 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 Skill/lDam: 5/
Agility: 4 Empathy: 1 Hits: *
Intelligence: 1 Initiative: 4 #Appear: 1

*The scores are based onthe 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 move onthe bony limbs that protrude fromthe mass and
attack by slashing with jagged edged bones 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 and Attributes: Skeletal Bundles are createdthrough
thekilling of other living things by Shadow Snaicher Leaders. The
leaderfirst has its followers gather upthe victims whose bones will
be animated, then the selected victims are tied into the 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 willinfuse itself intothe bones
and it will have the *marked attribute at rating equal to half the
Empathy scores of the victims (all human victims count as having
an Empathy of atleast 1, even if their Empathies is actually 0) and
will inflict 1D6 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 victims/the sum of the empathy rating of the victims. A
Skeletal bundle must have at least 3 in each *-marked attribute in
orderto be viable (thus, the creation of a Skeletal 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. Q
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A deadly plague sweeps through the Hivers
of the Rim, threatening not only the delicate
political balance of the Reformation
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