


Well, 1his is.\uc has certainly tumed ou1 diffcren1 than I expected. For some n:uon, 1he major 1hing 
I've been getting is adventun:s. Now, these are my favoriie thing IO put into NCRP. I hope they are 
yours because. if not. I'm going 10 hear some complainis about this issue. Oh well. 

The idea o( giving wmeone elw: an adventure article is Iha! maybe the writer can give you an idea or 
collection of ideas that could spark some in1erest with you and have yoo use in your game. Now, a 
few issues ago I had a complaint (they kc:q> on coming in) about 1he f'act 1h1t we were having too 
many adventures 1hat wcrc not uscable. The person complaining plays Ao.to and little ebe. This 
person complained aobut the fact that the Cthulu module in #7 was unuseable to him. I asked him 
"why?". "8ecau5C I don't play C of C". Now most of you out there probably know my retort 
already, bu! if no1. why haven'! you bctn reading my Editor's Openers. My feeling is 1h1t most 
adventure ideas arc transferable and I !land wholchcancdly behind the fac1 that you can change most 
any adventure to whaicvcr system you wan! if the anicle is well written. 

Let's use Craig's fine Cthulhu article from '7 as an example. You arc not a C of C player, in fact, 
you don't know what a Chaosium stal is. Why does this stop you from using the module for another 
horror game??? The basic ideas are laid out very well so that you can follow a logical prograsion of 
events. The same is true for the Cthulhu adventure in this issue. If you play Beyond the 
Supematu1'111, GURPS Horror. Things That Go Bump in the Night. or any horror game 001 there. 
you can use the basic ideas laid out in the adventure to play a rip-roaring horror game. All ic takes is 
your own abilities as a Games' Master to add the needed life to the idea. But whac if you're not 
playing a horror game. 

For the guy who played C>a:D. I suggested that he ux a town on a lake. The town can be rewritten 
pretty easily from the original dcscrip1ion Craig gave in his anicle. Instead o( beer. u!IC ale. tnstclld 
of powerboats. use rowboats. Instead of scholan or tcientists interested in the cmitures, ho"' abou1 
making them mages or sage5 learning rnon: about the old rimes and beings from those times. Much 
of our history is filled with people trying to gain more knowledge. Knowledge is powu, and the 
more of it you have. !he rnon: you can control your own future (or the more someone else can control 
your future with their own information. Take a look 11 religions and the laws laid down and 
interpreted by the suprem coun.) Enough of my ranting. Suffice it to say that I assume that you all 
out there are intelligent GMs or playen (you're gelling this magazine. you must be intelligent; or 
~tingy. It'~ still one of the best values in gaming!) and that if ( place an interesting anicle in this 
magazine, it i~ one that ~parked something within me u a Games' Master and l 1hought you'd like IO 
see it as ~II . It's kind of lonely up here crealing NCRP alone. I've got to guess just what it is out 
of the articles I receive. that people arc gooin1 to wan! to sad. Something I don't pmnicularly like may 
still be invaluable to someone else. and since we don't p1y for articles received and printed in NCRP, 
we really can't be that choosy. 

On the 1opic of not being choosy, you need IO realise something. When I stancd NCRP, I expected 
to get very few decent articles. Ego flying u I of'lcn do. I figuted that 1he only sood articles would 
have to be my own creation. Boy. was I 'ln'Ollg! Some of the stuff !hat we've printed In NCRP is, 
or has been so well rnccived that SpeceGamcr magazine hu asked to reprint some o( the articles. Not 
bad for a bunch of amateun. right? With what I have seen come in for NCRP so far, I am dying 10 
see more. Now if you arc out thcte saying. "but Barry. what should I write about?•, hcte's what I 
need. Anything for gaming. 

Actually, to give you a better Idell: What I'd like to see is variants .t adven1ures for any of the 
currently pl_ayed games. I sincerely enjoy rnding 1111icles for pmcs I don't play becau:te ii gives me a 
chance to sec what those games are about and lets me choose (in my opinion even easier than a 
review) if I want to go out a purchase this game I don't have. h's also a blast to sad articles from 
games I do play to see what other people have done with the systems. Anyone "'ho's played my 
Gamma World game has realised that "'hat I play and "'h11 TSR MOie are t'IWO very diffcren1 1hings. 
I'd like 10 see how different your games are from what the company's originally wrote. As Editor for 
NCRP I get to do that. 

As to some specific games I need ~luff for. I am dying to see some stuff for Wathammer Fantuy 
and 40K. These games are very popular, but little is being done for them outside of While Dwan. 
I'd also like 10 see some stuff for Twilight: 2000, SIM Trek. and Space 11189. Of course, I still need 
uticlcs ror whatever else is out there. I again need to thank all the writers. Without you gu)'ll, this 
magazine would no1 eids1. Every issue, I get rnon: and more favorable feedback from people (now if 
only more people would subscribe. we could begin the NCRP Publishing Company.) Lei me know 
what you think. Now on with the issue in hand. · 



v,,.....1 te/ IM /Fetan 
By Rlc:hard LeDuc 

Durin& the openin& yeas of the 21st century a new sa of intermediately hud targets were found on 
the modem IMtde field. These targets included such advances as the war-bot. and intean� ballistic 
body armor. While only the wealthier nations could affonl eo suppott these advmces in the militaries. 
third world miliwies and the growing number of civilian militias needed cheap weapons that could by 
used 10 combat them. Thi� need was the drive that sparked the Armalite COfl'O'&tion to develop the 
M2001. and M2004 squad support weapons. 

Both of the weapons are built on an over-under design. The M2001 is a S.�mm NATO assault 
rifle under a break action 20mm"autocannon". The action of the assault rifle is the same as that of the 
M l6A2. The M2004 is similar ellcept that the assault rifle mechanism has a significantly higher rate 
of fire (2000 RPM cyclic vs. 700 RPM cyclic for the M2001), and is slightly better built. Also the 
20mm rifle has an 1utoloading mechanism. feed by a sill round boll m11pzine. These weapons are 
less ellpensive to �le than their m11in line counterpans, but they are also significantly harder 10 
shoot. Despite their size and recoil, many of the weapons were produced, and the quality of their 
manufacture has meant that they have well survived the passage of rime. 

AOcnD1th! 
M.llW. 

Action: SAJAL·FA MAG: Break I/box 20 or 30 Cal: 20mm1S.S6 NATO Dur: 4 
ENC: 2.1 
Features: Auto-elltractor. Bipod. 22mm grenade launcher built into flash hider. Can be 
filled with under-slung 40mm grenade launcher. Boll magaiznes interchangable with 
Ml6or Mll. 3 levels of recoil reduction. 

Willi 
Action: AUAL-FA MAG: Box 6/Boll 20 or 30 Cal: 20mm/S.S6 NATO Du r: S 
ENC: 2.S 
Features: As M2001, plus high power feature. Supermachinegun rate of fire. S levels 
of recoil reduction. 

I!d1llU1b&: 21!111 
Bil[ MAG Blill DAM.. ARM KlllL llWlll 

M2001 S.S6 4 IO 50 2 
APL I I 50 X4 
HE 1 1 50 X4c XlO 2.S s 

M2004 S.S6 6 10 50 2 
APL 2 6 50 X4 
HE 2 6 50 X4c XlO 2.S s 

?allldham 
M2001 

Country: U.S., Cartridse: S.�m/20mm. Fttd: 20 or 30 round boll/Single shot, Weicht: 
181 lbs., Barrel Lenath: 508mm/482mm, MuJ:Zle Velocity: 1000 mis, ApprH. Errectln 
Ranae: 1320 ftf723 fl. Damap: 4d6/ld6X2S. 

M2004 

Country: U.S., Cartrid1e: S.S6mm120mm. Feed: 20 or 30 round boll magJ6 round boll: 
mag .• Weight: 231 lbs., B arrel Length: 508mm/482 mm. Mazzie Velo city: 1000 m/s. 
Approw:. Effective Range: 1320 ftf723 ft, Damace: 6d6/ld6X2S. 

Bech weapons will mounl an under-slung 40mm grenade launcher. 



SORRY ... NO DICE! 

SWORDTAG 
Complete Full scale Fantasy 
Game system for Outdoors 
Comprehensive, yet Easy-To
Learn Magic and Combat 

: Thrilling, Inexpensive, Safe 
You won't need your dice bag. .. but you 

will wanr your '1ongsword"I 

Gamebook ls only $4.50 from: 

THE ADVENTURERS' GUILD 
Dept. N 401 New castle Road 

Marshalltown, Iowa 50158 
Send for our free catalogof FRP and swordtag 

aids. costumes and portraits. 
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/ 
AO MA.GE'S ROBlt Real. sa.Un. 
hooded mage·a robe. Awe
lnsplr1ng In white. red or black! 
Indicate Inseam. Guaranteed! 
$44.95 pp 



:J{i, it's your o( pa{ J-lairy again antf once again 'I1ie :J{O'B'IJ'Y 
:J{O'llS'E at 2911 '.F st in 'EurtKJl fias got a skw of new stuff. Since 
fast wt spof_t, they've acquire/ a stoc{ of tfu UJn.a awaitttl Space: 
1889 from (j'D'W. 'I1ii.s new game is tftt 'l(!J'(j for tfit eanur rekasetf 
·s� (jaUeon.s of !Mars'. '.From a new company caffttl 'Waterfortf 
Pre.ss, tfuir first game '1l'oft Cofonit.s' is now avaifa6k. 'I1iis is a 
grittier science fiction 'l(!J'(j with a fed simifar to tfr.e movie 
'Outfana. 5'.ntl Cy6erpun{ is in. In atftfition, tfuy fiave 6egun 
carrying more magazines incfutfing Cliaffenge (36 is in) , 
'13attfeteclinofogy, 'Wliitt 'Dwarf, 'Dungwn, 'Wliite 'Wolf, anti Space 
(jamer. 5'.f.so aatfttf to their afrtatfy fung fist of fw66its carrittf 
'in-sfwp' art comics. � 1fo6 6y :House fias atltfttf a small {iJU of new 
comics. In fact, tlie 1fo6 6y 1foust is u;pantli"!J a[( tfu tinu Ulitli a 
new sekction. of /arts. 'We also pfan. ta start auryin.g 'Base6a[( Caris. 

In fact, if tfure is stuff 
tliey ion 't carry, teff 
'em, tliat 's tfu on(y way 
tfuy are going to 6e a6fe 
ta carry wliat you want 
to 6uy. �y Ufi{[ gfa4{y 
tfo specia{ ortfers for 
stuff you can't get 
anywliere ef.se (Witli a 
sfiglit tfownpayment). 
(jive 'em a ca({ at 
445-0310 or go in 
ptrsona((y anti see 'em. 
5'.ntf tliis montli, te{{ 'em 
''Tfie 'Ttrminater' sent 
ya' for a tft.structive 
1096 tliscount on your 
purcliase. S o  wfiat are 
you waiti"!J for? 



A /Ditrittr Shilt ti Gn1 
By Jcrod Awceka and Otris Mah 

For Beginning to Intermediate chU'ICtcrs in Chaosium's Call of Ctliullru 
Maps by Tom Hayes 

Introduction 
A mysterious lab accident involving the deaths of two scientists, Dr Christopher Raleigh and Dr 

Richard lighwatcr, calls the intrepid characten into an investigation of the event. 
There are several ways to incorporate the investigaton in to this adventure. They could be 

professon1 of one sort or another: the deaths of these scientists could draw them to the mystery. The 
invcstigaiors could be working for Arazonian Oil Company, trying to find out what the scientists had 
discovered. Occult invcstipton could have read somc hints of occult significance in northern Nevada 
and could be trying to find out exactly what the Araronian Oil Company discoveml there. 

Ktt�r Information 
Two days ago. a wildcat oil expeditionary rig was �t up in nonhem Nevada. Yesterday, the 

worket11 on the sight started drilling. but all they brought up was a small amount of an inert grey slime 
foreign to the oil workm. No cL,ualties reported. 

Unbeknownccd to any of them. they were drilling through the ancient bL'in of N1Cai, and the grey 
slime wu a pllrt of Abhoth (source of Uncleanlinc.u) that got sucked up. Since this piece was 
scpctatcd from 1bhoch by cxtemal means. it retained 1 measure of its intelligence and power. 

Laboratory scientists were brought in, but they decided they would need a lab to identify the 
clement. The pan of Abhoch was moved to a laboratory in Willits, California for funher euminarion. 
There it killed the tint scientist, scientists, Dr. Christopher Raleigh by jumping on and dissolving his 
right ann and then sucking most of the blood from his body. He didn't even have a chance to 5Cl'Clm. 
Then it crawled silently over to Dr. Richard lightwatcr, who was working on paperwmr. It snuck up 
behind him and ate the left half of his head before he could make a move. It then crawled across the 
desk. between the double doors, smashed a hall window and escaped through it. It then sent oot a 
telepathic summons undmtandable only to those who knew of Abhoth. The General Store keeper, 
Bob Wilkenson responded, moving the pan of Abhoth to some caverns nearby iown. and began to 
feed him. The investigators amve in town at this point. 

Willits 
Willits is a small. sleepy, we�tem town 200 miles or so away from the coast. Its population i5 

small, its people tired. Its summer. so its hot and fairly muggy. Tell the Investigators of their 
discomfort. 

Phones. as most phones were at this time, were on a pany line. Anyone could pick up a phone 
anywhere in town and listen in. Thats why the g055ips were so good 11 gossiping. 

Tll• L•b 
The lib where the accident took place is within a complex on the edge of town. 
The only burier into the lab is reason to look and/or a way to get past the police line. There are no 

police there, but they have to get into the laboratory complex first. Don't belabor all this· it is a minor 
i�sue. 

Entry into the lab causes a (J(ld4 san loss as 1 result of the bodies and general state of affairs. The 
lab is compo9Cd of two rooms connected by an m:h way. There are no windows and only one set of 
double doon lead out. Throulh the double doon is a hallway that leads to the rest of the complex. 

The lab has two desks ancf the bodies of the two scientists. The first desk is for labwork and is 
covered with shattered vials and glasswortc. Spilled chemicals are spread all over iL A particularly 
conmive acid has evidently eaten 1 sizable hole in the de5k, but no tr11ee of acidic substances can be 
found. An idea roll will show one glass jar that hasn't been broken. It is made of inch thick glas.� and 
contains a slight amount of grey sludge. The jar could contain Siz 3 wonh of chemical or other 
things. 

The body of the Dr Otristophcr Raleigh lies near this desk. The only wound on this body is the lack 
of most of his right ann. An Idea roll will noricc the lack of blood on the Ooor. 

The second desk has papers burned by acid and, though the desk is not destroyed. it is heavily 
scarred by acid bums. The papers require an Idea roll to decipher each of the following bits of 
infonnation. 

I )Arazonian Oil Company staned drilling for oil in nonltem Nevada and they brought up a 
substance unidentifiable at the 5ite. The substance was � to Willits Lab for funher �tudies. 

2)The substance was at rimes highly acidic and 11 times totally base; this was not because of the 



subsWICes dissolved in i1s mass. bu1 seemed more closely rel11ed ,...-... •-.--.--... • 
to the time of day. 

3)The substance also seemed to move on its own volition- not 
much, mind you, 1 gentle quiver now and 1hcn with no external 
cause. The scientists assumed lhat ii was because some small creature 
was somehow alive inside this ma.u. 

This desk also has 1he body of Dr Richard Tighwater sprawled 
acrou it. This body is missing thc left half of its head. The same Idea 
roll will notice the lack of blood from this wound. A successful 
Chemis1ry roll as well as an autopsy will show 1h11 the wounds on 
both bodies were caused by lcid. A successful Spot Hidden roll will 
show the faint 1r1il of grey sludge tha1 leads from 1he lab desk to 1he 
first body 10 1he paperwork desk to 1he second desk. If 1he 
investipton follow this lrlil ii will lead lhem under thc double doors """"'--••••ii--� 
and down the hallway through a broken window. There the trail is r 
losl in the underbrush. An analysis of the sludge will reveal lhat it is 
murky slimy water-nothing unique about it. Note 1ha1 it is lotally •••IE�L!d�•••I 
rcpellant 10 animals - lhey will go nowhere near it even 10 the point of r 
biting their masters to get away. "' •Trail o( slime 

Bob Wilkenson 
Edward Grant graduated from Pennsylvania State University with 1 masters degree in geology and 

a minor in the occult. Noticing some odd geological formations in northern Nevada. he decided to 
investigate. He"d read occult references to that general area, but had read nothing specific. Edward 
organil.Cd a small group of geologists and together they entered a cave network. They 1r1velled in 
these caves for a '°"I time before they were attacked by some nameless crearure that easily decimated 
their lfOllP· The only one to survive wu Edward, who went running for his life. In the blackness he 
ran and ran when suddenly a voice inside his head took control of him. II led him to a vast room 
where bubbled 1 huge grey pond. This WIS Abhoth- eternal source of uncleanliness. Abhoth forctd 
him to leave, chasing him blindly through his mind. Edward did not go totally insane, but was 
scarred for life. 

Edward became obsessed wilh Abhoth. He scoured everything he could find on the god. For years 
lhis search wenl on. F"m1lly, however, he gave up. He changed his name to Bob Wilkenson and 
se1tled in Willits. He was welcomed IS 1 nice counlry boy and Bob opened up the Willits General 
Store:. 

Then the call came. He heard the telepathic mes.qge from the part of Abhoth and responded by 
taking it to some neuby caverns. He plans to keep this pan of Abhoth safe and worship it as his god. 

Soon after the investigators start asking questions. Bob Wilkenson will get wind of lhis. In these 
son of towns, lelephones were on 1 party line system, and gossip spread like wildfire. Bob 1ppears 
as 1 largc, friendly, nice m1n and he will use: lhis facade to meet the investigators, make them trust 
him. and then send 1hcm on 1 false lrlil after the dark, suspicious man, Richml Wellington ID (who 
is. unbeknownced to 1ny of the investigators, an innocent banker visiting iown). 

After Bob has set 1hcm on the bankers lrlil, he will go to sheriff Beauford <J. Justice, and iell him 
that the invesriptorS are harassing the visi1ing banker. Bob will point out to the sheriff 1h11 the 
blnker, who holds 11ot of financi1I power and just happens to be in town checking on mortgages, 
might not appreciate the tonnent from these ou1-of-10Wnen. The sheriff will understand these points 
and tell the investigators not to bother the banker funher. Note: None of the things that Bob does 
aw1y from the investigators should be revealed to said invesrigaton. 

After Bob stUU talking wilh the sheriff, he will actively avoid the in'1esriptors. In the middle of the 
day • when the General Store should be open, it is closed. When the investigators see him on the 
street, he '\uickly loses them. This should be obvious to the investig11ors. 

As menttoncd before, Bob is a seemingly nice downhome boy (man). In the general $lore, he"s got 
1 12 gauge: shotgun under the counter pointed at the door (the counter is high- high enough to allow 
him to use it wi1hout anyone noticing). Also he has 1 knife thll he can 1hrow. and. this being a 
General Store, there is Dynami1e at hand (if need be). 

Bob Wiikenson 
Scr+l3 
Con+l4 
Siz+l3 

Du+l l 
App+l4 
San+23 

lnl+IS 
Pow+l7 
Edu+2 2 

Hp+l4 
Mp+l7 
Move+8 



Skills: Accounting .5.5._,, Archaeology 2.5,, Bargain 4.5,, Botany 2.5", 
Cthulhu Mythos 1.5%, Fa51 Talk .5.5 ... Geology 8.5'1. History �. 

Library Use 35%, Occult R01., Psychology 70%, Shopkeeping (i()%, 
Town Know, Willits 70%, Zoology 1.5% 

Weapons: Shotgun 5.5 ... 4d6 
Throw Knife 45«Wi. td4+2+1d4 
Throw Dynamite 4.5'1, .5 d6 tyd radius 

Rkhard Wtlllngton 111 
Richard looks Uke a monician. He is tall and thin(almost emaciated) with dart engli5h fcal\ll'CS. He 

hu black hair. eyes. suit. and shoes. Although he is not ugly, there is something mysteriously 
repulsive in the man's appearance. manners. and demeanor. This is, of coune, due IO the flCI that he 
is a blnkcr who minored in the occult And. whats worse, he"s in town to foreclose on several estates 
in the area. Two things IO remember. one is that the investigators should not k"°" that this man is a 
blnkcr until the sheriff accosts them- no matter who they ask and two is that Richard is not the main 
villain in this adventure. Though Richard is 1 cad and a banker. Bob is the villain for this scenario. 

Use Richard. He is meant to throw the inv1!$tigators off the track. That's why he mill<ftd in the 
Occult. He is meant to be suspicious. However, keep in mind that he is as innocent u bankers get. 

Rich1rd Wtllinl{on Ill 
Str+l.5 Dex+t4 lnt+l l Hp+l l 
Con+IO App+8 Pow+IO Mp+IO 
Siz+I t San+7.5 Edu+23 Move+8 

Skills: Accounting �. Adding Machine 6.5,., Credit Rating SO... Deblte (J()4!(,, 
Drive m. Etiquette 60%, Library Use 3.5'1, Occult 45 ... RJW/S French 70%. 
R/W/S German 5.5% 

Weapons:Fist 70%. l d3+1d4 (Pugcllism) 

Shtrllf Buurord G. Justice 
Beauford is your 51crcotypish white, fat. slow, piggish, southern sheriff. 
When Bob talks to Beauford, the sheriff will react. Beauford trusts Bob and doesn't want any 

b'Ouble in town. When he goes after the investigators for hasscling the banker, he11 say something 
like • ·y cw all lay offn that benker dude er sa hep me gawd. I kick yer asses all overin this ere 
county!" The inve51igators should get the hint and look for other people (namely Bob). By this point 
the Keeper should make Bob look suspicious enough to attract the inYeStiptor's at11entions. 

If the investigators still pester the banker, the sheriff will throw them in jail- by forte if he hu to. 
He can call on most o( the male adult population to back him up (most o( those male adults are at least 
50� proficient with the use of shotguns). Once the investigators are jailed out of sight, twenty or 
thirty minutes will pass before they hear the front door !'PC" and Bob's ringing voice will say ,"Hi, 
sheriff". The entire conversation will go something like this ... 

Bob : Hi. sheriff. 
Beauford: Hey, Bob! Hows it goin7 
Bob :  Not bid. Hey, how'd you handle those "Visitors"? 
Beauford : Oh them? They're in jail in beck. 
Bob :(Silenct. Tltol sOlllld of fro"' door �ni111 and closi116} 
Bcaufonli Shit. I wonder what's the mattet" with him? 

Leave them wondering what's going to happen until about midnight when the cell wall connecting 
to the outside falls inward. Standing silhouetted in the moonlight is one of Abhoth's more powerful 
sp1wn. No help will be forthcoming-the sheriff and the deputy are Hleep in bed. If they survive and 
escape with just their wits and their bare hands. they deserve to live-continue the adventure normally. 
If they don't. well. thats tough. They were warned. 

Shtrlff Btaurord G. Justlct 
Srr+l4 De11+1l lnt+9 Hp+l.5 
Con+l 6 App+IO Pow+IO Mp+IO 
Siz+l4 S1n+60 Edu+l I Move+7 

Skills: Drive 40%, First Aid �. Law .55%, Listen .50%, Ride (J()4!(,, 
Town Lore, Willits 80% 



WtapoM: Colt.45 60%, ldl0+2 
12-IUIF shotpn 5511. 4d6 
.30 semi-1uto rifle 44)'1, 2d6+3 
Nightstick 55 ... ld6+1d4 
Fist 110,., ld 3+1d4 
Spit 65%, special (blindness) 

Deputy Nedley Squenle 
Imagine 1 slight, wiry, oily. repulsive toady. You hive a perfect picture of the Deputy Nedley 

Squezzle. He is a little revolting. annoying, sadistic, s#!t that is constantly kissing up 10 1he Sheriff. 
Use him to annoy the playen. 

Deputy Nedley Squezzle 
Str+9 Dell+ 1 3  lnt+8 Hp+ IO 
Con+lO App+l l Pow+ I I Mp+l I 
Siz+IO San+45 F.du+l 4 Move+8 

Skills: Drive 25t,, First Aid JOt,, Law 40.,, Listen 7�. Ride 4�. 
Whittle 75,., Town Lore. Willits 65t, 

Weapom:.22 automatic 40'I, ld6 
Nightstick 35'1, ld6 
Spit 65'1, special (blindness) 

The Plot Thickens ••• 

After the investigators have become suspicious of Bob, the plrt of Abhoth will have already begun 
to grow spawn. In fact, one will come waltzing into town about this rime. It will stan with the 
investigators hearing a bloodcurdling scream. Hopefully the investigators, being goodhearted 50Uls. 
will rush to see what happened. While running the few blocks that sepmte them from the �am. 
They will hear gunshots. When they finally arrive, they will find several people bending over a badly 
mutilated fenllle body-the body of one of the local gossips. The woman's chest has been ripped wide 
open and blood is spattered on the street. They will also see the remains of a peenish grey mass 
starring to dissolve approximarely ten feet beyond the people. And anyone who makes a spot hidden 
roll will see Bob a half a block away, a fearful, pained look on his race. He will mnd there for :i 
second, then leave. Bob is not totally insane, so he still does feel for these townfolk that are his 
friends. He will not notice any people following and thus he will make no attempts to evade the 
Investigators if Ibey punue. He will head straight for the caves where the part of Abhoth is. 

One way or another, the investigators should find out at this point that Abhoth is at the caves. If 
something goes awry at this point, Bob could break down and tell the investigators that the thing 
they're looking for is at the caves. Or, after the murder one of the townsfolk could tell the 
investigators that they saw Bob moving something to a remote cave outside IDwn. 

The Cna 
The plrt of Abhoth has set up home at the back of the thiJd level of this cave network. 



All the rest of the caves shoukl build up suspen!IC for the final encoonter. Abfio(h puts off creatures 
in all shapes ll1d sizes. and by this time quite a few have prot.bly found nice plaices in the ca<ves 10 
live. Taite some time to plan a few encounters or randomly determine encounten in the caverns 
during the game with the charts provided. 

Spawn of Abhoth 
01 %-20% meaningless encounter -a pile of maggots, etc. 

San Loss:Oll 
2 I %-15% Insignificant - siz ld6. no appreciable chll'ltteristics. 

Some eumples are an eye with two feet. 
a solid slinky, slinking along, etc. 

San Loss:Olld 3 
76%-93'lt Minor - equivalent to a minor mythos crcatun!. 

Str+ 3d6 Int+ 1<16-1 San Loss:Olld6 
Con+3d6 Pow+ld6-I 
Siz+2d6 Dex+3d6 
Hp+l 2 Move+ld6+2 

94%-99'*1 Moderate - equivalent to a moderate mythos creature 
Str+ 1-6d6 lnt+ld6 San Loss:l/ld lO 
Con+l-6d6 Pow+ld6 
Siz+l-6d6 Dex+l-6d6 
Hp+ 16 Move+2d6 
(possible special abilities) 

00% Major-equivalent to a major mythos creature 
Str+l-10d6 lnt+2d6 San Loss:ld 3/l dl0 
Con+l-10d6 Pow+2d6 
Siz+l-10d6 Dex+3d6 
Hp+19 Move+2d6 
(definite special abilities) 

The only encounter that definitely should take place is the resolution of the problem of Bob. M)' 
particular opinion is that Bob's dead body should be found under a mass of small squirmy things 
(meaningless to insignificate spawn). 

The actual plJ1 of Abfio(h is noc putjcularly smart. It should be played with 1n animal intelligence irt 
order to give the Investigators a chance. 

The part of Abhoth also cannot be killed. It regenerates from wounds at a rate of !Wenty hp pet 
round. When reduced to n:ro hp, it retreats underground to regenenue from damage. It takes three 
rounds (30 secoods) to regenerate fully. 

The part of AbhoCh 
Str+40 
Con+IOO 
Siz+3 
lnt+13 
Pow+ SO 
Dex+! 
Hp+S2 
Move+ I 

Weapon 
4xAppendage 60-J>, 2d6 

Armor: Regenerate 20 h� rnd 

San Loss: ld2/ldt0 

Obviously, guns are not a way to deal with this problem. If the investigators use guns and manage 
to "kill' it, let them think they"ve won for a moment, until they start to leave. Then tell one of the"1 
!hey llOlice it bubbling up again. 

Oiscounge them from blowing up the caves. Make it clear that the thing won"t be dead and that !ht: 
part of Abhoth will just wait there and grow larger. If they insist , make a fotlowup adventure witf1 
the part of Abhoth larger and more deadly-and after the whole town! 

Summary 
If the investig1UOB ue !man, 1hey11 think of the lab and how the lab con11ined it-the glass jar5· 

Sure enough. the lab will have one that will rontain size three. After that, they must take it back to the 



drill sight, dump it down the well, and 1ell 1he oil compant that they cannot drill there anymore( a fast 
talk roll will make that). 

If 1hey succeed in dealing with 1he problem, give them Id I 0 san back. 

Added Plot 
Ir this isn't enough. one of our sick friends came up with the idea of incorporating children into the 

adventure. Especially mimng children. 
Also the idea of making Bob a totally insane fanatic priest o( abhoth is another way 10 add plot He 

could have the hopes of fctding the whole town to the put of Abhoth. 

IF YOU can DRERm IT ..• 
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Tflh• ILi,,,,,,.. 
An alien rice by GidfOl'I Marcus 

Lcptrods are a race descended from dinosaur �tock. Peaceful and intelligent creatures. they are fond 
or an and music. Their population is rather low for a thriving civilization -- only 200 million. 
However. each Leptrod is specialized for a different occupation. so there is little waste of Ltptrod 
potential. As peaceful coexistence is crucial to their survival, they have been trained to be brutally 
honest and trustwonhy. They all live in an area roughly the size of the United States. Leptrods are 
known for their highly advance medical technology. They have a technique for regrowing worn or 
damaged body parts in exactly the same form as the original (minus the wearing or wound). Leptrods 
are also well advanced in engineering technology. and have developed a working FTL drive. 

Leptrods are. on the avCT11ge. six feet tall. They look like small Tyrannosaurs. In ldition. they are 
covered with thick white fur. This was an obvious adaptation to the cold. snowy climate of Birss. 
This coat can be shed in warmer climes. They have a long tail used for counterbalance and slapping 
victims. Leptrods were originally carnivorous hunters. using their teeth and tail and camounage to 
catch victims. Now. they herd cattle-like animals called Kon:g ror food. 

History: 
3000 yean ago. there was a race of Leptrods utilizing primitive space-travel. In this time, Rcloia 

and the East Island, wh� name has been discarded in disgullt, were the strongest groups of people 
on Birss. Competition was fierce as both wanted to get mining rights to Celfod. A huge cataclysmic 
war ensued and the East Island was destroyed and its name forever wiped from the history books. 
Ponions of eastern Reloia were also rendered uninhabitable. The Leptrod population, then 
numbering only about one million, migrated west to stan civilization again. It took 2700 y� of 
hard labor to restore a viable Leptrod culture . .50 years ago. the Leptrods made first contact with the 
Federation (or whatever human establishment holds sway in your game). The two races have 
enjoyed a peaceful coexistence during this time and trade ships are sent between them often. 

Government: 
The Leptrod government is a socialistic democracy (a combination which would not be feasable 

without a willing population). This means that the government keeps control of most industries. 
They have to. Imagine what could happen if one evil Leptrod roused a group of dissenters and 
destroyed 3000 years of cultural revival by ovenhrowing the government. The government also 
nttds 10 conserve Reloia's limited resources. Socialist owning of them would make them harder to 
wasle. Freedom of speech is respected. however, and government officials are elected. Guns and 
other weapons are prohibited. The Leplrod police force consists of highly trained individuals u�ng 
tangle and stun guns. The interplanetary space agency. known as the Krekshoar. controls the 
terraforming project on lhe i;econd planet •• a project to be completed in about 20 years. 

The government law is very strict for the population is just too small to have to worry aboul 
disscnlers. Crimes are uncommon, and punishmenl for most misdeanors is confinement -- especially 
uncomfortable for Lcptrods. for 1 10 1 8  months. More heinous crimes such as murder or violently 
op�ing 1he system is punishable by "removal" where 1he brain is wiped and the body used for 
testing purposes. The judicial system is not COl'TUpl. however, and is quite fair. Therefore, removals 
arc quite rare. 

At this point, the terraforming on Ierylp is the most prominent social issue. Despite the cultural 
training provided by the government, 1here are still Lcptrods who wish to leave their extremely !1et 
socialist environment and join the ternform colony. There. they would establish a capitalist society -

trading with Birss and Celfod. The governmenl allows 1his for two reasons. Fim, because it's grea1 
for business to have 1rouble-m1kers el�where! Second. since most of 1he land in Reloia was 
rendered useless by radiation from the war, and is just now being reclaimed, any extra agriculture 
would make transpon from plane1-10-orbit much cheaper. Rocke1s are just too wasteful of fuel to be 
efficienl. In addition. ·space fanns" proved to be too inefficient for profitable usage. Therefore, 
anti-grav is a high priority. As most companies are owned by the government, there are no large 
corportations as seen on capi1alistic worlds. Any business dealt with in Leptrod cullUre will almost 
assuredly be government controlled -- unless it is the Free-Ierylp !;Oeiety. 

System : 
The Ltptrod home system contains 6 planets that revolve around a KI star which produces about a 

third as much energy as Sol. • . 

The first planet is called Margran. It is extremely close to the s1ar, and is very hot. No useful 



minerals have been found there, and its sole settlement is owned by the Suyn Wa�her's Committee. 
The sccond planet Jerylp is a rather hot semi-inhabitable planet. A tena-fonning project was begun 

about 300 years ago ind is almost complete. When inhabtable. there will be two comfonable 
temperate zones near both poles. Settlements will be rmsdy agriculruraJ. 

Bins. the Leptrod home planet, is nther removed from its primuy, and has a lower average 
tcmpemurc than Earth. Conditions range from cool �te (Southern Canada equivalent) IO Artric 
to Frigid ( 170 degrees below i.ero common at poles). Gravity is I Jg. The planet is somewhat rich 
in minerals, and the inhabitable portion of the planet is about 50% covered by water. There are three 
super-continents. One is mostly in the temperate mne, while the other two are in the northern and 
southern hemispheres respectively. These three continents circle the globe in a ring-like fashion 
malting Birss look somewhat like a round easter egg. The tempente continent is inhabited. and is 
called Reloia. This is where the bulk of the Leptrod populatiion lives. There are some settlements on 
the ocher continents, but they arc mostly mining stations. 

The founh and fifth planets arc large gas giants similar to our Jupiter, and are worthless (except in 
Tnvcllcr where Gas Giants have a good value). 

The s�th planet is called Celfod. lt is a cold, rocky bill much like Pluto. It is also the chief mining 
ground for Mega-Titanium, their chief hullmetal building material, and Greptillium, the catylist for 
their m drive reaction. 

U!lin1 the Lcptrods in your game: 
(with idea added in by Barry Osscr) 
This race wu designed for muimum ea� of transfer inlO your univme. If you wish to have them 

undiscovered, that is quite alright, but it makes them more interesting if you have an already set trade 
mute that adventures can be set upon. Given here arc the basic outline for the race itself, its bmincss, 
and the general geography. For campai1n purposes, consider what will happen when your 
happy-go-lucky adventurers enter such a neat and tidy race's surroundings like those of the Leptrods. 
Can your players deal with such a structured nee? Can they deal with constant peace?? Consider 
what will happen to your gun-toting characters when they enter a no-guns zone. Also, there is 
always the possibility that characters might be able to stir up a group of dissenters and try to take over 
the government or conven it or get involved with an al�ady existing group. Even though most 
Leptrods are pe1teful. they stitl loolc. imposing IO the avmge human. Play this up when using them. 
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By John D Law-Grttn 

The ·0eneb'-dass Containerized Cargo Freighter was designed in 1098 by the Heavy Commercial 
Vehicles Division of United Spacecraft C.LC .• of Spiro (Antares 101.5 A76884.5 - G). The first 
example of the class, MFV - 2691 'Deneb' was laid down 261-1099. The 'Deneb' is an extremely 
versatile vessel, able to carry 24 standard-sized 100 - ton cargo containers. as well as 780 tons of 
onboud bulk cargo. 

As of 001 - 1116, a total of 124 examples had been produced. at United Spacc:craft and General 
Shipyards Facilities in Lishun, Antares, and Empty Quarter sectors. 

MHV -2691 'Deneb' MHV - D7416E2 - 0.50000- .56003 -0 MCr 1918.681. 4,100 tons. 
batteries bearing: I 21 2 TI. = 1.5 

batteries: l 21 2 Crew "' 59 

Passengers= 0. Low= 0. Cargo,. n7.5. Fuel,. 2210. EP"' 260. Agility= I. Two cutters. 
Provision for the attachment of 24 100 - ton cargo containers, costing MCr2.2 each, and changing 

the USP, as shown below: 

MHV -2691 'Deneb' MHV - F73142E2- 0.50000 - 56003 - 0  MCr 1918.681. 6,.500 tons. 
batteries bearing: l 21 2 TL• l 5 

batteries: I 21 2 Crew • 59 

Passengen "'0. Low= 0. Cargo= 31n.5. Fuel= 2210. EP = 260. Agility .. I. Two cutters. 

SPECIACA TIONS: 4.100 tons. 57 .400 cubic meten unloaded, 6.500 tons, Tonnage: 91,000cubic meters loaded 

Crew: .59 
DimensiOll5 in Meters: 210 L x 45 W x 36.S H 
Acceleration: l 0 constant 
Jump: 4 parsecs unloaded, 3 panecs IOlded. 
Engineering: Two Northstar Power Systems type N774 -ji fusion power plants, 

driving four Unispace S2-i/4 impulse maneuver drives, and one FarJump 
R3/4K Jump drive. 

Gravities: Stnadard inertial compcnsaton. Floor rield variable from 0 to 20. 
Elcclronics: IECC model XR/.5.3i with integral fibre optic backup. Integral cargo 

launch/dock program. Provision for self-powered external weapons 
pods, including additional fire oontrol systems. 

Range: 

Armament: 

Screens: 
Configuration: 
Capacity: 
Ship's Vehicles: 
Special Features: 

Ober Rcmarlcs· 

Unlimited maneuver. 
Lotlded: One Jump-3 (19.50 tons fuel tankage). 30 days std. supply cons. 
Unloaded: One Jump-4 (1640 tons fuel tankage). 6.5 days std. supply cons. 

Ten turrets: four with triple beam laser, two with triple missile launcher, 
two with dual fusion gun, two with triple sandcaster. 
Provision for self-powered external weapons pods, usually disguised as 
cargo containen. 
None. 
Dispersed SlnlCturc. Unstreamlined. Unannourcd. 
777.S tons onboard cargo. 24 I 00 - ton cargo containers. 
Two SO - ton cutters. 
Cargo module clamp sys1em. 

This ship is roughly 700 feel long, so I� design includes a maglev shuttle tnck running down the 
'spine' of the ship. 
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A new weapon ror F•nta!ly G•mes by Ray Crowell 

Sevual ctnturits ago. much of tht land in 1ht mnuntaiMus Ea.tttrn Contint1fl was governed lry twn 
brnthtr.f, Carnilt and upordru. Fnr rta.fnns 1111A:nnwn, Carni/t (wlrn was an e:rctptinnal maJle} wa.f 
fnrctd '" crealt a weapo1f of grtal magical srrtn1tthfnr Iris bmrhtr. upardu.f (whose Ri1thli111t abilities 
111t:rt mtdinr.rt ar best>. Carnile created a SW<lrd rhat co"ld drain lifeforct/rom irs target, with the 
drawback that tht wielder Jlave "P lif ef nrce a.f wtll. P ott:ntiali_y, a very pnwtiful weapnn indtt:d. bm 
upardm had planned'" Olltrrhmw his brother leavintt the kingdon all to him.fel{. Carnilt. kno .. ·inR 
this. had in.ualltd a .f<lftty precaution in tht SW<Jrd during creation. Tht nar1ut of tht saftty dtvict is 
unknown. bw it stems to have wnrktd. Whtn Ltpordu.s rtvolted against his brother. ht was swiftly 
deftartd. Tht sword was h1uied with upardus' corp.ft and rhi.f trol4hlt tndtd ... Until 50 ytar.f Oil"· 

Abnm 50 years ago. tht tomb wa.f plundered. Tht .rword •M.f found and talt" (since it no innl(t:r 
residt.f in tht IOmh, and it is out thtrt. ready to be rued iffn11nd. 

Local Legend. 

On first :tppcarance, the Sword (lf Lepardus seem11 to he a "normal" two-handed sword + 1. 
Howe"er, during the lir.;t life and death battle it is u� in. ii will teleparhically tell ils wielder about 
irs power (rhe sword is not inrelligent, the menage wu programmed into it). It will not re"eal irs 
defect (the safety precaution). The swords power is as follows. 

After striking a target (with a +I bonus), but before damage is rolled. the wielder may choose to 
spend I Of more Hit Points to do eittra damage against the rarget. For every I HP the wielder spends. 
the target will lose 3. If the wielder chooses not to eitpcnd HP in this way, the sword may opt to do it 
anyway with a chance of succcs.� set at 40 - (Intelligence � Wisdom) [or any two similar mental stars 
in games other than D&:DI. For example, if your Intelligence is 15 and your Wisdom is 10, you 
would add these two together and get 25. The percentage chance would be 40 - 25 or 151> chance. 
If HP are taken in this way. the sword will take l d4 HP and cause the equivalent 4 - 12 points 
damage to the recei"er of the sword hit. 

The safety prtt1ution: 
If the sword is used against a male human magic-user. it will not harm him but will instead crtate an 

illusion of <Wnage being done to the magic-user. Roll to see if the user hits the magic-user noonally. 
In addition to rhe illusion, the sword will actually give the magic-user HP. The magic-user will gain a 
number of hit points equal the hit points eitpcnded by the wielder. There is no saving throw for this 
(what magic-user would want one?'!). The magic-user will continue to gain hit points as long as the 
wielder has them to eitpend and the magic-user can surpass his original hit points wirh the added hit 
points dissapating in 24 hours. 

The sword's precaution works so well for the magic-user that it will actually dnw ld4 hit poinrs 
from the sword's wielder and give them ro the magic-user even if the wielder chooses not to eitpend 
the hit points to his attack. Any wielder can easily sec why Lepardu� lost hi!! half of the throne and 
was defeated. 

. ........ . 
the "1TVHI 

n.. M1et•rr ef ttt. 1..,.rt•• 
Verfft"• Cf'••P I• eeft•tt0Uft9 
OO•t•I •1ac•w•tOftl ef tM 
ht.rl' "ht•rf of the 
I • .. r ••• aftd ettfttr •••t '"• to 
lte .. ••lep .. at. Aftft•el 
tf•••r 112. htchct•t Uw 
•l•eo11thlf H•ll•tt•r 
TlnaN• 9T&• . ..  ,.eral NIUO 
fer•• ••ptJert lrt9 c••.,.llfl• 
11111 tM h.,_tl I"" Ere. "'°"• 
t• r• � .. , ••. 1•10 1 . .. , •• 
•�r•.11n OI 71071. 



A HR rt.A.CJI 
A IOlo net scenario for C1&u,1mk by Cni1 Shttle1 

A new numben hass been added to the local Net. Its entry pon is easily noticed. glowing in gari�h 
neon pinks and puirples; the colors almost seem to hae been selected to contrast with the cyan1 
magenta/� nommlcy of the Net envimnment. 

The name of the company behind the prot is F.A.C.E. (Future Art Computer Engineering), a 
company �pecializing in computer security and enhanced operating parameters (as a peek into the 
public directory listing reveals). Rumor has it that F.A.C.E. is rcsean:hing synapnc crystalline 
matricies • the next step in superconducting compuien, mega-fa5t and smaller than existing machine�. 

Is the rumor tryue7 If '°· are there any files worth lookin1 over in the F.A.C.E. system? Or is the 
challenge of penetrating a security prognamming comany's system what draws you to the entry portal 
cblocked out in pink and fguschia ... 

YOUR CHARACTER AND PROORAMS 

If you have a Netnmner character out of Cy�rpunk. you may use that character. Ir not. your 
Netrunncr has rcglexes of 8 and an fnterf pce �ill of +4. 

You are limited to $2500 of programming if using your own character. lf using the character 
pre!lented here. you have the following programs: Invisibility (makes your signal invisible to defen!!C 
programs), Flack (*confuses most defense programs, allowing you to slip by them). Worm 
(•unlocks data and code walls from behind), Killer IV (a combat program that kills Olher program�) 
and Hammer (knocks down data wall�. Hammer is very noisy; you can't use invisibility in the nellt 
fram after you u!IC Hammer). 

COMBAT rN mE NET 

Whenever you meet up with 1 defense prognm you may activate any one program 10 deal with it. 
To see if you are successful you add your Reflkexes. your Interface skill. the program's Strength and 
a dlO roll. The computer adds its skill of 10, the defenK program's Sttength and a dlO roll. If your 
roll is higher your program is the winner; the computer wins all ties. 

(Ownm of CyberpUllk, and you should be if you aren't one �ady, will note that the computer's 
skill is leu than the 1.5 recommended by the game's designers. This is because a starting Netrun11CT 
CANNOT defeat the "1.5" level on an equal program match over SK of the time - typical Runnm 
start with REF 7-8 and Interface +2 for 1 total of 10. Most defense programs are stronger than attack 
prognms and this adds to the discrepancy. In the e11ample in Cyberpunk on Page 38, the Runner 
knocks down a Code Wall n with a Codecracker Ill. If he ...... � a  beginnning Runner he'd nttd to roll 
.5 better than the computer cor his superior program 10 best the flimsy Code Wall... A hard thing 10 
do. 

R. Talsorian has a habit fo setting difriculty numbers far too high. I reduce them by five for realism 
and playability.) 

Program Sttengths are: Invisibility 3, Aack 4 (2 versus "Dogs"), Worm 2, Killer 4 and Hammer 4 .  

LOOGING OUT 

If you're in danger of being traced back to your phone or having your intmace trashed. you may 
"log out,� disconnecting yourself from the system. rr you wish to do this. roll Id ro. On a 6 or less 
you succeed in logging out. Otherwise you have 10 try again next round! 

INTOmE NETI 

(Unless you have a character that uses a different kind of interface, it is assumed that you use 
Tronnic - all descriptions arc for Tronnic.) 

I A l•  - Entry Pon. You are outside the entry port to F.A.C.E. If you wish to go in, go to 10. 

2. · Log Out. You wake suddenly in your own room. having escaped the porgram pursuing you. 
Game over. I( you copied any files go 10 25. 

3 - Your way is barred by a crackling wall of static • a Data Wall, strength 2. You have to use your 



Wonn or Hammer to get through an you may try Ill many times as you wish until you succttd in 
standard Net Combat (Your Ref. Skill. Program Strength and a dlO against the computer's skill of 10 
plus the Wall's S1rength of 2 plus a d  IO). 

When you get lhrough go to 1 1 . 

4 - And yet ITIOl'e defenses! This place is defended like the legendary computer MegaFive. A data 
Wall stops you in your tnlC Its. It is S1rength 3. 

If yo take over three turns to break through the Data Wall go to 3.S. 
Go to 22 . 

.S - Another human figure moves uound a corner to face you. It is a man made of bronze with 
golden eyes. He grins at you and speaks. 

"Hello, friend. Wh11 brings you to this comer of the nct7 Don't tell me; the synaptic matrix files, 
right?" He wipes mercury-like sweat from his brow with a miny hand. 

This is another Runner (or the best Anificial Intelligence program ever made). He proposes an 
alliance to help one another get through th F.A.C.E. system to the files. 

If you accept go to 8. 
If you refuse go to 43. 

6 - The Files section is a network of massive canyons of data storage. studded 11 refgular inle1'Vals 
with terminals. Strangely most of the memory seems 10 be empty. With diligence, these files can be 
locate: SYNAPSE2. SYNAPSE). SYNAPSE4, SYNPASES. FINANCE! AND README. You 
may copy and hold up to four mes (these are bic files). If you copy any of them.I note which ones. 

These files cannot be erased. 
When you're done witht eh Files section go to 27. 

7 - Another bloddhound faces you in a room without eiiits. It goes after you; you may evade or kill 
it in three turns. It is Strength 3. 

If you fail to kill or evade the hound the system knows where you're calling from and is definitely 
alened to your presence! 

Roll l d6. On a  1 -2 go to 1 2. One a 3-6 go to 33. 
Ir you log out. go to 2. 

8 - He accompanies you. His Renues an: 8 and his Interface skill is +6. He hlS Ratline (Slrength 
3; works like Bloodhound bur erases your Interface when it finds your phone), Codecraclter I l l  
(Stmtgth 2,  cracks Code Walls), Worm. Invisibility and Killer I. 

Go to 46. 

9 - Did you erase any of the files? 
If yes, go to 38. 
If no, go to 4. 

IO - The frame bayond the entry port is a room formed of swirling blue-green neon, enhancing 1he 
polished silver of rhe chrome fembol figu� tha1 confron1s you. There 1�1r to be no exirs fromt he 
room. She smiles at you and asks in dulcet tones. "Which data path do you desire, A or 87" When 
you make your choice an eitit opens fro you and she disappears. 

If you choose A. gf o to 3. 
If you c� 8, go to 1 2. 

1 1  - You move cautiously down the light-wave corridor to the next tum. Lurking around the corner 
is a large robotic hound with gunmetal color and a neon blue collar around its neck. II snarls 11 you 
when it sees you. 

This is a bloodhound. 1t is meant to lrllc:lt your signal back to your phone and tell the system. You 
have three rounds to defe11 ir - you an kill it with 1he Killer. try and confuse ii with Aack or sneak 
pa�I it with Invisibility (but not if you used your Hammer to knock dow2n that wall in 3!). The 
bloodhound is Strength 3. 

If you kill or evade3 1he hound, go to 40. 
If y9ou fail to kill or evade the hound the system knows where youir;'e calling from and is 

definitely alerted 10 your piaence! Go to 40. 
If you loe out go 10 2. 



12 • Y ovr path down the ccnidor is blocked by a web of yellow beams that closes on your Worm 
program (if you're c:arryin& one). An Aardvark • a wonn-kliller! 

The Aardvark is Strength 6 versyus Wroms · if has no effect on other programs. It wilt continue 
attacking until it destroys all Wrom programs and subroutines you're carrying • or until you destroy 
it. 

Wharevcr lhe resull, go to 26. 
13  - If appears thal REDTAPE4 is filled wilh fonn-gcneration 1eitts, PAYROLLO contains a 

program for computing payroll and SYNAPSE! is full of chemical diagrams and accompanying 
techinical texts - you'd have to have the skill Computer Tech • 7 to begin 10 undmtand it from a brief 
glimpse. 

If you wish to copy any of the files, you have enough memory in your cyberdeck 10 copy up to four 
files (these are hie files). Note which files you copied. 

Retum 10 20. 

14 · You seem to have wandered into the Kennels · the Bloodhound rockets past yo as soon as it 
secs you enter its lair. 

The Bloodhound is Strength 3. It may be CV1lded (Flack:, tnviisilbility, Replicator) or killed. 
If you fail to kill or evlde the hound in three turns. the system knows where you're calling from. 
Go to 47. 
IS · The Tenninals 1te all down; you can't go here. Return to '1:1. 

t6· • As you move through the neon-tracery tube of the data path you round a IUm to face a 
powerf ully·built steel dog, chained to a wall. A Pitbull! It growls and lunges at you. shattering its 
chain! 

The PitbuU is S1m1gth 2. It 1111y be evaded or killed. 
If you evade or kill it in three turns, go to 17. 
If you fail eo evlde or kill it within three turns, go 10 23. 
If you log out, go to 2. 

17 -0 The corridor reverberates witht he impact of heavy footsteps as you pause in your procress. 
The next defense is comina for you! A huge dull gold robot with oversized tono, anns, jaw and 
brow-ridge stompt into sight and heads for you. 

This iis a Bouncer, Strength 4. It may be evaded or killed. 
1£ you evade or kill it. go to .50. 
lf you fail to evade or kill it. go to 16! 
18 - A Code Wall confronts you. It looks weak, though; your Wrom should be able to take can: of 

it The Walt is Strength I. 
When you � the Code Walt, go to 4. 

19 · How do you like that? someone wrote the filepath to Icicle you out of the system! You're back 
at the Entry Port!! 

If a Bloodhound ever tractd you to your phone location, go to 42. 
If not. you may log out (go to 2) or try 1g1in (go to I ). 

20 • The corridor leads to a room defined by green-line walls. In the ccnrer stands a lone pcdcstalk 
wilh a keypad atop it. A data file! No doubt hidden here behind all the defenses to keep CPU 
intruders from discoverina it It is the owrlc of a moment to call up the directory: SYNAPSE I .  
REDTAPE4, and PA YROLLO appear in huge glowing green letcrs on one blank wall. 

If you wish to scan the files it is srandard "combat" procedure • your Intelligence plus Interface skill 
plus ldlO versus the computer's d lO plus Ill skill (a S). 

If you succeed go to 45. 
Go to 9. 

2 1 • The file contains infonnation worth more money than you've ever imagined bvefore. All you 
have to do is get it out of the System, evading tyhe defenses. .. 



22 • Your path downt he corridor is blocked by a web of yellow beams closes on your Worm 
prOocrun (i( you're carrying one). An Aardvark • a Wrom-Killer! 

The Aardvark is Strength 6 versus Worms • it has no effect another programs. It will continue 
attacking until it destroys all Worm programs and subroutines you're canying • or until you destroy 
it. 

Whatever the result. go to 44. 

23 • Your phone signal has been cut'; you wake up su!ldddenly in your room. That Pit Bull will 
lurk forever at that specific phone hookup, cuning you (and only you) oft whenever you try lo log on 
anvwbm: through that phone hookup until you kill if. Game over. If you copied any files go to 25. 

24 . Is this place anything l2.U1 defenses? A beam of phosphorescent yellow shoots off down the 
way you came. 

The beam is a Aadinc, Strength 3. You have three turns to kill it or evade it. 
If you succeed, go to 20. 
If you fail, go tyo 3 1 .  

25 • None of the files you copied i s  WOft h  anything except README. 
If you copied README go to 48. 
If you didn't copy READ ME the game is over. 

26 • put the Aanlvark your path is cut off by a Data Wall, Srregnth 2. If you take more than three 
turns co knock it down, noce your location (26) and go to 35. 

Go to 16. 

27 • The majestic height of the CPU waits for your command. From this mesa you can go to any 
pan of the sytem • Security, Files, terminals or Peripherals. You can choose to explore any of these. 

If you choose to explore Security go to 30. 
If you choose to explore Files go to 32. 
If you choose IO explore terminals go IO 15. 
If you choose to explore Peripherals go to 36. 
If you log out go to 2. 

28 • The file path comers sharply · there is a defense frome ahead. Readying yourself, you plunge 
in to face an onnge-chrome four-armed warrior with a sword in each hand. A Killer program • it's 
barring your way and you've got to evade or kill it to gel nhrough. It's Strength 4. 

If you evade or kill it, gho to 24. 
If you fail to evade or killit, it destroys the program you used on it! That programi is gone and no 

longer usable. You may keep trying to evade or kill it as long as you have Invisibility, REplicator, 
Aack or Killer programds. If you fail with all of these programs that you have, your way is blocked. 
Log oul (go to 2) and try to raise the money to replace your program library ... 

29 • The female program licks her ruby lips suggestively with the tip of her glowing tongue. ·1 am 
completely capable or any form of bodily pleasure,· she pum, blinkin1 silver lashes at you. ·eome 
with me 10 the Pleasure Chamber. I can Ind will do lllXlbiD& you command as long u you wish.• 

Go 10 .5 1 .  

JO · The path to Securi ty  is sec:tRly bum! by a Complex Code Wall, Srrength 71 Someone wants 
to protect the Sccuerity seciton... If you have Raffics or Wizard's Book you can try to take the wall 
down. 

If you don't defeat the Wall on the fint try go to 35. 
When you defeat the wall go to 37. 
If you give up onthe wall and wanr to go back to the CPU go to 27. 

31 - Your Interface program has been erased; you wake up suddenly in your room. Game over. If 
you copied any files go to 2.5. 

32 • The Files scctionis blocked by a Code Wall, Strength I .  
I f  you fail to defeat the Wall on the fint try go to 3.5. 
If you defeat the Wall go to 6. 



33 - The corridor leads to a room defined by pen-line walls. In the center stands a lone pedestal 
with a keypld llop il A data file! No doubt hidden here behind all the defenses to keep CPU 
intnlden from di9COYerin1 it. It is the work of a moment to call up the di�ory: SYNAPSEl .  
RTEDTA.PE4, and PA YROLLO appetr in huge glowin1 sreen lettm on one blank wall. 

If you wish IO an the files it is standard "comblt" procedure - your Intelligence plus Interface skill 
plus ldlO vmus the computer's dlO plus Ill skill (a S). 

If you succeed go to 4S. 
Go to 49. 

34 • An untimely lightin1 bolt twenty miles away causes a huge power surge to blast through your 
neighborhood. YOur surge protector is ove1powered; electricity leaps through your phoneline into 
your mind! Your tnin is turned into Cerebrum under Glass. End of Game. 

35 - Note the location you came from. A ridiculously small dog prognn. tan-metalled and 
floppy-eared, runds into the frame, barking, "Oh boy! An intruder! I'm gonna get my pal Spike! 
Spike'll show ya! You11 see!" It runs back out of the frame. 

One tum later a large pey-metal dog with a massive torso and long-jowled head charges in and 
attacks. 1lfe smaller dog program follows it but remains in the background cheering. "Go get 'em, 
Spike! Wow! Whatta fighter! Get 'em, Spike. get 'emf" 

Spike is a Bulldog program, Strength 5. he can be evaded or killed. You have two turns to 
accomplish this. 

If you evade or kill Spike within two turns, both dogs suffer the �me fate. Return to your noted 
location. 

If you don't evade or kill Spike within rwo turns. go to l. 

36 - None of the Peripherals m in use. Return to n. 

37 • From here you can defuse all the security programs and routines in this enture system. 
Looting over the diagrams and holoscreens here in this ultn-tech Command C-enter you can see that 
the S}"S1el1I is om- 9Mi defense gramesl What is this place? 

A screen asks repeatedly for your password. If you give it a password (or if you don't fgive it one 
immediately) a message appem on all holos telling you: "YOU MADE IT TO SECURITY! WE 
ABE IMPRESSED. IBERE IS NOTIDNO El.SE IN nns SYSTEM WORIB SEEING EXCEPT 
THE ALE README IN THE ALES SECTION." Unless you wish to shut security sustems off 
(which would be a waste of time eitcepc for the one Code Wall defensding the Files section) there is 
nothing else to do here by go t.:k to the a>U (27). 

38 - The colontion of the environment has chanaed- Tiie walls pulse an angry crimson and a deep 
pulse throbs through the system. This does not loot good. 

The Pitbull lurlting around the comer leaps off the way you came immediately to cut your access for 
good I 

The P8itbull is Strength 2. lt may be evaded or killed. 
If you evade or kill it in dm:e turns. go to 14. 
Ir you fail IO evade or kill it within three turns. go to 23. 
If you log out, go to 2. 

39 · YOU LOSE! Your Runner has been absorbed by the System, doomed to an electrical eternity 
of mindless � u discamate bits in throusands of programs. all the time aware of his/her fate. 

40 - A slowing blue barrier stands in your way ·• a Code Wall. Only your Worm will get you 
through this (or Codecracker, Wizard's Boot or Raffles if you have them). When you acrivate it 
your gold-metal worm slithm into the corridor wall and tries to worm its way to the back of the Cade 
Wall. The Code Wall's Slrength is 3. 

When you win om- the Code Wall go to !!. 

4 1  - As the Code Wall dlssipetes yuoy can see the vast avenues of the CPU beyond it. lliere's one 
problem - a Pitbull sits between you and your goal. 

The Pitbull is Strength 2. h may be evaded or killed. 
If you evade or kill it in three turns. go 10 n. 



If you fgail to evade or kil it within three rums, got o 23. 
If you log out. go to 2. 

42 - you've got a message waiting for you there 11 the entry port. It spells the following in cool 
blue light: "YOU'RE DEAD MEAT. CREEP. WE DONT LIKE YOUR KIND. WE KNOW 
WHERE YOU ARE AND WHO YOU ARE. YOU CANT RUN': YOU CANT HIDE. YOU 
MIGITT AS WELL STAY RIGITT TIIERE; THE STREET SAMAUR'LL GET YOU NO MATTER 
WHAT YOU DO. 

END OF LINE." 
You may log out (go to 2) or try again (go to I). 

43 - He says, "Okay, pal. It's your funeral, " and moves back the way you came. 
Go 10 46. 

44 - Did that Aardvark destroy your Worm(s)7 If so, better hope you've got a Codecracker or 
Wizard's Key program - a Code Wall stand� squyalrely athwart your path, ghlowing whine with 
system power. If you haven't got a Codecracker, Wizard's Key, Rames or Worm program, you 
might as well log ou5t (go to 2). 

This Code Wall is Strength 5(!). 
When you breaJc through, go to 4 1 .  

4 5  - I t  appears that REDT APE4 i s  filled with form-generation t3exts, P A  YROLLO contains a 
progfram for computing payroll and SYNAPSE I is full of chemical diagrams and accomapnying 
technical texts - you'd have to have the skill Computer Tech +7 to begin to understand it from a brief 
glimpse. 

If you wish to copy any of the files, yo have enough memory in your cyberdeck to copy up to four 
files (these are bi& files). Note which files you copied. 

You have the option to erase any of the files. If you ahve the other Runner as ally, he urges that 
you erase them all. "That'll show 'em," he laughs. Please note which files you erase if you erase 
any of them 

Return to 33. 

46 - The color of the net has shifted to a pghosphorescent deep purple; a throbbing hum 
reverberates down the pathways. As you pass an alcove in the eletric corridor a shon, stocky 
steel-colored dog leaps 11 you. A Pit-Bull! You may evlde it or kill it; you have three -phases. It is 
Strength 2. 

If you have the other Runner as ally, he can't help you. THe dog attacked Xi2ll and is dealing with 
your interface only. 

If you evade or kill it go to 7. 
I fyou fail to evade or kill it go to 23. 
If you log out go to 2. 

47 - Just when you think you've seen everything the rube of the datapath begins to bulge and twist, 
changing color to black shot through with orange... Every sense screams "DANGER!" as the 
throbbing pulse becomes a definite drumbeat in the distance, played on tympani: "DOOM! DOOM! 
BOOM-DOOM!" 

You entet into a dark defense frame lit only by the glow of a giant pair of red eyes • some 
programmer went to a lot of trouble working on the environment to make it scary. the eyes are joined 
by the glow of a red energy bllde and writihing green tentacles. 

The defense program is a Bahun - one of the mightiest Demons. It has the fgollowing subroutine�: 
Killer and Aatlinc · three less than it can carry, but sufficient for its current prognamming. 

It is Strength 5. All its subroutines are Strength 5, too. It will use its Killer subroutine until it kills 
all your defensive programs (Invisibility, Flack, Replicator, Killer) then it will shift to Aatline and 
atack until you log out or the Aatlinc - succeeds. 

Keep track of every tum the Balron is active. Beginning the thinl tum roll l d lO. If the number 
rolled is equal to or greater than the number of turns it's been attacking minus 2, the Balron "crashes" 
and de-resolves away (Demon progrmazs have this instability probrlem, you see ... ). For instance, the 
Balron crashes on a roll of I or 2 on tum 4 of combat, on a I -3 on turn 5, etc. 

If you fail to evade or kill its Killer subroutine, it destroys the program you u� on it! That 
prognam is gone and no longer usable. Invisibility, Replicator, Rack or Killer programs. If you fgail 



wich Ill of lhete propm1 it shifis to Aadlne rmde. 
YOU htve three tunlS ., kill or evade the flatline. 
If you succeed in killing or evading the Balron (or it crashes), go 10 19. 
u you rlit.111o to 31. 
If you lo& out. go 10 2. 

4~ • h says: ·oooo GOING, RUINNER. YOU MADE IT TO THE END OF 1l1E MAZE 
WITYHOOT BEING OVERLY DESTRUCTIVE. YOU'RE GOOD. WANT A JOB? WE NEED 
PEOPLE LIKE YOU. CAU. #$!-49•ss FOR AN INTERVIEW .• 

49 • Your ally disappms, loging out. Di you erue anmy files7 
If yues. &O IO 38. 
If not. go to 18. 

~ • You fbtt throu1h 11 blue fog shot throu&h with energy. Are you carryin1 any Demon 
proarams7 If not. there is no effecrt. If you are. they're in trouble • 1hi1 blue fot is a Hydra 
Demon-Assassin. 

The Hydra is Stre11ph 3. It continues to attack Demon progmns until all Demon pn>grams are 
dewSO"Oytd or it is destroyed. 

Go to 28. 

S 1 • What 1re yo11 doin& ~ng that stum lllm:'s no "'IY you can &et to it unless you're 
cheatin1! Now go bldt and start over, 'cause rm sure you lost your W11y. 

Shame on you! 

NEW PROGRAMS 

Bulldot 
Clall: Al1nn 1n4 lntn11lon Dtaponl 
Stnnttll: 5 
Bulldos is another one of the Dos teries of ~· It Is asaally employed u a combination 

..echdoa and syaem ddente program. If the bulldog detects a fgoreign prosram nee inl he system 
it will detlC1dt the propm f'tom the system. It is mosc often activated .hen too many error flap are 
thrown in a leCdon odf the sytem (like failing to met a Wall in a specified amount of time or Sifter 
alenin1 a Watc:hdos>: the 8ulldos Is sent eo the section to throw the lnttucer out of the System. It 
takes two pbuea to do this. Uke any toher defente proaram. Bulldog c11t be fooled, evllkd or 
clcs1:royed. Bolldoa Clll be carried by Nenrunners to use on other Netnmnm. 

Apptannc:e 
Dwtae- or Mep City lntttf1tt: A lwge grey bulldos with a spiked collar. 
'Tronnlc leterf1ee: A large pey-metal dos with a massive torso and Ions-jowled head, 

warin& a apibd silver collar. 

8ounc:er 
Out: Protram Relocator 
Strenp: 4 
Bouncer is a specfalized proarasm IMde lo move all pn>11m1as and data trlCa in its frame beck IO 

the frame when the intnldm entered from. If it defeats your counttl'prOSl'I. it toaes you back 
where you came from... To whatever you bypassed in the f'nme before. 

Appt1r1net 
l>v"lfO'I fnterf1ee: A huge, musively-built ~ with subhuman features, clad in a loincloth. 
'Tronnlc lnterflCt: A hu1e diull gold robot w11h ovmized torso, arms, jaw and brow-ridge. 
Mes• Cll7 lnltrf1ee: A huge beefy man wearin1 right-fitting pants, heavy shoes, a 

ml·and·whlte striped T-shirt and a derby. He needs a shave and smokeJ a rancid·smellin1 ci1ar. 
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