Dying Of Thirst: 

(Converted to Star Frontiers Gamma Dawn by Laura Mumma from The Savage AfterWorld Blog by Tim Snider)
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A two-man hunting party that left the village two days ago has not yet returned. The village elder has approached the PCs and asked them to investigate. The elder is especially interested on information about a nearby tribe of Apemen (see below). Rumors have been floating through the village that they may be massing for an attack. “They may have captured the hunters and are torturing them for information,” he whispers. (The elder is wrong. The Apemen have nothing to do with the hunters’ disappearance and – in fact – they are pacifists.) The PCs are given a rough description of the two missing humanoids and a crude map of the surrounding area. They are then pointed down the path the hunters took out of town.

Several hours of walking later, the PCs should spy a pair of Apemen lurking in the woods. They seem to be watching the party, but will not disturb or intercept them. If the party ignores them, the two Apemen follow them silently for a while before skulking off to their tribe to report. If the party attempts to contact them, the two Apemen (named Keaf and Bulo) will chatter and screech at them, holding their weapons over their head and shaking them threateningly. Keaf is carrying a spiked mace (DG 1d10+2) and Bulo is armed with a crude spear (DG 1d10+2). Have the party members roll to see if they recognize these weapons as being the same weapons the two missing hunters were reportedly armed with. The party is free to try to talk to the Apemen again (The Apemen don’t trust the PCs, so it’s going to take some good reaction rolls.) or the party may just decide to attack. If attacked, Keaf and Bulo will surrender after taking a few solid hits from the PCs and will answer their questions honestly.

Apemen (2) (MV 20m 40m, IM/RS 6/60, Attack 65 (Keaf: 115 STA; Bulo: 121 SAT), #AT 1 (weapon), DG see weapon description, Mutations: none)

When talking with the two Apemen, they explain they came across an abandoned campsite nearby and “helped” themselves to the weapons. They are happy to show the PCs the campsite. However, if the party has been mistreating them, Keaf and Bulo will lead the party in the opposite direction and will try to escape at a suitable time.

Upon reaching the campsite, the party will see two small bedrolls, a knapsack of food, and a burned-out campfire sitting next to a shallow spring-fed pool of water. Oddly, all of the personal possessions of the hunters (with the exception of the weapons held by the Apemen) are scattered about the site, including metal bits of the hunters’ armor, jewelry, and any other metal or stonework they were wearing. If the party looks about a bit further, they notice that the water in the spring is unusually clear and does not appear to have any fish or other life in it.

The “pool of water” is actually a Glass Plasm (see below). The hunters found the “spring” and decided to set up camp near it. However, once they got too close, the Glass Plasm attacked and consumed them both, expelling the metal and stone items of its victims once done. Later, when Keaf and Bulo entered the site, they grabbed the weapons and ran off before the Glass Plasm could make a move to grab them. (The Apemen are unaware as to the nature of the Glass Plasm.) Once the party moves to inspect the pool, the Glass Plasm will lash out and attack them.

Glass Plasm (1) (MV 15 (5), IM/RS 6/55, Attack 65 STA 100 #AT 1, DG special Mutations: chameleon epidermis (special), toxic weapon)

Keaf and Bulo will assist the party in killing the Glass Plasm if the PCs have been civil to them. If the PCs have mistreated them, the Apemen will run off, leaving the PCs to their doom.

Once the Glass Plasm is defeated and the fate of the hunters has been determined, the PCs may want to strike up a friendship with the two Apemen (if they’ve become allies) and put an end to the rumors of the imminent Apemen attack. This could be the springboard for a new adventure as they try to form a peace treaty and/or defeat a mutual foe.
(http://savageafterworld.blogspot.com/2009/07/dangerous-encounter-dying-of-thirst.html)

Gamma Dawn Field Guide

Apeman 

Type: Medium Omnivore 

Number: varies1d10 (5d10)

Move: Medium (20m/turn walk, 40m/turn run)

IM/RS: 6/60

Stamina: 120

Attack: 65

Damage: As Weapon or Punch 2d10, Wrestle 3d10/turn 

Special Attack: Wrestle (see below)

Special Defense: None
Apemen are the descendants of genetic experiments carried out on various greater primates from Terra with the goal of creating a Sape like creature to compete on the Frontier market for various labor uses.  Unlike the Sape they have the keen intellect of humans. Apemen are very strong, in combat apemen receive a bonus of +10 to damage. Apemen can live in any environment humans might live, but they prefer to live in forests. A typical “village” will have a population of 5d10 individuals. In this community, there is usually a stronger individual in charge, who is treated as a 200 STA monster. They are 2 meters tall. They speak their own language, can learn to speak Pan-Galactic. These creatures are not docile servants like the Sape. 

They can attack with bare hands and feet - either to kick/punch or wrestle. Kicking/punching allows a sape two attacks per turn each inflicting 2d10 points of damage. When wrestling, they have a +5% chance of gaining a hold. Wrestled victims have a -5% penalty on attempts to escape and suffer 3d10 points of damage per turn. Unlike the Sape they do not go into battle rage. They can and will use weapons and armor.   

(Converted to Star Frontiers Gamma Dawn by Laura Mumma from Mutant Future Core Rules 2010 by Daniel Proctor and Ryan Denison page 60, SF Module Bugs In The System page 40)

Glass Plasm
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Type: Medium Omnivore

Number: 1 (1)

Move: Slow:  15 meters (5 meters)

IM/RS: 6/55

STA: 65 to 105

Attacks: 1

Attack: 65

Damage: see below

As dangerous as it is unusual, the glass plasm is a crystal-clear protoplasmic blob. A glass plasm moves and attacks much like a grey ooze, lashing out like a snake with a long tendril. If a successful hit is made, the glass plasm will ensnare its victim, attempting to drag him into its mass by sending out another 1-2 more tendrils for this purpose.

If a victim is dragged into a glass plasm and engulfed, it will begin feeding much like a green slime, doing 1d5 points of damage for 8 rounds. If the victim is not freed by then, they should be considered lost and unrecoverable. The glass plasm digests all organic tissue and adds it to its mass within 1d10 rounds of the victim's death. Since a glass plasm cannot digest metal or stone, it expels any indigestible materials rather than letting it “float” within.

Smaller glass plasms are around 1 to 2 meters across and about 15 cm deep. Larger glass plasms can be up to 5 meters across and up to a meter deep. All glass plasms are especially vulnerable to fire and electrical attacks and take half damage from edged weapons.

Because a glass plasm is virtually clear and colorless, it appears as ordinary water when it remains motionless. One tactic a glass plasm will use is to flow into a small depression or culvert, appearing at first glance to be nothing more than a small puddle or pond. If an animal passes nearby (or attempts to wade through it or take a drink), the glass plasm will attack.

A wise adventurer should be wary of any water source that appears oddly clear throughout, since there will not be any sediment floating within as well as no surface debris floating on top. It will also be devoid of fish, frogs, or nearby wildlife. Rather than a refreshing drink, death lies under the surface.

Mutations: chameleon epidermis (special), toxic weapon

(Converted to Star Frontiers Gamma Dawn by Laura Mumma from The Savage AfterWorld Blog by Tim Snider)

(http://savageafterworld.blogspot.com/2009/07/savage-menagerie-glass-plasm.html)

