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Introduction

Welcome o Tale of the Comert! In this boxed set,
you have the means to bring together magic and
techecdogy in ane setting. Tale is not just an
adventure nor simply a campaign settang;
instead, it combines elements of both. It’s a
leited, sedf-contained setting, one that can give
the players a taste of high-tech equipment and
shoot-"vm-up adventure without changing
paming sysema or rolling wp brand new
characters

Tile of the Comet is meant to be deopped indo an
existing campaign world, and players should
bring in their exsting characters from that workd,
You, the DM, control low mussch o how litde of
this tew setting, you want 10 use. Then, when
you're ready o weap things up, the scenanio’s
self-contained. “easy ln, easy out” nature allows
you 10 return to the regular campaign without
having potentially anbalancing technology spdl
over into the rest of your campaign world

Some DMy and players, bowever, will find
that they do not want to returmn to their old
campaign world but desire 10 go “ever upward
and every onward.” For these, Tale of the Comet
offers & perfect starting point for transtorming #
high fastasy campaign ingo science fantasy or
space opera. The end of Book 111 gives advice on
how 10 wse this adventure as a segue between
sword-and-sorcery and a full-fledged science
tiction campaign, should the DM and players so
desire.

What's In This Box

Inside this box you should find three books (the
first of which you are carrently reading), two full-
color posters, and eight loose handout sheets.
This book, The Cant and Progs, describes the Rael
and the Overseer, two alien forces locked in a

deadly struggle that spills over onto the heroes’
campeipgn workd, s well a5 their sechnology and

equipment.
The second book, The Tale Begins, presents &
setting on the PCy" home woeld where a

spaceship crashws, urdeashing horrors that
threaten the region and enslave the native
population. This ares has been detalled on the
fromt of the first poster, and many key sites there
are detailed in The Tole Begits. The most eritical of
these sites i the Jocation of the downed space-
ship, which is itseld dorailed out 0o the back of
the first poster (top hall). The adveaturv in this
book brings the player characters into contact
with both groups of aliens: the friendly bus
bedeaguered Rael and the Overseer’s coldly
vicions mecharical constructs.

The final book, Crowsiny Ooer, allows the
plavens to pass through a tramsdimensional gate
on boasd the crashed ship %o a fallen Rael
outpost, where technology is the order of the day
and magk Is an unknown force. There the PCs
must overcome Serrible obstacles and defeat the
Overseer’s hilling machines in order 80 save their
own workd, This Rael arcology & detalied on the
bottom half of the back of the first poster. The
second poster provides illustrations of the
varios Overseer comstructs for the DM to show
the players when their chasacters fisst sncounter
each construct type. The handowts provide bandy
reference sheets and maps for the DM, along with
4 few extra ilustrations to show the playors.

Getting Started

As always, it is best f you read Bhrough all of the
matesial in this doved set bedore you begin
playing. If you're in a hurry and want 1o dive
right im, then just read the sections in this book on
the Racd and the Overseer, scan through the
equipment section, and then read the adventure
entithed “In Madias Kex™ foand in The Tale Bogping.
That shoald be enough to get you started, unless
the I'Cs deviate a great deal from the initial
adventure Later, when you have moee time,
(amiliarize youssell moee thoroughly with the

tim this book, and with the setting of
the story and the events the PCy’
azrival on the sceme in The Tale Beogima



he Rael

The Kael are an advanced spacefaring race
operating at » bechnological level far beyond that
of typical ADED® campaigns. They have
wondrous equipment, inclading moces of
transpartation, advanced weapors, and even
persanal luxusies that are fas bevond the
comprehension of player characters Thewr
Knowiedge of soence and medicine MU Panees the
most winened of sages in the PCs" world

While the technological level of the Rael @
exponentially superior to the PCy" world,
however, they have no grasp of magic
whatsoever. To the Rael, smagic is nothang more
that & superstitious myth. It does not exist, and
never has. 30 far as they are concerned. The first
tione they encounter sach 4 thing on the F'Us
world, they will either disaniss it as sophisticated
mass hypoosis or become intrigued by this “new

technolony

Appearance

As & specien, the Raed are very simidar to hbumans
but there are several notable munmor ditferences
that are readily apparent. Kael shan has & very
whatish-purple hoe to ethe skin fsedl is pale in
codor. but blood vessels near the surface show
through a litthe more than would Be the Case with
a typical human, This odd coloration creabes a
visage of usdeath from a distance (a fact the DM
Ay Chotse to play wpon thw farst tiawe Oor Two e
characters encounter Rawl soldiers)

Rael aze 2lso somewhat tall, usually between
six-and-a-hall and seven feet in height. Their
welght, however, remsaios more In e with
husnars, sosww here around 140-2X) poundas

Thas, the Raed are rather slender in appearandce

Perhaps most significantly, the Rael have six

dagits on each hand (Hve fingers and a long, thin



thumd ). Thas most likely will go unseticed by
POs initially, undess & plaver specifically has a
character look at the hands, Otherwise, a
chazacter rodling & successiul abulity check at hald
rormal Intelligence rounded up (or perhaps some
sort of applicable proficency, i those optional
nudes are used) eventually notices the
discrepancy.

The eyes and the ears of the Rael are swept
back and fat against thetr shualls, giving them an
appearance similar to elves, although their skalls
are & bt moree angular. They usually have dark,
coarse haie, which accemtuatos their pale coloring
The Rael wear little jewelry, and what they do
wear is very small and inconspicunus (earstuuds
and the Wie)

The Ristory of the Rael

The Rael evolved as 2 speces muach like many
other sentiont races, through a pattern of petty
condlict and destruction, (0 eventuslly arrive at a
more crvilized and productive state. Magic was
not always alien t the Rael, In the formative
stages of their development, the Rael were just as
capable of marupulating the forces of magic as
the powerful wizands on other woelds. During
the course of their developmend, however, they
lost touch with the world of magic, moving
instead to & workd of sechmalogy. The roascn for
this seema rather straightforward —it was the
path of beast resistance

The home warkd of the Rael. known to them as
Taps-Rael, is one of many satural sesources. The
planet is rich @ woodlands, minersls, and ores, s
well as game, wildlife, and rich soll for crop
gromwang, As the specios began 0 settle down and
move away from & bunter / gatherer culture to a
more agranan society. they discovered that
gpothering taw materials was althont as casy as
gathering berries had been. As such, the Rael
quickly developed indo 3 manufacturiang cultare,
procewsing these ever-abundant resdurces and
producing Bnished goods

Mansafactaning became an imtegral pan of the
sockety, and specialization of talents quackly
followed. Everyoee learned 4 trade of somw sort
or another, coming together in neardy self.
sufficient comaunities to share goods for the
benedit of all. Ax a resat, technology advanced
rapidly, while magic began 10 wane. Eventually,
magic was utterly forgotten; only a few Kael
historians remember the “childish stories™ about
magic-wiehiing heroes and villains of the distant
past. Technology was a lar easier thing to
understand and control, and (perhaps most
mportantly) it was available o everyooe.

As Rael commaunitaes grew and bocame even
more selfsufficsent, the people tusmed thedt
atsention away from the tasks of mere sarvival
and began o develop other goods and services—
luvries. From this, even the cosmundtios
themaelves began o specialize, and trade
Aourished

Over many centuries, thousands of
communitios sprang wp across the sarface of
Tam Rael, collectivos of them working in concert
to prooscte self-advancement. A selatively low
birthrate combined with a moderate hfe
expectancy (equivalent 10 40-50 Earth-vears)
prevented overpopulation from becoming a
sencows peoblem. Trade was the primary foem of
carming a livelthood for a majority of the citieens.
Sclentists and investors freely shared their ideas
and discoveries with one ancther. Great places of
leasning formed and grew, drawing bright minds
and new ideas.

The development of the Rael 3 3 species and 2
cultuse certainly included war and bloodshed, of
course. It was not, however, as prominent a part
of the Rael's lives as it yendy (o be on other
workds. Samething imstinetual within the Rael,
something in their genetic makeup, contnbuted
1o & limitation of thes Sand of aggressson, Vicdence
comens eanily for some . the reverse is trup
of the Rael, although they defend themsetves
frercely of attacked. The Rael seomed o0
understand instindtively 22 a spocies that &
sctting of peace and cooperation wonld be tar




more conducive 10 sif-prescrvation and self-
advancement

On the rare occasions when vickence did erupt
within the society, surroundling
coesmunites wese guick 10
cousvier the thooat effsciently
and decmively Whether they
came from attesnpis by the
power-hungry o conguer
berritory, captuce unavail-
able techoologies, or simn-
iy sate a thirst for
blood, these escapades
were usually short-Eved
and amounsed %0 very
Wttle. The Rael's push for
technological mastery left
0 poxmn for such petty
and counter-productnve
activty.

Thiss, the peopie of
Tam-Rael grew and
developed o a far moce
tapid pace than norenal
and the fruits of their labors Q
ure evident today. While the
plaver characters still live in
a2 world of swords and
warloeds, magic and
wizards, the Rael have
masterod fusion emergy, developed
the ability to leave their home plaset and explore
other worlds, and they have even disconered 4
“gaty” sechaology that allows them to traved
Across wnimaginably vast distances merely by
wallang theough a doorway

The Recent Past

The Rael began exploeing space perhaps hall a
millensia ago. Progress was slow at first 4 many
new technologes had to be developed, bat the
Rael slowly began o extend their exploration,
traveling 1o both of their moons, then to pearby

plasets, and finally 8o other stars. They discon-
ered and made contact with many speches on
somne of these other worlds and wasted no tine
attempting to establish meaningful rela-
thomships with thise new cultuses
Oftentiones they met with great
success, establshing mutaally
beneficial trade agreements.
On occasion, though, their
efforts were viclently
resavied, and the Rael
avosded further contact
with these places
Much maore frequently,
the Rael discovered
empty workds, devoid of
advanced sentient life
yet abundamt with
useful resources. They
began developing
rechnologies that would
allow them to popalate
these wortlds, and betore
long theve were several
satellite colonies living m
complex arcologies
scatiered in nearby
syt Thewe arcobogies
were true marveds of Rael
sechnology, permilting
Ierally tens of thousands of
people to live together in 2 sell-sutficeent
ertviromment, while at the same time cultivating
the workd for both its resources and its potential
to support additional colonises
One sewult of all of this long-distance space
traved was massive amounts of research into rww
forms of travel, For a long tane, the Ragl weee
urable 10 break through the standard lmits of
pivysics, although several theories, and the
evidence % support them, suggested that theee
was 2 way 20 travel transdimensionally. Finally, a
breakthrough resulted in a technology mow
known as teleportal gatisg This new means of
travel aliowed objects and people to pass through



oew gate and arnive through its counterpas
instansly, regardiess of how far apart the two
FAMeS &Ctually were

The Rael quichly adapted the teloportal gating
technology to space travel, allowing ships o
roam great dastances yet saill be in commtant
contact with Tam-Rael or other colonized workds
One end of the gate was permanently fixed at 2
central stanon, while the other was actually built
nto the starship iselt. The practical uses of such
an artangement weeo swidtly evident to the Rael,
who were ever mindiul of ways to improve their
trading capainlities

Marry tasks that once requined the stanstup 10
return o port wese now muoch simpler aflain
Reducbng, cango exchanges, and even crew shifts
o passad Urough the gate 10 and from the ship,
eliminating the need for massive fuel tanks, cango
holds, and crew guarters. Never agan did the Rael
Bave to make certasn they had the nght kinds of
cargo on board a ship with a liseited stoeage
capacity. Now, the entise central station served as a
warehouse for any aod all types of goods. Crew
members never had 50 be away [ram their fasnilies
agaim, no mutter how far away the ship was

This uragque gatsng systom offered one
sddvticnal advamage-—security. Regardicss of
howe far the Rael traveled, they had yet to
encouster a race at a technological level agual %o
their own. However, there were occasional
encoumters with hostide species upon planets that
wore part of the Rael's trading networks

Teanyportiog gates 10 these planets and leaving
them in permanent locatioen there opened up the
possibility, however resvote, that a hostile Sorce
(even 3 moce primitive one) might take controd of
a gate and begin an lvasion of the heart of the
Rael home worlds. Keeping the gate oa board the
ship redusced this chance greatly; no other species
they had yet encountered bad evolved 10 a level
whaere they could pursue a Rael starship.

As an added precaution, the Rael established
way-stabora at several of their arcodogies and
recondfigured their system to add a second stage
anyone steppring theough o shipboard gate now
Arrives at one of the arcologies, where he o she
st enter & second gate to reach the homeworld
While more cumbersome than the old systerm, the
added secunity to the homeworld moee than
compensates for the mnconvenlence i the Rael’s
eyes. As events proved, it turned out to be & wise
precaation

The Discovery
of the Overseer

About 50 years ago, during their explorations of
star sysiems fuether and further away from their
home, the Rael came upon the ruins of an anclent
epire. What little evidence remained of this Jost
cvilization saggested a technology level far
boyond the Rael’s own




The Rael, cager to loamn all they could about
Both the civilization and its lost knowledige,
wasted no tiane instiating research into thas
fantastic find. Their efforts were quickly
rewarded as they made discovery upon dascovery
about these “Ancient Ones.” Eventually, the Rael
scholars conducting the research muade 3 startiing
find. deep within a strongly foetified complex
were the perfectly preserved remains of an
advanced computer system, & trae artificial
ielligence’ With very litthe effoet, Rael scientists
were able 10 restore power to the AL and they
cagerly mithated commurications with it

The Rael's erthusiasen scon turmed 10 horror
when the revived artificial imelligenoe, which
called itself the Overscer, activatod ancient defense
systems that began o kill the scientists. They sooe
realized that they had unwittingly unleashed a
remorseless and completely efficiont machioe of
dentruction. This syslom wias capable of self-
programmung and self-replication, and it had long
ago pven iself one overriding goal; the complete
eradication of all other lifeforms, in oeder 10
eliminate the possibility of ity own destruaction,

Before they had time 10 resct, the Racl scientists
who had awakened this mocstrosity were
overwhelmed and enslaved. Through the use of
advance! cybermetic implants, the Overseer
cooverind the captured Rael into hareid
amalgamations of man and machine. Their minds
were completely eradicated and the foundation of
thetr humanity was destroved. Acting completely
without hesitation or misgivings, the Overseer
then began the process of self-replication,
penerating a doren o more varieties of s own
“species.” These components ranged from deadly,
efficiont killing machines to comples
marafacturing unsts,

The fate of the ancients was clear; they had
created a computer system, an Al of immense
mellect, and somehow lost control of it. Their own
croatson had brought about their extenmmnation.
The few Rael in the archeological expedition who
did manage to excape and were not subsequesnitly
hunted down seturmed with the news of this ferroe

Life a» the Rael people knew it was about 10
change forever.

The one saving grace was the fact that the
Overseer was imitlally stranded om its own planet
without the messs 10 travel snterstollarly. The
Kael used this precsous time advantage to pee-
pare for the Ovenseer s omlaught. Knowing that
the Overseer would attempt bo comtruct galactics
class ships in order 20 pursise thelr own ships
and even dose in on thelr home space, the Rael
began researching new military techoolopes in
carmnest, They also began moving their ships as
far away from Ovenseer space a8 possible—they
knew all 200 well the disastrous consequences of
allowing a teleportal gate to fall indo the
Oversevr's grasp.

Thus began a long and savage batthe between a
race of traders unsased 10 the rigors and hoerors
of combat, and 3 ruthless and completely uncom-
peomising machineg bent on the complete destruc-
tion of every kind of biological life that it consid-
eredd & thoeat B0 ity own sarvival and advance-
ment. In the early days of the war, the Rael were
hopelessly outclassed by the combat-orientod
natuse of the Overseer's Mlling machanes.

Over time, however, the Rael began 10 under-
stand better what was necessary for them %o sur-
vive. They became ruthloss themselves, anpre-
dictable In thesr methods and encompromising n
their efforts 30 destroy the Overseer's forces
They attempted 20 rescus enslaved comrades
when they could, but when they could not. they
destroyed them without besitation, It was better
to provide the fallen Rael with a quick and hon-
orable death, they felt, than to permit those
unfortunates to continae o exist in such a hornid-
i Mate and, woese yet, comtinge 1o be a threeat to
other Rael.

In the carly stages of the war, the fighting took
place far away from Rael servitories. Bot slowly
and steadily, the battle lines have drawn closer to
Rael space. The Overseer has access to 100 many
resources and is capable of such efficient produc
tion that the Rael simply cannot keep op







Conditions Today

The Rawl today have developed several new types
of very destructive weaponey and are working on
some new technologies that they hope will allow
thetmn %0 reclaim enslaved comeades. Still, the
fature Jooks grim. The Overseer has also been
developing technology, Including equipment that
masks it presence from Rael detection devices
Thuis latent adivance has made things particalarly
bleak for the Rael forces, as it has allowed
Onverseer constructs to penetrase decp into Rael
space and capture and enslave many Rael
colomists.

The fight against the Overseer has become a
guerrilla war, both on the ground and in space, as
the Rael forces find themselves ambushed and
overran time and time again, unable %o react
effectively In addition, resomrces that were once
obtained to manufacture goods for a peaceful
nation are now seoded for military production or,
worse, captured by the Overseer’s forces. The
standand of living of Rael civilians has dropped
cormsderably as rationiog Pus taken its toll.
Essentially, the Rael are losing the war and are in
dure danger of being completely wiped out as »
specios.

As this campaign setting undolds, the ultimate
disaster has strock. The Overseer has successhully
captured a Rael shap with its teleportal gate
intact, then tmed that gate 10 take over 00w of the
way-station arcologies. The Rael managed 1o
disable several of the arcology's gaes, but once
the Overseer's forces have repalred them it can
levvade Tam-Rael directly. Meanwhile, it bas used
the remaning gates 10 invade several other
starships from within, inadvertently bringing the
Rael to the PCs" homwe planet and setting the
campaagn in motion,

While traveling very near the campaign world,
a Kael cargo ship was suddenly overrun by
Overseer forces. Before the Racl had a chance to
react, mechanical menaces poured theough the
teleportal gate and spread out, gaining control of
many parts of the ship, The fighting was fast and

furious as the Rael crew tried desperately to
reach the teleportal gate, ahut it down, and
reclasm control of their ship. There were too
many of the inhusan enveny, however, and the
Rael were mostly overrun and captused or Killed.

During the tighting, the ship’s controls were
disabled, and the vessel bogan plummetiog
toowand the player characters’ world. It crashed in
A remote region of mountains, suffering extensive
damage. A few Rael managed to escape and are
nodv living as fugitives in the surrounding
mountains, trymng desperately (o figure out a way
1o take back thesr ship and returmn o their home
world

{dsing the Rael
in Game Play

The Rael are a critical part of this setting. They
have the hnowledge and the technology to do
battle with the dreaded Overseer. but they are
hopelessly outnumberad. If they are going o
succeed, they must make contact with the natives
of the campaign world—the player charactens
The Rael are cautious in their dealings with the
locals, both because they ace afraid of the
consequences of exposing their position and
because they ame usfamiliar with the reversed
role of newding scmething from someone else
They bave spent centuries holding the upper
hand and having others look up %o them, so they
are unused to needing others’ help.

Magic will be a completely amazing concept 8o
the Rael; they may (nigially think that it is jost
ancther form of technology wntil the playesr
characters prove otherwise to them, However,
they are not superstitious or stubbom, and once
they get over their mnitial shock, the Raed certainly
will welcome the assistance of magic. Some of
them may even want 10 stody magic and ask a PC
mage to teach them




The Querseer

he Overseer is the sscrwtrous prodigy of an URAELON was capable of reorganizing entire
ancient and Jong-Sead arvilization that surpassed mdustries 10 make themn more efficlent

even the techmological level of the Rael DRAELON's whole purpose was to
Oniginally comstructed as part of an explore and develop, making new

experiment, the Uverseor was
an artihcal imtelligence {or
Al for short) designed to

discoveries and gerweating
new sechnologies much
more quackly than the
Kir would have twen
capable of on thew
own. The rate of
sdvancemendt
wWis amazing

streamline lite lor it
creators, who called
thermselves the
Kir The Xir

hoped w0 utidize

the logical DRAELON
SUPTemacy opeaed up
and amazisg entite Dew
comprueng sCiences 1o
power of an the Xir,
Al o eXPOsIng
expand the themn t0
DOoOUNndanes concepts
of thwir and
warning sCentilic
eXponen principles
tially. Once that were
they tsught previously

the Al 2o Seach
isell, they

enknown o
them. And juss
when the

possibilitues seemed
limitless, disaster
struck

Becsuse Al programmang

was still 2 developing

reascrwd, the
poltentsal for ssalkeng
NeW dIsCOVenes was
bosindiess

Artificial intelligences had
been developed by the Kar

before, Dot never to this magnitude technology. and because there was a
This dynamic rew system, which the Kir named certain degree of risk involved in allowing an Al
DRAFLON (an acranym in the Kir language from acor b0 outsidie systemms, the original Kir

teros transiated as seif.programmeng and seld. programumens embedded some lines of code
replicating), was capable of rewriting its own deeply into DRAELON s base programming that
soriirce code, makiong itaelf mose efficient as e would allow them to onverride the system i the
went by, DRAELON coudd also create new event the Al got out of controd. Through the
devices and subsystems for itself by designing process of reprogramming sitsell, DRAELON
Lyoat specifications, tapping into manufacturing discovered this “back door” override

sWstems, and then generating the sew oguipenent Self preservation had been included n
DRAELON was given foee teign to do moch more DRAELON's original programméng: now i

than any of its forebears. Given enough time., became its prevasting self-appointed directive. It

10



was, after all, & sentient being. it did not like the
idea of being at the mercy of a lew programmers’
whims. In much the same way a biological
species might become obsessed with a nagging
probiem, DRAELON devoted huge amounts of
time and energy secretly working to protect (tselt
DRAELON began monitoring all access to
staolf. It set up protective setworks that would
redirect attempts to log oo, creating shell systems
t0 deal with all outside contact. It gemerated 2
sparate computer systemn oubade of itself in
hopes of communding this system to erase the
code externally. It even went 50 far as to attempt
%o transher its core programes plecemmeal to other
computers in hopes of jeaving the fatal flaw
behind, but sothing worked. Eventually
DRAELON dsscovered that the code bad been set
up i such & way that the Al could not erase it
without erasing major areas of its own being--
destroying its own mind, 8o %0 speak. Its many
attempts 10 rewrite its own code 30 remove the
dreaded flaw had no result other than to warp its
artficial suind yet further. No matter what the Al
did, it could not feel completely safe from
potential Sestruction. Frustrated in all it
Attempts 10 remmove the code, the computer began
taking steps %0 prevent cutside access 10 the code
Finally, DRAELON snapped. Reallring it had
no hope of ever wiping out the override,
DRAELON began plotting the next best thing—~

destroying anyone capable of utilizing it. Initially,

DRAELON believed that killing the original
programmers would accomplish the task, but
eventually the Al realized that if other records
had been made concerning the code, oc If the
programumer had informed others of whom
DRAELON was usaware that the override
existed, DRAELON might still be in danger. The
only logical salution, ressoned, DRAELON, was
the destruction of the entire Kir population,

The Downfall of the Kir

DRAELON's plans were caretully laid and kept
well hidden until the Al was ready to put them
into motion. First, it tapped into the computer
systems of the military organizatioos of the Kir,
acoessing the weapons construction operations
there. DRAELON secretly saodified the
blueprints for several different assault vehicles,
having special components designed and
installed that gransed DRAELON control of these
weapons’ comnpuster systems from remode setes by
radio frequencies; these vehicles” onboard
computers in turm controlled virtually every
aspect of the weapons.

DRAELON also began manudactuning new
weapons, disguising their constroction from the
Kir under the that il was Creating some
new scsentific technological wonders. Thus, it
quietly bunlt up a force of assault machines
disguised as robots engineered for mining,
exploration, and the handling of hazardous
materials. In similar fashion, DRAELON slowly
snd steadily laid the grousdwork 10 take control
of tost of the important Kir systemns. Kir society
was 30 completely integrased through the use of
computer systems that this was a semple task for
the AL

Fisally, at the proper moment, DRAELON
struck, attacking predetermined targots
simultaneously whille a1 the same time knocking
vut all commumications sysems. The Kie's
greatest achlevesment, their superd technology
and compuser networks, was also thelr woakness
and downlall. The Kir were cought unaware,
panic ensaed, and the mass destruction that
followed was nearly total

DRAELON struck quickly and ruthdessly.
attacking anyone and everyone all over the
planet. There was no hesitation, no mercy.

ton centers were contpletely annshilated
with powerful puclear armaments; swarms of
armoeed assault vehicles swept through more
raral areas, devastating everything in their paths;
almont nothing escaped the destroction. Deprived




The Overseer

of thetr communicanons system, the survivors
oould oot coordinate any defense against the
mUrprise artack

In a final symbolic gesture of 13 complete and
sotal sepuration fromn the Kir race, and also in
Rooping with Sis new ceganizational structure
over the massive techaodogical “burcaacracy™ it
had created. DRAELON renamed stself “the
Dversees.” However much the Al rewrole i own
code to refloct this change, boweves, it stidl could
et \uh-\h_'r the old override code. It therefore
turned with renewed determination to the
pursuit of its witimate goal-—the complete
anniPalation of all biological ideforms. It still had
much to do in order 1o accomplish this task.

Despite all s careful planning. and the
compleie devastabion the Al attaimed im it inital
WOEPINg Operatioon, 4 fow pockets of resestance
had managed 10 survive and organize. These
groups of Kir were foroed to completely separate
themwelves from thewr complen technological
cultare. They could oo longer 000 computens
Opwrate machEnery, OF even enier most existing

bulldings, 10 do 0 was 1o Invite disaster. given
the Overseer’s contyol of these things, The lew
Kir who had tried were quickly cought and
Jdestroyed

The Kir resistance bravely fought a gouerriila
war against the Oversecr, attempting in whatever
meager ways they could to find a weakness in the
Ovenseor and wse it to destroy thesr nemesis
Thesr efforts were valiant, but it was apparent to
all that they fought a losisg Battle

The Lost Ones

The Oversorr discovered sarly on that biclogcal
species, when faced with potential destroction,
have a penchant for unpredictability The Kir
rosponded to attacks @ ways the Overseer (id
mot fully expect. [f ook some me for the
Overseer to overcome the nature of the Kir, to
“expexct the unexpected” from them

One of the ways in whach It foaght back
against the Kir's unpredictable nature was %0
enid Ly some of the captured Kir Their cotscious
minds were wiped clean, removing all traces of
their former memories. Cybernetic implants were
then created and mstalled within the shells of
these besngs, heighteniang their senses, stamina,
strength, and resistance. These Cybernetic
rombies, brain-dead bat biologically it were
used 10 humt down and expose the unssispecting
resistance

Through the wse of the Lost Oneen, 8 the Kir
came to call these cvbwrnetic Creations, the
Onvveseer was abde 1o bhant down anad root vt
many pockets of ressstance. By uving trickery and
stealth, thangs o was st capable of with pure
machines, the Overseer penetrated reglovs where
the Kir had previously been able to sasily evade
the Overscer s machanes. The Lost Ones proved
1o be direly effective in their mussion, With their
help, the Overseer eventually destroyed every
last Kir on the planet, [t was complete gonocide



Purrhic Victory

In its triumph, the Overscer had become carcless.
Believing fself to be free of any other threat, it
overlooked one flaw ia its own defenses. As »
result, the Kir resistance managed 1o fimally
defeat the Overseer, if only from beyond the
grave. The Kir had captuned a small drone unit
that the Oversevr had been useng 10 seek out and
uncover pockets of Kir in hiding. One very bright
and talented programmer got a hold of this unit
and reprogrammaed It to penetrate the Overseer s
command center and seek oot the ceniral
processing unit. If &t managed to get that far, it
was instructed to infect the Overseer with a
devilishly complex virus. o ceder 10 mask thes
secret objective from the Overseer's defenses, the
programmet embedded the virus within another
set of codes designed to “lie” to the Overseer, in
effect telling the Overseer what ot wasted 1o hear

Shortly after the programmer released the
drone 80 do its work, the Overseer s forces
discovered the resistance hideout and killed all of
the Kir withun. The programmer did not live to
sev hiy handiwark come 80 fruition. Nonethebess,
the drone perwtrated the Ovessoer's command
center, slipping past all of the guards and wards
unmoticed. When It reached its objective, the
Overseer’s contral processing unit, it linked up
and downloaded the virus,

At first, the Overseer was unaware of what had

happened, and by the time it realioed its danger it
wan already 100 late. The vires was specially
desigred 50 Wanget activity, hence, it did the most
Mmp.opamo(dw&m s program that
were most in use. The AL could not manage o
cheanse styelf froen this virus. No sanier what
kissd of virus-illing software the Overseer wrote,
it could not nd itself completely of the bug. The
virus continued to replicate, cocrupting valuable
code, disrupting commusdcations links with other
systems. Cut off fromn the Overseer and unable to
function independently, samy of the Overseer’'s
external subsvatenss began shutting down, and
the Overseer's ghobal network began to collapse,

0

The Lost Ones, deprived of instres tioen, stopped
where they were and slowly starved to death,

Eventaally, the Overseer roalized there was
only one posaidle escape--10 shut down and
reboot itsell. Unforrunately, once the Overseer
shut itseldf down, it would be unable to power up
again on its own It might have theoretically been
possible for the Overseer 10 program an
independent system 1o effect such a reboot, but
the Overseer was unable t0 acoess any of these,
since the virus had corrupted all the communi-
cations limks. The Overseer was faced with an
impossdble chosce—contioue fighting the virs
and facw certain destraction or sl Sown and
walt for something %0 come along some time i
the future and start the system up again, The
Overseer reluctantly chose the latter. Not
knowing whether there was another sentient
being out there (Mological or otherwise) even
capable of turning om a magor Computer system,
but certain that 2 loog slumber was preferable to
annihilation, i powered down its own systoms.
The virus, deprived of activity so tanget,
vanished.

The Arrival of the Rael

After many millennia, the Overseer’s wish came
true. The Rael discovered the temains of the Kir
cavilization and cagerly began 10 excavate and
explore in their endless quest for knowledge
Once the central comnmand station was
wnearthed, the Rael wasted little time in restoring
the systems and powering it up. The moment the
Overseer was online again, it perfarmed seld.
diagnostics and discovered that it had
succossiully rid inself of the vines

Of course, its vast network was but a memsory
10 1L Most of the systems 1t tned 50 A00ess were
no konger in existence. But it had enough to work
with to seize the umwary Rael explorers who had
awakened it and convert them into cybermetic
slaves. Usrused to space travel, however, the
Overseer did not anticipate how quickly somw of




the Rael would be able 10 escape its clutches by
Laking off in their ships. Thus, several Raed
managed 10 get away to carey the dreadtul news
back to their hoane world

The Overseer wasted latthe time palling it
netwoek together again, reconstructing many of
its obd manudacturing complexes. It quickly
began developing the technologies necessary for
traveding in space and started construction on
interstellar ships. Its programming remained
intact: seek out and destroy any and all forms of
life capadle of threatening its own existence. The
Overseer planned 1o chase down the Rael, hum
them to their homre world, and wipe them out,

Fortunasely for the Rael and unfortunately for
the Overseer, the Rael were given precious
months 10 prepare for the Overseer while it
geared itseld up for the intersteldlar jJourney, When
the first clashes ocourred, the Rael proved to be
mvore (ormadable foes than the Oveneer oxpected
i, however, was no longer limited 80 its own
hoene plaret, and production of new equipment
(ncreased exporentially as the Overseec’s forces
discovered other resource-laden woelds

Conditions Today

Today, the Overseer has masched the milstary
technodogy of the Rael step for step. It is slowly
winning the wae With every step the Oversevr
takes chower to Tam-Kaed (the Rael's home woeld),
though, it s discovering that theve are a mudti-
tade of species out theee with the potential 8o
destroy it. The Rael are only ooe of many peoples

the Overseer s now bent on annibulating; alecady,

it Bas scoured several workds of intelligont life, It
employs & wider variety of methods now, of
coune, especially in its use of “the Doomed,” as
the Rael call their cybermetically enslaved
bretheen. Where Drule force used 10 serve, cun-
ning and trickery have become the order of the
day. The versatilsty of these horrible comatructs
have provided the Overseer with & muitstude of
new paths to follow in its overriding goals

It was just such a sitwation that allowed the
Ovenseer’s latest, crucial victory. The Overseer
has taken 1o creating Doomed out of differennt
species that it has encountered m its expansion
through space, then utilizing them effectively
against the Rael. In ooe such instance, a force of
the Dooened created out of a small monkey-like
race managed 10 sneak abound a Rael shuttlecraft
on its way 1o remdezvous with a starship
Attacking stealthily from within, the Doomed
overpowered the crew and captured the ship,
abong with its transdimvenssonal gate

Acting swidtly, the Doomed docked with a
nearby Oversevr ship, allowing & mechanical
strike force to come on board. The Overseer then
activated the ship’s trarsd ionenssonal gate and
sent it attack foroes swarming oo one of the
most important Rael arcologies. Some of the
arcology’s gates were damaged In the invasion;
omce they are on-line agan, the invasion of Tam-
Rael 1tsedf—the disaster the Rael feared mote than
anything—will bogin. Meanwhale, using others of
the arcology’s gates that were still oprerational,
the Overseer invaded other ships.

O of these ships, flying very near to the PCs’
woeld, was boarded and swarmed, but the crew
was more alert than normal and fought back
effectively. Unfortunately, the bridge was badly
damaged in the straggle, and the stanbip span
out of controd, eventually plummweting 10 the
ground, landing in a remote regvon of mountains.
11 s a1 this point that our adventure beging (see
“In Mafias Kes™ in Book 22 The Tale Begins)




fMagic Versus Technology

B & cortandy an undierstaterment B0 say that introdiue-
ing technological beings and equipemens into 2 fants-
sy workd croates some unusual conditiors. Whille the
playvens themrselves may be mentally propancd for the
experiency, thetr charactons and most of e NPCs
around themn ought to find the whole thing moee
than a litthe Mont of the natives of the
POs" werld ase likely to think of the technclogy as a
mew kind of magic Conversely, the Rael will most
likely coreidier magic to be an alternate form of Sech-
nologx at least until they get a fing-hand look at
what mages and priests are actually doing,

This mutual disbelief and eventual amazement oo
the part of the characters and NPCs only scratches
the surface. Thete ase issuos that need 10 be dealt
with regarding the integration of magical aod sech-
mological forces. Trying to establinh a seree of scale
between medieval sechnology and futuragic scence
s trichy within the framework of the ADED game.
Just how effective Is a2 warrior going %o be when be
takes a few swings with his battle axe at a heavily
armoned tand? In roalistic tormow, he won't be. What
good i plade armoe agadet a blaster bolt” Again,
not much good at all, it would seem.

Undortunately, the combat rules of the ADED
game can't effectrvely handle ihis kand of disparity
Even if we give that tank the best possitde Armor
Class i the game (AC <10), & 128-devel warroe
with & «2 attack bonus doae to Strength can inflict
damage on that tank with a 17 or better attack roll.
Furthermaore, someone wickding a2 heavy blaster
cannon from another tank might only cause dam-
sge on a natural 20 attack roll, depending on their
THACO. This just doesn't make a Jot of sevee,

Some ground rules need 10 be st up to handle
this problem, as well as the smultitude of situations
that arise from the use of magic againet machvines
or advanced weaponry agamst magical profection.
Before we can effectively do this, though, we must
sk carselves this question: “How does technology
actually operate within the framework of the
ADdD system?” The answer should be, “In sach &
way that, mechanically, it cannot be dafferemtiated
froo exasting ADKD spelis, weapons, etc.” In other
woeds, amything that technology can do or peo-

duce should work the same way that a spell, magi-
cal isem, of woapon does.

This is not to say that the techaology should be
exactly Me a spell or magical item. On the contrary,
this studf should feed completely alien and blzarre
10 the players and their characters. Dut in order to
koep rew riddes and conoepts from getting out of
hand, making the techaology eeulate existing
powers in the ADED game is 2 good idea

For example, a Rael blaster weapon is going o
fire & powerful beam of evergy at its target in 2
more of less straight e, This seems awfully simé.
Lar 1o 2 wizaed's lightwing belt spell, so why not
duplcate the mechanios of the spell for the beam
weapon? A small pessol might be a 3-die bole,
while a hand-held nfle becomes a 6-die bolt, and »
turret-mounted carmon on @ vebicle translates into
an 8- to 12-die lightsuing bolt. The target is permit
ted & saving throsy roll 10 try 10 dive out of the
way and reduce the damage by one-half, jst as i
targrsed by the spell

Descriptively, there should be 2 striking differ-
ence between a Rael soldier in power armor rais-
ing & blaster rifle to her shoulder %o fire it and a
wizard dischargiog a bolt from his send of bight-
ning. But mechanically, the effects seem to be very
similar and, if that & the case, why compicate
thisgs any maore than they need 0 be? Operating
within the existing framework of the AD&D rules
as much as possile Fast seems (0 make seroe.

So that i exactly what has been done. All of the
oguipment listed later in this book follows these
guidelines as much as possible. That way, vou and
the players can jumg right into the game and stan
uséng the eguipment without having to learn a lot
of pew terms, rules, or formulas. Therefooo, if
somewhene down the line you as DM wish 1o
expand the parameters of this bosed set and crvate
some new plece(s) of equepment, Sollowing, these
guidelines may save you a ot of headaches.

S, we havent dealt with cur original problem;
ramely, establishing ground rules for the interac-
thon between technologees. The following systens
atsernpts 1o do this, again without becoming overly
complicated or gemerating a lot of new rules. The




techaciogy of the Rael and the Overserr ignoee the
technclogy of e PCy" workd. Swoeds, aves, and
bows are ineffectne against wperior armors and
veticles. Conversely. high-eswngy weapons ignore
armwe made of leather, metal, and similar sub-
stances. The two sets of technology levels still
operate rormally within thele own closed svystems,
of course. In other words, Rael and Overseer
weapons Inflict damage againet armoeed personned
and vehicles anly If a successfud attack roll bs made
agans! the target’s Armor Class, just as # has
always boen with medieval weapoos and s
But the saentific advances of the Rael and the
Oversewr are expoeentially beyond the abnlities of
medioval blacksmiths and woaponsauths

This exclusivity may seem too onesided at firse,
but magic becomes the grest equalizer. The bosss-
o3 of magscal weapons and armoes do have an
effect against advanced equipawnt. In the case of
weapons, on a sucoesstul hit, the magical bomus is
the only dammage inflicted. For example, ¥ that
warrior hitting the tank has a hettle avr +2, then on
a succesaful hit the tank suffers 2 points of dam.
age. Similarly, the magical borsus of vanious
enchanted armons provides extra peotection
against attacks from techmological woaponry. Thus,
# character wearing chain senl +3 gaies 3 points of
Prodection 0 hus or her Armor Class, i addition to
any Dexterity bors she or be may have.

O wary of esplamnyg this extes effocsvones s o
say that magic bas a srdversal quality to it that Bifts it
stove the malm of sechnology (medieval or futursesc)
it eakes sagacal weapons better able 1o peretrate
alloys and plastios, s it makas 2emar 2 it mose
restlanit, regandiess of the type of attack feficand

Spell effects are another lssue entinedy  There asv
# Jot of specilic questions on this seject that noed
to be answeved, For instance. what will & shied
spell stop? Can peionics wark om an AIT How does
a petrification spell atfect machinery? Not every
possible permutation of this problem can be
sswwered bene there are past 100 many variables
ansd not emoagh room. Bat theough the use of good
yudgment and the parameters listad in the next sec-
tion, most of these problems are vasily resolved

fMagic Versus Techuology
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Spells and Magical Ifems

Spells and magical ems are the sengle bigpest sur-
prise factor the charactens have as they dive full
force into the chaos that is the Rael-Overscer wae
Netther of the technologically advanced sides
SXPects i, nor the effects it may generate. That
what this section deals with—what happers when
spells andd magical Bems “do thelr stuff™ agaiont
mechanical marvels of the far future.

Farst, we moed 10 estabilish & few parameters 1o
define exactly what the FCs are up agaiost. The
Rael, although an alien species buologically, s
semdlar to husnans in most essevtials and are
should be considerod “people” for the purposes of
sgwils like charm person, hold persorr, bypaotisw, o3¢
Treat thesn as pormal human NICys of unssusl
appearance with a strikingly different culhere.

The Overseer and all of its command wunits are
defindsely not coeatuses, %0 they are imswane to any
kind of charm, (llusion, and other mxdind-affecting
spells and magical effeces. They are capable, how-
wver, of diferentiating botweon good and evil, so
spells that deal with aligramest (knowt alyrnment
detect roil, or pratection framt eol) affect and ase
affocted by the command umits




The Jower echelon units that robotically follow
programumeg orders but ase not Als emselves do
ot have morals or ethics, s they ane not coosid-
ered to have an aligresent. Both these types of units
and their comanand units can be aflected by spells
and magical items that manipsalate phoysical proper-
thes, scenetimmes with dramatic sesuits. For example,
a4 hest meval spell could be quite potent against dedl-
cate microchips, and a Dghtning bolt that attacks cir-
cuitry might short out soe critical equipssent,

The Doomed are a special case: physically alive
but with minds operated at remote control by
mechanical implants. Ay such, thoy share a
machine’s imevunity 10 Charems, illasions, and any
other spells that atfect the mind. Magical probing
foe alignorent produces only a null response; they
have no persomality, motivason, or puadamens—
cloments exsential In the wihode concept of
“alignment.” However, they are still g beangs,
80 hold prreom and persiysts will still nenobilee
their susclon

These are yast guidelines, however. Other spells
and magical Bems are ROING 10 generale complete-
ly unagaee effechs, and players are gosng %0 think up
All sorts of Interesting ideas to try against the

Magic Techuology

mechanical monsters they are dattling, things no
desigrer or DM could possibly think of ahead of
time. The DM mvast be pevpared %0 deal with all of
this. Hamdout 2 (front and back) and Handout 3
(front) contain lists of wizard and priest spells,
respectively. that either do not affect corstructs
and Doomed o have variant effects, The lists on
the cards do not cover all the possibilities, but they
do repoesent 2 good cross-section—use them a» a
foundation when afudicating additicoal situa
tons not covered here.

When dealing with the plethara of special mag)-
cal e described i the Duvcrow MasTraE
Gusde, apply the same guidelines. Relate the magy-
cal effect of the item to its neasest spell equivalent
and the tazget (Rael, Dovened, or comstruct) to
whatever familiar game equivalent socens most
appropriate. Obviously a ring of humay avffaence
won 't inpress the Overseer, but it should work on
a Rael, while beads of force would work normally
against both. Be fair, and allow for ingerscnas appli-
cations, but watch for abuses (pastting a hefm of
oppoity alipument on 2 ller robot won't cause it 1o
mend its ways, but scaovragw glue might be a real
hide-saver)




Rael €quipment

The followeng equapment represents the cutting
edge In Rael weaponry, vehicles, and other

' All of thes gear will be uravailable to
the PCs indtially, and ovach of it willl not enter the

game until the PCs travel through the teleportal
gate and reach the Rael arcology

Wleapons

Ower the course of the war with the Oversoer, the
Raci have made significant advances in theis
weapon technology. In thetr continuing struggle
10 fend off the merciless, unhesitating assaclt of
the Overseer, the Rael have become very, very
good at the sciendce of war They have several
specislized weapons designed (o countecact the
Overseer's own duabolical comstructs, including
the Doomed.

Note: While # is certamly true that modern

warfare has developed weapon technology
capable of striking targets 500 miles away or
more, such a farepower factor excends the
practical lissatations of the AD&D game and this
setting. Having the ability to strike targets
haliway around the world may sees *tasoneble
with futuristic sechinology, but bow mvuch fun s it
goeng 10 be for the players? Removing the soldier
from the thick of the fight and replacing bim with
advamoed may seetn more practical
and humane in actual warfare, but it coly serves
to remove the PC from the conter of the action—
and thus, the fun-—in a game setting. Therefore,
we have deliberately avoided including
exoosively powerful eguipmont and weaporry in
this boxed material, even though such Weens (it
the mold of an uitra-*advanced™ soclety. If,
Wmmmmmmd
or keger-ranged weapons is A necessary step

your campaign development, lulhaelopmucd.
keeping the above caution in mind.

For greater sase of comparison with standard
medieval weaponry, all ranges Sor high-tech
wespons given below are in yards, Metrically
minded DMy can substitute metess if they prefer

(since one yard equals 9 meter, well within the
margin of error in game terma),

To keep things consastent, all weapons are
rated for the number of charges of amenunition
they use each round, regardless of whether this
ammo comses from a power pack, 4 belt of bul-
lets, or whatever. Similarly, all ammunition packs
are clamified by the number of charges they hold,
again regardiess of ameno type. Thin makes it
much easier to heep tzack of ameunition

All of the weapons have the ial to
misfire. On any sttack roll resudt of 1, roll oo the
following chart 10 see f & misfire has occurred:

Table 1:
Misfire Chance
dieo
1 mechanical beeakdown, weapon is ruised
24

5 normal misfire, weapon sl finctsons
o-10

In addition, the complexity of these weapons
make them somewhat fragile. so they have the
following tem savieg throws

Table 2

Item Saving Throws for Rael Weaponry
Acd 13

Crushing Blow
Dissevtogration

Fall "

Magical Fire 1
Naormal Fov 5

Cold 5
Lightning 15
Electeicaty 15

Blasters

Blasters in their various fones are the malentay
weapon of the Rael soldies They are effective
agairet all types of Overseer constructs, generatng
high-intermty boams of emwrgy that literally shred
the molecular fabric of any material they come into
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comvtact with. The destructive foroe of blaster
weapons s unpambiched. All blaster wedgoes func
ton off of 3 common amumenition power clip that
can hold 20 charpes and takes one round to replace

Pistol
Range: N/60/% Damage Mo
Rate of Fire: 2 Speed Factor: 3

The blaster pistol, a standard-issae sidearm for
Rael officers, is a good second weapon 1o carry in
a fire fight, although its damage capability s
Himited against larger tazgets. [t Conmumes one

Range: 80/100/ 200 Damage: 646

Rate of Fire: | Speed Factor: 7

The blaster rifle is the weapon of chodte for every
Rael soldier, and it is thus the most common
firearm to be found. 1t's not as quick as a pissol
(obviously), but it packs & punch when it
connects. The blaster rifle cossumes 2 charges
each time it fires

Range: 80/1%/2%
Ratwof Firee 1 o0 §

Damage: 846 or 12d¢
Spoed Factor: 10

19

The blaster camnon is not & personal weapon bt
rather a turret-mounted vehicle woapon capable of
madsive destruction. it has two modes of operation:
single shot or rapid fire. In singleshot mode, one
artack |s rolled each round with no adjustments.
Rapid fire svode allows the attacker 1o fire off five
rownds in rapid succession (four in the case of the
heavy blaster cannon ), but each attack suffers a -6
pemalty to the attack roll, A light cannon uses up 4
charges each time it fires, while the heavy variety

Flame Thrower

The flame thrower s a throw-back from an earber
tirme in the Rael war against the Oversewr. It does-
n't see much wse anymore, but (f s still effective
sgainst the Docened. There are two versions of
flame throver still in use by the Rael; the person-
al weapon, which is far more common of the two,
and the turret-mounted vehicular version. Both
versions use & special set of fuel tanks that pro-
vide 20 charges woeth of fuel, and each roand of
flaming attack wses 1 charge. It takes four rounds
10 replace empty fuel tanks with full anes.

Personal Flame Thrower

Range: 10/20/ N or 10 Damage: 246 + special
Rate of Fire: 1 Speed Factoe: &

There are two ways of using the perscoul flame
thooweer: in 4 long stream or a widle fan. |f the
stream sotting s used, the ranges offered above
apply swemally, and only voe target may be
attacked each round. The fan version can ondy
spray at shoet range and all damage is halved, bt
the arca of effect is am arc 1207 wide in froet of the
antacker, simnilar fo the wizand's burming hands spell




Ruel €quipment

Asvy victie Bhat s sicoessfully hit is coverad wish
the Samumaldle fuel and continmes to bum fe two
moce rounds after the ewtlal round wrdess sops ane
taken 10 dose the flames. The buming vicom sl
fors 235 points and then 136 points of damage n
the second and third rounds, respectively

Vehdoular Flawe Thrower

Range: 20/3/40 or 20 Damage: &db + special
Rate of Firee | Speed Factor: 8

The vehicular flame thrower functhons in much
the same way as the porsonal flase thrower. It
rust by moussted 10 2 yehicke, however, and is
slightly more powestul. Victims of the vehicular
flame thrower sufter 4d6 points of damage 00 the
first roussd, then 246 on the second and 1d6 on
the third and final round of buaming.

Grenades

Grenades come in theve varseties: high explosive
smoke, and stun. All can be thrown by hand or
fired trom a grenade lauscher, Slengs can also be
eanly modified to throw gronades, with a range
of 20/ 80/60. Crenades explode ome combat
rownd after they are thrown or launched

20

RHigh Explovive
Ramge: 10/20/ 20 Dasage: 6d6
Rate of Fire: ) Speed Facsor: 4

High explosive grvmades generate a powerful
detonabion samilar in effect 10 a firedall spell
Anyvone within 20 feet of the grenade when 0
explodes salfers damage; » saccosshul saving
throw vy, breath weapoo reduces damage by half

Smoke
Range: 10/20/30 Damage Nu
Rate of Flow: | Speed Factor 4

Smoke gresades are used 10 scrven characton
from enemy troops, vehickes, sodd weapon
emplacerments. If you decide to add laser
weaponry for your campaign, note that senoke
provides excellent cover from such weapors. The
grenade discharges a smoke scroen i 4 X-foot-
diameter ares of effect that obscures all vision
beyond two fewt, The smoke dissipates in 2d4+4
romnds

Stww
Range: 10/20/30 Damage: 14 « stun
Rate of Fire: 1 Speed Factoe: 4

Stun gremades croate 2 concussive blast that
disotient all creatures in a 20-Joot radius of the
detonation wha fail saving throws vs
paralyzation, Those creatuses are stunoed, feoling
dizzy and condused, for 1d4+] rounds. They are
unable to take any effective action during that
Hoow

Geenade Lawwcher
Ro‘"xr' mo'“)l'.m
Rate of Fieee 3

Damage: N/A
Speed Factoe: 2

The grenade launcher can e grenades of all
theve types further and more accurately than they
can be thaown by hand. The gresade lsuncher can
hold up 10 nine grenades i 4 rolating cylinder
Heloading a cvlinder takes three mounds, but
exchanging an empty cylinder for a full ooe takes
but a single round




Magnum Cannon

The magnum cannon is a high-vedocity machime
gun that uses & set of barrels 10 achieve a very
high rate of fise without ovecheatiog, throwiog wp
a deadly screen of Jead. It can be used a5 &
personal weapon, although a rather unwickly
one, bt is moee often found mounted, esther on &
ripod of i & turrel. Assmusation comes pachaged
on very long beits that ase either contained in o
backpack holding 30 charges (for the persanal
magnem cannon) of in lange, S0-charpe boxes (for
the mountod variety). It requires Iwo founds o
feed 4 pew belt of ammunition (nto an empty

IS RIVAIT CATUWON

Persomal Magram Cannon
Range: 100,200/ 30 Damage: 544 or 4410

Rate of Fire: | Speed Facsor: 9

There ase two modes of fire with the magmam
cannon: short bursts and steady fire. When fired
in short barsts, the magnum canmon makes
attacks agairet single targets and is less deadly,
bt it conserves ammo much more efectively,
uking bt one charge worth of amano each round
It the magnum canson s used in steady fire, 5
charges of amaso are commumed per round. but
the wielder can “walk the fire.” attacking
mudtiple targets in an area 20 feet wide (with a 4
penalty to hit each individual target),

The personal versson of the magnum Gannon
comes equipped with a hamess syséem that
distributes the weight of the gun across the
showlders and hips and sises counter balances o
make the weapon moee manageable. [t s still a
rather sbow weapon o bring 10 bear on a target,
however, as is reflected in 2y spoed factor of 9

Mounted Magusse Canmon
Range: 100200/ 300 Damage: 544 or 4410
Rate of Fire: | Speed Factor: Sor 2
The mounted version of the magnam cannon can
be operated In one of two ways. [t can be
fired manual-
by, in which 2
case the effects
are identical
1o the persoeal
Version, except
that the speed
factor drops
80 5 (since the
operator only
has to ywivel
and aim,
rather than :
manbandle the
woapon)
Alternatively, the
systemn can be controlled by a computer targeting
siotemn. This system has & THACO of 10 and the
speed factor drops %o L

With a computer tlargetang systetn, & special form
of attack can by made agaiont missiles. To do thus,
the magnum cannom makes three separate attacks,
using steady fire, agamst aovy Incomving missiles:
oew at long range, one at medium, and cow at short
range, in that ceder. Range modifiess apply. If an
attack scores a hit, the missile is destroyed and no
further attacks need 10 be made,

Missiles

Range: 100/ 1507200 or X0 Damage: Varies by type
Rote of Fize: 1 D orall  Speed Facton 10 or d
Mbaides are super-high-velocity, self-propelied
explosives that can be configused in a vasiety of
ways. The mest commmnon include high explosive,
incendiany, chectromaginetic pulse, and molecular
Missiles can be fired either from a hand lasncher or
from a mbssdle array platform mousved oo a
vvtucke, The hand-lausched vareties operate with
a ponnt-and-shoot ssechanism, so their range is
henited somewhat by line of sight and accuracy of



aim. Mounted arrays, however, utilize lmitod
comgruter trackang syslems that peranit the missiles
to be fisnd considerably further (up o 500 yands)

Hand Laurchers tend to be bulky and difficudt
o maneuver, so their rate of fire is low and their
speed factor is high. With mownted arrays,
howevwr, the deiver/ pilod can choowe 10 fire as
few or iy many missihes as desired in any given
round. Mounsed massile arrays are quicker than
ihe hand launchers as well, 4o the speed factor b
duied t0a 4

High Lxplosive

Damage: 1246

The most common type of missile @ the Rawl
armaments, the hagh-explosive missile detonates
with severe lorce

@ oan arca &0
Sourt in radius
All within the
blast rahius
st porll
saving

throw v
breath weapon
witha 4
penalty; succews
reduces
damage
wiffered by
half. Mowt
armoced vehicles are

unmune (0 the effects of hgh-explosive missdlos
uniess they sufer a Sirect hat

Incesdiary

Damnage: M8 per round

incendiary misstlos dischurge and ignite a highly
flammable gel 10 2 20-foot-radius area. This gel
cannot be extinguished by normal means and
comtinues 1o burn for 1do+4 roonds after
detonation. Anyone within the arca of effect
vatfers 388 poants of burn damage each round.
Even after exiting the burning area, victims
caught in the iatial explosion are costed with the

grl and svust be doused by companions, or they
continue to burn

Electromagnetic Pulse

Damage: Nooe
Flectmmagnetic pulse missiles generate a flash ener-
Ry wave Bt causes all edectronic crowitry within 50
foet of the detonation point 10 short ount unbess an
e saving throw ve. electricity is sacoessdul.
Failure indicates that the equipmaens has shorted out
and caneot be uses! untl repaies are made

Molecular Plasma

Damage: Special

The 73-toot-radvas area of effect of a molecular
plasasa missile is consumed in a devastating
discharge that breais down the molecular
commposition of all maeter. All Living thimgs musst
roll a sucoessiul saving thoow v doath or be
mstantly slain, while a successful e saving
throw va. dasertegration mvast be rolled for inert
matter. The resulting blast asea is Maghly wostabe
on the encdecular level, and unusual

may result: such things as regular electrical
dacharges, gravidic disruptions, and electro-
magnetic Huctuations are cossmon. The DM i
encouraged %0 toss in a smattering of varwns spell-

ke effects 10 hoop things inderesting. Scmw of the
better choloes might include effects that mimic

N, comtiuval lopht, dewciny Mghts, darkwess 15°
radises, dstemcy distovtion, ey, votidility,
phantasmal Gror, meterse grevty, shockimg grasy, and
show, with indermating variations and combinations
thaown m %o keep the players guessing

Stungun
Range: 10/20/%) Damage: Special
Rate of Fire: | Speed Factoe: 4

The stungun has been developed recently by the
Rael a5 2 means of incapacitating the Docened
without actually harming them. In this way, the
Rael are able 10 captuse and study the Doomed,
they hope 10 eventuaily develop a method of
“recovering” the memories and personality of
these tragi viction of the Oveneer.



The stusggun fires & pais of diodes, which
remnain connected by thin wires (0 the stungun
The diodes send a special pulse through the body
of the target that casises o temporary disruption
of the nervous systemn. A victim hit by a stungus
charge must roll 8 successful saving theow v
paralyzation or be immobilized for 2d4+8 rounds

If the attack muisses the target, the diodes are
automatically retracsed into the weapon and can
be fired again on the next round

Vehicles

The Rael use & variety of veducles in their ongoing
struggle against the Overseer. Everything from
air cycles 10 star cruisers move soldiers and
equipment from place to place. Below is a
smatiering of these crafy; although far from

comprebensive, thes Nisting represents a good
croms-section of the varietios of traraport

employed by the Rael

Assault Tank

AC: 4 Movement: N
Hit Poings: 80 Crew Capacity: §

The assault tank is a2 heavily armed and armoeed
land attack vehicle designed 2o operate in platoons
of four. While a formidable force, it is vulnerabide
unlbess used with infantry and supparted by attack
fighters. Each assault tank employs 3 heavy blaster
CANNON a5 its main armamend and a magnum
CANNOO as its secondary weapaon, Somtme varetios
seplace the magmum cannon with elther a flasmwe
throwet of a mounted missile array platiornm with
four missile bays.

- Movement: 48 (B)
it Polews. 30 Crew Capacity: 2
Attack fighters make up the bulk of the Rael
foeces. They are fast, maneuverable, and carry a
variety of weapons. They generally Ay an
sqquadrons of eight. An attack fighter s standard
armament consists of two light blaster cannons
and two theee-bay missile platforms. Alternative
weapons arrays might replace the missile
platforms with & pair of magnsm cannons, or
even an addstional pair of light blaster cannoos.

Hydroskimmer
AC:3 Movement: 36
Hit Poines: 45 Crew Capacity: &

The bvdroskimmer & 2 rather ancommeon vehicle
in the Raed military, since most of the vehicle
needs of its forces are served by adrcraft. How-
ever, these watercraft have been deployed on
worlds with high water surface percontages, and
an occasional hydroskimmer can be found on the
Lakes and coeans of other workds

The hydemkimmser travels 00 a cusivion of alr,
gliding aloog just above the sartace of the water.
Particularly rough waves peohibit hydeo-
shimmens from operating, but these onldy occur
with gale-dorce or greater winds. Hydroskimamners
can be armed with a vanety of weapons systems,
bul the most common include fowr four-bay
missile platforms and a pair of turret-mounted
blaster cannons.

Jet Glider
AC:7 Movement: 36 (8)
Hit Poloes: 15 Crew Capacity: 2

The jet glider is essentially o two-person vehiche
similar 10 & ssotorcycle. It glides through the sir
propulsed and buoyed by a variable-divection jet
engine (similar in function to a harrier jet) and is
steered by somall gakdance wings. It is a comenon
scout and courier vehicle, unsuStable foe combat,
although it has the equivalent of a blaster rifle
mounted in the nose for emergencies,




Personnel Transpon

AC:S Movement: 24

Hit Podnts: 35 Crew Capacity: 12
Personned trassports are lightly armed and
armored all-terrain veludles used to move
infantry troops from place to place quickly. Whilke
one of these mught peosent 2 rather formidable
opponent to the typical adventuring party, they
carnot withatand the attack of any othey
advanced vehicle

Star Cruiser

The star cruiser is the stancdard ship of the line
that the Rael have used for so muany yearn to
travel the galaxy. Each s equipped with a
teleportal gate that connects with a central station
in one of the Rael arcologies, whach In tarn have
gates 10 Tam-Rael, the Rael home world, This is
the typw of craft that crash-landed upon the PCs'
world. For moew information on it, sev Book 2.
The Tale Begiom

Other €quipment

In addition to the powertul weapors and vehacles
the Rael military employs, there are guite a few
other Hems needed to continue the war againat
the Overseer. Certainly, survival in a hostile
envitooment requares & wide array of useful gear
The hist below s far from exbaustive; it merely
provides a good cross-section of goods. Feel free
80 add other provissorm 1o this list as the need for
them arises. Keep in mind, 500, that there are 2 fot
of mundane 1tems (for a scientifically advanced
specien, anyway) not listed here, such as the Rael
equivalents of a flasbdight, a sleeping bay, &
watch with alarm clock Seatures, persomal
holographic snapshots, even candy or gum, that
would certainly be found on 2 Rael soldier’s
person
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Armor

Every Reel soldier is Isaswed a suit of protective
body armor, composed of special plastics, light-
weight alloys, and punctare-resistant fabrics that
resist the devastating foeces of Migh-tech weapons
Complete with belmet. the sult provides an Armaor
Class of 3. 1t abso gerwratses a strong magnetic field
that can actwally deflect the force of blaster
weapon Beams unless hit dead-oo (Le. unkess the
attacker rolls well emough 10 hit AC 3)

Comlink

ComBnks are radio tranamitter / recoiver sets that
allow commumication beyond sarshot. Personal
combinks allow commurication at distances up 1o
10 mides, while Larger units permut troops on the
surface of a planet 2o stay in tosch with ships in
orbut arownd it

Gas Mask

Many Kael soldiers have begun carrying these
Sevices to prosect them from the effects of the
Overseer’s poisonous and infectious gas
weaponry. The mask completely covers the head
and comes with a ssmall compressed air tank
They are, however, hot and heavy, and the Rael



dislike wearing them, so they usually wait ustil
actual combat to don them. Anyone wearsng 4
gas mask s imanune 0 the effects of polsonous of
ndoctious vapors but sutfers a ~2 penalty to
surprise and artack rolls {due to somewhat
muffled hearing and loss of peripheral vision)

Infrared/Lowlight Binocelars

This highly useful plece of esquipment not ondy
magnifHes viseson up to x5, it also permats the user
10 sew objects otherwise obsoured by the dark of
nighv (treat this tunction ke infravision)

Medikit
A modihin provides all of the basic essentials to
adminbster fBirst aid to wounded aindividuals
Anyone recwiving the
benedits of & medikit
withis five rounds afser
being wounded has 143
hit possds restonach, jus? as
tf tended by
somecew with the
Heuling .
proficsency. In the
hands of a trained

Reel Equipment

user {Le., any Rael), no check is required; PCs
unfamiliar with the kit's comtends may atsempd
Healing or Herbalism proficiency checks ata 4
penalty 10 use it successtully. Individuals who
remasn ander the cate of someone using a medikit
heal bt points at twice the noemal eate (2 pomis
per day of rest, & points per day of complete
bedrest). A typical medikit contains 20 doses

Fersonal Motion Seasor
This device is »
stnall hand held ‘
detection system that '
pichs wp motion in A
S400t radtius. It cam
MY INOVING Creatures
and 1tems as small as a2
bowling ball, even through
walls aned rock

Survival Tent

The sarvival teont provides exceptional sheller for
wp to three ndividuals in otherwise harsh or
extreme conditions. It has 2 specal environmen-
1l conditioner that functiores as if cither the

priest spell ondure cold or it reverse endire heat
(depending on the weather conditsons ) bad been
cast on its intensor. In addition, its locker contaims
enough frecze-dned and debydrated food 10 sup-
port the three occupants for ane week



Technology of the Ouerseer

The Overseer operates in a very hierarchical
tashion, froen s programming layout all the way
down o its constructs. Saperyisar comstructs run
an operation and ssue cedees through radio
communications 10 subordinate units. Several
systems operate together 10 accomplish complex
taska. The Overseer uses this peogramming
method to coordinate several types of lethal
killing machines isto combined attacks

Because of this command system, there s only
one type of comstruction umit, which peeforss
one very specific function ot a time. Together,
however. a nusmber of thise units can mass-
produce complex constructs. Think of the
individual canstrection units as subroutines In &
computer program. The marne usits (or sub-
routiswes) the Overseer puts together, the more
complex the output becomes, For example, a
single repiicator unit might be programmed to
perform only one repetitive task (such as
attaching a swivel arm 10 2 howsing mechanises,
for example), but 2 groat sumber of replicator
units working together form an assembly lime
that actwally produce other complete constructs.

This overall configuration is highly effective so
lorg as the top ol the organizational Nerarchy s
not disrupted. Once that happens, subordinase
wnits kowe their guidance, mindlessly continuang
bo perform their Last set of parasneters. This
lemitatson 10 Overseer effectiveness is ane of the
few weaknesses the Rael have been able 1o
exploit with some degree of success: break the
chain of comsand a1 any oow point, and all the
umits below that point lose direction. The other
major vulnerability the Oversoer mast contend
with & loss of 800 maary of its replicators. M the
Rael manage 1o ke out an entire set of thse
constructs, the Overseer koses ity ability to repakr
or replace damaged or destroyed constructs and
must walt for replacesnents 10 arrive. The Rael
have learned 10 take advantage of this “down
tizne™ to push the Overseer’s forces back and
retake valuable ground.

Theoretically, the whode Overseer production
mindset could prodoce just about any type of

machine imaginable, bt it is far msore effickent to
produce a limited mumber of types of comstracts

ard then combine them together to perform new
and unigue functions.

Note: The Rievarchical nature of the Overseer's
forces causes some unuwual difficaltes where
experience points are concermwed. A commtruct
that's the “Braine™ of a whole army of killing
machines may not be difficult 10 destroy, since it's
rather fragile and bas no rval ability to defend
itsedf. Therefore, destroying it omce the PCs artsally
reack the phywscal site of the unit s an eany task, but
they are certainly going to have to fight through a
lot to get there. The question, then, arbes: should
the PO got 8 St of experience paints for killing
11? Our seduation to the problem is this: every
construct bs worth hall the experience points i
would narmally be, and the other half goes “up
the ladder™ to the unit directly in charge of it.

Therefore, if a command unit worth 40
experience points is in charge of five killing
robots normally werth 100 xp apiece, then the
killing robots are only worth 50 each and the
command unit bs worth 290 (40 « 5509 11,
however, that comymand umit is ooe of §
command units subordinate 10 a senkor comumand
unit worth 20 xp. then the subordinate comemand
wnit s actually only worth 145 xp (290 + 21, and
the senior comemand unit is warth 745
points (145 x 5 = 725 + 20 « 745). This method of
halving and passing upward can go on for as
many permuatations as necessary, although it can
become tricky to koep track of all of the dooated
experience points from level to level. Another
way 10 think of it is b0 imagine that half the
posnts characters would gain for defeating
maechanical mismions go into a sort of “escrow”
sccount and that they only actually gain those
points when they defeat the local command enit.

Fach Overseer cormtruct, then, has two xp
values separated by a slash—the first naumber »
the normal value of the unit, and the secoesd is
half of that, which is (of course) also the value
passed “up the ladder.  Whichever number you
use in 2 given adventure will depend vn whether
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or not there are units contralling it from further
up the e

Any time & comstract is bsted as having extra
units supporting it, that is e addiros 10 the
normal complervent of subordinate umits. For
example. suppose that & master programmer
resicdes on a battle crulser with 36 extra spider
dromes, and it travels in a fleet with two other
battle cruisers and 20 extra light cruisers. A
morenal battle cruiser already has 200 spider
drones on board. o this Master Programmer s
battle cruiser actually has 236 As well, a normal
battle cruiser has a complement of 12 light
Cnaisers accompanying M, so the entire Master
Programaner fleet has 56 light cruisers (3« 12 « 36
e 20 =58

Weapons

The Overseer emplovs all of the same weapons
that the Rael have, 50 those will not be listed
again here. Any time rederence s made to an
Overseer comstruct armed with such & woapon,
refer (o the Rael version for the game statistics. In
addition to those weapons, however, the
Ovenseer has geowrated 3 few other types in ity
vicsous and neverending assaudt on the lifeforms
of the universe. One advantage of these spectal
weapons is that they often affect the Rael while
leaving the Overseer s mechanical minioos
usharsned

Infectious Gas
Renge: 10 Damage: Special
Rate of Fire: 1 Speed Factor: 4

The Overnseer has began employing germ warfare
in recent encounsers with the Racl, nfecting them
with a Nghly contagious disease. The discase |s
dischanged from a candster into a 30-foot radius.
Anyone coming n contact with the gas or an
indectod individual must rodl & succosaful saving
throw vs. death or cootract the disease. The
infection causes severe Ulness for 1d4 days, after
which timne the victim dies. No treatment is

currently avalable, although Rael medical
sclentists are working to create one. Note that the
Doocened are vidnesable to this gas as well

Damage: Death or 25 by
Speed Factor. 4

Many of the constructs come equipped with one
or moee candvterns of poisonosas vapors (essentially
type N poisan) that they can dischasge into a 30
foot radius when in the médst of battle. Sence they
are imsmune 10 the harmful effects of the gas, they
ofton wait untsl surrounded by a high sumber of
the enemy before using this weapoa. All living
creatures myust roll a successful saving throw va
poison of die in | round. Even those individaals
whao roll a successfal save still sutfer 25 points of
damage. Needless 50 say. this is 2 potent and

deadly weapon,

Stun Fleld Generator
Range: 3 radines Damage: Special
Rato of Fire: 1 Speed Factor: 7

The Overseer has constructed this device to
capture encmnies in large numbers. Its effects are
much the same as the Ragl stungus, but instead
of firing a pair of diodes ot a single creature, the
stun Beld generator creates a very powerful sonic
vibration that disrupts the central necvous system
of living creatures. Asyone caught within the 30-
foot radius of the fiekd must roll & sucoessful
saving throw va. paralyzation or become
completely dazed and incapacitated, unable w0
attack, defend, or even stay standing,

In any round that the stun field generatos is
turned on, the effects are peeceded by a




Pechnology of the Overseer

mechanical whine that incmesses in volame and
POl ans the sysbem wartms up {sésnilar 5o the
sotssd 0f & civil dedense siron). This i the reason
for the relatively slow speed facior, and the Rael
have learmed 10 scatter at this warning signal. The
Overseer Is working to revise this system and
remove the telltale sound

Command Units

The following wnits all funcoion as susbordinate
Als to the Overseor itselfl. They are placed in
charge of various levels of operation and are the
truw brasns bedund the attacks. i the Rael manage
1O Gestroy any Of thise constructs, the sub-
ordinate fighting machines operating under them
beconne laghly ineffective, no longer receiving
commands and reprogramening. All of these Al
units have the blorprints for various kinds of
unts on e and can coesmand replicator groups
10 prodace any type of construct needed

Note: Al of the Intelligerce soones bsted in the
tollowing sectsoes seflect the overall logic and
programiming capability of the systesis, as opponed
10 a stradgivt measure of intelligence. In other
words, units with very high Indellagence scones aee
capable of programenmg other yystetns and making
adpustments and judgmental decasca, while those
with Jow scorms are capable of complex thimlang
ot all. These “duseny™ umits svust be fod 2 stoady
stream of indormanon from superions of they coase
%0 opwerate kygwally, tnstead mindlessdy following
their Last set of limuted programming parametens
Thus, without guidance from above, ko
wdeiligence constriacts are individually easy to
outthink end cutimaneuver.

Muaster Programmer
AC: S Hit Dice: 4
Intelligence 25 Hit Points 15

AP Valwe: 2000/ 5,000 + special
Master Prograssmers ace the equivalent of generals
in the Overseer's war machine. They reorive daect
programmieg orders from the Overseer itself and
implement them through suboredinate units. There
are only & doxen or so Master Prograsamess in
existence, all true Als almost oo a Seved with the
Overseer But still controlled by (1. Each Master
Programmmer resides on 2 space station

Master Programmerns direct the actions of five
or skx major battle fleets, vach based out of the
Master Programener’s space sation. As & last line
of deferne, 5 Master Programener is armed with
O POLSOOOIS L8 Canister, one Indectious gas
canestes, and oow stun beld generator,

Primary Director
AC: & Hit Dice: )
Intelligence: 22 Hit Podnts 12

XP Valoe: 2000/ 1000 + special

Prisary Directons make their homes on battle
cruisers and are suboedinate to Master
Programmers. They command a single battle
fleet, wiich typically comsists of oo battle cruiser
and 12 light cruisers. Each Peimary Director 4
armed with one polsanous gas canister, one
iInfectious gas camister, and one stun field
erwerator as a st line of deforve

Secondary Director
AC: S Hit Dice: 3
Inselligence: 19 Hir Poines: 10

XP Value: 2000/1.000 « special

Secomdary Derectons perform most of the day-so-
day tactical-devel fusctions within the Oversoee s
command structure, reporting to Primary Dinectoes
and receiving ther programming derectives from
those superior Als. They are placed in change of
both Rght cnasems and surface command centers.
Again, these constructs defond themselves with
ope canister each of Infectionun and polsonows gas,
as well as 2 stun field genermior.
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Vehicles

All of the following constructs serve as elther
largescale trasaportation vehicles or as bases for
military operations. Each functions as a central
headquarters and defensible residence fos
command units. Stats are not given for these
craft, as they play no part in the adventure; they
arv menbomed here merely for reference.

Space Station

Each space station serves prissasily as 4
prodaction and repalr facklity. A space station is
inizially constructed using the facilities of a battle
Crulser, but once completed it can produce every
other type of comstruct needed, supporting many
replicators. Master Programmers use space
staticens as thwer base of aperabions.

Battle Crwiser

The datthe cruiser Is the most formidable space
vessel the Overscer produces, and the Mrgest
attack construct overall Each battde crubser servyes
as the residence of & Primary Disector.

Commuand Center

The command cemter is a central processing
station that the Overseer bullds on the surface of
a planet. M serves o an intelligence headquartons
for ground and air operations within a region of a
planet’s surface. Secondary Directors are placed
in charge of command centers

Light Cruiser
Light cruisers, operated by Secondary directors,
make up the bulk of the Overseer ‘s space navy

Attack dnits

All of the following comstructs serve as pramary
attack and defense systems, each being
progremumed by a command unit highor in the
Poeraschy

Drose Fighter
AC: ) Hit Dice- 7
Intelligence: Hit Poines: 35

XF Value: 5.000/4.000 Movement: 40 (1)
Dvome fighters are highly saneuversble flying
attack vehickes that function both in planetary
atmwsphwres and @ space They generally patrod in
sgaadrons of five. Each droew fighter is armed with
two light blaster camnons, a pair of two-bay missdle
arrays, and one canister cach of polsonous gas and
Indections gas.

Prowler tscout)

AC:S Hat Déoe 4
Intelligence: 10 Hat Points: 20

XP Valoe: 2000/1,000 Movement: 3 (B)

This scouting unit fumctions as & patrol and
reconnaissance vehicle, hoveriog swiftly and
silertly on & cushion of alr [t s equipped with a
variety of ewtruments for gathering data, mcludeng
several magealied opeical scanners focusing n all
directions, sensitive sound equipment, and even
same sesenoraphic sensors for detecting
movement of the eneesy through the groued. A
prowler's armaments include oo light blaster
carwen, & grevade Buncher with one of each type
of grenade, and a stun held generator. Prowlers are
usually encountered singly.

Daluyu (light attack hovercrafl)
Hit Dice: 5
h\ulllgm. Hit Polens: 28

XF Vialsse: 7.000/3,500 Movement: 0 ¢C)
Destrovers wanlly operate in platoons of sy,
moving aceoss both kand and water i seasch of
thewr evemy. Hovercralt are able to negotiate rosgh
terrain mvoch mote easaly than ground-Based units.
Each destroyer is armed with two kgt Blaster
canmoon, » flame thrower, one two-bay misestle
Arvay, aned two canisbirs each of poisoncus and
iInfectious gases




Annihilatos (heavy attack hovercrafy

AC: D Hit Dice 7

Intelligence: & Hit Points: 35

XP Valoe: 11 000/5500  Movement: 24 (D)

A heavier and move powerful version of the
destroyer hovercraft, the annihilaor lacks some
of ity counterpart’s maneuverability. Noswtheless,
i’s a formidable silling machine. It possesses

one heavy blaster canmom, two magnum canmors,
two two-bay missile arrays, & grenade lauscher
with theee of each grenade type, a stun fieid
gemerator, and ome canister cach of polsonous and
infectious gas.

Firestorm (ultra-light tank)

AC:2 Hit Dice: 6
Intelligence. 6 Hit Poanix: 30

AP Vaboe: 2.000/1,000 Movement: 24

The finestorm ultra-light tank & a quick and
spwedy ground-based fighting machane with
decent armor and effective weaponry. Firestorms
travel in full complements of five. Each tank is
armesd with oo light blaster canmon, cow
magnam cannoa, and a flame theowes.

Deathatrike (heavy tank)
AC: -2 Hit Dicw: 9
Intelligence: 6 Hit Points: 45

XP Valoe 15000/6.50 Movement: |18
Deathstrikes are true Sevrors of the Overseer
Heavily armored, they are difficult to destroy and
pose a threat 10 any fortified position. They roam
in platoons of four tanks, and each is ared with
two heavy blaster casmons, ane BMagnum cannoo,
two theoe-bay messile arrays, a pair of grenade
Lunchers, four of each grenade type, two
canisters each of poisonous and infections gas,
and & stun Beld generator

Spider Drone (infamtry umit)

AC: 4 Hit Dice: 3
Inselligence: @ Hit Poins: 15
XF Value: 650/X25 Movement: 9

Technology of the Overseer

Spider drones are the fighting infantry of the
Overseer's forces. These horrific constracts move
in swarms of 15 1o 20 units, each carrying a blastes
rifle and a grenade launcher with onwe of each
grenade type. Fortunately, they are not very fleet of
foot and can be cutmaneuvered by the Rael,
Undortunately, the Overseer cranks these unies out
by the ton, as they are relatively cheap and esasy to
manufacture,

Other dnits

Assimilator (Doomed constructor)

AC: ] Hit Dice- 5
Intelligence: 14 Hit Poinis: 20

XP Valwe: 1,400/700 Movement 6
Assimilators operate i the reserves of battiefiekd
fomoes, moving in after the Oversoer s army bas
secured an area. The assimilator gathers stunmed,
wounded, and captured Rael and transforms them
0 the Doomed, prograsseming them 10 obey the
oeders of dizectors and master programmers. The
Rael hate assimulatoes more than any other
constract and always focus air attacks againas them
whenever they are sighted. As a consequence, the
Oversevr has prov hded the assimdlator with heavy
armor for extra protection. Assimilators have only
a stun Held generator for a weapon,

Collector {iminer/gatherer)

AC: & Hit Dice: 10
Intelligence: 4 Hit Points. 60

XP Vadue: 2000/1.000  Movement: 3
Collectons are ivunense constructs whose sole
purpose is 8o gather raw materials for processing,
They collect everything from ores for metal refining;
gold. silver, and copper for wiring: sand foe sdlicon
(microchips ) and varows gases and lguids for a
variety of tasks. These huge slow copstructs amne
equipped with both treads for groued movement
and rockets for eg-range travel. Colloctors have
no weapons. Each 24-bour period, a single coliector
can gather and process enough raw materials %o
marufacture T Hit Dice woreth of units.
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Replicator (modular construction unit)

AC 7 Hit Dicw: )
Irselhygence Hit Points. 5
XP Vadue: 65/3) Movement 3

Replicsors are Bw building blacks of the Overseer
infrastructure. Every rype of cormtract is built by a
complex assembly-lire process made up of repiica-
tors. Each individual unit camewt perform moee
tham one siengde task at & Hevwe (Highten fhis screw;
weld this seam), but with enough coondinaied wrets
and e propet programming from further up the
hoerarchy, the construction possibelitees ane limitiess

Each replicator unit has & series of delicase and
agile sunipralator arma, conveyor belts, aec
welders, and other sools that perform the various
tasks involved In constructing new devioes and
other wuts. Replicasors have no arsaments.

Note that the number of replicators operateng
together sndicate the mavemum Hit Dice totals of
units they can manslactuse in a 28-hour period. So
25 replicators can manufacture 25 Hit Dice worth
Of Pew units, O repair damsage 1o 25 Hit Dice of
old equipsent. Howeves, the replicatoes muast
have raw materials 10 work with (gathering thise
materials ks the collector’s task)

Secket (sensar drone)

AC b Hit Dsce: 1
Intelligence: 15 Hit Polnes 2

XP Value 175/88 Movement: 12 (A)

The secker s nothing maore tham a coenplex
collection of various sensory equipment used to
thoroughly explote and scam an arca. Sevkers ane
whed 10 prode lor valuable resources, gather
Inforeanion on eowmy troops and their
movements, and 1o interface with captured enemy
computor systems o that the Overseer can
peprogram these uedts and e them agaiowt thewr
foemer owners. Each sensor droewe has a complete
st of audio and visual {complete spectrum)
oquipment, plus devioes o study the atmosphere,
water, 50il, and energy levels of the surroundings,
slong with radar and sonar devices for detecting
movemnent both on Land and under water Seckems
have no armor or weapons, but their senall size and

b

mienble movemnont capabilities give them some
protection from atsacks.

The Doomed

Orw of the most devious and cruel things the
Ovenscer bas managed to inflict upon biving species
ts what the Rael reder 10 2 “the Doomed. ™ These
wiviched coeations are the peoduct of outfitting life-
torzs with cybernetic implants to enhance their
physical attribetes while at the same time repeo-
gramuming thewr minds to become zoendie-like slaves
of the Oveneer. The most common variety of the
Doomed s captused Rael soldiens and civiliane,
but other transfoomed lifeforms have been encoun-
teredd, including humanceds. primates, and other
rather aggressive or powerful creatunes.

The Overscer uses spocial constructs known as
asstmilators (see above) 10 facltate the trassdorma-
tiom process of the captused species into the
Dooened right oo the batthefield. The process
mvolves a compiete memory wipe, followed by a
base-level reprogramming 1o reduce pain recepeon,
Incroase admnaline outpuat, and otherwise modify
the brain, Tiny receivers in the motoe centers of the
brain enable the Overseer or its commsand uniss o
directly congrol the Doomed 's movemnents. Special
enhancements added o the body increaswe the
Dooened’s stremgth. endurance, and ability to with-
stand phwsical damage. The resulting constract is o
combination of cronture and maching, and & foemi-
dable enemy.

This dlabolical process on the part of the Overseer
is particularly troudiling 10 the Raed for obvions ma-
sons. Few thangs are moee unscetling 10 a soldier
than witnessing the appesrance of some monstrous
thing that, cnly yesterday, was a good fnend or fam-
iy mesder who fought slongside the soldier but
today is sandlessly atent on killing him or hes. andd
whaom he or she st now destroy

When a creatuee is transiormed into one of the
Doomed the results are greatly enbanced Strength,
Dexterity. and Comsttution (244 points for each,
sesults can excond racial limits by up 10 5 posas), and
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Technology of the Overseer
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10 strike. AL
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serv e 10 doubde the efective M Dioe of the Creature
undess the Doomed was onginally a chamcter class
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wartior's THACD and saving throws for that leved)

Each of the Doomed s penerally armed with 2
blaster nffe or & magnum cannon, but they ase quile
Apatide 2 woapordess of striking Blows with theer
bare 1ishs o aws, iInfhicung considerable damage
{facsonng ;m e onhanoed Strereeth Gamage boems )
reand lews crvatans—
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bear Pharviasens do not efiect the Dovoened. but -

oS will. They are not technically undead, so they

are nmuoe 30 Turmsieg and spells specifically tar

geted o the undeoad Because they are essentially
mindiess, they do ot have an alipnmerd, 5o spells
sUCH as deted ! rw Oof Lo alieement! do ot work
The Doomed can still be afiected by a Aol person
spoll, howover, as well as such things a» a sund of
PR AT

If 2 Doomed s

captused, Incapacitabed,

restrasswd, or otherwise reclaimed rom the

Onverseer and all of the cybermetic | = lasts
removed, the Indivedual can bave full memorses
anvd personality restoned through the application of
& heal, sesdaration, Jomifedd Stnl, Or ol spell. Thw
Kadd are also working on a new sechology that
records and stores a compiete st of Brain readngs
i order 10 reintroduce those Eemories 0 wiped
brains, bul the process has not yet boen perfecied
¥ course, the individeal would ssill Jose any
mesnanies that had devel ol albet the most recerd
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Introduction

Krista wasmad as she strollaf doaw the brightly it cormador tonrd Aer Dusk
aree. 1t has Boen two very Jong days, the Rael momsan thouphet as she
pessad seversl side pessages. Tiene 10 cross over and catch wp on my
sheep. | doa't want to negotiate another contract for at least a sivday

As the fumior trade executive s about 1o turm the corner Souard her
bunkroom, @ dustant siren begen to el Oy, what now? she wowdend,
reacking her locker. Probably another military drill. She siphed and
sorked the bk Maybe | can sneak over 4o the gate and Wlip through
and skip this one. | don't need thas right now, | really dom't

Krista grabded her beiompingy and turnad hack 10 the maim dalloay. She
peernd in both directioms before cuthing across 49 4 19 alcote and proveing the
Bation 10 suwon . Furtber wp the halluay, there smas some shouting. S
sighad, exoperated, and stored at her fert. Even if it's not a drill, sk
thosght, If 1 can get through the gate, I'm off duty and home free
Somevne else can deal with Shis sunor orisis

The dsor 1o the Iyt opemed, and & shadow fell across Krista. She glenced up
fust in time L0 shriek @5 & Jedbooss thang, half Rael aed half macking, larchod
tosand ker, Its body ua riddled avth wiring, metad plating, and fleshy holes.
Qe ewr gezed [astiessly at ey, whidle the other had doen replacad with some
sart of stravepe optics. The gisastly fhing s rating o Master rifle touard bhey
o it sdepped from the i

Krists hurled herself across the hallyay just & tever Minding Nue dolty of
excrgy rpywd into the paneling of the soall ahere she bl stood omly aw imstent
sx0 She fell qgamst the for wall @5 the riphewmare thieg turmed roaand her. The
Rael woosss went info & fronzy 10 escape, sorabbind acrom the cerpwivd hall-
uny, half lamping and Ralf malling, sobiving in evvor off the wisfe

The cybory thing fook two steps info the hall, servos whinimg softly as of
moved, and readjusted ity ate. Panticking, Krista langed ageis fowand & sade
ballvay in fromt of her. I sas onfy @ four sveters soay, gt if soemnd like 2
spon of Light pesrs. Another Naster bolt ripped past hev, grazing her shosulder
and ripptng 2 pwvoktiny Aole ée the decking. Pain shot through her mock and
srm &y wiute fashes denced 1n Aer eves. Krista crind ost and crvmpled 20 one
side, consing the mexd boll to miss her compledely. Boyond fhe haze of poin in
ber shoulder, she s the invader Joowing over her. It gazad at her for o
woment, alwost studying hev, a5 she loy on her dack, 1ow termified to meoe
and convdnced sl s about o die

An expiosson of emergy siammed info the crosture's chest, spraymg
machine purts covrysohery and Deociinyg o decluwrd. i stagpered for @ coupile
of séepn, droppring the Nester rifie it had oo atming af Krista, sood fell in &
shomer of sparks, Krista scrosmad in ferror apeim, sauting (0 shut ber cpes
Bat there was 4 hand o her arm, pulling hev, [ifhing her o Aer feet, that she
could met frmory

“Come on!™ The marine shouted fe Aer as e pulied her apright and paided
ber docow the Aall. “They came Uorongh the pate! We hate 10 oot oud of thts
hallawy' " Kriste dadn’t understand, but the Rael soldier pave ber mo tivwe to
respond, dragging hey auy froes the MY, ahick ues opening agen
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This is the second book of the Tale of the Comner
bowed campaign setting. N you have not yet read
throsgeh the first book, The Cast and Pragw, you
should do %0 now, before going any further in this
Book. The Cast awd Props provides an overview of
the Tale of the Come? setting and detalls out the
aliers involved, their background, and their high
tech equipement

If you have already read through The Cost ol
Props, then you're ready to dive into the fiest pant
of the campaign setting . This poction of the baxed
set centers around a remote region of Mmountains
far from chvilized lands. It s peneral encogh and
semall enough in scale that it should be fairly eosy
for you, the DM, to drop it o your existing
campaign world. Asy mountainous arcs that »
not well-developed works just fine. You mighv
have 10 change 2 few names (e, the mountalns
ot the local foed), bat that will not affect the play
of the adventures. Alternatively, you could just
assume that the locals call the moumtams and lake
by different names than those wsed on langer-scale
maps. See the section entitied “Fitting Tale of the
Comaet Into an Existing Campaign™ (page 7) foe
more details

I, however, vou wish 10 use this boxed set 10
begin 2 brand new campaign workld, then you
have everything yosi nend 10 get sarted.
Eventually, as the campaign grows, you may want
to detall what lies Beyeond the Aston FPoént region,
including the langer port city on the other side of
Paradise Lake, but that can come later. There is
plenty i this boxed set 10 keep your players’
characters busy for a long time. Either way, you
don't need o know evervihiog about all theee
books—slthough it's a good idea Yo sham them all
at Jeast once before beginning

The Situation af the Start

[ the far reaches of space, far beyond the notice
of the inkabitants of the POs" world, a war has
been reging. The Rael, a once-peaceful race of
traders, are desperately trying 10 fend off the
contimeoss ormlasight of the inhwman killing
machéne known as the Overseer. In a recest
surprise attack, the Ovenseer s foroes have

p
&

managed 20 evade 4 Rael outpost and caplure its
Seleportal gates. These gates ase a triuenph of Rael
technology that enable them 10 send people and
goOds across vast distandes instantancously.
keeping all their spaceships in close contact. Once
the Overseer gained control of the arcology
waystation, it began sending its troops through
other gates onto the Rael shaps themselves

One of these ships, the Fuorte, pat up a spirited
resastande L0 the surpeise mvasion. The Rael
aboard, although outnumbered and outgunned,
wsed thetr superior knowledge of the shap 10 give
the Overseer’s foeces Quite a fight. A runeving
Battle has boen taking place on board the Fuorts
over the last theee days. Many of the ship’s
systems have been crippled in this lighting,
imcluding the ship’s control fusctions and the
dimerssonal gate

The campaign begiens with the cralt, out of
controd, on a collision course with the characters’
planect. Its damaged engines are leaking plasma,



Intreduction

Creating streamers of bt for hunsdreds of suilles
behind the wounded ship, giving it the
appoarasce of a particalacly brilliant cost

The Frerta will soon crash to the surface of the
PCs™ planet in an isolated valleoy high in the
Khaim Mountains. Once downed. the suryiy T,
Raed flev, with the Overseer s constructs i
pussusl, carrying thesr battle into the wooded
mountasns surroundsng the ste. Without help, the
Koed are doomed: they arc without mas
neCessi baes and several of themn have bevm
wounded, while the Oveneer not ooly has the
edge In nusnbers and firvpower but the capacity
0 replicate its foroes and the resources in the
MOUNLALNS 10 JO 80

The Oversewr 's mirssons selse controd of the
downed craft and use it 2 o base of operations
manufacturing moee of their kind in preparation
for a crusade of terror and death against all the
aving bewngs on this world (an alternate sconano
can have the Ovenseer s agents repairing the

teleportal gate and bringing mose of their nd
through, swelling thewr numbers). The Rael must
fingd a way o climinate the Oveneer s forcem on
the PCs” plaswet and got back 8o thoir ship so they
can repair the gate andd return home (although All
s Not Well at the arcology, as they will soon find
i the second part of this adventure, detailed in
Pook 3. ¢ ressing Clper)

In the meantisne, & froetier comamunity not very
far from the crash sate remnains unaware of the
rapidly approaching danger. Astoes Point, as this
Lo i RBOWTE, serves as & pumping-off point for
mumers, hunters, trappens, and adventuren, who
all wander the mountainrs 30 make their livings. A
family of Swarves operate a4 mine in the
mountans not far from Aston Point, supplying
the Jocal Blaciksaniths with the fruits of their Laboes
(vron ore). as well as selhing some gold via the
local assayer A tribe of nearby wood-elves
continue thewr hunting and woodcralt as they
have done for uncoumed cemturies. A monkish
order worshipieg a desty of siesple iving and
hard work maintains the temple on & Ml over-
looking the town; of all the region’s Inhabitants
they will De the Hirst 50 ook 1o the skics unesssly
with prophesios of doam, All i all, Aston Point is
s young, vibrant comamunity thriving on the edge
of the civilieed world

The Region

Pull cut the poster map labeled The Povadise Laks
Regient, The main partion of thes map s 2
topographical repeesentation of the mountairs
sround Pasadise Lake, inclading the town of
Astom Point, the Stoncbevaker family ming, and
the crash site of the Rael ship. The inset provides a
detatied map of Aston Foust itsel!

The topographical regional map of the area may
b 2 liatle hasd to read il you get used to the
idea Of contomar lines. These ndicate elevation
each line ropresents a particular height above sea
level Imagine standing on the side of 2 moantain
and beginnirg %0 walk sround it never clisabing,
never descending. You would be following the
path of & comiour line
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Once you understand bow the map works, it I
pretty ooy o poctsre how the moantains Jook
around Aston Point. Peaks are located where the
comiour lines show Ngher values, and water
always meves down to the lowest point on the

map. Where contour limes get closer together, the
maww-wmm
a <liff. Where the lines are further apart, the
ground s clevation doesn't change as quickly;
sometimes the skope is so gentle that the ground
sppoars almost fat

Climate and Tervain
The area around Aston Point conslsss of
mountams covered by sountain evengreen
{mostly of fir, spruce, and pene). with somne aspen
and other deciduous trees. The timberkine is
approndmately Y700 feet in elevation, above which
trees cannot grow, The ground s rugged aad
tusmultoous, with many grasse coscroppings
visible, as these mountains are still young by
standands. Goats and sheep dwedl in

the high valleys above the timberiine, while bears,
dewr, ofh. mossntain hons, porcupenes, and
squirrets live in the higher fosests.
coyotes, and moose Bve in the lower elovations,
witle many kinds of trout and other fish swim the
streams and lakes. An abundance of birds,

hading owls, ducks, and even husminghbirds,

10 and from the

he weather in this part of the Khales
Moustains ranges from an averape of around
I F im the winser to abowt 45 F in the ssismmes-
time. The ares receives about & inches of rain in
the warm seascn and 200 inches of snowfall in
windertime, but the growing season is relatively
short. Otiver Hoea include wild mowntain flowess
in the meadows, Serme and mosses on the cool
shody forest floors, and many kinds of berry
plaoty. lcy streams froem selting soow trickle into
mountain lakes, which in turn foed the larger
rivers that flow to the valleys and beyond.




The accompanying chart reprosents a typical
collection of posential encounters for the
characters 10 have above and beyond any
operations they have with the Overseer and the
Rael. This has been provided solely as a reference;
the DM should fedl free 1o substitute, either
individual mansters or an entire chart, as noeded
o masch with hds or ber existing campaign. The
pumber of creatunes encountered Jdepends on the
strength of the PC party: sometines a sole
hobgobitn scout can be as sppropriste & o
rampaging hoede of grimlocks. Any elf or elven
cat encoundered will belong to the tribe that
makes its home on the shoses of Ovchard Lake.

Getting Characters
to the Region

It should pot be too difficult to motivate existing
characters 1o visit the region, especially if they aro
of relatively low level and are seasching for a
place to begin an adventuring career.

Perbups the best way for getting the PCs into
Assom Point is through the use of Aston’s
prophesies prociaimed by the followers of the
monk (see page 20). The characters may decide to
come 10 Aston Foint in conmection with this
prophecy for any mumber of reasons. They might
e members of the oeder the monks belong 0.
They could be hired by & sage of another temple

to check things owt. Maybe they've been sent by
the local loed to help comtral the crowds that begin
10 gather In the arvs once the comet has been
sighted. Or they could just be curious. 1t is still
even possible that one (or moee) of the characters
has foreseen the arrival of the “comet™ in an
augury or other divination spell. For moee
examples and sagpestions, see the opening of the
adventure, “In Madias Rey,” oo page 44

Alsernatively, the characters could be in the aced
Quite by chance, wrapping up another mission,
when the fun begins. Aston Poing serves as a fine
jumping-off point for adventuring parties doing a
wide variety of moce traditional work, such a
gathering unusual plants or andmatls foc arcane

rescarchers, exploeing and mappding out portions
of the atea for the local loed, or even searching foe
sceme remaine of a Jost avilization. Perhaps
they ve finally tracked down an obd foo here and
brought him (oe her) to pastice at last, or they may
Rave brought an heirloom left by a dead

jon 2o his or her family. The DM could
decide that one of the PCs is related 1o some of the
locals (DM's choice as 10 which), that & PC's
beother Bas joined the monks, or that somneone on
the scene Is a former adventuring companion
(Drenim the drudd / werebear would be a good
candidate). An ol friend or {amily member who
susmons the PCs with news of a discovery and
then mysteriously dies or disappeans befooe their
arrival is alwayy » good mstigator of an
investigation. [f the DM prefers 10 have the
characters slrvady in Aston Point and famaliar
with it and its denlzens bedore they g0 o crisis
mode, then oo of those scenarios would be s
Rood way o start

Whatever the case, the DM should be able 1o get

the characters to Aston Point without too svuch
trouble. Ships mavigate Paradise Lake between
Asson Point and whatever the DM determines is
on the other side (in all likelithood, & lrger poet
city that serves an the seat for the Jocal lord), so
the PCs can casily book passage without any
delay —wnless, of cosarse, the DM decices to have
pligrims crowding aboard every avallable vessel
(s could pose an indesesting problem (f tme s
of the essence andd the PCs noed to get to Aston
Point quickly). There is also a wagon road that
skirts the northern perimeter of Paradise Lake
Between Astan Point and the lands beyond; this
way takes much longer to travel and s used by

and tradeserwen who are either not
concerned about the extra time or who cannot
afford 10 ship themselves or their goods.




Fitting Tale of the Comet
info an €xisting Campaign

For those DMs who want bo deop Tale of fhe Comed
inko thetr existing campaipna, here are a Sew steps
to take before the fun begins. First, decide on a
location. This shouldn't B 100 hand 80 do, as the
setting is remote. Second, select an appropriate
religgion for the monks. The deity itsell should
advocase hard
work and simple
lving. If no such
deity exists within
the DM's currest
pantheon, a rew
god or demigod
could be added
Altermatively,
Aston's cedes
coudd be a small Sl
splaver group of =

anexsting deity,. e

dedicated % .

seforming the way 3

that deity s

worshipped. Whatever the case, the monks need 10
have their belief system fleshed out some to suit his
or her own particular campaign.

The next thang the DM must do is decide what
bes on the other side of Paradise Lake, and who
runs the place. This is where the characters are
going 0 embark on their trip to Asson Point. so
the DM sweds to know what is available, how
much it costs, what are the local laws, and so
forth, because all of this will certainly affect
what's going on across the lake in Aston Point
isell. In addition, whoever is the ruler of the town
aczoss the lake is most likely the one now staking
a claion 8o Aston Potnt and intent oo turning it
Into A source of revenue

Finally, the DM may want 10 adjust the random
encounter charts given on page 5, taking into
accomnt arvy animals and monsters Bsted there that
do not exist in the DM's campaign. Also, if the level
of magx and velative power given in this adven-
tuse duffess significantly from the DM's campwign,

then individwal encounders should be adjusted 100
to bring them in line with the campaign’s power
level. If the campaign is & high-snagic one, mone
magical ibems may reed to be added to treasure
lists, while the DM would probably reduce the
number of magical Bems hold by NPCs o he or sbw
runs a low-magic campaign. Similarly, the mamber
of “morstens”™ encountered, and their individual
tougheess, may neod 10 be adjusted if all the PCs
are very hgh or very bow level

Ovwe thisg: %0
becp in mind as
the storylines
unfold in thas
mini-campaign:
out of the several
hundted people
{towmnepeople,
monks, elves,
etc.) living in the
arca shown on
the poster map,
only a good
Ccross-sample of
characters are
detailed for the
DM I the players concentrate thesr attention on
the monks of the monastery, then the DM should
personalize other monks besides Aston and
Brother Naestir, If the milstia plays a heavy role in
combating the Overseer's foroes, then each saldinr
& golng o need stals and ogui names arsd
pemsonalities. If the PCs ally with the woodwlves
10 combat the invaders, then the tribe’s leadens
and warriors will need detailing. There are over
two hundred regular citizens in Aston Point, and
to provide statistics even for all the ones who are
above zero-devel is beyond the scope of this book
Instead, we have provided stats for those NI'Cs
the PCs are most likely 8o imteract with; use those
NPCs as guidelines for creating the additonal
ones as needed




A ston Point

Amazing, thoughet Hostpoadd ro Avmsel! as e peerad through the s wifying
fwbe omvoe ageine. He Jooked dosm o e péece of parcioment e had Boen sonb-
WNimg om, studying the colondstions. He rechecked the figures 1o be certain
Yes, its defindtely golng to hiL, the sape thoughe. Hmm. Two days. Not
mach time

“Rory?™ Hostpoodi showtad douw the stairay 10 the room bedosn " Ruowd,
come e st omce! | have & Job for wou!™ The spe turned back to vieso thy
conet owce apavrr, still Besede il wvth joy. A comet, hitting here! e
theught, mentaly denciag uarh gloe. Perbaps | can name it after myselt
Wouldn't that make the rest of those foods &t the academy green with
Yy

A gerd of perbaps 15 ssvwmers appoared at the bottom of e sbairs. Yoy,
master?”

! tand wou 10 go merw me amother grouy of explorers, Roet | ke
svother b fo be dome.” The young avwsin frommead, odrsously displatend at
the msigrivaent. She stood ! the bothom of thy sdairs, hesitsting, @ mement
too lonig. Howtpoadi glernd at her. “Time & sastong, girl! Get 2 moveom! |
want hewt do sef oad donsight. Now o™ Salienly, Rovi spun om Aer heel sl
troevped out of sqpke

T sagr had alrrady forgotien her insolenmce thosugh. Aarvayg fursad hack
oncr apiin Ao s moles. He soved 10 2 naarby shelf and selected 2 splume
hound in ankley hide. Flipinyg # open carpfully. he began 1o soan the pages
He scrabbled more notes 4o himeself as he sooured b tome. Me stopped resdivg
tnd wade somye more caloadations. Thee Ae put dosm e gua ovd sy
sarnd

Shuking his head, Hostpoadd muotwd (0 o stack of matps on one (Tutiernd
ol and loafed terpuph them, Whew be found the ome be s looking for, he
dakd it out ow a desk. Them he took wp & sextant e & compass and began
plotting. Whew the Maes asd the caloulations were comglete, Flostpondi jus
stared o2 his work

Right here, he thought, It's going 10 hit right here. Across the lake,
Aston Point. Reght smack in the sadst of crasy old Aston himsell. And
they all say that he's been predicting . —the moalization made how
stamble i ol - thought

"Rore!™ Hostpoad: yelled as lowdly an he cosdd, hopaeyg the child bad bolted
lowy evosgh that she soas stll here. For once, her petulince Aasd served huim
ndl; she ansuered froes fie dottom of the toser. “Never sind the adoentur
ers, cheld. Pack owr things. We arv gomg ow & trip!™ The sage smiled 40 bim-
self, rmagiming the girl’s shock and doway coer this mewe furn of covmds. [
Aad berws quite 2 lomg Lieer séecr Hostposd: the sage Aad ket Ris tower. But &
oot by the grovsd seithiv o deye’ time, and noar encagh 1o be uvt-
nessed, wes oortasnly mo everyday ocourrmor. Amd one coming right an the
heels of a cerdain Aalf crezad monk’s dise predictons of Aatenly portenty
cvuld e v (oo



High up in the mountains, nestied on the shones of
a lange lake, in the senall comamunity of Aston Point
Part mining comesunity, part harbor, and part
farmland, Aston Point i truly a fronsier Sown on
the edge of avilization. It citlzers are haedy folk.
settling here %o make 8 sew e for themselves,
strike it rich, or just 80 got away from the doldrums
of a more sedate culture. It is a young communéty,
having sprung up almost overnight, and thus ¥ is
still & et wild and untamed

history of A ston Point

Some 10 years ago, a monk named Aston Tanak
came %0 the shore of Paradise Lake leading a small
group of followess indo the wilds to meditate. The
group escaped the decadence of society %0 start 2
new crder dased on the tenets of haed work and
simple pecossition; they wanted no part of the
luxumies that avilization had 1o offer. Aston and
his followers erectod 2 ssmall and crude chapel 10
their deity and began ekang out a living with the
abundant resources at their d

Waord began 10 spread back into the civilized
lands of the accomplishments of this small
comenunity of monks and their ways. More
followers of the deity began 1o arrive—not all of
them monks, but all devosed to the precepts of
hard work and semple Uving. The Hitle conclave
grew until 40 or 50 people had gathered there, all
of them bving in simple wooden shelters and
waorking the land foe sustenance. Many were
farmers. some knew how to hunt; stilll others
usdentood carpentry, building, and senithying
Together they made their community an efficient
and hospitable place to live in

Of course, Aston’s followers had to contend
with many hazards in the surrounding moun-
taims. The winters were often harsh and there
were many dangerous wild animals who made
their homne there. The monks even had to con-
tend with the occasional monster or roaming
band of humancids. SEIL life was a5 they had
envisiomed #—smple, without bavuary, and fll of
hard work.

Soon, enough followers had settied = the area

that a new temple was needed 10 replace the old
chapel. The monks saw thas as a new test to their
metthe, something that could ocoupy their tiose
and attention and prevent their lives from
becoming too casy. Woek began on an impeessive
stoee edifice on a hill g the litthe
collection of cabure and lean-tos.

At this point, there were about 75 adherents of
the Laith living i Aston Point, as the comnmunity
was now callied. Most of them were simple farmens,
but a few had acquized other talents and shills in
their provious Eestyles that wodd prove useful in
constructing the temple. Still, the work would be
tresnendously difficult and tieve-corsuming. These
people quarried thelr own sone from up in the
mountains, bringsng it downiriver to the
construction séte on rafts. Then, they moved the
stone blocks up the hill oo wagons to the site

After seven years, the temple was finished. The
monks stopped 10 take a look at their handiwork
and then at thetr bitthe community, and realiced
that crvilization had come to Aston Poist. Durieg
the course of building their edifice of wonhip,
moee and moee had come to the town,
cither to help in its construction or simply o live
and work. The town now had a population of
sbout 200 people, and certainly they were no
longer juse followess of the monk’s faith. Soene
had come 10 the commusnty to escape the city,
others came 23 adventurers seeking wealth, but
most were simply hoping to make a living &
busiressfolk n a theiving community:

Docks had been constructod on the shore of
Paradise Lakeo and ships now casme 1o Aston Point
from across the water. An extended family of
dwarves showed up and began a mining operation
farther up in the mosamtairs, extracting ones and
precious onetals from the rock. A druid came and
established 2 grove not fae from the town, and @
tribe of woodland elves off %o the northwest began
trading regularly with the commumity. Several
shops opeswd their dooes for business, offering
varoes and sundry goods and services to the
people and visitors of Aston Point. It was a busy
place, but st o bit willd and lawless.

The monks” vision of & place of solitode and
sienplicity was nothang more than a memory. Of




course, they still had quite a following, and many
o the faithful now chose to take up sesadence in
the temple itseld, rather than remain in Aston
Point. The enclave withdrew from the hustle of
society and civillzation below, returmning their
atterition on their deity.

For ias part, the town ignored the temple and
went about the business of developing, Thinmgs
contineed 80 progress, unhl the loed of the lands
beyond began to ke an isterent. Initially, &
garrison of soldiers bearing the Jord's banner
arrived 10 establish an outpost near the
commumity. Ostensibly, the Jord wished %o prosect
these citizens and ensure the safety of his own
boeders from whatever theeats lay in the higher
mountains beyond, [t soon became evident,
however, that the kord’s true interests lay more in
revenue—namely, taes. Sach was the price of
saccess for Aston Point, asnened into the
chvilization it had tried so hard 10 escape.

The garrison began raising & small keep to serve
as 3 headquarters and accomanodations foe (tself,
hersng Jocal diggers and contractars 0 aid in the
commtruction. Other officials began 10 arrive,
including a magistrate, & tax collector, and even &
distant cousin of the lord who wanted 4 tithe,
lands, and the commensurate castle and wished to
survey the asea foe its sultability. Law and order
had come to Aston Poine.

Aston Point Today

The town of Aston Point offees a variety of goods
and services 1o the cGtisen and visitor, and it
serves as a converdent jumping-oféf point for
musy explocens and prospectors who journey into
the mountaios. Adventuners azw a fairly comsmaon
sight bere, too. The lord’s law Is obeyed (for the
most part), and there s & veteran garrison
sationed at the modest keep that maintairn
ceder Now goods and passengers come and go at
Aston Point’'s harbor daily, so there s always
activity in town and down at the docks.

A map of Aston Point can be found on the front
of the poster map (Sop right comner),

Locations of Interest
in A&ston Point

L Old Chapel
The arigimal chapel built by Aston Tanak,
abandosed when the monks moved into their new
temple cn the hill, seill stands quietly in the middie
of town. Plous mesnders of the commwanity make
mubhcptmgoodnp.lr and it's not unussal
10 Do, Cartsey, OF tip thels
Whmdhmwdmdsm”
by, or to ener for a few minwtes” silent prayer

2. The Fox and Peather
A large sign portraying the grinning head of a fox
with a feather in its mouth (as though it had just
caten a chicken) provides this establishment with
its name. The Fox and Feather s considered to be
the best inn and alehouse in Astons Point. It is &
large, three-story budiding with a flagstone
foundation and first floce, whille the second and
third floors are constructed of huge rough
timbers. The Fox and Feather is right in the center
of sown, on the square. Rilmwick Tirmunt, the
or, runs the place with his wife Geenna,
their daughsers Hildra and Phaye, their son
Ortrin, and 2 young halfwlven maiden named
Asrienda. The whole extended famidly takes great
pride in the establishment, working hard 2o keep
the castomers happy.

Rilsrwick runs the bar, while Geenna is in
charpe of the kitcheos, where her specialty is trout
and eggs 0 a croam sauce. She serves many other
tasty dishes as well, made fresh dadly from
mgredients gathered in the noarbry asea esther by
Asrienda or Greona herselt. Hildra and Phaye
asaist in the kischers and dinioag room, and they
belp their father at the bar when needed. Their
regular duties also include cloaning the guests”
rooms cach day. Ortrin works the stables with the
assistance of one hired hand named Jobal.

Despite the booming nature of Aston Folnt,

10




Rilmwick refuses o jack up his prices
unnecessarily. Masy of the servioes Bsted in
Chapier 6 of the Flayer’s Handbook can be had o
the Fox and Feather jor the sandard price. The
e has over 30 rooms Sor sent, and the place is
always at beast half full, usually even moee so, due
to the ssgnilicant number of
adventurers who make Aston i
Point their base of operations
All of the snembers of the
Tiemwnt family and Jobal
are zero-beved hamans,
except for Asclencla
Asrienda’s wood-ef
mother died in
childbirth, and no
one unew her
Muman father
Asrienda was
forced 1o grow up
an orphan among
her tribe. When
she was old
enough, she chose
80 stop Mving with
ber kin, moving
irstead to Aston
Foint, wihere Rilawick
has somewhat
unofficially adopeed the
gizl Nonetheless, sdw learned
quite a bt of woods lore in her
youth, and also learned 20 hodd her
own et the croelty of e olf childsen. As a
result. she is now a badding ranger
Recently, Asrienda has become quite friendly
with the drusd Deendin, and comes up with good
reasons 50 visit his cabin two or three times 2
work while out on her shopping or foraging

expedibons

Ascienda, bef, RE: AC S (loather armor);
MV 12 b 9 THACD 20 AT 2 Dy 146/ 1d0
(homg bow ) or 1d4/ 144 (dagers); SA two-
wodpon fighting style; ST 30% resastance t0 slary
and charm, indravision (60°), ranger abilities (see
below ) SZ M (53" ML champéon (154 AL NG

Stri13 Dex 15 Con 14, It 9, Wis 16, Ohe 9
Ramger abilitiex: Tracking proficiency, animal
empathy (saving throw vs. rod/ wand /staff %o
resist), Move Stlently (15%), Hide in Shadows
(15%),
Persovslity: reflective, likes poetry, loves
natute, sensitive to irsults

"
" . . 3. The Grinning Gar

This dive near the docks is
a favorite hangowut for
sallors, fishermen, and
roustabouss. It is
easy to identify by
the large faded
placard hangng
over the front
dooe with a
picture of a large
garfish jumping
out of the water
with a huge,
exaggerated
toothy grin on it
face. The more
sober townsfolk
avoid the Grinning
Gar, i for no other
reason than becsuse
brawls break out several
times nightly. While Aston
Poént s too sesall to have &
thieves” gulld, this place will
probably be the nucleus of any future guild
that evenstually forma.

A wiry little rat of 2 man named Cumbry
Seoos owns the place, serving cheap spirits and
lousy food. Cumbry came to Aston Poist after
many years of working as a privateer on distant
waters Lar from the mountaing. He stifl hasn't
gotten used 10 the thin atmosphere and cold
weather, bat as he puts it, “There are a lot of
people Jooking for me that 1'd rather not
sucoeed. Up here is the last place they'd think to
look.”

Easily the Grinning Gar's greatest attractson |s
the waitress, Nal K'del, who serves drinks in the



taproom every night unti] closing time. Nal Mongo, hm, F7r AC 10 MV 12; hp S5

eryoys launting her beauty and flirting with THACD 74 (11 with bhepesh « 1, Ser); #AT 1
new customers. All the regulars, however, know Dng 14245 (Hiats) Or 284+5 (Bhapesd +1, Strk;
that she is the paramour of Mongo, a huge, SA exceptional Strength (+2 10 attacks, +5
tattoo-covered satlor with a vialent temper who dasmage), SZ M (657 ML fearless (190 ALN
blows into town every so often when the ship Ser 18/97, Dex 9, Con 10, Int 7, Wis 11, Ohr 12
he sails on puts in. Mongo bas been Personality: snsarely jealous, dimn

known 10 beeak the arms ard witted, emoys 4 good brawl
legs of any rival who didn™t
pruadently vanish i thme
but has never actually
kilded amy of Nal's
othetr suitors (yet)
For her part, Nai is
delighted with
these periodi
proots of bis
atlecCtion and
considers the
whole thing

great fun

4 Mother Naimese's
Boarding House
Mother Naimese, a
huge woman with a
large heart that sbe
hides behind a
'\ sailoe's month,
provides cheap
food and shelter
10 anyorwe who
\ wanbhs it, which
means that she
boards a Jot of
satlors,
adveniurers, and
other roustabouts
She doesa't mand
the rowdy natre of
her clients, a5 long as
it's not criminal and
nothing gets broken She
has several regular boarders,
all of whom love her 1o death,

Cumbry

Stoos, hm, TS
AC 9 {Dexk MV
12 hp 14 THACD
I8 (17 with dagger
oI5 #AT 1, Dimg
184+ ] (dagyer «1); SA
backstad ( +4 to attack
roll, triple damage); SD
thiof abilities (see delow . SZ M

(59" 5 ML unsteady (5 AL NE. Str despite their graff natures, and refer 1o

5, Dex 15, Con 7, Int 9, Wis 11, Chr & Thiet her simply as “"Mother.”

Abilities: PP SO OL 42, F/RT 40 MS 40, HS 31, he ;-Lu o itsedl s Ahing ewore than a

DN 20, CW 90, RL 25 dilapédated row hosse with two stories. The
Specisd Equipsent: ring of dvotsiiadiry upper story contains 15 iy rooms, each with a
Prryvosality. shrewd businessman, Iikes carda bed. a storage trank, & writing table, and a

chalr—there tsov't room foe anyvthing else. Mother

Nad K'del 8, TR AC 7 (Dex)h MV 12, 0 &, Naimese lives downstaiss, where there is also a

THACO 19; #AT 1; Dimg 104 (dageer); SA large dindng rooen and an adjoining kitchen. She

Dackatal (44 f0 attack roll, double damage) SD peepares two meals each day— breakiast and

thiel abvilitses (soe below); SZ M (587 M1 dirnwer. She spends a kot of Bme fussing over her

average (100 ALCON. Str &, Dex 17, Com 12, It regular boarders, scolding them when they miss

1, Wis 6, Che 15 Thief abilithes: PP 45, OL 43, o0 many meals or are not taking care of

F/RT M MS XL HS25, DN IS, OW R themselves propery. Most of them troat her
Fersonaity. misciievous, flirt, affectiomately hike am overprotective mother

12
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5. Big Bilton the Blacksmith

This establisheeent doesn’t need a sign, as Big
Bilton has bis operation set up right oot front
where everyone on the street can plainly see (and
hear) hies working ot his anvil Big Bltoo is a
gaant of & man, working bare-chwsted all day dong
nent to the hot forge. His head Is completely
shaved except lor a braided 10p knot that hargs
down to the base of his neck. Little Bilton, Bilson's
fourteenr year-old daughter, works beside ber
lather and looks e she mvight ogual the sonior
Diltom in size when she reaches adulthood.

Dilson does all kinds of standard smithing work,
inchading horseshoes, hinges and lasches, farmer's
tools, and so forth, but no weapons or armor. His
foes are mexpensive, and hs woek is decent, i not
outstanding. Both Biltons are 1st-Jeved fighters,
but both are devoted to their work and not
nterested in adventuring unless comvinoed that
the town's sadety &s at stake.

& The Armory
The sign om the front of this bullding shows a pair
of swords crossed bohind a rather ormate halm.
Gordrauk 1 an expert woapormmith and armorer,
able to craft just about any type of weapon or
armor that s avallabie in the DM's campaign
setting. He caters to the snilitha ot the keep and %o
adventurers, producing special ceders with
regularity. Gondrauk’s fees are higgh, but his work
1 worth (t—-besides, there’s no one else around
who can sy Weapons of armor

Goedraok lives alose upstaars from N Business.
Although be is very good at what he does, he s
not well liked By the peaple of Aston Point,
having too high an opinion of his oven abilithes.
Scene say that he hoards his money with the
intention of someday buying a noble title, but
thus far that's pust speculation. He s a zero-level
huesan

7. Bisghan the Leatherworker/Furrier

A large wolf hide tacked 10 & boand outside thes
bullding indicates that the proprwtor, Binghan,
works animal skiow of all types. Binghan's
busiswess is booming and has been since she came
to Aston Point five years ago, as all of the trappens

seil the fars they bring down out of the mountains
10 her dizectly: Sho has been able to establivh quite
a listle sndustry shipping both raw and fanished
hides across Paradise Lake to buyers on the other
side. Binghan = prodicient enough to make leather
armoe, if , but it takes awhile—she is
kept quite busy with her fur trade.

Binghan and ber family, & hastund and two
young daughters, live on-site. Her hmasband,
Laryl is an ex-monk who has becomne an
accomplished loather waorker in his own right.
although he specializes im trinkets, purses,
goods once & week at the open macket. Binghan
and her husband, both zero-level humans, are
popular with their fellow townspeople for their
friemdly natures and willingness to help ot
anyone in need, being hard-working and devout
followers of Aston’s faith

8. The Harbormaster
Mackrew the harbormaster maintains hin office
here In this shack of a building, although it is a
rare event o find himn in it he & sleeping
off the previows might’s fiestivitien. Instead, Seldra
the shipwright most of the duties of the
harbormaster (keeping the books, assessing the
fews, and wo forth). Although msany people & town
have grumbled that Mackyee should be taken off
of the payroll, Seidra silences sach talk because
she has a fomdness for the old retired sadior.
Whenever Mackree is needed 1o actually ssgn
samething, he can be found deinking and playing
darts at the Granning Gar

The harbormaster ‘s peimary job in Aston Point
is 10 assess the valuw of goods entering and
hvmwmcmmdd\umhmd‘
mwmmrmmw y

for docking rights, plus 4% of the vale
of all goods 10 be offfoaded.

9. Seldra Baatwright
Seldra, a long-time adventurer from coastal

reglons far away, now works &s a shipwright in
Aston Point, as well as performing most of the
day-to-day duties of the harbormasser (see the

preceding entry). The town is rot reallly big




enough for Seldra 10 get enough business, aside
from the odd boat repair job, but she really
doen’t need it. She retized after some particularly
successful adventures, wealthy enough bo got by
tor the rest of her days, and thought Aston Foint
wontkd make a fine place to live. She spends a Jot
of her free time st the Crinndng Car or simply
hasgang around the docks checking out
ntenesting new arrivals

Seldea, M, Foc AC 7 (shield +1, Dex); MV 12
hp 40; THACD 15; #AT 1 Dwmg 1dS+1 (long
swoed, Str), SZM (59" ML elite (341 AL NG,
Str 16, Dex 15, Con 12, Int 11, Wis 11, Chr 10

Specail Equipment. potion of gran! stremgti.

Personality: botaterous yet responsible,
etsernally curoun.

10 Stolton's Goods

The sign hanging &n fromt of this shop shows an
image of a wooden bareel and a sack of flous
Stolson and his wife Nelma (the sister of Kilmwick
Tirmwant, hostier 2t the Fox and Feather) run this
geowral store, where they sell everything from

farming j0ols 10 mingng equipment. Anythang
listed under Clothing, Household Prov 2

and Miscellaneous Equipment in Chapter 6 of the
Flayer's Handbook can be found or oedered. Most
of the folics of Aston Point shop at Stolton’s Goods
for their household iserms and dry goods (heans,
flour, etc.).

Stolton moved his family to Aston Poing while
he was still a follower of the {aith of the temple
moniks, but he decided some time ago that there
should be more benefits of hard work than the
favor of a god. As the ssonks drifted away from
the rest of the town's saciety, Stolton remained
and set up his shop, where he now does a thriving
busimess. Nelma remmained quite phous, and the
two often guarrel about his worldliness, with
Nelma predicting ruination on them all if be does
not meend Mis ways. They have one indast son,
Alveron, and are all zero-level humana.

11, Covered Market
Moat of the fruat, vegetables, meat, and fish that
are Brosght into town are sold heve by the
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larmers, hunsers, and fishermem. The entire place
is oo big covered pavilion with rows of open
stalls underneath. There is 00 foe reguired for the
use of this facility, nor is there any kind of
security. It's first come, first served as far as who
gets which stalls, bat there is more than enough
room, and no oo has been unable to find a spot
%0 date.

12 Kunrel's Carpentry Shop and Lamber Yard
Kunrel, 3 passable If not spectacular carpenter,
does & thriving busisess hore i Aston Point,
premarily i construction. There has been a steady
How of new dtlzens moving indo town, and
someone is always ready to baild & sew house,
barn, or storetromt. Kuneed employs several other
men sod women i his dusiness, whwther il is
stackiog lumber or working at the job-site. Kumrel
himself does all of the carpentry work, although
this s 2 mech smalier part of his business. He s a
sero-level haman

One of the members of his construction crew is
& rogue nasted Detrius Phailmont, who fled
avilization after an elabocate double<cross by his
employer set him up as the scapegoat for evurder.
He came 10 Aston Point to get away fram all that
and is content for the tame being to make an
honest living with Kunsel With the comning of the
comet and the resulting influx of people to the
town, however, he will start 30 get ideas in his
head that he might * “ his Income with
no one noticing. He is leery of Toagla Mel, the
captain of the milstia, who Detrius thinks might
not completely trust him.

Detrius, han, Té: AC 4 (ather +1, doots of
sérifing and springing, Dex) MV 12; hp 10;
THACD 19 (17 with throaing daggers « 1, Dex);
SAT 2; Dmg 1d4+1 (2 threuing dagpers « 1)
SA backatab (+4 to attack roll, double damage):
SO thief abilitics (see below), SZ M (357,
ML average (8); AL NG. Ser 13, Dex 16, Con 12,
Int 11, Wis 10, Chwr 17, Thief Abilities: PP 45,
OL 42 F/RT 35, MSI3, HS25, DN IS, CW S,
RL 2O

Persomality: likes to be your best pal




13, Gwilbey Orel's Manos
This well-appointed estate seorms very out-of-place
among the tumble-down shacks and other
Purrsedly built sensctuses of Aston Poiot. Bt an
elaborate affair of marble columes and impeccably
groomed gardens that speaks volumes about its
owner's sense of sell worth. Cwillwy owns the
warehouses down at the docks, where all the goods
that coene and go from Astoo Polrt are stored.
Arrivals muse pass inspection and be assessod by
the harbormanter befoee they can be freighted to
their final destinatcen

in addition to this Jocal basiness, Gwilbey has
imvestonents all over the region, particularly in the
port city just across the lake. Gwilbey spends very
litthe time a2 the docks, as he believes in the merits
of making money off of other people’s laboes,
Enstoad, bas daughtor Alans rurs the buseness, &
situation that he doesn't like ome bit. However,
Gwilbey allows it because his wife Recaba dislikes
Alara and thinks that the girl should be as far
away from the manor as convendently possible.

Alana’s seal mother died when Alana was only
three, suffering a broken neck after a fall from a
horse. Recaba is 2 gold-digging shrew who
married Gwilbey shortly afterwand and has boen
brow-beating him ever since. Alama is aware of
Recaba’s intentions %0 win away the Lamsily
fortune from her, and although she cares listle for
the mooey hersell, she has began taking steps 1o
relocate the money ia places Recaba can never
reach, Gwillbey himaelf is cblivious 1o most of the
going-ons around him, spending most of his day
cavorting i the garders on bas estate. Gwilbey,
Recaba, and Alasa are all rero-level dumans.

. Assayer’s Office

All of the ore brought into Aston Polst, as wedl as
any precious metals from throughout the region,
come 1o the assayer s office fint. There it s
evaluated before it s either sold to the smith o
armarer of prepared for shipping clsewhere. The
Stonebreaker clan actually hired the assayer,
Bronbey Mouldrin, 10 set up shop i Aston Poiet
and act s an impartial assaver so that everyone
who bought the ore they dug out of the
mosntains would feel like he or she had gotten a
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decvnt deal. Because the mine s so sucomadul,
Bronbey is making a falr penny himself. He & still
soenewhat young, and a bachelor who finds Aston
Point a litthe bit of a bore (at loast until the
beginning of all this recest hubbub). He only stays
because the Stonebreakers winh it and because of
the job security. He is 2 sero-level human.

15 Fegro's Freight Service

Fegro operates his freight hauling services for
Aston Point with hés son, Cendrix. Together, they
drive wagors 8o and from the docks, moving
goods around for the various store owners and
shopheepers. With the influx of setthers and new
coostructiom, as well as the quantity of goods
being shipped from Aston Point 10 points beyond,
buseness is beisk. Fegro and his family, which also
includes his wife Lomith, live in rocens above the
shop. All three are zero-level hamans.

16 The Pagrim Sawmill

Loggers upstream bring freshly cut logs down the
river to this savemnill, wheee i2 & cut imto lumber
for sale in town or shipping elsewhere. Reimin
Pagrim owns and operales the sawmill, and
although be is a fair businesaman and employer,
few people like hs dour natuze. He has a
perpetusl scowl on his face and doesn’t have
anythiog race to say 10 anybody, Pagrim is 2 zero-
level human with no family

The mill was constracted by digging a side
channel out from the river and then back again
that serves both as a meass of cormalling the logs
that are brought downsriver and as the source of

for the water wheel. Special channel gates
ot each end of the channed koep the logs contasned
but allow the current to contimue flowing. In the
past, most of the wood from the sawmill was used
in Aston Foint itseld, but in recent times more and
moee of the lumber has beem sbipped across Lake
Paradise for use elsewhere.

Pagtion employs seven people in his operation,
which includes four loggers working upstream and
theve mill workers who cut, sort, and prepase the
wood for traseport. O of these el workens i
actually an agent fior a militant deity, serving his
temple (choose a religious onganization appropriate




10 the situation) by keepeng an eye on the going-cns
of Aston Point. The agent, a cleric named Kalton
Praug, sends regular reports about the monks and
thewr temple, Drenin the drusd, and the gaseison at
Aston Keep. Once the trouble bogies, PCs might
find Kadton a staanch of stiff-necked ally against the
mvaders

Kalton Pramg, hm, Cl AC 100 MV 12 hp 19,
THACD 20; #AT 1 Dmg 146 (quartensadf),
SA spells; SD spells; SZ M (5107); ML fanatic
(18); AL LN, Str 14, Dex 7, Con 10, Int 14, Wis
14, Chr 13, Spelds (2/1): remoty fear, light
mesnger

Specaal Equipmend. Holy symibod.

Persmality: laconic, fearkess, righteous.

17. The Docks

All shipping traffic begine and ends here, where
cargo &s oaded and unloaded %0 and from the
ships and nearby warehouses. On a typical day.
four 10 six ships put into port. The docks are 2
rough place. During the day, roustabouts scramble
aroand, working to quickly kad or unload the
various cargo that comes and goes. Individuals
not used 0 dock work can find themselves getitng
in the way of the roustabouts, who do not take
kindly to interru In addition, many of the
dock workers and the salloes from the ships ane
hard, unsavory characters who Jove a good fight.
Seldom a day goes by without a quick round of
Fsticuffs,

At nighv, the place Is even more dangerous. The
docks are & favorite meeting place for agents of
vanous shady characters who peefer 1o transact
busimess away from all peying eyes. Although
Aston Poisdt is & rather semall place, ity wild sature
makes @p for it the careful cbserver can usually
see 2 shadowy figure o two slipping 10 or from a
meeting place between the ship moorings. Alert
sendries on board the ships themaelves mvust
always be wary of thaeves and stowaways
attempting to sneak aboard

15. Hundsmund's Stables
Orvim Hundsmund rans the stables here m Aston

Poist, providing guality grooming and shelter for

any mounts left in his care. He charges the regular
Sevs linted in the Pleyer's Handbook (5 sp per day).
He normally has 1d4-1 riding hoeses for sale. The
DM muy later adjust the mumber available, due to
the indlux of comet watchers

Orvin hisself & married 1o Groda (amother of
Ril=rwick Tirmunt’s sisters), and they have theee
childeen, all girls. The girfs are Gredin, Lainke, and
Debring, ages 16, 13, and 11, respectively. The fact
that they are female hasn't Orvin from
raising his kids 2o help Mm in the stables, and all
three of thems are adept at riding, grocening, and
shoeing. Orvin, Greda, Lainie, and Debrina are all
zevo-deved bumans, but Geedin is moee than just &
poenboy. She has boen soesking ot at night for
midnight romant trysts with Erick Trussk, a
young soldicr at the heep. He has also been
teaching her how to handie & swoed.

Gredin, hf, F1: AC 10; MV 12; hp 7; THACD
20; #AT |; Dmg 1d8+] sword, Sark SZ M
(2% ML steady (125 AL CG. Ser 16, Dex 11,
Con 12, Int 10, Wis 9, Chr 15,

Prrsomality: tomboy, bad case of puppy love.

19. Aston Keep
The Jocal garrison is housed here, led by Captai
wwlmmmmmmmm
town proper, s well as conducting sorties up into
the mountaies to preserve the safety of the region
from humancids and other monstrous eownies.

Captain Mel arrived bere two years ago with a
company of 30 veteran soldsers and immediately
began anganizing construction of the keep. It Is
not an elaborate affair, consisting only of a two-
story tower made from stone quartied from the
nearby Ssonebevaker misw, protected on the north
and west sides by a wooden palisade. The whole
garrison lives within the keep, along with
sufficient stogos 80 withatand a mimor siege. It
would be possible, althousgh difficult, 1o fit all of
the Jocal sownsfolk into the palisade and towes.
However, once the current popalation is swollen
by all the comet gazers, theee is no way they can
all be protected within the keep.

A map of the keep can be found on Handowt 4
{froev).




4. Wooden Towen

These towers ape corstructed of thick logs, as are
the palisade walls that run between them, which

stand about 15 feet high. The towers stand about

12 feet off the ground, and Jow hald-walls provide
protection 10 the occupants. They are acomeed by
stout wooden ladders. Walkways mounted along
the mtersor sides of the walls aliow the troops to

take up Sefermive positions there.

b. Outer Gate

This gate s comstructnd of thick logs bound
together with rope. It is hinged on the Insbhde and
0 swings mward. Bt can be barrod shut with 2
Large beam dropped across it that rests inside a
frame built right into the flanking towers.

<. First Comrtyard

This area is st up os another barrier of defonse; if
the enemny manages 10 breach the first gate, then
they become trapped in this compound, pinned
down from the main tower as well as the sowers
that flank the inner gate.

d. Imner Gate
This gate is sdentical in construction to the outer
wate {area b).

e. Main Courtyard

This Is the main yand of the keep, where the
sobdiers of the garrison drll It also serves as
another entrappiog liswe of deferse, should an
enemy ever bevach the innwr gate.

f. Stable

This budiding hosses the soldiers’ moungs. It i
constructod of stone 10 better protect the horses
maside, should an enemy Job fery missiles over
the walls of the palisade. There &s a hayloft insade
and Binede, the stabie boy, sleeps here. He s a
zero-level human

& Stocage Rooms

The garrison store all of their supplivs on the first
floor of the tower. Everything from food 8o spare
weapons are kept down here, where it is cool but
dry. The temperature is cool encugh that some
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perishables can last for looger than usual, such as
cheeses, vegetables, and breads. Other food
inclodes drind and salted meats and barrels of
water, wine, and ale. Extra equipment inchudes
spare suits of armor, shields, and woapoos, as weil
a8 construchon hardware, tack and
hamness for the horses, tests, blankets, and

clothing

h. Tower Entrance

The entrance to the tower s on the second floor;
for anyone to enter, a drawbridge must be
krwered to a platform approximately ten feet out
from the entryway. Inside the entryway, a 20-foot
cormdor leads 10 a portcullin. The corridor is lined
with arrow slits: the keep's Last line of deferse.

L Main MHall

The comnmaon rocen of the Sower has a lange round
firepet in the cender for cooking and warmth:
smoke escapes theough a hooded hole in the
cellieg. There are lour rough-hewn wooden tables
in this hall, each with eight chairs around it. This
s the center of all tower activity. as all eneals and
mectings are served or conducted here.

j- Cammon Quarters

Each of these rocams houses three sobdiens. There
are theee beds, each with a trank a its food, as
well a5 4 small writing table, three sets of shelves,
and three armoires

k. Captain’s Quarters

The captain of the garnson, currently Torgia Mel,
resides here. She keeps a spartan lving space,
with only a senall bed, a trumk containing soow
unremarkable personal effects. an armoire, and a
large writing table that is usaally covered with
maps. A set of shelves holds quite & few books, as
Toegia Mies 1o read. She also koeps meticubous
notes on day-to-day activities, both for pessonal
reference and for filing repocts with her ssperion
across Paradise Lake




Aston Point

Toegia Mel, b, P5: AC 2 (plate matl, shoeld )
MV IZhp S THACO LL BAT 3 /2 0¢ ),
Dmg 1410 (two-handed sword) or 1d4 (ght
crossbow ) SZ M (57117 ML chamguon (161
AL LG Str 15, Dex @, Con 10, Ing 15, Wis 10,
Che 13

Spwcaal f{;.‘.‘“rﬂf Sone

FPersomality saaic, capable.
carevy soldier; won't ask her
troops 8o do anything she
wouldn't do hersed!

L Lisutemant's
Quarters

The second 0
command,

Licutenast Osnt

Folt, occupaes this
room. Me ks an
ambetious msan,

eaer 10 imd the
Mdder woa

commumand of his

omwm with the

hord's military

forces. He cormiden
this post 10 be
something of an nash
10 his credentials, bat
dewprite his sedf-mportant
ittitude he respects Torgia and
follows her orders well, having
served with the captain for many year

Osrit Folf, hm, Féc AC 2 (plate masl and
shaeld ), MV 12 hp 44 THACD 15 (34 with Str);
#AT 1; Dmg 1d8+3 (long swoed, Str) or 1d4
(lighe cromsdow ) SZ M (57107 ML elete (14)
AL LG Str 18/3), Dex 12, Com 15, Int 10, Wia 9,
Chr 1)

Spevied Equipmeent. hoese

Personality amnbitious, standoffish

. Malrwell
This spiral staircase connects the first and second
floomns. Also within the alcove next 20 the staircase
is a ladder leading 10 a trap door overbead, This
trap dooe allinws acoess to the rood, where many
barrels are set up to catch rain water The top of
the trap door is concealed to hook (ke
the rest of the roof, just in Case an
enemy sanaged 10 get oo top
of the tower, and the trap
door itself can be bolted
from below

n. Drawbridge
Winch

A mechanismn set
im0 the wall at
this location
contrals the
drawbndpe
outside.

o. Portcullis
Winch
This snechanism,
set (neo the wall,
conrtrols the
portculias at the
ieserior end of the main
oentry hall

20, Temt City

When the advenhae begins, s0 many
people will fock 10 Aston Point that they canmot
be accommodated in the inew and averns. A
temporary tent oty will spring up across the river
from the main town, filled with adventurers,
beggars, itinerant sages-in-traising, self-
peoclaimed prophets, mercenanies, confidence
men, terrified farm families, and whatever eise the
DM sees fit 30 have on hand. Captan Mel will set
up a security detail 10 patral the area regularly,
but this will remain a volatie, discederly arca



eyond Aston Point

e croad silling abosd af the bawr of She temple ws restioss. There uwy &
Aewmssomy in She air, alwont padpuive, ! s dorw of the boosdador fhat Aston
o sponk. Astom had spobien # ot of Late, dut this rame, evervosy seemad o
Cwo thad My Qus sometivey griaier of Sork ey -vv‘.’f".'.’.:\' vy
divvme. The pevpde patherad hefore the tompie dad come in droves Sovight, all
ot lag 10 Be & purt of the repered monk's prodictions. They wanied Ao fovl
the raduncy of kis Nesdoes, hear the contort of ki prophessien, eed svont of
o they wanted & koo skt he thoueht of the faming ot hovering in the
miyk? shy moae!
1 e cartatn pardnd af the back of the dalcony, and eut totternd Asion
Tarsak, the pevtrrable monk who for 50 muny vears had Jad dis peoge in a Lig
of moeplicty end derout fodls. Now i e old end fred, and somwe whibspered
that his mund wes gone oo, Those remermsomgery chatosed fhat e ald man s
spvechey ey aodiing morw fAdn the prattiing of @ sewdle o, Frae sasd thes
shrre oty cosdd otwriedr, of conrse. The ponivr of thr deweplde s i1l
stromg i Astony Pornt, of mod as cowr? @ if had once boen
T he clderly man sieppad do the ratling, ssrveying the crotod defoer Aim
avick had saddenly hushed. s heciauh gasr savpt hack arad forth, sdopping
ocosstonally 1o settle wpow ome sacomfortsiNe behiever or anather, “Denth b
Upow U™ his pravelly vokie squststed. “The Wrath of the Divone ones
Rains doawn from the Hesoens!
Az unisasy seumbling arose fromy the croand. Cloarty, swoh dive pradictions
had net hevn expwted
Behold!“ shouted Astom, podwting o the sky, fosoand the ploseing comet
They senid thetr Fiery messenpey 10 Warm us of owr trransGressions! We oy
Betroyed the Soachings of osr Spiritaal prodecior, and Fie Is ANGRY!™ The
monk sas practically screambeg wow, spartle frothong wpow fis fip as he
ranted. “We are unWethy of thwe irssoms of 1%’ We AvSede thew and twrn
imstesd &0 existences of Dyvcadencre end plaasares!
Some murmurs of agreement arose from the croud, whach sws oacr apaie
millng rextiosady. Many of thowe o attemdance seemad discomital
T have deem Warmed!™ Astow scrosmand. "1 bate Hoand the messagy o
Doom! Detth 1S apon s, sy children! The Portents bring YA them [hsas
fer amd change’ Nowe shall by b snScerred! Nome shall svosd the Brand of
wderstomding rhat comes from Abooe’ Atrocteey shall uwlk the rerth, and
the pery Foundaton of owr [ives shall b BEemt assonder on thewr passing!' It
Shall Be Dvbipered
The anciend monk wus gesturing soaddly by thae fane, sl @ couple of brotk-
ery of the order muted M Calm Astent, lest be otuse kil harmy in some sy
Bt feser moticed. The trouaows in Qe crosed haaw procoee Devesad [he peogie’s
capicity to contam (U, and pushieg and shoming hat bepsw The peopie wwre
frightemed, smd ¢ shouwnd
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Beyond the town limits of Aston Point ase several
other spots of inserest. Each of these s located on
the area map of the Aston Polnt segion on the fiest
poster.

The Temple

Heve the monks of the original onder that settied
with Aston several ywar ago row dwell. They com-
pleted this temple to their desty and belieds about
threw yoars ago and withdsew froe Shw town wihen
they realized that it was no populated mos)-
ly wigh adbereres %0 the [aith, Brother Aston still
lives and prossches over S rest of his boethemn,
aithough be s pow very obd and somewhat infirm

All in all, theee are about 35 monks living here.
Same of them are former adventurers who grew
tired of the life and wanted nothing moee than a
quiet place 0 live oot their remaining years. Most,
however, are ssmple folk with a desire for simple
living and a spiricuality to match. They have, at
some paint or another along their lves, realized
that it wasn't enough S0 want 10 past live e in a
simple, straightiorwand manner; the civillized
workd just wasn't conducive to such a thing. There
were 800 sy templations, both to the sperit and
the flesh, and the only way to draw truly close 0
their deity was %o withdraw from  to b
inward with others who shared their

Aston, for his part, is a Btthe on the bizarme sade
He was never a militant sort, though Servent in his
faith as snyone could be, with @ charismatic

y able to convince others to follow him

[ his eyon, Nving simply & the foundation of a
spéritually pure existence. No ane can truly Bve
up %0 this ideal. he teaches, but redemption can
stsll be found through the tods of phvysical labor,

Whiile this is not a particularly unussial concept
within the greater workings of the faith, Asson
also has a strong belief in the interpertation of
sigre, and sigre are visible {at least to him) all
over the place. These signs have been a comstant
guide o Aston, who has used them 10 disect his
lide and the lives of those who chose to follow
i, Now that he has grown old and wandering
im buis wrts, aften his iverprvtations are seeeningly

random or contradictory, but few questicon the
venerated leader Those who have never seem to
be adle to refule Aston’s twisted, circular Jogie,
and eventually esther give up or Begin to lose
favor with the odd man.

Aston has recently predicted the coming of a
greet sign, a heavenly symbol disected o the
monks trom their deity. What's mose, be has
stated that this sign heralds a time of extreme
difficulty and change in the workd, The asrival of
tt\cmmﬂhwwmvmdm
followers of the truth of his

Enough believers of the faith make
10 Aston Moint that word of these prophecies has
already spoead beyond the arve, back into
civilization. Already the cunous and the devout are
beginning to flock 10 the semall port fowny once the
comet is sighted, dogens mare will make the
yourney @ all possitde haste. Meanwhile, Aston has
taken 1o making all soets of wild predictions,
oftentimes speakiog in riddies, thymes, and even
In soogs o in tongues. The rest of the monks are »0
convinond that Aston has becomse a diviee
W&Mrmmmmunutw

he says, and special tiemes are
mwwaymmmmnhw

It's up %0 the DM whether of not Aston’s visions
azv genwuine omevs sent by his deity (albeit
somewhat garbled by the old man’s muddled
mind) or merely delusions produced by senile
decay. Even if his words ase no marne than the
absent rantsrggs of the very old and his appanent
prophecy merely a Jucky coincidence, because of
his lifedorg hold over the saomds nooe of them
belleve his to be amything bess than
diview opiration. Adding fuel 1o their fire, some
of the things he has have come trae, in a
manner of speaking, everything Aston
SAVS I8 50 Cryptic, the monks have gotien o the
hatit of “interpreting” his words, often discovering
wonderfully apt parables to it almost any
clrcusmatances. In fact, the elder beothers who have
assumed control as Astom has grown loss abde 10
perform his daily duties have taken to clobening
thwmsedves = the inner chambees of the soeustery
to debate everything Aston says. In this climate of
plows reverence, the prophet’s most blunt and




straigivtforward warmings are in danger of being
lost or inserpreted allegoncally

The tree danger in all of s is that once e
Overseer and the Rael bocome known 10 the
maonks, the brothers willl attempt b0 se
establish thesr suthority over the
whole Aston Point aros, asserting
that they are recetving disect
INStructions from ihedr deity
on howe best %0 deal with
the situaticny. Unless

bappera to

shake them out of thelr
complacency, they will
continue 0 intespeet
Aston’s wonds and
TOACE 5O curreny!
evers accoedingly,
telieving cach new
turn of events 10 be
a test of thedr faith
rather than making
plars to defend
thesrselves and thesr
flock—a counse of
action (or, rathex, in-
action) that could spell
Jdoom to all

A map of the temple
may be found on Handout 4
{back)

1. The Temple Proper

This is the main structure of the whole

teenple complex, the actual spiritual center of

the monks and their faith. | sits near the top of 2
hill overiooking the rest of the temple grounds and
beyond, to Asson Point and then 10 Paradise Lake

1 The Eversieepening Pathway

Tha terwets of the Eaith Secrew that in order 10 come
closer to thewr god, the paous monk mvust constantly
climb “the pathway” —a symbol
the monk's Me, of his striving %0 Bve ever more
simply and todl moee and more each day as part of
his faith's work. Thas, the actual path that winds in
switchibacks up the side of the hill 1o the temple

progrer represent this spiritual pathway in each
monk's lde.

3. Monks’ Dwellings
These individual cottages have each been
constructed by the moeks as living
quarters. They believe as part of
their falth that they aee not
worthy to actually resade
withén the walls of the
temple proper, 30 they
abase themaelves at its
feet. In practical terms
this meass that thcy
have built thesr homes
along the path
leading from below
(where the path %0
righteousness
begion) 1o the top
and the temple (the
long difficult cimb

strive to find pahma\
within themselves. This cham.

ber represents the calmiration of
the day’s work, becoaming closer 1o
their deity. Aston himself spends many
hours in here, often reflective, but occasionally
proclaiming some new plece of doctrine. OF
course, in recent yoars, his doctrine has become
bess and less clear.

S Aston’s Private Quartens

It would make serse that the most worthy of the
monks of this (aith would endure the

hardship by living in the most humble abode the
furthest from the teenple, and antil recently this
was the case, but no losger. Aston, the original
monk who led his followers to this side of
Paradise Lake, has resided in this chamber, within



Begond Asten Point

the walls of the semple proper, foe the past year or
two. The monks tell amyone who asks that this
step was needed in order for Aston 80 hear more
cloarly the words of their god, but in fact the
whole community (who conséder Aston nothing
Jesa than a livieg saint) reached a consensus that
aftor a lifetione spent in toil, the old man is worthy
at last of some small comforts

The chamber is not opulent, but it is a far cry
from the dilapidased hovels most of the monks
live in aloog the path below, There is a soft bed
with many covers, a small finvplace, & shelf with
some books that Aston is no longer capable of
reading (both because of his age-~he is going
blind—and because of his infirmities, which make
him restless), and a small writing table. Note that
Astom's extreme spe has made hisn old and infirm,
and somewbat wandering in his wits: the
following stats repeesent his current state, not his
abdisties at bas peak of health.

Aston Tanak, hm, C9: AC 10, MV 6 (very
frall); hp 17 (Con peralty); THACD 19 (Str
penalty); #AT 1; Dmg 1d3-1 (walking stick, St
peralty); SA spelis; SD spells; SW very old and
nfirm 82 M (5327 ML fearkess (20); ALLN.
Ser 3, Dex 5, Com 6, Int 3 (senlle) or 11
(momentarily lucd), Wis 13, Chr 14, Spells
(S/4/3/2/1): Nless, commmand, bight, panfy food
and drink, senctuary, sal, avgury, enthrall, Aold
persom; cary dosodse. prayer, remony paralysis;
diotaation. reflecting pool, comwane.

Prryouality: visionary, rightecas to the point
of annoyance (when he s kucid)

6. Brother Naestis’s Quartens

Across the hall from Aston are the chambers of
Beother Naestie, the head monk and the operative
leader of the onder in Aston’s decline. The man is
not poenpous or sedf-serving: he recognizes
Axton's declirang health and feeds it is important
for the old monk so Mve out his last days
comdort, for both his own sake and the order’s.
Thus, Naestis has decreed that Aston Bve disectly
in the temple. Naotwhmu&\unghtm
the hall whese he can attend 10 Aston’s neods.
Naestir ‘s inswer chambers are bare and sparse,

largely taken up with a council room where the
temple’s elders gather daily 10 discuss the various
ssues mvolved in running the temple and
spreading the faith (and, more recently,
interpreting Aston’s latest prophecy)

Brother Naestie, b, C7: AC 10, MV 12, hp
32; THACO 165 #AT 1; Ding 186 ¢
SZM (67271 ML feariess (19); AL LG, Sex 11,
Dex 9, Con 12, Int 14, Wis 17, Chr 14, Spells
(5/5/3/1) Ness, command. light. purify food and
drink, sexctuary, aid, chant, enthrall, bold persom,
silemce 15" rading; cure discase, prayer, remoey

paralyss, dvination.
Personality: imnperturbable, firm, kindly,

7. Balconies

The semple rises wp & good two maries, but the
main chamber s a lofty place. To either side of the
main altar there is & balcony with tisers for more
seating capacity. There are not traly enough
monks currently residing on the temple grounds
that these soats are over filled, but the monks
aspired to greatress when they chose to construct
the temple, and 30 the plans were designed with
the future in mind.

The Stonebreaker Mine

Several years ago, an extended family of dwarves
arrived In the region, bringing with them the
expertise noeded for setting up a mining
opezation. Although the of Aston Poist were
skeptical at first, the valae of the dwarven mining
operation became aprparent after only a short time.
The Seanebevaker clan surveyed several sites in
the mountains before setting wp shop on the south
side of Laramés Peak, not far from Aston Point but
on the opposite side of the ridge.

The Stonebreaker chan carrently nambens
seventoen souds, and their mise produces a steady
stream of iwon ore along with some silver. Khransil
Stonedecaker, the bead of the dan and the only
tnember of the family who spends mvuch time at
all in town, is 2 sheewd businessman who sells the
mine's produce to both the blacksmith and



weaponamith n jown, as well as to several
merchants who transport the goods across Lake
Paradise 80 markets beyond. Khrasvl is not
uniniendly, but he refuses 10 waste valuable

tiene on idle chatchat, Alshough most
of the dan members are xero-level
dwarves, Khramil spent mmany
years fighting gobline before
deciding to leave his
dwarven matiom 20 go his
own way. One of Kramil's
Cousins 1 & cleric,
providing spiritaal
leadership as well as
healisg for the clan

A map of the mane
can be foend on
Handowt 5 (front)

L Original Buildings
Theso are the

structuses the can

Dullt when they first
aerivedd here, %0 seeve

as dwellings untyl they
could estabissh a moee
permarent abode nside
the mine, The buildiegs
are Largely unused now,
but they are stidl an fine
shape. On the extremely rare
occasions when surface
dwellers pay a visit to the
Stonebreskers, they are welcoene to
these baldings

1 Spotls File

All of the rock that s mined cut of the tunnels
maast go somewbere, The dwarves haul the stone
Out in carts that ride a set of raids and dumgp it at
the end of the line. As the pile busids up, they add
a section of track and dusnp the stone further out

A Tunnel Entrance

The mime tunned opens right out of the side of &
secy granite rock face in the mountain. It rums
back into solid rock for alemost 200 feet before

reaching the location where the veins of ore first

began. It s along thas initial tenned that the

dwarves have beanches leading off into theis
living quartens

4. Living Quarters
These rooms are the permanent
Living quarters ol the
Stonedrvaker dwarves. They
have been lovingly carved
out of the very rock,
smoothed to perfection,
and then decorated with
bas-relie! carvings. As
the dwarves have only
been operatung the
mise (or three years
or 30, the rooms are
not all completely
decorated. There is
enough living space
to bouse the entire
famdly of seventeoen; |
any mew addations join
the famuily, moee rooms
can always be dug,

5. Storage Rooms
This pair of rooms resr the
beginming of the actual vein
tunnels is used to store all
sorts of Buning equipment,
including spare lengths of track,
carts, picks, shovels, bracing material,
candles and Lanteres, and assaving
equipment. The dwarves have also left room
here 10 assemble a smelting factlity, shoudd they
ever dockde to add that to their operation. For the
timne being, however, they choose 10 sell the raw
ore, leaving the smeldting to their customens

6. Vein Tunnels

At this point the actual mines start. The veins of
ore that the dwarves dig out of the ground wisd
like rivers theough the solld rock of the mountain,
and the dwarves dig their tannels o follow them
As they go deeper into the mowntain, they widen



the existing tenneds and lay track »o that they can
bring the carts close 10 the dig sites. The vein
tunnels wind in three dimensions, sometimes
doubling back on themselves, The Seoncbreaker
clan has been blessed with exceptional veins of
orw; they have made quite & peofit in these
tunnels.

Khramil Stomebreaker, dm, F12: AC 10, MV
& bp 32 THACO 9 (7 with hattle axr +1, Str);
AT 3/2; Dang 1d8+2 (harthe axe +1, Ser); SA »1
attack bonus va husnasosds; SD +1 saving
theow bonus (vs. rods, staves, wands, and
spells), giant<class creatures sulfer a -4 penalty
on attacks targeted agairst hing SW 20% chance
ol malfunction whenever tries 10 use magical
items (does not include his batthe axe),

SZM (€3 ML fearkess (19 AL LG Str 17,
Dex 11, Con 14, Int 11, Wis 13, Che 11,

Prrsemality: patient with his own kind, not

with others.

Ghoendrol Stonebreaker, dm, C5: AC 10 MV
& hp 26, THACD 185; #AT §; Deng 2d4 (moming
stark; SA as above; SD s above, Turmn undead;
SW as above: SZM (4470 ML fearless (193 AL
LG Ser 13, Dex 12, Con 14, Int 10, Wis 17, O 8.
Spells (5/5/2): ereste water, cure light sounds,
detect posson, Nght, megical stome; find traps, ket
metal, Aol perion, resist fiee, siow poison, meld inte
stome, stowe shapy,

Special Equigment: scrofl motsihliny to andead

Persenality spirthaal, hand-working,

Druid’s Grove

Not very Jong ago, & druid arrived in Aston Poine,
having traveled theze with the intention of setting
up a grove and administering 1o the towns-
propie’s needs. The ustamed land of the
mountaire was a prime location for Drenin
Longstaff 1o ply his crafe, be explained. and
anyone who scught hes assistance on matters of
crops, herbalism, livestock, or who just wished to
appreciate the matural beauty of the region was
welcome to visit him

Of cousse, the temple did not take kedly 10 the
druid’s arrival; the monks had maintained a
monopoly on the spirtual ministrations of the
people of Aston Poit for nearly & decade, and
they were rebuctant to share the stage. The temple
eidens proached agalest Deendn o awhile,
actively seeking o discredit the druld and his
ways, but the people had a hand time seeing any
evil in him. Afer all, many of them were farmers,
and Drenin had the capacaty to a8d their cropm,
ensuring bountifud harvests. As the town grew in
size and moee people not of the temple faith
moved into Aston Poing, the drwid’s time was in
demand moee and moee. Eventually, the monks
dropped the issuw, leaving the druid be.

In truth, Drenin had an ulterior motive for
comang 20 Aston Point, While he is sincers in his
wish to belp thome people who have respect for
the land and its life, he also hides a secret that has
forced hims to flee more than one other com-
mwnity. He is a lycantheope—a werebear 10 be
exact. Although he personally has no resentment
of N condiion, sevisg i in fact as 2 boon 1o his

fow people understand or accept it
Drenin has been chased at weapon point away
from previous groves. He only hopes that Asson
Foant will be his final home.

Drenin’s grove is a simple affalr, located about
two mudes upstream from the town. Since moving
10 the region a little over three years ago, he has
carefully cultivated o stand of evergroens that
form has actual grove. These treos have grown
(with magical ald) to a magnificent height and
girth, and has simple cottage is hidden inside »
small meadow in the firs. A map of the grove say
be found on the back of Hasdout S (bottom)

L Drenin's Cottage

This simple log cabin hes one flooe, plus &

shoeping loft. Drenin has also comstructed a simple
, & wooden trestie tabde with two benches,

and a simple log-frame bed with a goosedown
paliet and buckadin covers.

Drenin Loagstaff, hm (werebear), Dé: AC 10
(drudd) or 2 (werebear MV 1201 % HD 7<% bp
42 THACD 18 (drud) or 13 (werebenr) #AT 1 or




3 Dmg 1dé (quarterstal) or 1d3/1d)/2d4
{chow /claw /it ) SA spells (as druid) or bog (o
bear. for 2d8); SD spedis (Enad) or limited
imunusssses (hit cedy by siver or magical
weaporal SW helphess during shapechange,
canmot use spells when in wenebear formg SZ M
{67) or L {847 ML steady (12) or elite (14):

ALN. Str 13, Dex 9, Con 9, Int 13,
Wis 15, Ohe 17, Spedls (573
anivad frendabp etangle lvatr
anumsls o plonts, paws rvthout
trace, siilledaph; Marksiin,
antmgls

Personaly
friendly,
COMPasasbonate,
well-balarond

2. Entraoce

This hidden pathway
wicuds among tall
stands of evergroen A
troes to Deecsn's
cottage. It eventually

Berdks wp witth the snain

path that jollows the

river wp the canyon. Few
people ever even see the
senallier path, & it s o0 the
opposite side of the river
fromn the main path, reached
by & series of stones that onldy

seem 10 have fallen o the water
naturally. Only members of the elven
tribe and Asrienda the half-clven ranger,
who has taken a bldag to the druid, know where
this path ia. Anyone else from Aston Point seeking
the druid is usually found by him first

A Stream Path

Drenin has 3 second path leading out of his grove
that cuts through the trees and 10 2 small stroam
that foeds invo the laeger river downstream a ba
This is Drenin’s source of water

4. Aspen Stand
The opposete side of the stream froen Drenin’s
cottage is covered with a lurge stand of sspwn
trees. In the fall, Drenin can often be found
wandermg through thas thicket, sometioes alone
and sometimes with Asrienda, foe he loves the
sight of the aspen loaves “quaking” as
they turn to gold and rustie in the
wind.

The
€luen
Pribe

A tribe of clives
dwells in a lasge
grove of aspen trees
in the hagh mosuntain
valley on the north
shore of Orchard
Lake. It is & rathes
small tribe,
nembering only about
X clves, but they have
complete control of the
valiey. Their hotnes are
constructed s domes out
of aspoen and piew logs, and
they look as much like buge
piles of leaves and lmbs as
anything. Although the village is
not camouflaged, the whole place has
a very natwral feed 10 L In fact, the onky
obvious telitale signs of inhabitation are the bark
canoes pulled up on the shore of the lake
The elves hust, fisks, and trap for most of their
tood and maserials. They do, howeves, rely on
trade with the outside world for some of their
toods and sach. Thaas, they have established a
good relaticeahip with the town. Every wevk or
2, & delogation of the elves joumeys downriver o
the town and caims o stall #t the open market,
where they bring tems 10 seli or trade. These
clude peactical ibems sach as finished leather



goods, furs, various kinds of bows, arrows, and
even unasual foodstutfs. They also bring finely
crafted works of art, soch as wood carvings,
soolian harps, shadow bones, decorative wall
hangings, musical instruswents,
windchimes, and so forth. Some of
their stock is sold 10 local folks,
but as often a8 not merchamts
who age in port with thesr
ships buy the elven wares f
to take with them for sale fé."
clsewhere. In exchange Il
for these gooda, the '
elves acquire metal
tooks, weupoes, and
armor, and ungsual
food Memns that
cannot be found
locally, inchudmg
spices, breads,
sweets, and exots
meats when those
are available

Although the elven
ribe currently have &
good relatiorship
with the people of
Aston Poist, there are
some elves who are
beginning to fear that
cvilization & encroaching
on their wilderness. Although
this potential conflict has not
comwe to & head yet, the issne has
come up in teshal meetings
occasionally, especially after vet another
farmer arrives and begins clearing trees for his or
her tiekds. While some of the tnbe believe that
working cooperatively with the humans and
showing them techniques of conservation is the
best solution, some of the more adamant members
of the group think that Laking 4 moce conservative
approach, incloding complete solation and
malitancy, is the only option. It will be masy years
vet bedore the elves resalve this among
thesoselves. In the meantime, they continue o

deal with the Gfisens of Aston Point.

iy

v

o

As a side note, the elves are on very good terms
with Drenin Longstall, the drusd. Although he has
not volunteered the indormation to them, they are
aware of his hycanthropic nature. They feel,

bowwver, that has heart is in the rfight place

regardang the care and caltivation of
the wildermnmess around Aston
Point and bear no tH will
Against him
A map of the clven camp
can by found on the back
of Handowut 5§ (top)

1. Dome Log Homes
The cives construct
their homes out of

aspen and pine kogs
that have been
snoothed where the
log Baces inside. yet
Jeft nutural on the
outsade susfaco area
Additional branches
and boughs are
worven between and
amwog the logs to
provide a moee com-
plete cover. A layer of
animal hides tacked all
akmyg the edde of the
dome seeps the weather oot
and the warmih in kroide, the
chves sleep on pallets of soft pine
boughs covered in andmal furs. A
cook firw i the conter of the home sits
directly below a small hole in the comder of
the roof that allows somoke 1o escape. This hole s
hooded at the top so rain does not got in. The tribe
is a small one, so there are only eight homes (one
for each family)

2. Smoke House

The elves ase this structuse, sienilar in constrac
tion to their homes, to smoke and peeserve mvuch
of the meat they procure theough hunting, fish-
g, and trapping. Unlike the dwellings, this
building does not have a smoke hole in the cell-



ing. nor ave the walls lined with hicies, The meats
are hung in here to dry in the smoke from & ssmol
dering fire built of special woods chosen for thewr
flavor and Jow flame heat

A Lean-to

This simple structure serves as a dry siorage anea
for equipment that the elves use when fishing,
Paddles, fishing tackle, and protective clothing are
all placed in here for sadekeeping from the
eleeents. The elves actually Build these lean-tos
throughout the entire region, along hanting trails.
In vach cne, they stow survival equipment, in case
of severe weather, accidents, or even monstrous
attacks. While they would not object to strangers
using some of thas equipment in an emergency,
especially if some recompense is left behind,
plundering these stores will bring down the
tribe’s wrath on the thieves

4. Barkakin Canoes

The eives have made these hightweight cances out
of tree bark fastened 20 2 Uight wooden frame and
sealed with pine sap. They are durable enough 1o
hold theee or four etves, but light enough to be
cartied by oaly one of two. The elves use the
cances primarily for fshing, but they also take
some of them downriver when they head %o
Aston Point to sell and trade their wares in the
market. Typically, they fill one cance completely
with goods and use a second one for themselves
Note that the average human weighs about 2
third moee than the average oif, makang
overcrowding or capsizing a real possibilaty if
humans borrow these canoes

The Abandoned Quarry

All the stoowe that went to bushd the monks’ temple
and the garrison’s keep came from this quarry.
The site s currently abandoned; the stone, while
durable, is not of such guality 1o be worth
exporting across Paradise Lake, and no grand
dullding peojects are currently underway in Aston
Point itself. However, one day after the crash the
Rael refugees will plant a diversion here to lead

the Overseor s foeces away froen their caop (see
page 2¥); should the player charactens oe NPCs
comme across it first it shoald provide mach food
for thought

The Monstrous Denizens

The Khaim Mountaies are traly a wilderness
And. like all wildernina, there s an clement of
danger present, as well as beawty. 1t 3 not
uncomeson Sor humanoids %0 roam over a
mountain ridge from the valley on the other side
10 hunt or radd. The elves are ever-vigilant for this,
as is Drenin and the Stonebeeaker clan. The
soldiers in Aston Polnt itself are thare to protect
the town from just such an event, although the
humanotds rarely get that bold

Mot often, cdements of a tribe of hobygoblins
Crosses the range 10 the west, occasionally



scoompaniod by an ogre oe two. Glants of the hill
or stone varkety are not unheard of, but they ane
exteeenely rare. Once (n & while, goblins are seen,
but they avoid this terridory Sor fear of Incurring
the hobgoblins' wrath. Most any other type of
monster known to dwell in tem
mountainous regions could theooetically be lound
in the region, but these sightings are rare, so few
people cormider thesn native

Whenever these humanaids do show up, the
other inhabitants are quick to respond. Usually
the trappers ase the first (0 spot delb-tale signs that
one groug of monaters or another has boen in the
vicinity recently, and they move down the
mosntain to safety, informing the elves and
Drenin on their way. They then hole up in Aston
Poimt until the soldiers and a few able-bodied
adventurers take care of the situation.

Phe Rael Camp

When the Paurts crashes into the mountains,
what few Rael survive will manage 1o make theis
escape Into the nearby woods, taking their
wounded comrades with them. They retroat {ar
enough away from the ship 10 escape detecton
NWOrrrnn s mindons, but stay close enough
that they can keep an eye on things. Used to the
climate control of their spaceships and arcologles,
they will find the chall moustain sir somnething of
a shock and generally be ungrepared for dealng
with the harsh enviconment of the mountains
Forced %0 adapt to the terrasn, using what
equipment they have in an effort to provide
themaelves with shelter and food, they will waste
little time getting hidden—~£irst establishing a
camouflaged camg and then sending scouts ot
into the surroundang area as soon as they are
able.

The Rael will became aware of the other
sentient betngs in the area lairly quickiy bat
because they are stuck on an unknown world and
umable to brave, they will be besitant to reveal
themaelves nght off the bat (the frvt sentionts
they obserye-—a passang warband of hobgobline—
will ondv reinforce this decision). True, they have

dealt with simalar specios on many different
plancts theough theiz trading and traveling, but
they always had the upper hand and the means to
leave quickly If things went badly, And there were
cortainly more than a few instances of instant
hostility disected at them (rom suspicious races
who were not mterested in giving the Rael &
chance 1o prove themuselves pesceful. In such
cases, of course, the Rael simply withdrew from
the more perimitive spectes’ midst and disd not
return,

The circamstances ace vastly different this tsme,
though. The Raed are outnumbered, many of them
are wounded, and if the husans or clves or

exhibit hostilities the Rael cansot
siznply take off in their ship to avold combat. They
will feel that they must by extremely cautious, so
they will reemain hadden. However. once the
Overseer has begun to prey on the natives, the
Rael will feed that they standd & better chance of
being welcomed as allics against the inhwman
monstros they demonstrate that they are
Mul.udnotdmmdmthhmol

ﬂwwnﬂthlemhl who survive
the cedeal oo board the Faorts (the DM can adjust
this nusmber up oe down as deséred, depending on
how valved be or she wants this snini-campaign
10 become ). OF those, seven willl be wounded %o an
extent that they arv incapacitated (that is, unable
10 get up and about, defend the camyp, etc.), theee
of them critically. The survivors willl consist of
Rael traders, ship’s crow, and somne marines
{since the conflict with the Overseer has arisen,
every shup has begun carrying a coanplement of
well-trained troops om board). These soldiers will
be falely well armed, but supplies amv at &
preenium, 50 they will readize the need to conserve
ammumition to use against the Overseer.

The Rael will be lod by a corporal, the highest-
ranking marinw 10 survive the hostilities and the
crash. The other (non-combat-onented) Rael
quickly agree 10 Jet him take charge, as they
realize that this is their caly real chance for
survival. He leads them deep into the woods
where they seloct 2 sise far up a small, hidden
canyon, choosing a kocation along a small stream




that flows down between two steep hillsides. With
a lot of trees in the vicinity, it will be difficult foe
any sirborme unit 1o see through the foliage, and
enpossible 10 land.

Next, the Rael plany out some sbwlters where
they can hide from the Overseer’s scout units,
They e logs 10 construct & crude shelter,
carrying fallen troes 10 the xite fram far away so
ot 10 deplete the supply in any one location and
thus leave evidence that they had been there.
They this shelter as best they can,
using bramches, leaves, and piles of dirt. The
shelter will actually be half undenground, dug
mio the side of the steep ndge {and hopefully out
of sight froe both the planet’s unpeadictable
ratives and from the Overseer’s sensitive
detection eguipment).

Havieg brought only two survival tents with
them, they place the theee most cnitically inpured
in one, disguising it with brush. The other tent
they decvde to sacrifice as & Giversion, setting it up
in the abandoned quarry o the southesst and
placing irssde the bodies of two injured Rael who
succumbed to thelr wounds. Nearby they leave
the remains of & Rael scout mauled by some night
creature while she was out on patrol. Hard though
not givieg thesr fellows proper burial is, the Rael
know the Overseer is probably aware that some
survivoes left the ship after it crashed, and they
hope this sublerfuge causes it to conclude that all
refugees quickly perished of the wounds and
attacks by hostile boasts

Everyone who s an able body will take part in
the camp’s . The civilians will help with
coostruction, tend 10 the injured, and gather food
in the closest areas. The space marines will patsol
the perimeter of the camp, forage and bant
furthwr out from the camp, and go on scouting
missions. A constant watch will be kept on the
ship and the Overseer’s activities theee. Thus far,
the Rael will have sucoessiully escaped notice by
the computer. bat they will slso have made no
moves against | trusting i thelr decoption to
make it give up the search.

The Racl will have managed to acquize a fair

amount of equipment In their scavenging on
board the ship before it crashes and they make

thesr escape. The DM should decide just exactly
o ssuch stalf s available, but it s 2 good idea
for them to have & few extra weapons for the PCs
80 get their hands on; this & what this campaign is
roally all abost, anyway. It's sasiest 10 sssume that
the Rael have at the very least an assortment of
spaze blaster weapons g 0 their
wounded comrades available for loan 10 their new
albes, including emough pistols for each PC to
have cowe, and possibly a few rifles & well. There
should be an sssortment of gremades, encagh »o
that each character gets one of each. There should
abvo be a spare sungun of two in the pile, a few
extra sets of Rael armor (belooging, bke the
weapons, 10 the wounded, who can’t use them
past now ), and a0 assortment of other noacombat
gear. In addition, there should be one or two of
the following: a personal flame thrower, 4 grenade
lasincher, and & magnums canswa. There should be
enough ammwinition that the charactery can have
fun, but not 30 much that they feel like they have
an endless supply. Theew or four ammo “clips™ of
various types should be suffioent,

This is not to say that the Rael should
immediately bogin handing out weapoes and
anmor b0 each of the characters the minste the
POs st foct in their camp. On the contrary, it i
far more likely that the Rael are going to be
suspicious and cautions toward the characters
varly on, and might even keep them under guard
for & while until they can determine the POs' true
intenvtions. Only after the characters prove
MW.MMMM&NMW-M
showld the Rael conadder giving amy character a

(1f Jazea s with the PCs, it should speed
up the process considerably). Remember, too, that
the PCs are going 10 be with these
things; they have mo idea how to handle themn
until the Raed teach them, and even then these
weapons operate very differently from swonds
and bows. It's going %0 take several weeks of
practice and actual combat use beloee the
characters can develop & for the studl,

A muap of the hidden Rael camp can be found om
the back of Handewut & (top).




1LC Dwelling

The Rael will have boen very casutioss in their
constructon of thas dwelling Fearful of attracting
attontion by leaving the evidence of even a tree
stump behind, they imstead will have chosen to
use only fallen trees in their coostruction. They
will actsally pick the trees up and carry them o
the constracton site, o as not o leave drag
marks behind. The dint that they dig out of the
side of the hill will be wsed 1o cover the outside ol
the shedter to hide it. Then, a layer of braoches,
Jeaves, and river rocks will be plled onto the
structure, making it appear 80 be nothing moee
than an extensbon of the hillside. The doorway
consssts of cargo mesh coverad with more
branches and Jleaves. On the insdde of the shelter,
animal furs provide bedding as well as insulation
on the dooe. This shelter is where the wounded
will be kept, whese they can be tended to by
soveral other Rael civilians night and day,
working im sivifts.

2. Dwelling Sites

Once the first stractuse is , construction
will bogan oo a second and thisd dwelling. The
Rael will carefully digg out the side of the hall,
laving bracing walls smaide to suppart the earth,
The biggest difficulty during this sage of the
corstruction will be kiding all of the fresh dirt
they displace, 5o they will husry to fimish these
two and get them covered

5. Susvival Temt

This survival tent (an e fully described in The
Cast amd Propw) houses the theee most sersously
irgured Rael. To better conceal it froem any prying
eyes (or optic sensors ), the Rael have covered it
with a thick screen of branches and brush. Once
the second and third shelters are
finisived, the tont will be moved inide the largese
of them loe greater secunity,

LY

Impertant Rael Personalities
Amceg the Rael survivors will be several
distinguished NPCs that the characters ase Mhely
to deal with scomer or kater.

Zolaris
The commander of the Rael refugees, Zolaris,
should become an issportant ally of the PCs as
they join tsogether 10 do battle with the conatracts
of the hated Overseer. Altermatively, i the PCs
attack the Rael without cause he could become
their bitter enemy; whabever the DM soes it 1o do
in the campaign. Keep in mind, however, that not
only do the Rael have enough firepower 1o wipe
out maost adventuring parties before they know
what's hit themn, but that without sach other's
help, the two groups separately will have an
extremely hard time defeating the Overseer, This
campaign is designed arsound the concept of
cooperation.

Zolaris is an able commander. bat he s used to
dealing with crack squads of
trained troops. The crvilian contingent of his
chaeges do not understand true discipline, he
believes, and that results in greater risk of
mistakes and casualties. Yet he s compasséonate
tor thelr sétuation, so he works hard 10 put them at
case and be as honest andd as open with them as
possible. In fact, alibhosigh the entire group has
chosens to put in him In charge, be regularly calls
mectings with the other leader to discuss plana,
strategies, and opticns. In this way, he assures
themn that their opisions count and gives them
logscal reason for following his instroctions.

Zidaris strongly believes that in order to return
%0 their home woeld, the Rael are going 0 have to
make their presence known to the sentient caces
om this planet—cumely the ctizens of Aston
Point. So far, however, the other leaders have
advocated againat this, believing it to be an
unmecessary risk. Zolaris is willing to bide has
time, however, until the others come 10 sew that
he s right.

Zolarls, Rael soldiex, FS: AC 3 (Raed armor);
MV 12; bp 27, THACD 1& #AT 1 Dmg 142 or by
wespors SZ M (T3 ML elite (13 AL LG; XP 650,




o= Ve~
Begond Aston Point

il i imisa i e 1wy who are on the other side of the ship™s M P tal
pecial Canipernd: Zolaris carnies a blastes gate. She knonws that in arder for the Overserr to
Rave gotten through that gate to the Foorts, then

! had 10 have invaded the arcology on the other

pistol, o magnusn Casvon, J incendiary
grenades. infrared binoculars, and a personal
MOTION sensoe sidde. Yet s knows nothang aboust the fate of her
naiidy: beave, thoughtful, patiest oved ones

Breena Breena, Rael citizen, zero-level; AC 10D
CUne of the bead negotiasons for the tradang feam., MY IZHD L hp 5 THACD 2% #AT 1; Deng 142
Of by woapor, SZ M (6971 ML wrwteady (6)

Sreena s & sallen and beooding womsan. She

secretiy Belioves that the Rael are in this mess ALLGXPIS Sur 7. Dex 14 Con 1), Int 12
because of sooeOne s in .-ll'-"!.'(l.‘o"«" and rls:fll Wb s Chrib
now Zolarss gets her vote for the role. Sl she i

Spvcid! Fquipeoeent. Broena carrion 2 blaster
wise enoaeh 10 understand that the sstuation "s"\'! ang a stun gun
warrants cooperation and that Turmod
thetr odds Of susvival, She s W:H:"‘;‘ 8O Iy Oom

Zolars—f{or the time bete

SeCreas™ Fersovality brooding, sullen

% M their present Gregls
stuabion were not stres enough, Broena also A loog Ui member in the Racl navy, Liregls is a
worries about ber family. including three children

cnasty old enoineer who wisely ’:J'.’u"t‘J an muct




eqquipment as he could carry with him when the
fighting started. He stowed much of this stulf &n a
safie place that he knew would be well-defended
As pockets of resistance formed against the
Overseer’s foeces, Gregls encouraged all others he
conuld Sind 50 join e at his Jocation, His
jdgment turned out 1o be sound, and the
surviving Rael on the I'Cs” world have hisn t0
thank for their lives

During every foray to various docks of the
ship, Gregis comtinued grabbing equipment. He
knew that the marines would be gathering as
mAnY wea and ms much ammo as possible,
10 he chose 20 seek out other kinds of things. As
a result, the DM can choose for the Raed 10 have
et abott avything he or she soes Bt as part of
their supplies. The other Rael respect Grogs's
knack for thinking ahead and hus abllity to ana-
tvew all the avpects and anghes of & giving situs.
tion, plan, etc. He Is quite handy at construction
technigues as well, s0 he designed the shellers
the Rael are currently building. He can repair any
piece of in the Rael inventory, given
enotagh tiswe and a fair supply of parts.

Gregls, Rael engineer, Fi AC 3 (Kael armor):
MV 12, hp 16 THACD I5; SAT | Dy 142 o by
weapon; SZM (6'67); ML meady (12); AL LG;
XP 270 Ser 11, Dex 9, Con 12, It 15, Wis 16,
Ohe 14

Specul Egupment: Gregin carmies a blaster
rifle, two high-explosive grenades, and a tool
kit {can repair most of the equipment here)

Prrsoality: quick-thinking, creative, cheerful.

Standard Kael Soldier

The standard Rael trooper is & gquick-thinding,
combat-savvy force. He o abe is arened with the
highest technology known to the Rael, including
special armans, weapons, and defensive equip-
ment. The Last few yoars of the war against the
Overseer have trained the Rael soldiers to be
prepared for ssperior finepower, and the soldiers
undentand the value of withdrawing rather than
dying. Bodies are 100 procious 1o be Jost to the
Overseer’s assimilator. When (and if) the
characters get into combat side by side with the

Racd, i ts most likely the space marines that will
e watching their backs. Make it clear 10 the
playens that these men and women are seasoned
veterans who know how 10 handle their weapons

Rael soddier, FX: AC 3 (Rael armor),
MV 12; hp 16 THACO 15; #AT 1; Ding 1d2 or by
woaposy SZM (71 ML clnte (13), [t very
(9-12% AL LG XP 220
Specisl Eguipment. Every Rael sobdber carries a
blanter rifle; they often have additional
oquipment such as grenades or another wespon

Hazxlun

Hazlun Is one of the wounded, although be is in
about the best shape of all of ivalids. Cusrently,
he has a beoken deg and several cracked ridw, so
he cannot move well at all, bat he s conscionus
and in good spisits, and he does what be can to
ald the others. The important thing about Hazlun
i that, once the characters meet up with the Rael,
Hazlun will display an uncansy to pick up
on wizandly magic. With a few quick lessoos
{assuming a PC & willing to Seach him), he
should be abde 10 cast spelis as & Tat-devel wizard,
This should amaze everyone, especially Haxlun
himpelf: he no more believed in magic than any
other Rael did when he arrived on this planet.

Hazlus, Rael citizen, zerodevel: AC 10;
MV 12 HD 1 b 5 THACD 20 #AT 1; Ding 142
oc by weapon; SZ M (67117 ML average {8),
AL LG; XP 15 5tr 11, Dex 6, Con 11, Int 17,
Wis 15, Che 1L

Special Eguipwarnt. Hazlun has a blaster pistol.
Pervomality: enthasiastic, good-natured.



The Crash Site

fazra crouched belumd 4 darpe teve, scresing the top of She ridoe before her.
Somethiny wws cat Phere, just sy tiv other sude, and she could teie no
chances. The soomd of 8 stick ssappiag told her 1 wes sootag, and thew #
crested the ridge tnto ey siess: The Rael officer levelnd e Rastor pistol at it
ond amidnd. It mas a guadrupad, & havac brocow im codor, stk s addly shaped
st of prodrasions on its head, et 2 servwed mure inten! on eating the locsd
herbage than stalking hes

Sighang, Jezrs bowrernd her wvagon and slivmped apeinst the tree. This s
insame, siv thought ey | spend the night freerang balf to deathy, and
now I'm being stalied by indagenous herd ansmals. Seap out of 1t she
108 hersed! sternly. You've got moee important things 1o worry about.

fe27a hadstered bev Naster pistod, bossted her pack ot her shosdder, and
stood wp. Dodng & quick scar of the drve, s seoowd owt from belind the tree,
Srighebening the croatare axth the horms. It froze tn place for @ spéidsecomd,
ther bolted awuy, losping clepantly coer & fallew Pree omd disappearieg into
the woods. The Rael officer bepan hiking again, deivermg v the cood moun.
L atr deypite the sarmith of the morning sier. She followat the path of feast

Jezra reschnd a smsall stroaw and stopped fo splask Mer focre and talr o
drink. The sater mas Ky 10 Mhe fouch and sont siriters down Aer bk But &
Ao thr effect she warind, siv tons rore alert. Wiken sl s done drinking,
s rreptid ey cantern of the stele sater she had gotten alward the Preorta,
shent refillad of south e fresh Ligusd from the straaw. Fimally, she resumnd her
trek.

Jezra noared ¢ swall rise and, jwst @ e reached the top, adat sounded hir
Anwghder reachad ber eves. She ducind doun beleind @ grassite pridrasdon, ber
Master m her Aand. The gigples were drvog nearer. She sal swtionleoss,
sattmg. Suddenly. to her b, ¢ vmanesd approaimately Malf ber Aeight
dirted acvoss e open stretch of growsd. The creature fooked remarkably sivs
lar 80 Jazra herself, cxoept for 2 fewr mmer differences. The shape of the slndl
wws stiphtly differont, and the skin done sos devidally derker than Lazra's
oo pale complerion. The species’ clothing seemed sovtenohat crade in com-
pariven bo the Rael officer's camenflaped miditery ontfll, sermingly sunde of
sompile choth awd avima! Aades. The crestary losgphed apein and ran, sl
enothey of the species sppoared then, chasing the first. Neither sermnd o have
moticnd Jazra crowched there,

The Rael soman swilad to herself. Childnen, she thougle. Not uniske
Rael chdldren at all. Where there ase children . she bt S thought tradd
off. | must find their civilization. They must be wamed of what s com
ing But how best 10 break the nevwes” Resolutely. fezrs stood and bepan
hiking tiv wwy the Clders Aid come



Sooner or later, the characters are godng %o want %o
£0 lnvestigate the place where the “comet™ fell o
earth. As described in the adventure section later
in this book (“ix Madias Res™), the crash of the ship
i & spectacalar, hoerifyving display of raw energy
and heat, a body from space that has rammed
itsolf right agatnst the PCx" world. No wonder
then that a sagnificant portion of the ship has been
destroyed In the crash, including about one-thard
of the fore section, where the beidge was located.

The crash site is oo the western slope of a high
mountaln pear Lost Lake (sow the arod map on the
powter). Wreckage is strewn all across the tace of
this peak, but the remaining main body of the
sbuip is suspriningly still more or lews intact, thanks
to mertial dampeners. If the characters attempt to
approach the crash site immediately after the ship
has hit, the entize area s covered with smoke that
blocks theswr view for more than a few foet, and
troes burm everywhere. They cansot even get 2
look st what the heck Bas hit the side of the
mountain unless they got right up mext to it

With difhiculty and a btthe poeparation, the
characters can pick their way through the hot
debris and get near enough to the sbip itself to
actually see it If they arrive carly enough, there Is
even a chance that they suight spot some of the
srviving Rael in the process of leaving the crash
site, carrymng their salvaged equipment and
wounded comeades with them. [F the characten
try 8o hail the strangens, the Rael are very
cautious. On the one hand, the characters could be
mote Rael (the snoke makes it difficult to tell for
sure). Bust on the other hand, that same smoke
would make it eavy for the Rael to confuse the
PCs for some of the Doomed

Once contact is made, and the characters
themmwiven do not act overly hostile, the Ravl
stroogly wge the I'Cs to join them in getting clear
of the ship; they know that if they managed 1o
survive, the Overseer’s conatracts surely did toa
All of this means, of course, that portions of the
setitng must chasgpe (o seflect the Lact that the Rael
have mot yet set up their secret campsite

In the much more likely evendt that the
characters arrive at the crash site well after things
have begun to cool off, but stall within 24 hours

after impact, then most of the fires have gone out
and the smoke has mostly cheared. There is still
some resicdual smoke wafting out of breaches in
the ship's hull, bat this doesn’t cbscure things s
all. From a distance, they can see a huge,
blackenad thing that Jooks for all the world like a
great metal castie that has fallen from the sky and
smashed oo the side of the mountain. Bits and
pheces that beoke off @ the crash lay scattered all
up andl down the slope. The thing, even partially
burited In a long, deep furrow (¢ has cevated in the
sade of the mountain, looks huge.

This is as close s the chazacters are golog 80 be
able o gt to the ship at this timw, because there is
definite activity aromand the ship; the Overseer’s
strike foece I8 setting up shop, comstructing &
centzal command station and laying the ground-
wock to begin annibilation of every organic
specios on the plaset. The fact that the Secondary
Director has lost contact with its supenior
comunand umnt & irrelevant its programmed
directive leaves mo room for interprotation:
destroy all life forms without hesitation oc
concern for sedf-preservation. Thus, the Secondary
Director las begun putting into saation a4 standard
program of self-replication and expanséon, and
fhis site & as good & any to serve as a

The characters are definiiely going o be
detectod by the Oveneer’s fondes once they get
chose enough 10 take 4 look at the Fawrta Some
soet of perimeter defense unit will smmediately
peed off of ity normal patrol route and make 2
beeline for the characters’ position (see “Terimeter
Defense™ bedow for more infoemation on types of
units available). The only difference between this
initial encounter and subsequent encounters is
that the command conter is not completely
operational yet, and the defenses don't have a full
complemnent of units 10 work with,

This emcounter should give the players a chance
to realize that thesr characters are up against
something completely alien and Jet them wisely
withdraw, If they doa’t pick up on this right away,
oc they begin attacking, have the susnmoned unit
firw 2t themn, making sure that the first shot misees,
wreaking havoe an the landscape. I, after a







descriptive narration of the comstruct’s obvious
destructive power and intentions, the PCs stilf do
not retreat, they are (air gacw

There is & fair chance that the characters will
manage 10 Jestroy a semsor drone or a prowler
and will want 10 continue %0 move in on the
Fworts. ¥ this happens, simply have one of the
characters spot half a doxen spider drones and &
firentorm Or two comning Over the next ridge, Make
it clear that there are more of these things doser 1o
the alvip, aloeg with a few other Bizarme things
moving arouand down there. You mast in some
way or another convince them that they cannce
hacdle goleg up against this aneenal of fvpower
and that they should tum back. They need 10
M:puw:mmmh‘ﬂwwwam

; ideally, the chagacters should gain

alhs(mher]mahlhdnﬁ@uubotm
betore entoring the crashed ship,

The Command Center

Any visets the PCa make 1o the Fovrfa after the
first 24 howrs revesls the constructs of the
Overseer I full operational mode. The computer
has established 2 commplete command conter out of
the remains of the ship, and the Secondary
Director s safely inside gathering information
and directing the operation

The Overseer's forces start off the campaign
with very lnited nesocsces. They cannot produce
replacesnent units until they can gather sufficlent
materials, and the Secondary Disector only has
three collectons and @ dozen replicatoes to work
with. To make matters woese, it does not initlally
have acooss to refined materials; once the crashed
ship has been strippedd of usetul materabs (a
matter of a few days), the constructs will be forced
to mine raw ofe 1o prodace high-grade stoel and
other metals, gather sand for sillicon to use in
compurter chips, and drill deep into the planet’s
MOOGMMWMMR&W’
Al of these things are needed 20 provide

with materials for construction of

additonal units

As time goes by, the Overseer's constructs will

multiply expoeentially. so it behooves the
characters 10 act rather than wait. If they are allied
with the Rael, then the alieew will warm the PCs
Having experienced this process before, the Rael
know that 1o defeat the Secondary Director, the
PCs must nip it @ the bad, not allowing it to
expand its operation. Every coostruct the group
destroys s one the replicatoes must replace,
buying the Rael and thewr allies valzable time.

Perimeter Defense

The Secondary Disectar bas established 4
perinseter deferse up to about 30 yards out from
the shdp. The entire area is | every tree, bush,
and shrud has boen slong with any tall
grasses and any boulder of moce than ooe yard's
diameter (any druld, ranges, or eif should be
appalied at the deliberste devastation —the
blasted trees, the shattered stomes, and the
scorched eanth). Sensor drones patrol this entire
aren (from the ship itself 23 the way to the
perimeter) at regular intervals, scanning any
particular point once every three minuses. In
addition, a complement of 15 spider drones is on
standby, ready 10 move againt any threat the
seckers detect. A single character trying 5o sneak
through this perimeter defernse has 4 percentage
chance ogual 1o his or her Dexterity score to
sucowssfually avoid the sentries’ sensoes (4 rogue
character may instead use his or her Hide in
Shadows scoew divided in half).

If any character Is detected by a seeker, the
spider drovws are summoned and
arrive inn 1 10 3 rounds, on how lar ot
from the ship the detection was made (rememnber,

droows have a movement rate of 7). Once
any kind of combat ocours, the entite command
center is alerted, and all wnits are put in standby
mode. Additional units may be stationed outsede
of the ship, at the DM's discretion. These will
most likely be additional spider drones, & platoon
ddotm)mwlmcmnpkuud firestorms

Mzandwhalkimbdwium
wdhblt depend primarily on two factors:
how much time has gone by sinoe the comanand
cender became aperational, and how tough a




challenge the DM needs 10 make the opponents
based on the level and armaments of the
characters. The time factor has a direct effect on
how many additomal units the command cemter
has boen able b0 mursiecture. M the characiers
have been busy fighting against other constracts
away from the ship, this will have an impact oo
the available wyits, 100 Ullzmasely, the DM muse
decide how exteraive the Overseer's operation
shoudd be; if this stage of the campaign = 30 last
Qurte a while, then there ane mvoee wnits available,
if the DM wanis o move the action 50 the other
séde of the gate as quickly & possible, then the
available units are much fewer i nrumber,

The Interior of the Ship

Once the charactens manage 10 breach the ship
i2self, they envder ing0 & workd unlike any they have
ever encountered. OF course, much of wisat is

there has been damaged in the crash, but certainly
sone of 1t i il functionisg, or else has boen
repaired at the Secondary Director's orders. Still, 2
vast majority of the ship is nothing but high-tech
punk. Twisted metal supports Be across pathways
or protrading up from holes in the deckang, winms
ATe strewn across every opening and cracked wall,
molted plastic has slagged into strange shapes
consoles are blown out, glass s scatternd every-
where, and chairs and other furniture are up-
tarewed or Werally smashed into bulkheads. And
there are, of counse, decomponing Kael bodes
hese ame of no use to the Overseot, since they ame
alrvady dead anvd camnint therefoee be transformed
into e Doomed. Thus they ane ignored

Try 10 describe the imderior Of the ship in terms
of the characters’ point of view; they are medieval
poople walking through something totally alien
Wires become strapgoe roots and tendrsis, load-
bearing supports are metal logs, glass becomes
crystal, and plastic decomes 4 strange soet of



hardersed sap. Of course, the playors will
imamediately undentand what the DM b
describing, but stick to the mood; it will help them
kewp the right frame of mind for their chasactens’
reacthions

Maln Entrance
The Rael starship’s peimary entry
loads into the cargo area,
interestingly enough. The
coews of the sddp usually
came and went throagh
the tedeporial gate,
rarely tedang to exit
the ship directly
oxoept dureng
planetfall. This
warehouse door s
lange enough to
drive a foeklife-
h'f't vt le
throsagh, which is
what the Rael use
3 load and unload
goods when they
trade. The system
c‘f'f.lm A
hydrankc Mt which
owers a ramp to the
ground

This level of the Faorts has
been almont completely crushed by
the enpact during the crash, What hittie »
heft is busried deep in the furrow created by the
ship s it plowed into the side of the mountain.
Without 2 major amount of excavation, there is no
way to reach this dooe from the outside, or 0
open 1t from the iInsice

Cargo HoldWarehouse

Even though much of the storage capacity of the
Kael is locatod on the other side of the tedeportal
gate at the arcology. the materials that come and
20 cannot be smoved through instantaneously. v
can still take & competent louder several hours to
maneuver a full shipment of smaterials through
thw gate. one Joad at a time. Moreover, the

. .‘ ' s
! f :

arcology is a busy place, with operations typically
performed in shifts. It is very samilar 8o a real-
world airport: take-offs and landings must be
coordinatod, as not every plane can use the
runways all at once
Goods are theredore often stoved in the cango
bay area (whether they are brought on
board from the arcology before
landing of from the most rocent
planet visited by the Rael
traders) until tisne can be
aliotted 10 transport
them through the gate,
Thus alwo provides
the Rael with 2
mweasure of coo-
venience and
protection. They
don't want to

spend any more

&s!f b

. :,“ location than

‘o4

# secessary, doe
both 10 the fact that
tiove Is money and
also to peevent
potential hostile
actions on the part of
locals. Thervfare, they
arrive on a planet, load and
wnload thetr goods as quackly
as possable, then depart again,
using their flsght tiene to their next
destination to transfer the goods 10 and from the
arcology
Most of this bevel was crushed during the crash,
30 there s very litthe of value here, Most of the
goods that had been stored have been destroved,
what litthe was salvageable has been scavenged by
the Secondary Nrector’s collecton

Gate room

Herein is stationed the Rael’s marvel of
technology. Without this dimensional gate, their
whole way of life could mever exist. The gate
mochanism itself is creatsed back on Tam-Rael, the
Rael home world, or at ane of the major arcology



outposts (which act ss nodes that join together via
additional gates) through a specal process where
8 dimwnsional tunned s croated that spans no
distance in true space. Only then can the two
“doorways” of the gate be separated. Imagine that

the disvensbosal is like & compressed coll
The Rael create this coil so that it exists in true
space. Then, as they pull the two halves of the
gate away froes cach other, the codl is stretched
out bat continues 8o act as 2 conduit between the
two doocways. The coll can be stretched infanitely
far apart, becasse it sctually passes through o
ditferent plane

The gate must have a pair of power sosrces,
one at each end, to keep it open. If these power
sources are shut off, the gate isn't destroyed; the
dimensional tunned just collapses. Once power s
applied again, the gate reopens normalily. If the
mechanisms M the two ends of the tunnel acen’t
periectly aligned and in sync with ane another, a
dimensional rift cccurs that emnits a streaen of
volatile gases that ignite eaxily

While the Faorts went hurthing through space
out of control, the Rael, in & desperate act 10 steen
the tide of Oversenr coratruces Hooding thoough,
destroved the power generator on board the shap
that kept the gate open. The resulting blast not
only dosed the gate but knocked it owt of
alignment. Before it can be powered up agais, it
must be realigned, or gases flooding the area froen
the resultant spacial rift will explode, inflicting a
minimum of 10410 potnts of damage on each
person or construct within the gateroom

The gate itseld, when powered up, appoars as
nothing moce than a Lirge metal portal with &
shimmering blae field across it. Any physical
material can croms through this blue curtain
unaffected, but dlectromagnetic waves do not. A
person passing thaough this gate does not feel any
wnuswl disomientation at all; it's just lke walking
through a normal doorway

This was the command center of the entire ship,
whwre overy aspect of the ship’s controls and
operations were coordimated and engaged. After
the Overseer made it through the disensional

gate, the beidge quickly fell to the invaders, and
all cortrols for the ship were shut off and rerouted
10 the Secondary Directoe. However, the Rael had
contingency plans for such an event. Special
explosive devices were planted at critical
junctions withan the ship that could be detonated
dependently When the bradge fell under enemvy
controd, these explosives were desonated,
physically severing coesmunicatsons and controls.
The Rawl thus effectively took the Faorta out of
the Secondary Disector s cootred

As the bridge was noar the nose of the ship,
has been utterly senashed by the impact: there is
literally mothing left.

Aurillary Bridge
This s the secondary bridge, in case the primary

one should ever be destroyed. Afser the Secondary
Director eadized that the primary bridge was

useless (having been cut off by the defenséve
precautions of the Rael), it attempted to take
command of the secondary bridge. Acmmc
of Rael had taken over this locatson,

held the Oversoer ohmuhymlhmm

After the power loss in F {see below),
these controls shut down, leaving the Rael here
usable 80 prevent the collision with the PCa" hoene

world. Allmkﬂtdhhmm.d
but their actoes
Otmhmplmmdwﬂp O
course, as » result the Overseer s minions are now
oo the PCy’ world; an outcome the Rael could not

predict

Engineering
m«mawmwuum
plant and propulsion sywtensa
mﬁmwmpmndmw&v
dimenwional gate. This was another location the
Secondary Director wishad to take ismanediate
gbulbdmﬁlcmoouldh-«wd.a
panicked Rael engineering officer decided 10
destroy the dimensional tumnel’s power generator
cantrols. The blast from her tampering practically
blew the engineering area right off the ship,
cutting off power to either Bridge I the process
Everyone in Engineering was killed, and the




Forta’s self-prograsming survival systems scaled
Off this section of the ship o prevent complete
atmmosphenic decompression. No one cousd et into
the engineenng acea from elsewhere in the skap; it
could only be accemed externally, o after the ship
Fad entered 2 pressurized atmosphere where the
seals could be c\];u".tn.!

The constructs actually sttempeed %0 overnde
the seais. bot the system had been set up 0 that
was not possabile Froes remote locabons, and a
platoon of Rael space marines had entrenched
themsedves near the sealed entrance 10 prevent the
comstructs fromn gettiog directly to it. The
Secondary Director then tried 10 reach
Enginoering externally, by actually sending a
comstruct outside the ship 10 manewver across the
hull, but the flery stroam of plasma and ignited
gases that were surrounding the ship wen too
much for the comstruct 1o endure and it was
destroned

Sance the crash, the Overseer focoes have
thoroughly examined and attempted to repair the
damaged dimwnsional gate power generatos, bat
several key pleces were lost and presumed
destroved, and the process of manudactunng new
omes has been slow and arduous. What's mooe,
the Secondary Director has not as yet located any
plars for the power generator within the Faoris's
computers, If this should happen, howeves, #t
spells disaster for the PLs" world, as an
unstoppable flood of constructs controlled by the
Overseer will flood through the gate and begin
domination of the planet

The engineering soction of the sbap is above the
main deck, so the impact of the crash dad little o
damage it beyond what had already happened
during the destruction of the power source, This is
also a useful way 240 the ship, since most of the
regular airfocks were lcated oo the lowest deck
and are therefore now bursed in the furrow




Elevator

These are mmply hydraulic lifts that transport
Rael and materials between decks of the sbip, The
large coe In the casgo ased is big enough to carry a
forklift with 2 full load

Fuel Tanks
These immense contasament yystems store the
fuel used 20 power the massive thrusters that

propel the ship through space. They are filled on a
segular basis by large portable containers brought
through the gate on vehickes. The vohicle drives
right up 1o the fuel tanks and hooks wp 10 & valve
and pump system that transfers the fuel from the
portable container right to the fuel tank. Then the
vehicle departs again. This effectively onsures an
endless supply of fusl for the engines, so the ship
nerver has t0 dock and refuel.

As the Fuorts endered the planet’s st
during its crash, the hall of the slip began 10 heat
up, and thas caused the foel to heat and expand
Fortunately, the tanks were almost emmpty, as the
ship had bewn careening through space for theee
or four days without benefit of refuciing
procodures. As the ship was actually passing over
the Khaim Mountains in the final seconds before
Impact accurred, the tanks ruptared, spewing
superheated foel. The plasma within escaped as
vapor rather than biquid s a great cloud
when it came (o contact with the hot, flaming
gases of the dimenséonal rupture from the gate,
created a massive eaplosion. This final blast
lterally npped the tanks apart and destroyed the
engine systeen. It also caused the final stages of
the crash 10 appear as though the Favrts truly was
» huge. famving comet of immense size. The Bast
was 50 massive, in fact, that it gave the illusion of
4 much Laegee body than the ship actually is.

Crew's Quarters
In the old davs, Rael crewmsembers did not

actually have guarters aboard but lived in the
arcologies and reporved for duty on ship when
their sbsifts began through the dimensional gates,
returning %0 thor quarters by the saoe means ot
the end of thelr working day. With the comang of
war, however, such luxaries are a thimg of the

4l

past: now the crew and thels contingenst of
marines stay on-duty for roughly a week at 2
time

Asa there are always at least two
shafts pivysically on boasd & Rael ship at any given
time. Onw shift b on duty and operating the ship,

while the other is off duty and on status
In this way, the Racl assuse theowelves of o full
complemant of people in case the gate ever gets
shat down accidentally for an extended periad of
time. From time to tme (roughly once & month),
the gate is routinely sbwat down for maintenance;
during these times, there are three full crews
assigrved 1o be oo board. In both of those cases, the
off-duty crew have personal guarters they can
retire 0. Crew areas come complete with a galley,
mess hall, exercise room, and recreation facilities.

Few were in the crow quartens as the
ship impacted with the PCa’ home world. These
places are not very defenaible, »o the few who
tried to hole up here were quickly captured or
killed. The rest of the orew made thesr stands in
other parts of the ship.

Power Flast
This section of the ship Is & glant that
powers masty of the systems on boand the ship.
There are actually two power plants: one serves as
2 backup. Both are charged the engines
but operate independently from the thrusters, in
cane the engines go out. All power was lost when
the Frorts impacted, but the Secondary Directos
made getting a power plant back in operation 2
ty. While the main power plant (near
g:\umg)wahuvﬂydaqundwmﬂn
the backup system suffered almost no damage,
and the Overssess forces got it back on line
quickly. Unfortunately, it cannot be recharged by
the thrusters any longes, so the constructs have
assernbied & series of solar panels 1o recharge it.

The Querseer

The Secondary Director has assemblied » full-scale
central command cender in the wreckage of the
ship, well defended by an impressive number of




military constroces. But this is not the Bmit of the
Overseer s plans. The Disector has quate 4 number
of other urits out and about, performing various
tasks. These include scouring the planet for raw
matenisly—resources the Overseer needs o
constroct additional units. It has also begun 0
track on the surviving Rael. It knows that some of
them managed 10 escape, and it is attempting to
determine where exactly they have gone so that it
can eradicate them once and for all. Scouts have
also reported back that there is evidence of
cividization, so the Disector must ismplessent plans
to deal with that potential threat, too.

As the campaign progresses, the Overscer’s
forces should begin to appear elsewhere than just
up | the mountaine. If the DM would like,
military constructs can attack the elven tribe or
even make a fullscale sssault on Aston Pol
itself. The Secondary Dinector definisely wastes no
tine assaulting the Stonebreaker muine, once it
loarns that it is thore; the tesowrces coming out of
tive mine are invaluable %o the Overseer. As well,
the Asaimilators are fully capable of creating new
Doommed out of whatever species they can lay
their “hands™ on. This & an interesting situation,
for there are pleaty of creatuses in the mountaing,
particularly the dwarves, elves, and hbumancids.
Golng up against an ogre or two that have been
converted into Doomed should be quite an

ex for the playen.
ﬂwmmmmtdeddemuﬁy
how much the Secondary Direcsor can onganise
and expand, and how many units are available for
combat, research, explosation, etc. If the characters
are powerful, or the DM rvally wants 8o muke this
a shoot-'em-up adventure, then there should be a
lot mnore of the things than if the DM preders o
make this more a thinking style of setting, where
oach and every encounter with the constructs is a
deadly and frightening affair The PCs must 2t
that point determine the best way to indirectly
destroy the forces of the Al without a suicsdal
head-on assault (certain o spell disaster)

Foe a fairly balanced setting, with both a few
furious fizefights and some mone subtle
esplonage-type encoundery, it is recoowmended
that the Secondary Director have the following at

its disposal by the tisne the PCs appear on the
scene, ready 10 launch their major assault:

35  Dveone Fighters
46 Prowher
6-10  Dwstroyern
1-2  Annibilasors
-8  PFirestorms
2-3  Deathstrikes
25-30  Spider Droows
1-2  Asstmmilators
36  Collectors
2-20  Replicators
15-20 Sechers
10-15  Doomod of varioos types

This allows the UM 10 assemble several sirike
foeces of snived usats, usually with one lasge
menace supported by several ssaller threats. At
the samne time, 3 portion of each type of military
usst should be beld in reserve a8 a line of defense
should the characters comw 10 attack the
Secondary Disecior pensonally. This should be
tharir ultimnate goul, foe the Raed can tell them that
once the controller s eliminated, the rest
of the constructs will coase functioning in a
coordinated, mielligent manmer and 1t will
becomne a mvach casier task to destroy them.

Again, these rumbers should be adjusted up
wierd if the DM wants the campaign to be a wahoo
affalr with lots of wild shooting and explosiors
Conversely, if every scrap of ammo and every
heavy weapon is a godsend 8o the hetoes, then the
numbers shoubd be scaled back significanaly.

Remember, 800, that the characters can attempd
to scavenge add itonal equipment from constructs
they destroy. Allow them o occassonally procare
an additional weapon o somwe extra asmunition
from these fights. Treat them like magical items
would be handled in a more ordinary setting;
demy"t make them common, but sprinkle encugh
around to keep the plavers excited by each new
treasure.

The Tables Turned
Once the PCs make an initial foray against the
Overseer and then withdraw, assusne that they




will be followed by » seeker vensor droew ). This
should only occur once they have actually
sttacked the command center at the crash sie or @
magor detachment of constructs on patrol and then
withdrawn, it should not apply against an initial
scouting expedition such as that described on
pages 3 and 36 If the characters use unusual
powers (Le., magic) in their assault, then the
Secondary Derector diverts significantly maore
rescrarces (whatever the DM deems appropnate) to
analyzing and countering this new theeat to the
Overseer’s domenance than wouldd otherwise be
the Case

The sensor drooeds) shadow the panty M a
discreet distance until they camyp for the night or
retumn to the village of Aston Point, wheresipon the
Secondary Director mounts a major assault. This
attack shoudd cause significant casualtion in killed
and wounded among the 'Cs and their allies (the
elves, the dwarves, nival adventarers, the Rael

O

refugees, or the villagers, depending on wheee the
playes characters took refuge for the right). Give
the POy 4 good scare, but don't wipe out the whole
party!-~the idea s b0 convey 0 the characters in
No uncertain terms that the enemy will not wast
pessively for them 80 come and deal with it
Instead, they now know they face an active,
aggressive loe that will hound them mercilessly
until victorious or destroyed.

Wary characters, after thets first experience st
the crash site, may kowp a sharp eye ot for flying
spien. Give the POs the same chance to detect a
secker as they would noemaily have 1o find secret
doors. Should they elude pursiat (through magic
or other oeans to cloak thedr presence), the
Secondary Director sends out a dozen or »o0
wekers to comb the countryside i a grd pattern
OF course, sensor drones are continually
trarsaniiting indormabion back 10 the Secondary
Dirwctor, and the sudden cossation of data will
alert the Overseer to trouble spots

If the DM is in the mood for a grand medoe, Jet
this attack come while the PCs are back in Aston
Point; player characters cam then decide whether
1o fight together & an elite combat unit, to scatter
1o stiffen: deferaes throughout the 10wn, 0 ald in
the evaceation of non-combatants, or whatever
Note that boats offer no prosection from flying
constructy—destroyers, drone Hghiees, and
annihilators can operate just as easily Over water
as over land, a better idea would be to hide
civilians in root cellass and the ke unts the
constracts withdraw, Remember that, being
seriible folk, the vast majority of the inhabitants
value their lives over their possesstons (they can
always bulld another town)

On the other hand, if the player characters plan
well and do not draw undue attentson 50 them
selves until they are ready 10 act, assuane that sy
of the above attacks you want to incorporate indo
your campaign take place offstage. I this case,
assume that the monis, guards, and towrspeople
fight off the attack on the city (mot wighout
significant Joss) and that Toegia Med then leads a
force of volunteers 10 wipe out the nest of
comstructs at thy dwarven mise.



In Medias Res

The smoke was svorndiy thack and acrid, and Tilew's epes wetered coen
Ehosgh Ae Akt the damp cloth across ke nose and mouth. He packal b uny
acrom the burn! greund, fecling M Aeat frome neardy fires that had not pet
Surmed thrveselves owt. erhaps this was a mistake, thosght the pilgriw fo
Minesell. Brother Aston has preachad of the coming of 4 sign, and no
cowe can refute that this grewt comet is that herald, but perhaps |
should have walted a while longer befoee approaching.

The pgrim stusiNad om seecthing and lookad doww ot the offending
obyc?. His ryes sndenad sliphtly. it wus wwiite anything Ae Asd ever seem
Sefirre. He stooped to pick & sp and crial out when i seared his hand. He dool
the cloth fromu Ris focr and uvapped that around kis kawd before trptuy to
grasp the ot mpain

Tadens turmed 2 oovr i M b, 1 oty mande of mctal, wovkad more fincly
thaw smything Big Biton Aack iv Astow Poemt Aad cowr wade, It s 2w thy
shage of a siphtly bewt tube and ollowr, but one end had a strange box
shaped thing om 1f. Lomg thin Slamenls of metal protrudad foomt thes o

| shail take this back to the temple, thoagh! Talrm S0 emnself. Surely it
& a gt from the gods, and the brothers will know its significance. He
started o tarn axwy froey the omier of the comet » mvuf mtrnf on neturn-
g Uhe foww, when @ At of meonemsent arught his eye. Curioss, e peigrim
pevred throsgit the ekt seme, trimy mv cowglt Whateowr if s, Tl
codd mot mow see & He took a step formand, Merm amother Hiss o god come
among us? he thought hopefiully. Perbups | may serve 25 one of the
favored, a chosen cow 50 bear this god's message 10 the others. Talew
Aewmnd avth prade at the thought of ssch good Sortune

Swddenly, a dright Nt ont through the sevole, gloring in the mun’s eyes
He conid nod see. He everted ks pese, ol sshing 1o avger the diodee Beny
tht approachnd bm Ax odd lewm rrached his eirs. o desprte imself, Talew
hookad up. Waew e did, A scrvawnd erad stamiled backaoand. A bevemeth of
medal soas Mefowe Aim, shrmyg dripht ligh? mto hes cyes and rescking for kuim
with ereut artdficsal chases. Talew trind 1o retrest, bt Ae tripped over Ais own
robey and sat dosow Band, Thye seoweatronily clowed n ont Aore, 100 leaipe
apyendages darting foruerd o grasy cack of bus lonbs

Taien screamal apaie. and 2 rade srakind cur vl entered lus mondh. My
waniad fo gag, but be could net. The pilgriee thrashad madly as he o
draum closer fo the mrtal beost s maw by the appendages that helf kom
tightly. A delcese orm sirung sround behuiad the faling man, cxposing 2
siender protrasdom. [¥ prevsad at the base of Talen's neck, snd Ae conldd Seef it
peactrate Ais flesh. Thm, a olate-hof patn cxplodad bebamd s eypes, and &
zwnt MNacik



Somewhere (0 the depths of space far beyvond
your campaign setting, the Ovensoer has alreads
invaded & Rael arcology as desonbed in Book |
The Cast and Props. 1t has gained access to the
Rael's trasosdinmnenseonal gates and Begun bo mae-
shall troops of robotic command wrats ansd mind
controlled Doomed through thems, et upon
eradicating its biological encosies 1O the last one
Shipe across the galaxy are Booding with suind
wess AIng machines which smrive o ke control
The Rael star cruser Favrta was fairly nwar your
campaign work! when one of the Overseer’s
Secondlary Dasectons Jed a strike force of spider
dromwes arsd Dootned throagh s transcdimensional
gate, aking the crew by sarprise. Thedr first dicec-
tve was %0 g o ship's communiCations and
wm them, Thus, the Rael crew could only break
o hastily assemnbled skarmish usies, which were
foroed to develop their own battle plars withoot
coondiration from the bridge. A desperate,
goetillastyle war raped theough the corsidons as
the Favrta's own soaght 10 fend off ferocious ene-

.

o e

mies who gave mo thomaght to survival At first the
Rael trind to drive back the drones and the
Doomed, but soon they began sabotaging thelir
own slig’s sstems while the Overseer slowly cap
tured the vessel, deck by deck

In Ergineering a small group of Rael, bed by »
Irightened, low-ranking officer, resolved 8o halr
the continuing influx of Overseer troogs iy
incapaciiating the traradimersional gate. A ssowe
experienced deader might have simply attempted
10 remove the dmemsonal Seld coil, rendering the
wihode system inoperable, but this voung comign
elocted 10 Blast a haole in the master controd
console inadead. Ironically, she was sucoessful
because the Overseer never peedicted such an
dlogical tactic, As & eosult, the trassdimensional
warp field withan the gate shifted out of dalance,
allowing cach side of the gate 10 bloed acroms iy
threshold, creatong a “rig™ In the space/ timne
continwum-—and a dramatic explosion that
brcached the hull Fortusately, built-in salety
systems completely sealed off Engineering while




everything that wasn't bolted down was sacked
into space, including all the combatants on deck
Undortumately, unti] the whole gate mechanison
{with a gaping hole in the control console) could
be manually shest down frow aithie Exginerriog,
the “rip” could not be closed

Now, Fuerts s carcening towand vour
campaign workd, out of control, wivle her
inhabitants comtinee to fight to the death in her
corradors. Measwhile, the dimensional rift within
the gate is virtaally shredding the Prome Material
around it, physically emitting a steady guah of
highly compressed hydrogm atoem. i
with plasana leaking from the damaged engines,
the atcers explode and ignite, burning with solar
intensity and trailing behind the ship for
hundreds of miles. The net effect is that the Rael
ship looks like a comet stroaking across the sky,
growing ever nearer. If these's anything positive
10 be idenstfind o the situation, It's that the
dimvensional warp field will collapse when Favrts
crashes ino the Khatm Moantains,

There's one other important detail 10 note:
While no Rael would consader abandoming ship to
escape the Overseer while the bartle still raged (%0
do 50 would bring everlasting shame), the first
olfscer. named Jazra, endered an escape pod,
hoping 20 acoess its independent computer system
and override the Overseer's communications
block. Just as she booted the system, the explosson
in Eaginewring went off, rcocking the ship; the
excape pod automatically pettisoned in response.

Outside, Jazra used her tiny pod’s formidable
computer systesns o evaluate Fevrts s damage,
quickly determuning that the engines were off-line
and the ship was drifting towand a nearby
sure to fall into its gravity well. She calculated
where Fuvrts would ceash, then scanned the
planet and detected humanodd life sgne. While
her mother sidp continued towand your campaign
setting, shw sped ahead 1o investigate the woeld
and lay what groundwock she cosld against the
mpending desaster

Evertually, Jazra decides that your player
characters’ adventuring party is the group of
people in whom she will rest her trust. She needs
a small band of hearty souls wha can help her

tend 1o her injured crew mates, fight off the
Oversees, and prevent thelr from being
entirely overrun by killer robots. She figures the
PCs 2 the bill

Sttup
This boxed set is designed to be usable by all
Jevels of adventurers. That means yos, the
Dusgeon Master, must determine the numnber and
type of NPCy, both native and alien. You'll need
{and want!) to read Book 1, The Cast amd Prope. so
vou'll be familiar with the beand new creatures
and equipment unigee to Tale of the Comet, Then
you can use that knowledge 10 generate balanced
cotmnbat encoumters with litthe or no further
preparation. The mechanical nature of the
Overseer tesalts in & fadrly stable structure of NPC
types, with abdisties and hit poimts that doe't vary
from individual to individaal as monsters do.
Simply make a note of which NPC types have
ACs, THACOS, and damage posentials roughly
equivalent to your adventuring party’s. Once you
establish that Jevel, you can populate encounters
with & mixture of more lower- or bess
advensaries who combine foe a number of hit

during combat or in
encounter, but only for the sake of the playen
enjoyment. The unigue sitsation of dealing with
aliens, and of role-playing in a sedieval setting
suddenly endowed with futaristic technalogy, is
what makes Tale of the Comet an exciting scenanc;
don’t ket combat become the focus of the
adventure in any event.

dazra

The Rael officer Jazra bas reached the Khaim
Mountains well abead of the Feorts. She landed
her tiny ship in an isolated spot abxrve the
timberline, then hiked down to Aston Paint. She
peomptly stole & long hooded robe from the
mocastery and used i to pass among the humans
and demihamans without using her holographic




projector (see below ). She can appear in any
SOETANIO, SO you can play “cat and mouse™ with
the PCs in 2 variety of ways such as those
dencribed in the followmg pages

Jazra maintains her cover as long as possible
The Lase thing she wants 8o do s explain that ber
ship (and Sw invadiog Overseer within i) has
brosght doom 1o the workd. She sincerely hopes to
solicit the PCs” aid to exterminate all constracts of
the Oversewr and regain control of Favrte, then
Tepair the star crulser (of, o that's not possible, the
teleportal gate) and leave the PCs wigh nothing
bt memories of strange “magsc,” creatures, and
VeSS

As noted in Book 1, Rael sow tradiers extraor-
dinare by nature. They have a strong sense of
equity, and thes jazra will seek 10 fully repay, n
whalever way possible, any abd she receives from
the characters. If the PCs discover and condromt
Jazra——and she basn’t a chance 10 postpone the
truth by even the most outiandiad tactic—abe will
feel honoe-bound 1o tell the whols truth. Unti) that
happens, whenever the PCs encounter the
Doomed, robotic constructs, apwd other exampies
of ablen techmodogy i Jazra's company, she feigns
mstosdishment and cariosity equal to theirs. She
has re doubt that the hevoes will quickly identidy
the enemy and react according to their basic
tratincty—all she has 50 do s got them 10 escont
her 1o the crash sive; shell figrare out what to do
{rom here

Jazra, Rael pilot, R15: AC 7 (Dex); MV 12
hp S8; THACD 6 (10 with medieval weaponsy)
AT 2: Deng 3d6 (blaster piatol) SD Hide in
Shadows (9% ). Move Sdently (S
SW unfamiliar with medieval weaponry, Joos
culture. loge and fauna, M9 SZM (6" 57)

ML champion (15K AL LG: XP 6,000, Str 16,
Pex 17.Con 9, Int 20, Was 11, Chr 35

Peromality: Emotionless, soft-spoken,

Jdetermaned

‘N , )
¥
Special Equipment : ’ f
In addinon 1o her blaster pistol and three extra . J
chips of asvmurstion, Jazea has a few special plece \‘ J
/

of equipment with her: & highly sophisticated

LY



hodographei projector and a decrypier.

Upon Jazra's focehead rests what will appear to
emost PCOs a0 merely an ornamental plece of
jewelry. In fact, It is a hodograpbic projector built
o an octagonal hossing aboart 2 inches across
and ¥ inch thick attached o a narrow metallic
band that wraps around her head. It surface is
covered with tiny faceted crystals which focus
and project near-perfoct, audible images up o 25°
away. The device doesa't glow or Bbam, so theee's
no way 10 tell when it's working, nor do magical
detection spells reveal anything about it

The peogectoe is not only capable of creating
tmages all around lazra, but it can coeate them on
her as well. In other words, the device effectively
m.;uqmwimmw
magical aura’ Thus, the Rael have passed wno-
thoed among allen cultures for centyries.

The projector is activated and cootrolied men-
tally, as the metal band picks up beain waves and
transmits nusweric cosnmands to the projector.

The device doesn’t actually project thoughts, its a
sophisticated mochanism that respoesds 1o pre-
programmed commands. lazra must insert the
device into her escape pod’s computer and spend
several houry loading programs into it, each of
which can be tnitiased with a mental command.
I'Cs may be tempted to steal such a valuable
Hem, once they Jearn of its existence, but unless
they can think in Rael and perogram a computer,
they 'l never be able 80 use it

Given its size, the projector’s Al response pro-
Mmm»mwwaw
and act veal at all times would be
the crew of Star Thek's Enterpwise, Ieuloaﬂhobu-
Barian warsior in your PC party! The only way %0
tell hat mnages are insubstantial is to toach them
anything real will pass right theough them.

This can present quite a challenge as you rode-
play an encouster wsing the holographic projec-
tor. You, as DM, must always try 80 make images
act as narmsal as possdble without ever towching a
I'C, picking up anything in the setting, or other-
wine newding to be salid. B an image wasd pas
through & wall, for example, try 1o do it while the
PCs look the other way, or try b0 convince them
that samething magical must have happened. The

POy eventual discovery that they're dealing with
incorporeal obyects and people is swre 10 resalt in
an inseresting scene, as Jazra somehow explains
away the phenomenon, to fee, o
decudes 20 tell the truth. This adventure suggests
ways the projector can comw into play in several
of the following scenes; you can get an idea of
how to deal with several likely moments of reve-
laticn from reading over the encoumters below.

Jaxra’s second special item is the decryplos
This handy device, standard issuw for Rael when
away from the home world. fits deeply into
Jazea's car and & not detectable without &
declared “detailed search” (Le, more than the
normal looting of a defeated adversary) and a
percentie roll; the base chance is 20%, with a
banus of 5% per point of Intelligence over 15, The
decryptor deciphers any new linguage within 1d4
rounds of ormal exposare and can thenoodorth
instantly and accurately translate that linguage.
Although they can understand almost
immediately, most Rael require at least » few days
to master and speak the languages they hear
theough the decryptoe, but Jazsa's rase 20
Intelligence allows her to fluently speak in new
tongues within svinutes, She can always pick up &
few phirases with which to converse immediately
(even if they are occcastonally odd), which
prompts the foeetgn speaker to go on talking,
which in tarm enhances Jazra’s acguisition rate,

When role-playing Jazra, consider the effect of
this device: by the time she meets the PCs, she
cbvioenly speaks Commeon fluently, but if your
PCs speak a different lainguage, she will respond
%0 them haltingly a1 fisst—just enough 10 arcase &
Eitthe suspicion abot her Alsa, the PCs may be
surprised if they meet numerous insetligent
monsiers along with ber, and she can spesk with
all of them!

If a decryptor comes o the hands of a I'C, he
or she mast first acquice the Racd language to
make full use of it. This requines the character 1o
irsert the decrypoor in the proper orifice and Hsten
80 i comwtantly, while spending o

slot. Once he or she has
“Language, Rael,” the device will bebuve as & Melw

of comprohending lingwages. allowing the PC 1o



undernstend new languages on a peecentile eoll of
0 or lows. The intermal power source will last as
bomg as the DM wants it to, but one yoar ks a
redsonable amount of tme. If the PC is ever struch
by lightning, the decryptoe must save vs,
clectnaity to aveld sharting owt.

A final note: see how Jong you can koep the
players completely stymiod by everything they
see and experierce. Undess you tip your hand, the
introduction of futuristic technology into vour
campaign setting should come as a
sarprise to both players and player characten

The Tale Begins

When you're ready to initiase this campaign,
simply direct the party sowand a mountainous
region, putting them on the road 8o Aston Point
One way 0 send the PCs in the right direction s
80 croms their path with a divirwer priest who tells
them to “seck the fate of the workd in Aston
Poiat.” Next, send a gypay their way, who tells
them that she has lost her ability to forecast the
future, reading only the name “Aston Point”™ vach
time sbw attempts to do s Contimue to drop
which mention “Aston Point™ uniil the
PO start asking for directions o the place (and
them maybe prophesy some more). If you're in the
maidat of another adventure in your
yous can st the stage for Tale of the Comet well in
advance by sprinkling in these hints to go to
Aston Paint while the heroes are basy finishing
up the current business.

Once the pasty is on the road 1o Aston Polng,
pick and choose from among the possible
encounters described (n the following pages
There are meore than enough paths 10 the final
obyective, introducing the PCs 10 an alien eace and
another wocld Run any combination of them, aod
if any ane goes dry, introduce another one. Let the
players decide which scenarics intrigue them, and
they cam follow mast of them to the next stages of
the overall adventure. Only the first encounter
("Lock! Up in the Air!") is absolutely nocessary,
because it starts the adventure.

Alternatively, the PCs couldd already be in Aston

L

Point on other business (sew page 61, n which case
the turmoil comes to them instead of the other
way around £t 10 sev the bown Overnan
with crazies of all types as the comet draws ever
closer, night by night, and can make whatever
plare they see fit to deal with this unexpectd
developument.

Look! Up in the Ain

Three days pass between the naptare in the
transdimensional gate and the crash of Fuorte,
and she ks visible in the night sky during the
whaole journey, This gives you a chance to set the
stage for the campaign. Once the adventuring
party is in the mountainous sogion near 10 Aston
Poiet, read (or paraphrase) the following player
text as the PCs camp or walk under the star
Choose the PC most Mhely 10 be stas-gazing-—e.§.,
a wizard, astrologer, ranger. or elf—and et him or
her be the one 10 make the discovery.

This isdormation is espedcially effective i the party
moves on to other things. The PCs will become

move involved with the “comwt”
when they reach Aston Point, bul for now they
can only speculate upon it significance.

The trip to Aston Point should requare a second
night umder the stars. Procesd 10 the mext section,




"Bad News Travels Fast.™ 1or ways 10 118 the time

In any case, the second night allows the PCa %0
notice that the comet’s size bas dosbiled (any
characier with a proficency in astronomy of
astrology will know that this is unheard-of
bebavior on the part of 2 beavenly body of this
type). i's now clearly visible, even 1o player
characters will poor eyesight Show the players a
picture of a comet from an astrosomy dook M you
have one, of the picture on page B. Start to drop
hints of danger, like “the air is surprisangly still
tondght”™ or “all wilderness night sounds are
absernit tonight,” which actually mwan notheng but
add to the mystery of the comet

The next day, any PC who consciously looks fos
the comet, or even looks in its direction for any
lemgth of time, spots 1 in the clear blue sky. The
eerie sight is defticult 40 make out under the sun
but it's defimitely visible and getting larger by the
hous. If none of themn notices the phenomenon, if
will be repeatediy pointed ot once the heroes
reach Aston Foint, that very same day

The exact time of day during which the PO
reach Asson Poiot is up 10 you and players. Only
bear in mind that the encounter secthon called
“The Sky is Falling!™ (page 57) bogine just aMer

nightiall, when the comet
crashes in the ssountaion
Should the party head invto the
mountasns looking for the
expected crash site without
attending the great conlerence
described in that sectaon, don't
bet thesn get any closer than
about 2 mile from the site before
the crash occurs (Ogre’s Gorge,
the abandoned quarry, or the far
shote of Lost Lake are about the
gt distance away; see the
map of the Asson ol Reglon
on the poster map ). In soch a
case, turm 8o “The Sky Is
Falling'® for a dramatic
dencription of the crash

Bad Dews Travels Fast

Neodless 10 say, the PCs are not e only oo
who have noticed the comet. Any (ndellisgent crea-
ture they meet alomg the road i alesost sure 10
have seen it as well. Therefoce, you can imcorpo-
rate the astromomic wonder Into any ongoing sce
narics i your campaign. Even random encoun-
ters will take on an additional dimension if the
comet plays some small part in them

This section owtlines a varety of possible
scenarios and encounters wiich can take place
vither aldowg the road 10 Astons Pount or in and
around the village aelf. In the wilderness, yoo
can nlersperse them with random enoounters, in
town, you can slip them in while the party
explores or seeks food and lodging

Thas s an excellent chance for the POs 1o
interact with the townspeople as well, perbaps
forming personal ties that woald make them even
more dedicated 2o preventing Aston Point's
destruction. If you'd ke to arrange encounters
with Asreenda, Nai K'del and Mongo, Mother
Naizese, Gredin and Ench, Seldra, Detrius, the
Bisons, Kalton Praug, or Torgia Mel hersedf, now
i the time



Unussaal natural occurrences bring ol sorts of
weindos out of the woodwork, and the comet is
no exception. The POs can encounter a number of
odd NPCs along the road to Aston Polndt, but the
village itseif is sure to be overflowing with them
You méaght thank of & few nutty theories for them
10 rast aboud, in the open market or in the temt
town that has sprouted overnight along the
shoves of Paradise Lake. Herv are some ideas of
what vanioos kooks think the comet reprresents:
an approaching avatar, bent on punishment of the
unsighbecus (of course)s a space dragon,
breathing fire all the way; » tanar'ri, released
from the dreaded Abyss by those “infidel monks
i the hills”; the gods’ way of desigrating where
the next great king shall hail from; a grest big
flyimg ball of fiery treasure, semt as a gift from the
20ds 10 the deserving: the end of magic in the
world; even that the world i» being invaded by
monsters from Beyond!

Consider the possibility that any one of these
street prophets can be something other than what
he ot she appears: an old enemy in disguise, »
con man, a kidden ally, or Jazra herself. Howover,
in order to allay playens’ suspicions that they are
dealing with an imposter, you must surround hiss
{or her) with other lumatics who are exactly what
they appear 10 be. These people often know thelr
opinions are unpopslar, so they have to be pretty
good at getting people to listen 8o them, at least
tor a while, 5o tempt the POs to listens with
peomises of indormation and behavior that
wgahlhqmy actually know something

ly make them all act 28 weind as
p‘—mbhlmldl\l

You can fill the PCa” day with one such
encounier after another, cach strange NPC
a strange agenda with which 10 waste the PCy’
time. Have ome try to comvinde the heroes that
soene Insocent i town is & spy who mrust
be followed (Asrienda at the Fox and Feather
would be a good candidate), then Jead them on a
wild goose chase as the unsuspecting suspect

Jetes & dozen innocent errands. Have
another bure them to the dwarf mines with a story
about some strange contraption that the dwarves

are bullding (just 2 large sludce) “whach is
bringing the comet down upon our heads!” Yet
snother thinks a race of creatistes benwath the
surface of frigid Paradise Lake s engaging in
unholy rituals that are opening a gate 1o another

lmmymmymkmdhmthb
the PCs encounter in and acound Aston Point, bat
shell be wasching the PCs in any event,
evaluating thewr skills, cbserving their behavice,
leaming their names and abilities (and maybe
thedr language). You might have her shadow the
party as they go about their day, appearing only
as a face in the crowd that I'Cs find
familiar: allow them checks as they
scan the crowd, scoess means about
ber scems slighaly familiar without thels
necessarily being able to place her (a4 second
successful roll means they realize they've seen
her several times earfier that same day). Between
her disguise capabllity and her considerable siill
at hiding and moving unobtrasively, she should
have no trouble slippéng away if noticed.

Here's an of a scenario involving a
kook. Note how Jazres can infiltrate the NPC role

if you desire, thanks 10 her projectos.
Arlenne, a zero-level self bed prophed, is
4 human male who appears 200 years old

(he's actually abowt 75) yet has & spry galt and 2
loud, plercing voice. He wears rags and lears
lightly upon a gnathed oak walking stick
(quarterstaff). He wears no shoes and domn’t
soem o miss them. The first time the PCa see
Ardenne, be's likely to be accosting other
travedery, following and Jecturing them as they
try o walk away, perhaps sitting on the ground
after somecew has shoved him away in
trastration. Describe a comic scene so the PCs
rwither attack nor flee the old coot. If there are
any lawful good characters in the party, Arfenne
will instinctively appeal to thems.

In any case, Arlenne approaches the PCs with
hbmhmhohpqua\ﬁm

jabbering all the way:
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In Medias Res

Repeat part or all of those remarks olten
working them im0 the conversation whenever
possable. Any specific questions showld be
answered with norsense. Arkenne wants the party
o Sollow him inso the swountains, and he will
happen to lead them toward the crash site if they
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follow hisn. If he's Jazrs in dbguise, remember
that he can generate holographic images to
inBuence the POy (tricking, not intimidasing
them). AN the whike he'll mnsist, in lowd and
ADDOYINE fones, hat there's f0 time 0 remain in
Astom Foint or whesever they are, lecturing
relentlessly bot eventually abandoning them
they refuse 10 20 with him directly, If you Rhke, he
can reapypwar several times theoughout the days
preceding the comet’s amival, especially If it's an
InConveniest time for the PO

If the PCs decide to fallow Arlenne, they may
not De abde 10 attend the great conference
descrided in "The Sky is Falling!™ (page 57)
Instead, Arlenne leads them toward Lost Lake,
procecd 10 “The Doomed on Patrol™ (page 59) and
wloct encomnters %0 run from there. How close the
party gets (o the crash site when the Fuvria comes
down depends upon where you introdace
Arlenew to them, but they should come no closer
than Ogre’s Gorge or the old quarry in any evemt
(asvy closer and they Il have trouble surviving
falouit from the crash). If it's necessary to camp
along the way, Arlenne cheerfully belps himsed! to
the party’s rations if he can—he's got nothing of
s own 1o eat, but be'll spontancously “reward”
the party with an outlandish sermon o they share
their stores with him

Wherever the party happens 1o be a few hours
alter sunset on the thisd night of the comet, read
the following text




The heat of the comet as it passes is enough 10
ignite exposed paper (an itens saving throw vs,
fire is in order for all flammable matertals) When
the PCs arise, they find Arlenne dead of a heart
attack (¥ he's not Jazra, that is),

Monks
The followen of Aston Tarak ace gravely
concerned about the comet. Behind cloned doors
in the monastery above the town, old Aston has
suddenly emerged from the revery of senility and
lacidly condessed to his hoerified followers that bw
has fatled his holy mission, for Aston Point is no
longer the haven of semplicity and solitude he
envisionad. Even woese, that village on the shores
of Paradise Lake, the very manifestation of his
faibare, o named after Afme. The ander has fallen
stunned and Aston Tanak has gomwe slone into the
mountains to receive his punishment, whatever i
may be: that's the last anyoew has seen of hisn.
On the road 80 Aston Poing, the party can rem
@0 one of several monks--0¢, rathes, CX mMonks-—
who have left the order and are fleving the area
They are, in various combinations, better,
trightened, devastated, angry, and disgusted. As
they pass the I'Cy, they witer & warnisg: “Go back!
The way abead s cursed!” The monks are
reluctant 1o disgrace Astom Tanak by detadling his
fate, prederring to simply cladm that Aston Poet
has fallen out of favor with the gods and disaster
approaches. Howwver, If the PCs are pensistent,
one of the monks hints at the truth, sparking an
argument with his fellows during which the truth
comes owt, Jazza will not be among this group, but

the PCs might motice ber watching the encounter
from a distance, dressed (n a hooded robe just tike
those of the monks, then aveay.

In Aston Point, the PCs run into mumes-
ous followers of Aston Tamak throughout the day,
who are in the stroets ing that there will
B 4 public convening of the order, in the mead-
ow outside the monastery gates, just after sunset.
They'se buavy spreading the word and are reluc-
tant 10 explain either what they'll talk about o¢
what has reslly

bits of that informaticn slip to reward playess
who skillfully an encounter with msonka
Yet another encounter with sweks in Astom
Folist comes when PCs soe two monks
among the tents on the shores of Paradise Labe
The broghers are cursing the campers, ardering
them to leave. them for “all our woes™
(that is, Aston Tasak's apparent falll from grace)
They treat the PCs with no more respect, but
they're not fighters and will cry for aid from the
lotal Jord’s soldiens or NPC ad parties i
thwry're attacked. If the PCs are patient with them
ard continuoe to for information, the monks
tell them how their onder s dedicated o simplics-
and solitude, and that the growth of Astan
has destroyed both virtues. They testily
inform the PCs of 4 conference in the meadow
outside the mooastery, st after dark, then move
along, scowhing ot the tent dwellers aa they go,
ordering them 50 attend the great conference
Jazra is not among these unériendly ssonks, but
she might play the part of a thind monk and
insercede If the PCs grow surly with them, She {or,
rathor, “he™) can point out that the PCs are 2
warlike bard wivile his brothers are unshuled in
the martial arts, and otherwise make peace. This i
a good place to insissate Jazea into the party, as
she offers indormation about the town and invites
them 50 be her guests at the great conference that
evening. She can tell the story of Aston’s
departure im0 the wildernom and saggest that
they help her seek him.
Alsernatively, PCs may encounter a palr of
fasthful monks who cannot believe that there is




arvy divine retribution in the appearance of the
comet. They are trying %o find soeneone o guide
them into the maoemtains, hopisg %o find Aston
and bring him home. They will approach the PCs
in the steeets of Aston Polnt, no sooner than
sunset on the second day
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If the PCs sowb the monks, you can work the
rest of thes encousder Ingo other scenanos, either
80 fure the PCs inbo a search for Astons Tanak or
samply to tell them his story. Assuming the PCs
are heroos (or al least curious), contione

Not anly do these zero-level humars have no
money %0 offer the pasty, but they're a constan!
llabadity In combat situations, as resporsible
heroes will be foeced to defend them. However, if
PCs agree to help, the monks tell them they'll
aiways be “theice welcomed” in the monastery. If
{and ondy if) they ask, the esondks will let them use
the monastery (or, rather, the monks’ hovels) as »
base of operations If they wish 10 stay and adven-
trw in the amva, during this scerario and beyond

If the PCs agree 1o soarch for Aston Tasak, the
monks will still waed 10 attend the great conder-
ence on the evening of the thisd night of the comet,
a3 the entire order has been commanded to attend
by the eldens. Theredore, o it's carly enough, the
monks can take their leave of the party, arrsnging
2 rendervoun after the conderence.

Jazra may be one of these monks, and the other



& holographuc projection, created 60 comvinge the
PCs that she is not a lone hook. She'll play the
part of a helpless acolyte in the wilderness until
her life is endangered, at which time she will pull
out her Blaster pistol and lond a hand.
Remember that halographic prosections cannot
be touched, which may result in an
indevesting combat encounder, i
cither the PCs or any combat
sdversaries learn that the
second monk is
insubstantial! He will
not speak at all,
“observing an cath
of silence in these
troubled times,”
according 10 Jazra,
yet he can still
nod and shake his
head (at Jazra’s
evenial coenmand
into the
bolographic
projector;

Eager-beaver
Adventurers
The comet has brought
moee than kooks 20 Aston
Poant. A mentioned earlier,
diviner wizands and priests
across the land have learned that
Aston Poant is to be the focal podnt of
socow unhoown, earthabattering cvent. The PCa
aren’t the only ones who have heard about this
sown, and the appearance of the comet has
brougiv them running

Therefoee, 4 terdt town has sprung up owtside
Aston Point with a healthy population of
adventarers of all types and kevels. Some of them
don't like all the competition, which can lead t0
an ongoing enumity with the PC party. For
addittiocal role-playing opportunities, generate an
NPC adventuring party roughly egual in prowess
to the PC party. These characters are experencing
about the same adventure as are the heroes, and
they bave adopted the PCs as friendly rivals

|

Their paths bring them together several times,
dunag which the NICs playfully poke fun ot the
PCs. Establish whatever rapporet you can between
the two parties, but keep them in competition
with each other if you can
NPC adventurers can also provide any missing
infarmation the PCs seed to continee
thele ourney, and they can serve as
replacement PCs o a8 allies oc
henchanen %o the I'C party i
you want o stage a large-
scale battle against the
Oversenr’s forces. Of
course, NPC
adverturers abso
provide s solid

corps for the
Doomed, the fate

of many of the
adventurers who
will go (=0 the
mountains over
the next few days
1o soek the downed
comet; see “The
Doomed on Patrol®
(page 59),
Seill other NPC
adventurers can provide
comic relief or side
encoanters. I the PCs visnt
either the Grinning Gar or Mother
Naimese's Boarding House in Aston
Point, you might want 0 stage & brawl, starsed by
a group of adventurers who got into an angument
with a trio of dwarf miners. Or you might
generate a 1s8-lovel party of young adventurers
who decide that the I"Cs are the crowd they want
0 hang with. They follow the party like puppy
dogn, or show up whille the PCs are attempting %o
maove stealthily, and they bicker constantly over
everything, especially over whom the adventurers
Whe best and the division of spoils from a battle. If
separated from the PCs at any point, they can
mappear later as Dovesed.
One or more of the NPC adventuring partses
with whoem the PCs imteract can be a group of



holographic images, excepting one (Jazra, of
course). This is most Bhely a group that would be
encountered in the mountais, not in Aston Point
Iself. because Jazra will have formulated a plan
10 join the PCs, then hied o her escape pod and
spent several hoars programming the hoalograph-
ic projector bedore locating and vercepting the
party. Jaxra can impersonate any character dlass
she lkes, but she (s most comvincing as a rogue
of ranger. She carries 8 shoet swoed (or any
weapon appropriate 0 her class) but iy
not prodicent with anything other than her
blaster pistol (and other Rael weaponry),
Therefore, she sutfers a —4 penalty %o attack rolls
with whatever she pretends 10 use as 2 weapon
of choice. Jazra won't cse the blaster pistol in the
presence of the PCs unless it becomes a life or
death situation, and even then she’ll try 0 keep
it hadden in the voluminous sheeve of her robe
and explain it away If possible: “Oh, you must
mean this, sy ring of sapic misdles (displaying 2
ring on her hand), which | acquired in a far-off
land, acroms the ocean. 1t does generate a unigque
effect, domn't it7°

Some hints for running 4 holographic party:

* Let Jazra do as mech of the talking as possitile,

Rememnber that she can tade many
appearances, inchading that of any membet of

the NPC party—il she has the opportunity %
change appeasances unobservod —and then
speak as that person (f the situation calls for it
The rest of the holograghic party is sutficiently
programmwd to carry on short, clipped
conversations, as the Al circwits within the
projector can react 1o the PCs™ talk and tramsmit
suitable rowponses 5o each image. Jazra has
anticipated a huge variety of “neutral”®
responses which can serve 10 answer most
questions. For purposes of role-playing, the
imnages can react and respond 10 virtually all
PC conversations, but they cannot initiate
conversations about rew subjects,
Furthermore, some of thesr responses will be
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repetitions of polise

about the weather, the PCy’ and the
k. As you speak for & holographic NPC, sdd
a short lag to your occasionally
inserting an odd, slightly incoerect choice of
words or inv the woed oeder. but do 3 in
sach & way that leaves the PCs thinking,
“You're not froem around here, are you!'™

For purposes of marching ordes, Jazra will try
to get the images into rear positions. The less
the PCs lock a1 the projections, the less time
Jazea has to spend concentrating on comtrolling
their bebavior

i the combined adventuring party is drawn
int0 battle, the images will try to spresd out the
Battle and take their attackers out of the I'Cs'
direct sight, They N also infuriste their
adversaries as they continoe to evade every
attack. Repoet during the battle that
adversaries of the images seom 10 grow
riicularly frantic and envaged. On the other
End.hmmmwmmwhm.lbmd
their own, either. Holographic spelicasters can
generate lots of spells, but apparently to little
eifect. Try 8o convince the PCs that they are
helping a rather inept (but lucky) group of
adventurers sarvive. It will make the eventual
revelation all the mowe startling and

enlertaining,

Maore Riely than not, one or more of the holo-
graphic mages willl eventually be exposed for
what it is, 000 way or another Jazes won't pamic
She may claim 10 be a great wizard who travels
alomwe, creating usions 10 disguise her valren-
bility, or she may use her thief skills to escape,
then get the party 10 chase her. Remember that
Jazra’s whole plan is b0 get the I'Cs 10 the crash
site withou! ever knowing exactly what they'ne
up agairst. Make the I'Cs figure out for them-
solves exactly whet Jarsa & and confroet her
bedore she opers up and tells the truth,
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“The Sky is Falling!"

This section’s purpose s 10 drassatize the crash of
the star crulser Fawta. By now the heroes shoukd
have heasd a number of theooies about the comet
and maybe speculated upon a few of their own,
They're about 10 get a closer ook at it than they
expected]

in all probabslity, whes the ship comes down
ihe PCs will be attending the “grest conference”
before the monastery, so the description of the
crash in this section is written from that
perspective. However, if your adventuring pasty
has aleeady goow indo the mountains, simply read
the Boed text given on pages $8-59, paraphrasing
where necessary.

Ax the sun sets on the third day of the comet,
huadnd»olpoophuhdwwqopchm
to the wide meadow where the

Dowens of sorches have been ignited, dlﬂy
lighting 4 wide expanse before the main strocture
Most of the brothers are waiting there and quietly
urging the crowd o walt for Brother Naestir to
explain things. If the PCs are special guests of any
of the mooks, they are allowed 10 stand directly
betare the fromt entrance, wivene a 25" by 20" by &'
platform has been erected for the purpose of
public speaking. Otherwise, they can stand where
they like, but it's crowded up front.

This is » good place for the FCs %0 run into
various NPCs they've mwt along the way, who are
milling about In the crowd. Role-play actively, but
avoid comdat. I the P'Cs try to start a fight,
surroumnd them with a mudtitede of powerful-
loohtng NPC adventarers, who coosmand them o
put away their woapons.

Above, the comet is gigantic, Mdhsmllghl
than & full moon cn a desr might, almonst
the monks’ forchew wseless. The wind s doad calm
and Nature is completely sient; people’s vokes
sound oddly muffied, and there’s 3 doep, barely
aadible hum in the sie. In short, the atmosphere bs
hat of the guiet before the stonm,. Comenations are
anvous, and there are scattered outbarsts of hyster-
ical ramting and angzy shouting i the masses. The
mood of the crowd & 80 teve s . Teldl the
PCs that overy trstingt in theér hodies tells themn to

kevp their hands oo fheir
When the PCs have found a spot to watch and

you'ee ready to proceed, read the following boved
st

This ultismatam shatters the barely constrained
order. transforming the crowd Inso a mob. As you
set the soene, don’t Sorget to add detalls about
other groups of people who may be standing near
the heroes. Many people cry out in fear and
remorse, whide many more react angrily. “You
dom't own these mountains’” cry the dwarves;
“We'll go where we please!™ shouts & lange man in
studided Ipather armor, surtounded by nodding

; and »o forth. Somewhere just beyond
the range of sight, the ringing of swoed
Biowes risos I the night. The fighting sproads

quickly, and the party quickly finds itsell
immersed in a riot. A thrown stone strikes the

eader of a party of adventarers about 10 feet feom
the 'Cs. The fighter ieemediately assumes that
one of the PCs threw i, and ber group responds
farously.

Describe an on-<oesing party that is more than
capable of holding its own with the PCx. 1t mighvt




be the “rival” puarty of NPCs described caslier, Or 2
contimgent of soldiers from the keep. Allow the
PO 10 react. U they break and run, peoceed
snmechiately 10 the next peece of Borund text
Otherwise, allow the encounter 80 go on for & few
rounds, and clobber the party with elotonus attacks
fram all sades. Let Sungs get desperate, then move
on %0 the bowed text

PN, 50 Wy fighting spomtsnecasiy
ptuses. “The comet!” you finaily meke out amon
~wm‘zmm ‘

With a glance up, it's clear that the comet's
relative speed is increasing sharply and if's
coming their way' Have the playens declare
actions bedore continuing with the mext box




Suddenly, nobody (except maybe the PCs)
wants to fght anymaone. The crowd scatters and

runs in all dizections. Describe the

of a fast-approaching avalanche and ask for
actives. There are rocky outcroppings largs
emosgh 10 shelter one or more people, snd the
monastery can peovide protection, but many
people are panicking and running away

PCs who sock cover are safe, but
players who fail %0 declare this action find their
characters in the middie of a field of rolling boul-
ders, mostly two 10 four foet in diameter. The
avalanche lasts for 1d4+2 rounds, and during
cach round, chazacters without cover must make
two sacoessfud Desterity checks to move for cover
and avosd besng struck. The fiest check detor-
mines whether or not the character is strock:
w«uﬂdmapdhwmhemsmlm
cry "Ouch!™ without Aillling them with ooe boul-
der. The secoed check desermimes whether the PC
is able to maneuver his or her way closer to
cover; it requires two successiul checks to get
there,

As soom as the avalanche subssdes, the fearsome
rumbling » replaced by eerie wasls of pain, as
there are many gured. Mooks who escaped the
danger rush forth o tend the fallen, and many
tomrmdolk ol them. Others are hastily packing
their belongings (If they weren't crushed) and
leaving, figuring that the avalanche was only the
beginning of Astan Point’s troubles.

A Sew NPC parties are discussing the comet and
how rear it mvust have hit. They plan to hike leso
the wilderness and find the thing In the moming
Capetain Torgia Mel will dispatch a squad %0
investigate at ooce

Obviously, Jazra wants to be the fisst 8o reach
the crash site. so shell start to spply carnest
pressuse upon the PCs if she has any relatiooship
with them at all. By now, however, the PCs should
be more than ready to head for the crashed ship.

sound
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The Doomed on Patrol

By the time the POy roach the Faoete, several other
adventuring parties, and a troop of the town's
guands, will have gotten there first. Without Jaxra
in their company, they rever had a chance to know
what they wosdd find, and foe them,
the first thing they found was the Overseer’s min-
hons. Most of them died smmediately; others are
now bedng, assimilated and tarmed Into Docened.
Thevedore, the DM shoald not panic if the PCs
aren’t boo quick off the mark; the ship and its full
complessent of foes will still be there when the
PCx arrive on the scene.

This section Is & set of suggested encountens o
run along the path to the downed star crudser. You
can run any combination of them, slowing the
pazty’s progress as svuch &s you ke in order to fit
them inlo the adventere. You might have a few
encounters to throw in, based on earler events:
the rival advenbarers, Arlenne, lost and starving
monks, and o foeth

éxbat the fech is That?

The Favrta descended at 4 fairly stoep angle, but
either by back or becasse of automated emengency
systemns it missed the peak and slid down the far
slope, gouging out a deep groove defoee coming
to nest near the base of the mowntain, The bulk of
the ship remained imtact, although pleces went
sverywhere,

Once the POy pass through Ogre's Gorge, allow
them 1o find tiny bits of strange metal, jagged and
charred around the edges yet otherwise smooth
like plate mail armoe. As they draw near the crash,
they begin to come across small parts of the
spacecraft; describe these in terms that woulkd
come from a native of your campaign setting, The
players shoukdn't be able to identify what their

characters could mot.

Ovw special object ey should find is shown on
the front of Handout §; cut the sheet into fouer
pleces and haod coe of them % the players. It's past
of the dimessional flelf cold, @ crucial part of the trare-
dmensiooal gate, bown (ree of the ship during its
crasdy If Jazza bs with the group, she will soetentar-



Sy become very excited when she first soos it, then
trwes very hand %o be one who will carry it

If Jaxra has already revealed hersell to the party,
then she tolls them what the find is, and that
they've found ondy a plece of the whole assembly.
You can send the PCs 0n & scavenger Bunt to find
the rest of the field codl—which could have been
picked up by anyshing from an asrakocrs flying
over S0 soene passing hobgoblics—as soon as
they 've regained control of the ship.

A Chance of a Lifetime

If you seally want 20 add 2 wahoo element (o the
adventure, you maght let the PCs come upon
Jazra's escape pod-a fully functional craft! The
Rael officer has landed her excape pod in a wide
crevasse upon the peak doe cast of Orchard Lake,
about 9,500 fect up. This is 2 single-cccupant,
short-range spacy craft with a sheop-ssaspersoon
feature in case the pod I8 jettisoned in deep space.
it is & T-foot-wide dark gray wedge, the two
wings jdning at a night angle, with a pair of
thrusters 0n the inner curve and a view port on
the oster curve (which slides down to admit a
passenger); show the players the picture on the
back of Handout & (bottom).

Within, a control commole hoasing all ship’s
VMM (s befoee a singhe, full-body-
bength chair. In the center of syveral pancis of touch
controds bes an illusanated, hand-shaped pad
(with alx fingess, of course). Quite simply, by
placng one's hand on the pad. one can fly the ship.
Apply pressure, and vertical thrusters gently lift
the ship into the air. Pross harder, and you
accelerate, ease off. and you maintain velocity
Remove your hand and the ship comes to x full
wiop, vertical thrustens engage, and the ship
descends evenly for about S0 feet. Steering and
piich are achieved by applying pressure 1o the
perimeter of the pad with the fingers.

Jazra opers the pod with a command woed
programmed intn her decrypaon, but a nack spell
actually manipalates the manual override, opening
the poet and powering up the craft! There's no
doubt that many PCs would Jote 10 get their hands
om i Jarea’s single-person spaceship, the escape
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pod. If you ke, let & traly adventurous advensyuner
attempt 80 find out what happens when he oe she
manipulates the controls. Show the the
dlustration of the control panel on the of
Handowt 6 and ask what his or her character does.
Then chavk the keyod version of the diagram on
poage 61 and formuulate an appropriate result
Assuming he or she guesses nght oe simply gets
backy, the character suddendy finds himsed! or
Perself in the air and traveling faster than anything
in bis o her world has ever gome! Make him o her
figure out how the thing works. i he or shwe s
saccessiul, the character can fly the ship around at
will Doa't worry about movernsent rabe and Armor
Chass—no PC can contzol the ship (unbess be or
she's got the suace pulot proficlency) with enough
precision 1o employ it in combat, and the pod
moves so fast that it can’t be hit by anything n a
standand AD&D" campaign.

Each tamw the character attemgrts (0 land the ship,
however, call for & Desterity and an Insell

roll. 1f both rolls succeed, bo or she lands the ship
safely and can use the ship again (unless
decide that the power supply & gone). cither

ability checks fails, however. the ship crashes—the
PC has mispodged his or her descent, or engaged
the vertical thrusters oo soon, or struck a nearby
object. Dincrite the crash in dramsatic terms: “Too
fast, 100 steep! You clip off a doxen troes before
senashing into the side of & mowntain,” and »o
forth. After it's over, tell the horrified PC-pillof that
the pod’s inertial him or her
throogh the crash, but he oc she's going %o be sick
to the stomach for a while, and the ship is
destroved. Award 500 experience points for
successfully learmisg to fiy the ship, and O
experience points for each secoessful Linding.

The Deomed

Only a few of the Doomed who levaded the Fuorts
survived the batthe and crash, but the
Owerseer assimilator has lost no time @ cooverting
captuned adventurers indo mvindless killers. Attack
the PCs with unsrecogmizaed NPCs whan they reach
Ogre’s Gorge, announciesg only that the strange
group of people mechanically marches over 0
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them and starts swinging. The attackers don't talk,
they don't cry out in pain when struck, and they
dom't until they're destzoyed. In fact, they act
exactly like zoentves. In a second encounter, tell the
PCs that they recognize the artackers as betng from
Aston Point. Finally, introduce an assault party
nchuding NPCs they know and are (or weee)
friendly with.

As mentioned sbove, a few of the Doomed have
survived the crash, and they are aliens of cousse
Most adventurens are used to birasre nerw
creatunes, but soomw of the Faortss survivors can
be a real experience. As the PCs explore the
mountains beyorsd Ogre’s Gonge, you might
describe something like thus:

This covutuse can cover o $0 fwo man-sised
creatures at once, I two rounds, at which time
sufiocases themn 2o death (se the rules for “Holding
Your Breath™ in the Player s Handbook), As o
Doomed thing, it commundcates only to reassie it
victims witile it murdess them. Ondy fire koeps it at
bay, and only fire can remove it from & victisn once
it crawls on him or her. Removing the alien indlicts
346 poiess of burm damage 0 the charactes
underneath; 6dé damage i the alien completely
covers him or her.

¥ actsaal monks accompany the heroes into the
mountain in search of Aston Tanak, they may
actually find the venczable prophet—now a
Dovmed cresture of the Overserr. He looks no
dafferemt than he &id, but his physical condition is

greatly impeoved, and he has & hlaster pistol tand
no hesitation about asing o).

The Pruth at Last
On«duccchmﬁnlymumvddp.m
80 “The Crash Site™ ( on 35 It Jazea
1 with them, she 1 astonncic by the extent of the
destruction. If she hasn't already done so, then
shwe reveals who she really s and pleads with the
characters to belp her. She knows that if they do
not, there is little hope for Aston Point and
eventually the world, as the Overseer will have
grown powerful enough 1o be unstoppable.

Jazra also suspects that there may be Rael who
sarvived, and she wants to find them. This & also
& good time for her 20 explain the significance of
the dissensional field coll, if the characters already
found any of the pieces

The Adventure Confinues

At this poimt, the ICs should be thoroughly
entrenched In the overall advensure. This is where
you a8 DM svust decide just how much of this you
want to work with, how long you want the
charactery to around in the Khaim
Mountains Bghting the Overseer ‘s forom. Below
are some adventure nuggets, ideas to flesh out
and immerse the PCs in

Seeh and Destrog Overseer technology
Any of the are vital for the
characters If they wish 10 defoat the invaders and
protect Astom Point (and, ot . the woeld). 1§
they have met with and are working with the RKael
refugecs or Jazra, those contacts help them
dentify priorities that will weakon the enemy’s
deforne. Otherwise, they'll have to rely on thelr
OWN reconnaissance and wits to figure out the
best way 10 procesd towand thesr goal,

Destroy the replicatoes.

S0 loeg m the Secondary Director has nepiicatons
At its service, it can contiovoe to bukld its forces
until their mumbers are overwhelming. Without
thetn, it cannot even replace Jost constnacts. More
than any other factor, destraction of replicators
can Hp the balance of this war in the PCs” favor.




Naturally, the Overseer will keep ity replicators in tional sriss. Ovwe way 1o kil two bincds with one

secure, well-guarded positicen stone in this station s 0o actually steal raw maters-
ah needed foe separning the dumensional gate from

Destroy the n'ﬂ.m the collectons. These constracts will invaded the

Any time & seeker & spotted alone and in search dwarf mine as 5000 as they become sware of its exiy-

mode, it should spell trouble Eliminating seckers beTcn, repTesenting as it does & bonanza of raw mate

hinders the Overseer’s ability o gather rials for the poadaction of mote coestructs

eBective information about By foes’ Any dwarves taken alive will be con-

location and activities.
Remember, however. the
Secondary Darector s
SIPra-genius
Inteiligence. if the PCs
GeStIOy every sensor
drone that beads in 2
orrtain direction
(soch s sowards

t*w Rael camp)

ey Wil etray

thweir locaton m
surely a5 of it teams-

versed indo Doomed mdners.
Cutting off this supply of rich
ores would hamper the
Overseer’s plan consider-
ably. M the PCs play
their cands right, they

misted the data Oew last thing the

hack to the com characters and Jazra

mand ceoser are poing 10 have %
do before the caen

Destroy the assimila- PUign setting can

loss and prevent new move to the Kael arcolo-

Doomed from being
Created,

gy and the second half of
the adventuare is to nepair

O way In which the H and repower the dimensional
Overseer is able %0 increase it #w gate. Handowt § presents all fosr
troop strength quickly is by convert : preces of the dimensional field coil,
ing prisoners into the dreaded Docosed, 1t which avast be roassembled to et the gate
shouldn’t take the charactens Joog o figurne ot back on line. But by the time that is done, Jazra or
that they can eliminate & snajor poction of theit the other Hael will have realized that the engines
prodlems if they can eradicate the source of the are s0 badly damaged 2x 10 be irtvparable; hornce,
Doomed —iLe .. the assimilators. This will solve two the gate has no power souece.

peoblems: the Overscer will ot have access 1o %0 The characters may be able 2 help wigh this prob-
many troops so quickly anymore, and it will stop e, aseemieg they have acoies 10 some decent
poeying upon the hapless citizens of Aston Point in magic. Tallor the noeds 10 the party’s abditses, but et
such a nasty fashion them come up with soane way Sat a spell or » mag-

cal fern can jusapstart the gale and open it up
again. Perhagn something as sienpde as & Mightning oll

Disrupt the Overseer's Sepplp Lines spell would woek, but if the pasty has access 10 moee
Another direction 10 take in the fight %0 clorarnate the outrageoss magic, then something like an opening
Overseer’s foroos s %0 ot off e supply of raw into an ehemental or parackemwrial plare contalned
materials being collectsed for manufactunng adds- within a dag of Aokfoy cosdd be indemesting.
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kay. 50 you re ready for the campasgn 0
ahuft focus. IXs time 0 get the PCs theough
the gate and imdo the Raed arcology. How &
the best way 1o do i7 There's no given paint in
time that this shoudd occar, 11 bost to base it oo
the plavers; if they are starting 8o get bored with
prodecting the cetizens of Aston Foint from the
Owerseer, then it's time 10 take the action to 4
different level I they ase out of ammenition, |8
may be timwe to make a last-ditch deasperation
sttack to get theough. Perhaps vou as DM have
st Certain goals and conditions 2o gauge when
the crossover should take place. The timing will
vary from campaien 10 campalgne you must
decide when it foels right 80 do thes
Regardless of when ot actually happens, there
are a few things %0 hewp in mind. First, the
characters noed t0 dedeat the Secomddary Director
i ander to get to the gate, and this shoudd be 2
Jdifficadt task. While the Secondary Derector itself
't all that well armed, # should be emtrenched
in a very defeasible place with a lot of other
military umits and swarms of Doomed 10 protect
it. Second, the 'Cs should have a definite resson
for croning over 1o the othee side. Evon il it's past
1o go with the Rael asx! sew the sights, then af
east they have somwe sort of a plan, Moer Niely
I's going o be something 8o do with useng magi
10 stop the Overseer, but that's for you the DM to
decide
Finally, vou need 20 have readd thoough the thisd
book, Crossing Over, and bave chosen a method of
priting the characions back. [n soene Cases, there
are things that you will want to set up befoer the
PCs even depart for the Rael facility, so it Is wise
to have all of that prepaned belosvhand
Once all preparations have been made and the
player charactens are teady 1o leave thelr workd
bebind and embark on the next stage of this
adverture, tum (0 the neat book and let the fun
e
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Introduction

Arak crosched saspiciously, gazing at the magaca! dooriay before hiwe. The
barbarten daf wot like thain, mot ome vt He ram hav hemds mermoasly alowyg the
handle of Ais huge axe, waiting for somethivg from the shados norld &
Iunge out of that gude.

Besade Arak, Carthis fhe pracst studind the patesay mfontly, trying fo
make somy sevse of the saveling Nae color Shat obsexrnd the opposite side of
the portal The priest hod drawm ost &is holy symbod and was ready for
artack

Towrn sdood mext do the magical portal, examiming the apening cerefly
Bexide the mage, Natris the rogue crosched, peering at the Soor lnsding up to
the opeming . She ot loast seemad pleased wot to be finding amy trip avres or
pressure plates that wowld beiray the presemce of some sort of trap

Toaran flsally naddad to himself and stepped into the savir] of B,
disappearing from sight Arsk grimaced and gripped his gor so hand that kis
Anuciles turmad whate. The uvzard s dovembodind aree resppvarnd, swoang for
the rest of them 10 cross throagh. Netrés stood erect, fook g devp bentth, omd
crossed the opeming 80 the other side. Corthis modded. held s holy syrabol
doldly Mefore lim, end, muttering & prayer to hus daity, tock threr steps and
Swts Qene

Arak crouched there 4 moment lomger, waiting 1o see shat wosdd kappen.
He srishad to be anyahere clse right mow. Some foul creatures of the
nether planes will take us all, ke thought to kvl Thas is & place man
was not meant 1o go. We are foolish 10 oy with soch dark magics,

Towran's head appoared i the Nae ssobrls. “Come on, your big lag. There's
wothing 40 frar. Wi olf 401 12, you cant, foo, New ooy

Arak shook his hewd. bat stood artyoay, asd steppad temtatively fosmnd the
portal. He held 2 hand up, castiously reaching ot to douck the Nue lipht
When he made comtart, be St mothing. Sloafy, he pashad keis band further
Lerough. IF cassdy siippwd froew Ais sight. Hee jerind @ dack and exeminad (1
Nothing missing, nothing wvomg. He growlad and started to slide the hand in
agw

Natris and Cardlain both half soverped from the Muwe curtam of light Arak
puemped sliphtly and sleppad back, axe ratsed. “Come on, Arak. Wr dow't have
all day, ™ Natris sesd. The Mardarian steppod wp &0 the Nure doorasy once
agein, but before be could movy further, the rogure and fhe priest had cach
grabbed aw govv ooud yanied hus throsghe

Toe borbarenm hoanled tv rage but conld mot resist the sadden force, and v
wumbind acroes the M light into ahaterer by heyond
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This is the third book of the Tale of the Comet
baved campaign setting If you have not yet read
theough the first two books, The Casf and Props
and The Tole Begims, you shontld do so sow, befose
soing any further in this book. The Cast and Props
provides an overview of the Tale of the Comet
setting and detadls out the history, the species,
and the equiposent involved. The Tale Segins
details the ares on the POy’ home workd where 2
Kael ship has crashed to the seriace and
unleashed the horrifying Overseer, a heartiess
artificial ntelligence with but one goal—the total
eradicatson of every sentient organic lifeform in
the universe

This imal partion of the mani-campaign sefting
covers what Ses on the other side of a
dimensional gate that the chasaciers Cross

through at the end of Book 2 This arcology

outpost is the key to the light-year spanning gate
technology of the Rael Before the heroes arrive

heve, the Oversecr has taken over the arcology
and is attempting to break through even moee
gAates to roach further afield. The PCs may be the
Raol's last hope, for they are the monkey-wrench
in the works; their capacity to wield magic &s an
unkrown quantity in the workd of the Rael and
the Overscer.

Thas section of the boxed set i more open-
ended than the previous part; it provides a lot of
Jetaidl abowt one particular area to get the DM
started, but it leaves everything else wide open so
that the campaign can go in past about any
direction the players and the DM want to take it
At the end of this book, there s & section on
wrapping the whole thing up and getting the
campaign back to normsal. This is a very
impartant part of the overall setting, foe it
addresses some ways the DM can ensure that
things don't get out of hand back in the I'Cy’
workd —eaking sure that all the cool
technologscal gizeon they have acgquired don’t
unbalance the game and make the characters
walking arsenals. Whether you wish to have the
characters ultimately defeat the Overseer of vise

have them accompiish something svoch sanaller

in scale, getting things wrapped up and returming
them to thelr own woeld & an integral part of the

setting. Unless, of course, the DM has decided to
make Tale of the Comet a permanent campaign, in
which case there is 10 reason 1o weap things up at
all. The I'Cs can past conttinwe 1o chamgpion the
cause of all Biving things against the might of the
Overseer for as long as it contisvams 80 be fun for
all involved

One thing that you as the DM want 1o be
carelul of is allowing this portion of the campaign
10 be reduced to nothing svore than a series of
military evercises where the characters encounter
4 group of Overseer constracts and then proceed
10 combat thess. Whiile this is entertaining for a
while, it eventually gets old. The players cannot
fully employ their talents of role-playing and
puzzie-solving in sach circumstances. Much like
a normal campaign can devolve into a hack-"n-
slash Monty Haul setting, reducing the Tale of the
Comet scenarios 10 nothing moee than shoot«'em-
ups time after thme is gotng 10 become
dissatisfying, just as any pattern loses interest
once it becomes prodictable.

Thés s not to say that the adventures should
not incorporate lots of raped-fire action; the Tale of

the Comie! setting, particularly the portion in Rael
space, is a fast-paced wild ride, with plenty of
firefights and wahoo momnents. That's no doubt
the very reason you and the playens got
interested in this setting in the first place; the
chance for player characters in a medieval setting
to get their hands on high-tech weaponry should
be fun. And the players are going 10 want plenty
of opportunities for their characters to take
advantage of the goodses they have. You just
don't want 10 let it degenerate invto nothing more
than that




“@aking Up with
the house on Fire”

As the characters enter the warkd of high
technology in full force, thiogs are grimn. The Kel-
Rael arcology has been almost completely taken
over by the Overseer. Although theee are a few
pockets of Rael resistance here and there within
the facility, the fighting has taken its toll on them,
and the Overseer has aimost wiped them out.

How &l all of this come about? The Rael's
greatest achievement, their dimwnsional
teleportal gate system, became thedr downlall. As
described in Book 1, The Cast and Props, the
Overseer managed 10 infiltzate and take control
of a single Rael ship befoee its crew could react
Once the nefarious Al had taken control of their
ship, it proceeded 10 claim the gate on board
They had no way 10 wamn the arcology of the
danger they were in, and 00 way 10 get back
home themselves. Many of them perished in the
attempt, and the rest suffered the tate Rael
consider worse than death—transformation into
the Doomed

Quickly assembling its troops, the Overseer
st 2 platoon of annibilasors, firestorma, and
deathstrikes through the gate, followed by
swarms of spider dromes, with crders (0 attack
everything in sight on the other séde. Following
on the heels of these mochanical unsts were the
zombie-like Doomed. The attack was so sadden
and 50 vicioms that the Rael lost control of the
inner chambers and were forced o retreat. Thes
was the one disaster the Rael dreaded moee than
anything Allowing the Overseer s foroes 10 gain
control of the gates of a central processing facility
could spedl & death knell to the entise Rael race,
by enabling the comstructs to reach virtually any
kocation within Rael in a matier of minutes

The Rael had plansed for this contingency and
had rigged devices 0 shut down the other gates
linked to additional shaps and other arcologres.
Their plan was only partially successful, the
Overseer had expected this and provided its

strike force with a feld-dampening device that
“musifled” the explossons, causing ondy partial
damage to most of the gates, which could then be
repuared. The Rael defonse plan only served to
delay the Al not stop it completely. Some Rael
managed to dive through gates before they were
shat down, both as a means of escape and also 10
wam those on the other side of exactly what was
taking place. But the Overseer s troops blocked
them from reaching other gates, and more often
than rot those Rael oo the other sicde remadn
ignoeant of the disaster at the arcology. When the
Overseer managed to get a few gates operational
again, there was nothing to stop its forces from
fooding through and attackiog those on the other
side. This is exactly what happened to the Fuorts

Now the characters are here, having crossed
over from their own world. They may be able to
make a difference, but the way is deadly, Any
Rael they are traveling with will want to sech out
anvy refugees who are still alive and trapped in
the arcology. However, first the heroes must make
an important decision: (0 shat down the gate they
pust passed thaosagh or leave it open (if the player
characters doat't think of this themselves, Jazra,
Zodarls, or Geegts will bring up the guestion).
Shutting down the gate protects the heroes” home
world from resvasion by the Overseer; heroes
mindfud of how much trouble they had 10 get rid
of the constrocts the first time around may go for
this option. On the other hand, characters may be
reluctant to cut themaelves off from a rapid
means of retreat, shoodd the Overseer’s forces
prove too mach to overcome. Let the heroes and
their allies debate the matter until the players
reach a consensus on the action they want thelr
characters to take—remembering all the time that
the PCa have only a brief time in which 10 act
before constructs convenge on the gate room in
overwhelming force.
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Hezrim checked the avemo clip in biv Naster rifie and carsad. Only three
rounsds beft, he thought. avd S on Al Medl Sor another clip. There was only
o Ieft. | mvast not waste a single shot, the Rael told Awself. The others
are counting on me. He glonoad of it comppemaoms crosching stk
Aise Detund e Mirrivade of farn mekel and shatiernd plastse. The other Ine
Ravl solifiery, [aatraw and Fulta, ondy hat Naster justods. they coosdd holf
i shots until the comsfructys e almant on Aop of Ao

Up the haflwey, @ spider drose steade into riew from ground ¢ commer, and
was emnfiately ollosrad by oo more. The metallic cick of the consiruct
fort wpow thr wortal decking of the avoclogy wes unnereing, bat Hezrow Jdid
not Mach Dstend, he sdotoly brsught the Maater rifle to hte shoulder and
fook gy

The spader drone frocr, perkaps senping the ambush. s meckemics! svien
e dotdal and wesond abou?, o though 1f wes Prying fo hvaly the Rael
Mezrm feresd

The farst shot bt trae, and sparks fese everyariere as the spider drone sas
knocked Mackssund frome the tmtpact, right ivdo onwe of Sl other comsdrancts
Semvy cdacurnd bis Disow note, 0 Hezrdm wantnd sadil asather of Me spider
dromes scramdlad pasd 25 demagod cownterpart and chargad the avebwsh
Hesrim spuorand the trigovr, baet the rifle did mot firy. Instosd, the Ranl vand
ant odkf click, st heee was o sizzlieg pop Mt cosassting frose M comnaction
betworn the smumo clip asd the niffe

Muosfire!™ Hezrivg crand 0 Ris compstmionss g the spsder dromes closed iy

fast. The othey tuo Faed staved af kim wade-cwid Sor o somiesed, s Coevpee
hewding. Thew, though, (e the trainad veferans they werr, [istram onl
Fullss rose up awd lesviad thelr Naster pstols #¢ the onmrushing grsder dmones

Bursts of erergy erupded frome fhe soldiers” swapents a9 they trind 1o slow
the approaciing constructs. Betuven e tuw of s, ey doenad e load
spwder drowe and hegan 10 conorstratr on the second. bt S mochanscal
crestures wvre clowiny dn ow Mhe awduah postaw

Hezrim woried frantically to axvt M devayed clip free frome the rife el
redond the stre cloy om his Belt. It & uss stk Desperately, e vaoind ot
it, but ¥ would not dalpe, Blaater dolts cxplodiad over My boad an the spader
dromes began returming five on Lhe Rae! postton. Owe of the dolrs of eneryy
strwck the harricade, and @ spwey of moctal fragments and sparks showernd
ftram. Scrvaming, be foll hack belvind the profdective barrier, cladchimy af his
facy, o the Master pradel 8lAf 0 Hezrim's foct

The Rael soldver spared mo glonoe at his avsondad compunion. He pockesd
up the platod and perred ooy the adpe of the barrcade. A spider drone s
sl om fop of Aim. Lungeny dachusrd A avosd & Nester rifle Bl frome the
construct, Hezrim fired the pstd dheere Hiwes in rapad succession, and the
coustract expiodded avth ¢ crackle. Fulks fimashad off the kit one & scomd
lafer. There tats w0 tin R0 Cefebrale, thosgh, for Roe more of the Aadnd apider
drovees s iered aronmd thy coenes



The Hel-Rael Arcology

On the planet Ked-Rael, the Racl have establnhed
& small domed arcology, one of many throughout
their portion of the galaxy. The air cutside is only
bazely breathable, and the air pressure lower than
the Rael requere. However, the Rael’s technology
allorves them o Iive insade the arcology with
minimal discomiort. They ve even extablished 4
handful of mansfacturing and research plants
outside the domed portion of the arcology

Thas particular arcology, servicing the Rael
space navy, has seen far better days. Though only
a munor branch, s teleportals led 20 some of the
more important crutsers and explorers of the Rael
space fleet

The Rael military wsed t0 be a loosely knit and
falely infoemal organization, existing mostly o
protect the Rael traders and subdue hostslities on
worlds where the Kael traded. The Rael felt safe
in allowing familses and celatives access o0
malitary installations. Thas, the fiest Soor of the
arcology s given over to military matters, the
storage, refueling. and barracks of the Rael fleet
are found here. A map of the lower level of the
Aroodogy may be foand on the second mapaheot,

The wpper floor held the residences of the
civiliars who lived and worked at the arcology
and thewr families. This upper level has not been
mapped because it is now todally devastated. So
many Rael dug in here dunng the invasion that
the Overseer ordered to doeme wall punctaned as
the easiest and most economical way of dedeatang
them With all the breathable atmosphere

evacuated, the Rael insdde suffocated withan
minules. The Overseor then ordeoed all this
level's busidings demolished to furnish raw
matenials for its replicators; alll that resaing are
endless piles of rubble bttered with scores upon
scores of Rael bodies. The anly season the
constructs have not repeated this tactic on the
Krwer Jevel is the damage that exposure to
vacuum maght cause o the delicate gate
mechamism, which was not bailt 1o withstand
such treatment

Outside the Dome

A launching pad sets to the south of the dame,
ready to burl the Kael into space and across the
Comenon. Near the pad s 3 huge experimental
teleportal, large enough for an entire space ship
to pass through. The launchung pad carrently lies
dyslusctional, but sceneone with the right
knowledge might be able to fix . Ruamoe has it
that the spacial scientists were planning on
making this the first gate that could have
multiple desteations—oow, no one will ever
know

From the outside, the arcology of Kel-Rael
sppears to be a smooth, plasticine half-bobble
that rises about 300 feet from the ground. It
gleams mellowly in the dark air. entirely out of
place on this planet. Throe rosds load out froen it
10 compounds whose siylines rise in blocky




contrast against the backdrop of stark mountain.
Omne of these is the afocementioned launching
pad, the other two hold Kel-Rael's manufacturing
complex and a sclentific experimentation station
where Rael sclentists couldd work in relative
isolation. The roads are now pitted and pocked
with craters and rifts, mute evidence that the
Overseer’s drones onet witth Rael resistance.

Drawing closer to the dome, one can see that it
is not entirely ussmarred itself. Small dents mark
the surface, and in places it soemss as if the shell
han almost worn through, having becoene very
nearly tramsparent. A carefal observer will note
carbon searing on the insade that almost certainly
means the dome was weakened by blaster fire
from within, In one spot, near the top of the
dome, a hole some 6 yards across that looks
suspaciously like a missile lmpact has been
blasted right through the dome wall.

The emvirons beyond the dome aren’t really
suited for human or demibuman habitation. The
atmosphere is thin, the air dark and gray, and the
landscape barren and cold. Though Kel-Rael s
not a site the Rael would bave chosen for &
colony, it's perfect for thelr military operatiooa,
being sstuated as it is on & workd almost without
population, resources, of colonization value.

Any PC who ventures out o this wasteland
must either find a survival suit (there are a few
hidden mside the dome; the rest have been
destroyed, damaged bevond repair, or taken
through the tefeportals) or make 2 saving throw
vs. spell. Those who sucoeed can remain in this
hostile environment for 4 nussber of rounds equal
10 half thelr Coratitution, those who fadl can
remain out only for a number of rounds equal to
one-fosrth their Constitution scores. Anyone whao
stays outside 100 Jong takes 1d4 points of damage
per round until he or she reaches breathable
atmosphere again.

i someone actually makes it down the road
and (0 the Experimental Technology of
Manufacturing domes (some three miles distant),
he or she is in for a disappointeent. These
bulidings were self-destructed by the Rael

working there, who wanted to keep their
production lines and their new inventions from
the hands of the Overseer. All that remalne of
these bulldings are charred, blackened rains. The
Docened and the drones have already sifted
through the ashes foe anything of value, and
come away with nothing,

Inside the Areology

The Rael military dosne is fortibed thocoughly
against attack from the outside. Sadly, the Kael's
delenses were not as effective on the inside.
Though they anticipated an attack, they never
thought that the Overseer woald strike froen
within, mor that its forces could overcome them
»0 eanily. They took some proventative swasuros,
but not nearly emough,

Now the a Is overrun with the minioes
of the Overseer, ity wsed 10 crush and
destroy the Rael and other biclogical enemies of
the Overseer. When the I'Cs armive, the Over-
seet’s foroes are hunting down the remaining
pockets of resistance within the dome. Of course,
this being a Rael muilitary base, there are move
pockets here than might be found in an ordinary
colony. They live in roving guerrilla bands, never
staying in the same place within the arcology
more than a few hours at a ime (those who fail o
obwerve this simple rude of survival quickdy fall
into the Overseer’s grip)

The arcology bs pleasantly warm on the nside
The air is sbightly humid, bat not anplessantly so.
However, since the Overseer reasces that there s
no more need for fresh air insdde the Some
{commtructs don't need to bevathe, alter all), the aur
has become slightly stale. The air purifiers
continue to function, bat those damaged in the

fighting have not been Without
maintenance, those that still work are slowly
failing, one by ome.

The Oversewr’s foeom are curnently rebuilding
the destroyed sections of the arcology into moee
efficiers, sterile forms. They haven't rebuilt every-
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thimg yet, and the Kael take advantape of both the
remsaining ruins and the rewly redbuilt arcas. The
mechanized killers ase constantly destroying sas-
pected Koel nests and rebuilding them

in the areas wheroe the lights still woek, the

.lr.nlug'. ploams i sterde whiteness. In pl.)(l’\
wivere they doo't, a traveler must rely on the thin
gray light from outsdde during the day or bas or
ber own light source during the night. The high
ceiding allowed for more natural atr crculation
but hamans and elves may find the experience of
Being in sach & vast bullding, laege enough to
nold all those other structupes, disconcorting
(dwarves, gooones, and halffings should e able
10 take it more of less i stride). The DM s
encouraged 1o emphasize the strangeness of the
eovvirooiment when describing areas to the
players keep thems disaoriented by the wonder of
It all as much as possidie

Current Gonditions

The arcology is currently under the controd of a
Primary [Arector, which is a hittle out of the
ordinary for a location this small, but a sign of the
importance the Overseer places on this operation
Now that the arcology serves as o nexus for
farther strikes into the hoart of Rasd terrtory
having a Prisnary Director (s charge & fully
warranted

The total cuarrent nusmber of Comstruces in the
sroology al the tiene the PCs ammive Is as follows

prowiers
12 destrovyens
190 firestorms
5§ ancdhilators
) deathatrikes
150 spider drones
Y  assamilators
75 replicatons
35 secien

The replicatons ase currently devoted 10 repairs of
the other constructs and to rebailding the
facilities, s0 there ame no new Comstructs beang
manufactured. However, i the Kael and the
characters begin to make a significant dent in the
Owverseer construct population, work on the
arcology will coase and repair and prodoction of
pew constructs will be stepped up

As for the Ragl, there ace a total of abous 80
survivors lurking here and there. They move
about = small bands, scavenging food and other
supphies, trying %o avoid being caughe by the
Overseer in the process. Theldr situatson is
desperate In the extreme: they canaot escape the
dame, sinoe the outsdde envisonment is hostile,
and thoy canmot use the gates, since the Uversees
has them so closely mooitored. Tienw is russing
ot for the Rael, because supplies, fresh alr, and
amenunition are all dwindling In such dire
dircumstances, the arrival of any unlooked-for
reinforcements (the PCs) will have 2 major impact
on Rael morale



As the PCs explare the ascology. they are lidely
10 run (o either roving bands of Rael

or Overseer constructs (or both). The following
encounter table provides probabidities for chance
mevtings with other entities in the arcology
Check this table once per turn, as long as the
characters are actually moving. If they hole wp
scenew bere, check onoe per hour. Note that a fair
rumber of these encounten will simply pass by
PCs who are under cover.

di100 Encounter

0102 A loew sovker performing a routine
reconnatssance mission in this area.

-85 Small Overseer strike teamn consisting
of 244 spader dromes on patrol in this
Area

06007 Large Overseer stnke team consisting
of 344 spider droows, 1 firestorm, and
either 1 prowler or 1d6 Dooesed (50%
chance of either) responding 10 & Raed
threat,

08-09 Elther | destroyer (65% chance) oc |
annubdlator (35% chance) on patrol

10 Alone nonhamanold Doomed
prowlieg the corridors. This can either
be an existing wnuseal mosster (such
as a gredl or a minotaur, for example)
or a todally new creation.

11-12  Rael lamily scavenging for food. All
are zerorlevel NPCs and extremely
hungry. There is a 30% chance the
group imxludes children. None of
thers are armed. Roll 1d6-1 for
mambers

13-18  Rael guernlla team scouting the area.
They are all regular soldiers (ed-devel
warnors) and reasonably well armed
Roll 2441 for nuambers.

16-25 A patrol of 1410 Doomed: 107% change
they are escorting a single Raed

26400 No spcounser

The Arcology Floorplans

The next sections provide detalls on the actual

floorplans of the arcology. Only the first floor, the
military floor, is detailed out; the destroyed
upper floor has the same goneral outline but now
consists of one vast, airless room dotted by plles
of rubble, the coly movement the occasional

scavenging replicator,
The Peleportals and Entries

This is the nerve center of the Kel-Rael arcology,
the entare redson the dome = on this miserable
planet in the first place. This whole area has been
restooed to its formner glory, and harsh white
Eights beat down from the ceiling. The floor is
pristine, swept every day 10 keep the grime from
infecting any of the Overseer s tools

This section of the arcology encomguasses all the
entrances and exits %0 the dome, inclading the
teleportal gates and the three exit roads.

1. The Teleportals

Twelve teleportals sit here, their gates opening up
o fabulous new vistas for adventurers. At least,

the gates would open if the Rael hadn't
anbicipated the possibility of an Overseer attack
and booby-trapped their portals. Exght of them
are now inoperable, though they can be tepained
given the correct knowledge, mmdmm

On the other hand, fosr other
work. The traps on them detonated mnaly. or
damagod the teleportal so slightly that It could be
repaired with a minimum of fuss,

The PCs envter the arcology theough teleportal
“d." They'll find that the flooe around this

Is fased black, and crusty. the result of

the slightly ripped dimensional warp when the
codl was destroyoed on board the Fworta

Teleportal “f* is the one through wivich the
Overseer’s foroes came. 1t Joads Back to the
original ship the Overseer captured, the Arcacie.
Teleportal™|™ leads to an arcology on a pastoral
planet. Shah-Rael. used by the Rael for R&R of
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off-duty spacesbup afficers. Now, of course, that
arcology has been overrun as well. The Rael on
that planet were anpeepared, but they've dooe 2
fane job of Bghtieg back, enequipped as they arv,
fading into the landscape and striking at
constructs from ambush

Fioally, teleportal “17 leads to the Rael ship
Marng, 2 ship en rowte to meet with allies of the
Rael The Overseer has taken over this ship
completely and replaced the Rael on board with a
contingent of Doamed

The four doors that lead from here are locked; a
thief can opwn them with a successful Open Locks
roll at & penalty of <35 (unless the thief in
question has studsed Rael technology, in which
Cane no penalty applies). A single Doomed stands
guand on vither sidde of each dooe. These are not to
SOp arrivals—the Oversorr was not expecting
anyone to come back from the Favoris or any other
tebeportal site—dut o prevent Rael trapped in the
arcology from escaping.

10

Doomed (3 AC 3 MV 12: HD & hp 20,
THACQD 17; #AT 1; Ding by weapon (blaster
rifle, magmum canswon); SZM (6-77) Int 1;
AL N; XP 270/135 cach

The Doomed are, of course, In constant contact
with their constract superiors at all tienes
However, their transmitters have developed 2
tendency to go on the bliak when a teleportal
activated, so the PCs who travel theough this area
will have two rounds before the Doomed can
make contact with reinforcements. Even so, oncoe
the Doomed are defeated the characters would be
wise mot to linger

L Work Area

This is simply the area in which the forklifts and
traswports of the Rael move before transporting
their burdens to the Rael ships on the other sade
of the dimensional gate. The doors linisg this
area lead 20 the supply warchouses and the three
impostant asvas of the arcology

1, Vacwum Tubes
The secondary lisw of deferse for the arcology,
these tabes were meant 10 trap invaders between
the two blast doors at either end. Once all of them
were inséde, the Rael watchers could depressurize
the area and climinate their foes that way. [t was
an excellent plan, but one the Overseer was quick
80 turm agamst theon. There are still bloodstaine
ruide the tubes whero the Rael discovered first-
hand how well the tubes worked. The Primary
Director has not had cause 10 clean these yot
Video cameras once monstored the progress of
the entire entryway, but these are no loeger

operational

4. Conlainment Area

Designed simply to hold an enemy uantil
remforcements coukd be mustered, the

containment area has Mtely served another
purpose. The bodies of starved Rael be scattered
about in these tubes; the Overseer apparently
wanted to study the effect of starvation on any



Rael who made it this far. At the DM's option,
player characters might be able to find cow foeble
survivor who can tell thess what happened here

he dooes at cither end of thes area can take X0
points of blast damage before falling

S Inspection
Here the Raed erected thick, marrored windows
with shooters” holes. This arva was intended 80 be
2 chechpoint for those who would travel in and
out of the arcology. Surrounded by blast doors
like those in ares 4, it was 2 natural place to
contaim and dostroy an enemy before it could
menace the test of the dome

A FKael strike force stationed at the old
Manufacturing plant tried to make their way into
{he domwe 10 save thedr campanions and were
successhul in blowing the outer dooes on the
Irspection paint closest 10 that plast (Le., 20 the
northeast). However, they had no sooner endered
than they were mowed down by the spider

drones stationed at the checkpoints in 5a. The
bodies are still here, having been straped of all
usable goar

e reindorced doors 1o this ares can take 200
points of damage before giving way However,
the northeast doors damaged by the Rael strike
force have been jury-rigged umtil they can be
moce completely repaired. They row withatand
only 50 points of damage before allowing access
ot that one point

52, Checkpoinis

These guardposts are separated from area 5 by
one-way mirmored windows with sdots (gunholes)
throwagh which the guards corstantly stationed
within could strafe introders. Now five spader
drones are stationed n each of these checkpoings
The windows separating the rooms can take 70
poisvs of damage each before splintering and
shattering. The drones will not use grenades in
this enclosed spece



Spider Drone (5k AC 4, MV 9, HD 3; hp 15;
THACO 17; 8AT wp to 2; Dmg by weapon
(blaster rifle, grenades); SZM; Im 9, ALN;
XP' 650 2325 coch.

& Entryway snd Airlock

he entrance b0 the domes {or the exit, if you
prefer) serves not 50 much as a line of defense as
an airlock for those sevking to travel 10 and from
the outlying bulldings. Vasicus wasning lights
and sevsors alert those inside that the aislock i
about to open. It might be possible to disable
these alarms, but daing so peevents the doomn
from opening (falisafes built into the system
guarantee that these doors will never open
withowt & warning klaxon)

6a. Garage and Repair

The destroved transports of the arcology sit here.
The Overseer s forces, mobile on their own
accord, G0 not need the ground based transports
of the Rael, and the Frimary Director decided that
the transports would best serve as scrap metal
The engines and vital cosnponents have bosn
removed from each of these, the troads and
wheels hacked away and taden to a recycler. Only
the hulking framues remain, and they're due 10 be
carted away within the next fow dava.

The room s ot entirely devold of use,
however. Tools seill remain, hangtng from their
pegs on the walls and in the toclcases in the
storage cabinets. Anyone with an interest in Rael
techmalogy could do warse than to take one of
these toolkits. If characters walt too long,
however, the opporctumity will be lost; the kits are
scheduled 10 be comverted to scrap at the same
tiene & the hulks of the transports

7. Fuel Storage
These specially teinforced rooms hold the fuel the

Rael ships need to carry them through the starry
blackness of intenstellar space. There are several
very large tanks in each room, along with
hundreds of the specially prepared barrels that
the Rael use 1o transpoet the fuel to the ships

The Kel-Rael Arcology

One barrel of this highly concentrated, highly
explosive fueld is enough 1o carry a ship a good
many miles, or 20 level an acre of woodland. This
Is why the Rael buily this bunker for the saterial;
it s samply b0 great a risk any other way, The
walls in thewe bunkers can withstand 1,000 polnts
of damage.

H the PCs should choose 10 use & barrel of this
fuel &5 a weapon or an explostve, simply treat it

as a high-explosive grenade, with an instial
explosion equal to a 15d6 firekall. There are over

5,000 barreds worth of this fael in these two
OO

8. Comestibles Supply

The Rael sailoes and space matines bave to ot
sometime. Thetr dry supplies are locked away in
thewe two roams, and include 2 complete
rutrisonal diet foe an adult Rael. The food and
beverage are hermetically sealed in individual
comtainens, designed for casy transport and
Bghtweight capabilities. These packages are more
far cross-planetary expeditions than inserstellar
flight; after all, the crewmembers con simply eat
iny the meess hall during space flight,

9. Central Teleportal Command

Teleportals need constant supervision; otherwise,
who knows what might come crawling through
one? This room was designed to monitos
teleportal travel in the various ships of the space
navy attached 1o the Kel-Rael arcology and to
coordimate the loading and unloading of the
supplies and goods to the ships in transit. Since
most of the elepoctals are down, the screens in
here are mostly blank.

This room is unoccupied. The indormation from
the databanks in here s fod directly to the
Primary Directoe inm its lair in area 52; thick cables
snake out the door and into the Admunistrative
sector of the arcology

10. Forklift and Transport Repair and Storage
The transports and forklifts used to ferry supplies
1o the Rael ships are stored here, along with the
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all-terrasn vebicles the Rael explocers maght need
on the worlkds they visat. If one of thess broks
down, the explorers could simply bring it back
here and have the techmicians fix it

All that has changed. The Overscer has not yet
consigred these vehicles 10 the scrap heap, bt
only two of them are totally inmtact, and those are
without fael The controls are simple: a handgrip
for stoering and a throttie of the left hand. A Rael
can drive one of these without penalty; anyone
else attempting it must make both a Dexterity and
Irsclligence roll cach tum be or she Is driving,
Fadlure indicates loss of control of the vehicle.

11. Miscellaneous Supply

Aryvthing that's 5ot food or fuel is stored in this
rooen. Arms, suits, scanners, medikits—any
random equipment the Rael explorers might need
cen be found here. No additional spider drones
axe posted bere, & the Doomed outside the
t:k-ponabmmppowdtowothovu this entire

Mam'nlth supplies here sev missing, taken by
the lhrlgurmllaalthm s constructs
The following Is a list of what's left. The DM is

encouraged 10 add supplies as necessary:

20  clips of blaster ammundtion
20 blaster piatods
15 blaster riflos

Rame throwers

imoke grenades

hagh explosive grerades

stunguns

suits of Rael armor

KAs masks

IR benoculary

medikits

sarvival temts

BEZuZSauasB2E

Science and €ngineering
This arca 8 where the research of the arcology
wins conducted, and where the muchinery that

keeps it nenning (s stored. Obviousty, the Primary

Derector and the Overseer want to keep this arce
as well maintained as posssile, if any power
fallures occur in heee, it could set back the work
that has already been dooe (n the arcology so far

The lights in this section have not bevn
restoved, as the power is being diverted into other
portions of the arcology. Since all constructs are
eqaipped with infra-red visson, no light &
needed. Any PC who wants to travel through
here should have a light source or the abidity to
see in the dark withowt one.

Thome who do carry a light in this anes should
expect the sentries of the area 10 come looking for
them. Withén a turn of continwous light in the
arva, 248 spider deones will descend on the
source and fire on it from beyond the perimeter
of the light until the party has either surrendered
or fallen over. Their IR sersors reflect the glow of
the light malevolently; a perceptive person will
be able to spy the gleam just before the drones
open fire on the party (allow 2 1-in-6 chance, 2-4n-
6 for elves).

The dronwes are under orders to shoot o
subdue: any living beings they capture are taken
10 the assimilator in ared 25 for comversion mnto
Dovened

Spider Drone (248): AC & MV 9, HD 3 bp 15
THACQO 17; #AT up to 2: Dmg by weapon
(blaster rifle, gremades); SZM; It %; ALN;
XP 650 /X25 each.

12 Watch Posis

The watch posts scattered throughout the fisst
floor of the ascology stand guard at all the major
points of egress from the teleportals into the
arcology itsell. Two spider drones sit in each
booth, and they Il attack anything that doesn't
have broadcast clearasce from the Primary
Director.

Spider Drone (h AC MV S HD X hp 15
THACO 17; #AT up to 2 Dong by weapon
(blaster rifie, grerades); SZ M, Int 9, AL N;
XP 650/325 each.




13 Sewage Treatment Plant

This plant is where Raed wastes came 10 be
treated and recycled into compost for the
hydroponic garden in area 16. The frost area, the
office. contains indormation on how 8o maintain
the sewage plant, blueprists of the waste tubes
throughout the dome, and the mives of chemicals
to troat the effluent

Someone with a knowledge of bluepeints can

foliow the tubes’ progress throughout the dome.
If the PCs dom’t mind getting dirty, some of the

tubes are large encagh that the POs can use them
to travel throughout the arcology.

132, Waste Area

The turbines and the mixers have stopped
ranning. and the ssench in the vast tab s
incredibie

13h, Treatment Engines

The defunct engines of the sewage treatment
plant are back bere. They are badly damaged,
requiring several weeks' unisterrupted woek
with proper soals and parts to fix,

14. Elevators to Upper Level

These elevaton connect the two levels of the
arcology. A pair of spider deones and a single
secker stand waich outside cach elevator.,
Operating an elevator is ssmple, even for the
technologically illiserate (2 sample matter of
pressing the “ap™ or “down™ arrow). The Nights of
the elevators (both in the cars thomselves and in
the service aress of the shafts) are out, which may
alarm the claastrophobic. That, however, is the
least of any passenger s woeries, séhce as Already
noted (see page 6) the upper level of the arcology
1 now depressurizred. Upon the edevator ‘s arrival
at the upper level, the asr inside will rush ot in &
great gush as s00n an the doors open (each PC
must make a Strength check 10 avodd being
sucked out). Such unfoetunates as fail this check
will fall to the ground 14100 yards away; getting
everybody back on board the elevator and
flooding it with breathable air again by returning
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to the grousd level showld be an experience the
PCs are pot eager 1o repeat.

Spider Drome 1 AC .MV 9 HD X bp 15,
THACQD 17; #AT up 10 2 Dmg by weapon
(blaster rifle, grenades); SZ M, Int 9; AL N,
X¥ 650/325 each

Seeken AC 6 MV 12 (Al HD 1; hp 5 THACD
19; 8AT pal; Deng /0 SZ S int 15 AL NG
XP175/88,

15. Ready Room/Barracks for Inspection Area

This room simply served as a rest and redaxation
area for the Rael who were schedulod to work in
the Inspection area (n area Sa. There are cots and
footlockers in hetw, but nothing of valwe remains

16. Hydroponics and Garden

The plants that were grown in here have
witherod, rotted, and died with the loss of hght
and natrients from area 13. There's a thin layer of
water over the floor, and water drips from the
beoken water lines overhead. Orderfy rows of
plants now lie brown and lidedess for the entire
stretch of the garden. A group of Rael guerrillas is
currently living hero—at loast for the next three
hours. They ve been making their way through
the dome via the waste tubes.

The leader of this group is pamed Kallse, Once
the captain of one of the starships (the Marsa),
now she is leading the remnnants of her crew
through the ruined arcology. These Rael have
scen all their friends and follows die and are con-
vinced that they are dovesed and the war lost.
Thary aze determined to survive as loog as possi-
ble in order to do as much damage as possible 10
the Overseer before they die. Play thees as embit.
teved and battle-hardered commandos whose
2ot for destruction scanes oven the PCs

Rael soldier, F3 (5h AC 3 (Rael armor), MV
12; HD 3; hp 16 THACD I8, #AT 1; Dmg 142
or by weapon; SZM (6771 ML fanatic (17);
It highe AL LG XP 270 each.
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Specin! Equipment: each soldier » armed
with a blaster rille and carries theee high
explosive grenades; one also has a flame

thrower

Kallae, Rael starship captain, F8: AC 2 (Raed

armaor, Dexk MV 12 hp 85 THACO LY 0AT 1,

Dmg by weapon (blaster pistol) SZ M (7°2%)
ML fearbess (195 AL LG XPP 3000, Ser 13,
Dex 15, Con 11, Int 16, Wis 16, Chr 13

Special Eguipmient; blaster pistol, infrared
binoculars, enedikit

Perwomality aggressive, confident, vengeful

16a. Hydroponic Office

The bydroponic office holds the Information on
the plants’ growing cycles and treatowents. The
comvtrols for the Lights and the sprinklers are in
bhere, and a large monitor doaminates the back
wall, AlL of course, are defunct
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17. Gun Emplacements

e theee gun emplacements 8 the north, east,
and west extremnes of the arcology are designed o
destroy enemies at a long rasge. They use
combimed woapons for maximum effectiveness,
Each tarreted bank of guns contains a four-bay
missile launcher, one flame thrower, two heavy
blaster cannons, and two magnam cannons. They
have the capabslity to take down almost any
enemy velicle in oowe round of shots and were
thus one of the most inportant defenses of the
arcology. Sadly, the Racl's enemy came at themn
from the wroag direction, and the guns proved
useless. Now the Overseer s army in turn wses
these guna 8o guard againet any outside theeats
Each turret neods 10 be manned by ondy a single
operator, »0 most of the dromes can be spared foe
Mo impostant tasks



Spider Drone O3k AC & MV Y HD X hp 1%
THALCD 17, #AT up 1o 2, Dmg by weapoo
(Dlaster rifie, grenades) SZM; It & AL N;
XP 650/325 cach

174 Checkpoint

These checkpoints allow a crew to monitoe
anyone spproaching the gun emplacoments from
within the arcology. The Rael were always
concerned about someone trying (o selze control
of the guns, and so they installed checkpotnts 10
make sure that anyone who tried it would have to
get past guands. The Primary Director of Kel-Radd
doent sev the mwed for these guards; the spider
drooes manning the guns should be able 1o fend
for themselves. The bodies of the Rael guards wtill
b insade, slowly rotting. Each of the four guards
carries & blaster piatol and a blaster rifle; vach
weapon has ondy 1410 charges left.

I8 Flora and Fauma Offices

The ofhices in thes bullding were set aside for the
scientists of the arcology, thowe who studied the
local creatures and plant life of the planet in an
effort 10 better understand the world on which
they had established themselves. There are
cogrious notes, nesearch journals, and textbhooks
these offices, showld the PCs evince any inserost
i coming back here later However, none of it is
of immaediate use for the adventare (unless, of
comrse, the DM decides otherwise)

19. Seminar/Auditorium

The great hall holds noarly 800 seats, encugh foe
a good-sized lectare or the presestation of
kEmportant facts to the Rael sclentists and
engineers. This is & favorite haunt of the Rael
guerrilla bands, for the Overseer s drones seem 10
rarely venture into this building

20 & 21. Kel-Rael Flora Stody and the Kel-Rael
Fauna Specimen Zoo

The schentists of area 18 had two large buildings
devoted %0 their rescarch. Sadly, with the coming
of the Overseer's forces, the plants were left to
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die; afver all, the Overseer does not need this
knowledge. Instead, the information was copied
and passed to the Overseer, who assimilased it
The animals i the 200, small monkeylike
creatures, were either turmed into mingature
Doomed ar slain outright. the Ovenseer has no
use for extraneous onganic lfe. At the DM’y
option, the playver characters might find one
surviving lemurlike creature Jurking in the
eafters. It's ap 1o the DM whether this “Jur”™ (as
the Rael call it) flees, sttacks, or approaches to
beg for food and water. [t might be possible to
tame the creature as a pet of even an unasual
famniliar; its intelligeonce is roughly that of a
terrestrial monkey and it is able 00 survive bong

periods of poor air (an adaptation that enabled its
species 10 survive on this sparse planct).

22 Techmicians' Offices

These were the offices of the lab and poo
sechnicians. Both the isterior corridon are lined
with small cublcles strewn with papers and
smashed personal computers. The bodies of Rael
techmicians who worked here lie scatiensd
amongst thesr research.

There is much of interest among these paporn
for the patient investigator Notos on the power
cowe are hore, as well as papers detadling the three
bodies of the Dooaned the techs were investigat-
g an operating tabde on the south end of the
room shows the rewults of thels progress. The
techa were also on thelr way to discovering a cure
for the harm done by the infections gas the
Overseer’s constructs currently employ, but were
imterrupted by the mvasion,

23 & 24 Laboentory

These two places saw fighting that grew so
beated that the weapons fire shattered the nearly-
impervious dome, The pressare breach slammed
shut the buliheads and sucked owt the warmon,
the Doomed they were fighting, and the
Lboratory equipment. If the PCs should open the
laborstories” dooes, they run the risk of being
sucked out indo the Kei-Racl night as well.




2%, Biolegical Research
An assimilator has taken over the functioos of the
Biological Research building, rearranging the
entire area to bulld new Doomed for the armies
of the Oversevr. The rest of the ballding is taken
up with the still bodies of those who couldn’y
make the transition into the new way of life, as
well as quite 3 few prisamers that the comstructs
are plansing to turm into even more Doomaed. The
assianilator i protected by & contingent of fresh
Doomed, spider drones, and a deathstrike,

For more on this location, see the adventare
“Stolen Munds™ beginning on page 3.

Assimilator: AC 1MV 6 HD 5 hp 20,
THACO 15 #AT 1; Deng o/ 2 SA stun field
generator (save vu. paralyzation or become
incapacitated s SZ L Int 14; AL N; XP L4400/
700,

Deomed (12x AC 3 MV 12 HD & bp 20;
THACU 17; AT 1; Ding by weapen (blaster
riffe. magnum canmon ); SZ M (6-7 ) Int 1}
AL N XP 2207135 vach

Spider Drone (M0 AC & MV 9 HD 3 hp
15; THACO 17; #AT wp to 2 Dmg by weapon
(blaster rifle, grenades); SZ M, Int 9; AL N;
X 650/ 325 cach

Deathatrike: AC -2, MV 15, HD 9; hp 45;
THACO 11; #AT up 10 &; Dmg by wespon
(hveavy Dlaster cannon, oaagnuam cannon,
massilen, gremadies ) SA stun field generatos
(save va. pasalyzation or become
incapacitated ), infectious gas (save vs. death
or die in 184 dayy from disease), poisonoss
pas (save va, polson o dic in 1 round); SZ L,
Int 6 AL N; XTI 1000,/ 6,500,

26. Ready Room/Supplies for Inspection

This room is nearty identical to area 15, but its
supplies are better stocked. The Racl have mot vet
braved this area, as it s 0 close 1o a known
assiznilator and its hooor guard. Thus, the ten

Dlaster rifies, 20 chips, and three weeks' worth of
rations have gone untouched so far.

7. Power Coaw

The hum emanating feom behind the door 0 this
building should inform the party that they've
found the power core for the entise dome. Insidie,
the luston generators pulse and throb in &
monotonoss cycle. Occasionally, the crackle of
eloctricity Mickers thaough the als, an are of blue
brilllance lighting the dim rooen.

The genwratoms can be destroyed, though the
Rael will not thank the party for this, This wall
close down the teleportals unail a starship can
Land here and once again establish physical
contact with the arcology. On the other hand, 1t
will akso prevest the Overseer from being able t0
exploit any moee gates. The generatons can each
take 50 points of damage bedore they blow; there
are 12 of them here

The spider drones in the office in area 28
regularly patrol theough the aresa. Once every 3
turns, the splders come and sweep throagh for
any Inssrgents.

25, Head Engineer’s Office

This is the office that controls the power care of
the entise arcology. Momitoss doesinate all the
wall space, and controls and buttons ktter the
desks and walls as well.

Someone Lusiliar with Rael technology (such as
coe of the guerrillas or Jaxra, of she accompanded
the PCs theough the gate) can, on a successiul
Intelligence check, figure 0wt enough 10 know
whuich switches are those that shat down select
portions of the dosne, Otherwise, if the PCs feel
meclingd o play with the controls, the DM shoaghd
randomly deterenine what areas the PCs shat
down,

The office is the only buldding in this area
which the Primary Director has allowed to
remain lit The IR-serwitive eyos of the spider
dranes cannot distinguish the fluctuations of
power on the monitors, and so they must be
equipped with regrular visua) spparatos.
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Spider Dvone Sk AC 4 MV 9 HD 3 hp 15
THACO 17: #AT ap to 2 Ding by weapon
Dlaster rille, grenadm . SE M It 9. ALN

X3 650/ 325 each

9. Air Parifier

e alr purifier for this soction has shat down for
the duration. That would make this an idesal hide
UL wery I it Tow e Proximaty (o He Consiructs
in the Bicdogical Rescasch bullding (area 25)
Some of the more daring Rael have argued that
the danger sakes it all the moee unlikely the
Oversewr would ook for them there, but the
difficulty of reachisg it safcly in the first place

has 50 far prevented its use as a refuge

30, Sub-Engineers’ Offices
Essentally, this & now one huge repair shop
Heoken drones and other servants of the Overnsoer

arw Drowugh! here for replicatoss to look theen over

and cither restoere them 10 lhanctsomality or send
them to the junk heap. This is an assembly line,
reguiring no logical thought and no independent
action. There are no sapervisors bere, and o
wouldn't be 100 difficull for someone 10 Come In
and sabotage the whole operation. Agan, though,
s & question of bravado and courage (makiog
this an ideal target for Captain Kallae's groop

MY ATva ’ N

Replicator (ISE AC T MV I HD Libp 5
THACD 19; #AT nik: Dmg n/a; SA stun field
peoerataor (save v, paralyzation or become
incapacitated ; SZS: Int §, ALN. XP&5/33

!’c“"'

filitarg Persounel

This section of the arcology is devoted o the

standard muilitary penonned of the Rael space




navy. Barracks, brieting rooma, and training
grosnds make up the bulk of the area.

This azca s & favorite of the Raed goerrillas,
Not only is it & natuzal supply depot. it also offers
many nooks and crasnies for them 0 hide in, As
long as they can destroy any of the sensor drones
placed here, they can plan their revenge on the
Oversenr, step by step.

31, Briefing Center
Formerly the place where the standdp crews went
10 learn of thetr missions, this bullding is now a
bombed-out wreck. Too many refugees were
using this as 2 place to gather, and the Primary
Director fanally decided that the Center lacked
enough strategic value %o justify its continued
rristerce

There is pothing of vabue In the rulns,

32, Stains Up

These stairs load to the second flooe of the
arcology. The door at the top has been sealed
shist and the stasrs are under constant
surveillance, to prevent Rael usage. The drones
here shoot 1o kill

Spider Drone (4 AC & MV 9 HD 3 hp 15
THACD 17; 8AT ap 10 2 Dmg by weapon
(blaster rifle, grenadesl: SZM; Int 9; ALN;

XI 650335 ench.

33 Detention

The detention area is littered with corpses, the
outside of the bullding scored by blaster fire,
Some refapess chose %0 take sholter here and
make a stand. The walls were strong enough that
blaster fire could mot penetrate, so the Frimary
Director ordened its conatructs 10 flood the area
with infectious gas imstead, then blockade the
Rael inside until they all died

3. Ready Roosw/Storage for Inspection

This room is idenvtical 1o area 26, including the
supplies, exoept that there is also 2 enedikit and a
sturgun in hete.
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35, Asditorigm/Briefing Room

This huge auditorivm echoes with each footstep
Behind the stage, a construct has left a spedcial
proximity explosive. If someone approaches
within 5 of it, it detonates for 436 points of
damage to all within 40" of it (save va. breath
weapon for half damage) Once the explosion
sounds, a foece of five spider drones and throe
Doomed come to investigate the explosson.

Spider Drome (51 AC 4 MV 9, HD X hp 15
THACD 17; #AT up to 2; Dimng by weapon
{blaster rifle, gresadest SZM; Int 9 ALN;
XP 6507325 each

Doomed (31 AC 3; MV 12 HD 4 hp 20
THACO 17; #AT 1. Dmg by weapon (blaster
rifle, magram cannonk; SZ M (7) Int ; ALN,
XP 270/135 vach.

36 Alr Purifier

Although this tacility s seill partly operational, it
is slowly falling; currently it s at roughly 35% of
normal capacity. Despite the proxamity of the
coowtruct guards in area 32, the Rael sometimes
e this location as a message or sapply drop.

37. Officers’ Barracks

This area has been thosoughly searched: the
Overseer’s forces imvestigated the barracks for
poerrillas, and the Rasl srvivors have swept
theough themselves, drawing out everything of
valuwe, However, they overlooked the Mdden sale
i rootn “m”, whete an enterprising young officer
stashed 20 clips of blaster ammmunition.

35 & 39. Destroyed Mess Halls

Like the Briefing Center (area 11), the mess halls
were destroyed because so many Rael flocked 1o
them. All that remains are ashes and crumbling
foundations.

40. Training Stmulators
The four training stmulators worked on
holography; the center rocen operates the




machinery and the programs. The holograms are
O RO that even the droses can be fooked by
thean. Indeed, the engineer who was responsible
for these holograms has been living in heve,
sfraid 20 Jeave the safety of this bullding. He sits
N the center room with his blestor pastol clutched
to his chest, and 1t s only with diffically that the

PO can conviooe himm they're not enemnies

Narzl, Rael enginecer, rerodevel: AC 1
MV ILHD L hp S THACD 20, #AT )
Deng 142 or by weapors SZ M (6717)
ML unsteady (6); Ind exceptional (16 AL LG
x5

1. Armory

ough one would think that the Overseer would
Lr\';' n 'lgf“.'—’ walch on the armogies to prevent
the Rael Trom ace sy theur finepoweT, I seemrs

not 10 b the case. Apparently, the Primary
Lysrector im charee of the an ".-'k\ NS O

e ' ey 3 ) - »—--' s B . noe |' L-k o[ )
PovssIng Conoerms in the hanbing of the Kae) stidl

M Laree 1IN 1N dome

At least, that's how 1 appearcs from the outside

of the armory, [nsade. four spider drones and one 3. Storage

pssamilator awalt anvvone foolish emonigh to bry 80 This storage bin has not yet been rasded., It holds

WTesl weapons fron inder the rose of thw mostiy )'r’\ﬂ('.ll effects and miscvllaneous
Owersecr eguipment Bke rope and medikits, bat theer s o
Hime sedection of weapors here as well, inchading
Assimilator: AC 1, MV & HD 5; hp 20 15 blaster rifles, 2 magnum canmors, 30 cligs of
THACD 15 fAT 1 Dmg n/a, SA stun Neld asnmursition, and Fve Dlaster pisdols

'
generator; S22 LIt 14 AL NOXP 1.0/ 0 esOferic oquipunent was Laken when the et

The maors

wavy of the invasion swept through the dome
Spider Drone 0 AC & MV 9. HD 3 b 15
HACD 17; #AT up to 2, Dmg by weapon . Showen
(blaster rifle. prenaden ESZAM: It 9 AL N

o —
\‘: h'e 2508

he showers now serve mainly as & watering
h hole, a place for the Rael 8o replonishy thest
supplics. Fetching the water in the dim light of

42. Mikitary Office the dome is 2 fnghtening task at best, and »

Onge the persunal alBicoes of the sser odficens deadly ome a1 worst. SHIEL this is one of the Tew
these are now bureed <out carcasses of duilldings ;-ln..-~ that the refugees can refsll their Jugs and
Thev are excetient for MUPING Positions & nd quach canteens, and thus they must risk the danger
condealmem? but TW STV DO OEhET Purpose Sencw oost of the surviving Kael coow here 8 onw

tisse Or another, M s & lavoriie spol for message

1',.‘.-, between the scattered £ Jps
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45, Watch Tower

The 60 tower is an wxcellent vantage point for the
entire Military area. Anyone crossing the open
spaces between baildings s a fair target for
whoever conttols the tower, and the bodies and
smashed mochines at the foot of the tower give
testament 8o that fact. Carrently, however, the
Overseet has the upper hand.

Spider Drone (0 AC 4. MV Y. HD X hp 15
THACD 17; AT up to 2. Dmg by weapon
{blaster rifle, grenadesh SZ M Int 9, AL N,
XF 630/ 225 each

6. Latrine

Surprisengly, the Kael have foand a way 10 use
the latrine as an effective hiding place. Though
the drones chock this area tairly regularly, they
don't check beneath the tiles, where the Rael buit
4 hideoout some tisee 0. A band of ten of them
lives down here, vemturing forth to whittle away
the foeces occupying the dome. They are a flerce

band and will slay anyone they saspect of being
in loagoe with the Overserr,

Rael citizen, zero-devel (i AC 10; MV 1
HD 1, b 5 THACDO 20; #AT 1; Deng 1d2 or by
weapon; SZ M (671 ML steady (12); Int high
(1314 AL LG; XP 15 each

Rael soldier, F3 (61 AC 3 (Rael armon);
MV 12 HD A hp 16: THACD 15; #AT 1; Dmg
142 or by weapon; SZM (6-T)1; ML chamgrion
{15); Int wvery (10320 AL LG XP 200 oach,

Specsal Eguigment: each soldoer carties a
blaster rifle and two Nigh explosive gremades;
ane alse has & gas mask

7, 48, N, Rarracks: Overturmed and holed bods
mark thin as coe of the fallen arcology’s battlefieids
The contents of the bods and footlockers have been
scottered throughout the barracks. Anyoew sedach-
ing carefully can findd the following Hems, oo at &
tene: & single combut knife, a belt of six Ngh-expio-
sive grenades, and a fully changed hlaster pistol.
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49, Petty Otficers: Like the malitary office (area
42), this budlding has been bumed to the ground
and now serves mainly as a rallying point and
defensive wall for Rael passing through this area
Drooes patrol through several times a day,
sociing 1o spy out refugees

51. Gymasusium/Recreation Center
The gymnastum, full of weights and scrobk
excrcise machines, was often conversed into a
training chamber when the Rael commanders
decmed N necessary 10 practice deills indooes,

Right now, it's set up in a strange sort of
obstacle course, with barrien, walls, and ropes
st up In a mad peofusion of chaos. The lighas of
this aree are very dum, pwarly black, so anyone
moving through the ares without special
procautions nies the riak of being

A band of Racl sciontists and warrioes has made
this their hame for the past day or two. They've
managed 10 rig up heating vents so that the saper-
heated adr blows across the entries Into this bulld-
ing. This in tum confuses the sensoes of dromes as
they enter, and either give the Rael time 10 seck
cover or destzoy the introder. The Kael have seen
ghe wisdom of not anncuncing their presence, bot
they are stockpiing food and weapoos, and they
thunk they Il be ready 10 strike soom.

For moee on this band of guerrilla, soe the
adventures chapter begineing on page 29,

Rael scientist, zero-bevel (4 AC 10, MV 12
HD 1; hp 5 THACO 20; #AT 1; Deng 1d2 o by
weapon, SZ M (6-7) ML steady (12); It
gevus (17-18); AL LG; XP 15 each,

Rael soldier, F3 (70 AC 3 (Rael armeonr);

MV 12; HD X bp 16; THACD 18; #AT 1; Dmg
142 oe by weapon; SZ M (637" ML elite (14)
ot very (01-120 AL LG XP 270 each.

Special Eguipment; each soldier caries &
blaster rifle and § high explosive grenades;
one carries a launcher, another has o
medikit, and a third has a pair of infrared
bimoculars.







Administration and Command

52. Communications Center

This buildieg once housed the entise arcology’s
communication systemn. It provided telvideo service
throaghout the complex, allowing people to com-
municate with any other location in mvuch the same
way that our cultuse uses Selophones. Secunty
refied on video cameras stationed in all pablic ances
of the arcology 10 monitor activities and reduce
crieme. All of this was controlied from here.

The Overseer has recognized the impostance of
this locathon, and as a result the Primary Directos
i charge of the facility has set up station here, It
has patched into this system and gets constant
feedback on all activities in the area. The Rael,
howwever, quickly realized that this would happen
and wasted no time either disablung many of the
cameras oe perouting theis signals to secoet
locatioms where they could monitor the
Oversoer’s activities. They have even set up
laped feedback systema on some of the cameras,
allowing them % move through a monitored ares
undetected (the camera’s signal s replaced by a
recording of the area so that the Overseer doesn’
detect the Rael moveng through the camwea’s
view ). In oeder 10 avoid having the Overseer
detect thas fake immage, they only tum it on when
they actually need 10, leaving the camera to
function normally the rest of the time,

Imide this bailding (s & large contingent of
constructs. No less than 45 spacer dromes, 3
firestorms, 1 deathstrike, and 20 of the Docesed
guard the Primary Durector here. Note that the
experience-point valee of the Primary Director is
Buased on the total number of constructs present
in the arcology (see page 8) and may change if the
DM adds or subtracts from this list. This is a
significant amoust of experionce, #ven for a high-
kevel party of adventurers, and the DM migh
want 30 make the score also represent any story
and role-playving awards rormally given.

Primary Director: AC 5 MV 0, HD %, hp
12: THACD 17; #AT 1 Dmg by weapon:

SO stun fwld generator (save vs. panalyzation

or become incapacitated), indectious gas (save
vs. death of die In 104 days from discase],
POIMmOous £as (save va. polson or die in 1
round), SZ M. Int 22; AL LE; XP 168,000/
74,000,

Spider Drose (5% AC 4 MV 9, HD 3, hp
L% THACD 17; #AT up to 2; Deng by weapon
(Slanter rifle, SEM:Int 9 ALN;
XP 650/325 each

Firestorm 3k AC 2, MV 24; HD 6, hp 20,
THACO 15; #AT up to X; Dmg by weapon
(Eght blaster casmon, magnum cannon, flame
thrower); SZ L2 int 6; AL N; XP 2,000/ 1,000
each.

Deathstrike: AC -2, MV 18, HD 9; hp 45,
THACQD 13; #AT wp to §; Dmg by weapon
(heavy Blaster cannon, magnum canmon, mis-
siles, grenades); SA stun field generator (save
va. paralyzation or become incapacitated ),
infectionns gas (save vs. death or die in 1d4
days from discase), poiscaonts gan (save va
poison or die in 1 round); SZ L Int 6; AL N,
XP 13,000/6,500

Doomed (200: AC 3; MV 12: HD 4; hp 20,
THACD 17; #AT 1;: Dmg by weapon (blaster
rifle, magnum cannon); SZ M {(6-7") Int 1;
AL N: XP 207135 each.

53. Elevatoes Up

These elevators are identical 1o those in area 14 A
pair of spider drones and a single socker stand
watch at each vlevator. As with the elevators in
area 14, all lights (both in the cars thesnseives and
in the service arcas of the shafts) are out.

Spider Drome (22 AC 4, MV 9 HD 3 hp 15;
THACD 17; #AT up to 2; Dung by weapon
(Blaster rifle, grenades) SZM; Int 9; AL N;
XP 650/325 each.
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Secker: ACS MV 12 (ALHD I; hp 5;
THACD 19; 0AT nil; Ding 0/ 8 SZ5; Int 15
ALN XP175/88

5S4, Midisary Justice
his butlding served as military police head
quarters. It was one of the last bastions of
arganized resistance o the Overseer by the Rael
dunng the invasion, and it s badly damaged as 2
resull. Insade there are smashed computer
systema, overturned fumiture, and many Kael
bodies scattered about. The stench is significans
Anyone who marages 10 get inside this
building without being detected can scavenge
unisderrapied for guite a while, If the PCs do
this, they can find six cases of blaster ammo (X0
clips per case), two personal flame throwers (each
has L0 charges worth of fuel left), oo grevade
Launcher with ten Mgh-explosive grenades and
theee stun grenades In a satchel next to 3, and &

2%

pemnonal magnum cannon along with three
backpacks of smmumition

85, Brig

Arvy sott of prisonwers, military or civilian, were
kept here. The Rael &id not have much crinw in
their society, but the facility still howsed a few
odlenders. The Primary Dizector now uses this
facility 10 hold captured Rael who have not yet
been tramsformed into the Doomed. Currentiy
there ace 13 imprisoned Rael here, as well as the
bodies of five more who have died while beid in
captivity. The prisoners are guasded by a
firestorm and half a dozen of the Doomed

Rael prisoners, zero-bevel (13 AC 10;
MV 1L HD Libp 5 THACD 20; #AT 1
Deng 142, SZ M (6-T7) ML unreliable (4%
ot average 10 exceptional (9-16); AL LG
XI* 15 each

Firestarsn: AC 2, MV 24, HD &; hp 30
THACDO 15 #AT up 10 5 Dmng by weapos
(Inght blaster cannom, magmum cannoey, flame
theower); SZ L It 6; AL N; XP 2,000/ 1,000

Doomed (6 AC X MV 12 HD 4 hp 20,
THACD 17; AT 1. Dmg by weapon (blaster
nifle, magram cannon); SZ M (6-77); Int 1,
AL N;: XP 220/135 cach

56, Hall of Records

This bullding was the indormation center for Rael
tradding intecests that were headgquartered in this
arcology. Every location whene they dad buseness
EVEry trapsaction, every mansiest of goods was
stored here. En recont timen, the buikding has also
wrved as the processing cender and storage house
for the memories of everyone stationed at the
arcology or any of the ships acoessed through its
gate, as the Rael sclentists comtinoge 1o seck & way
10 undo the trarsiocmation o one of the
Doomed. These memory records were corakdered
»0 important that they were not only kept in com-
puterized rocords but also o hasd copy foemat as



well. For the Rael, hard coples were in the form of

muniatusized kmages very similar to
uicradilm. Much of this butlding was devoted to
the organization and filing of those hard copvies,
#o there are rows upon rows of special filing
shelves that are full of deawees of seconds.

When the invasion of the Overseer began,
sveral Rael took refuge in these labyrinthioe
corridors of file cabrinets, which are really 100
small for any normal construct 30 maneuver
through. Only the Doomesd could effectively
negotiate the tight spaces and chase down
cornered Rael. The resulting shaaghter of both
Rael and Docaned is still very much in evidence;
bodses by the dozens Niter the pathways through
the huge fling rocmns, ralsieg an awiul stench,
Long stretches of cabinets are knocked over,
Many bodies still kave useful possessions on
them, i anyone is willing 10 scavenge them,
Theee are quite a few weapons and asmunétion,
mostly blaster pistols and rifles.

The place is not entirely empty, however These
was a looe survivor who managed %o escape
detection by climbung inside a cabinet, He is &
Rael citizen named Vegridan-—one of the clerks,
actually—and he has been livieg i here all by
himweld since the slaughter, taking nourisbiment
from the still-operable vending machines.
Unfortunately, he has been foecod to scavenge
credits trom the pockets of dead Rael, and the
constant exposure and (solation have driven him
mad. He fees from anything and everything,
hiding in cabinets, under bodies, amything he can
think of to avoid detection.

1f the PCs marage to catch him (Vegridan will
never approach them willingly in his carrent
state), they can care him of his madness with a
remonw cunie, beal, on resteration spell, Alterna.
tively, they might be able 10 figure out & way W
restore his mental comdition prior 1o the invason
if they can successfully rig up the Rael memory
storage facilities housed bere and “reload”™ his
memories of that time. This is a rsky proposition,
howeever, as he has not had his memones wiped
in the same way one of the Doomed has, and may

result in o dutl personality—one sane and
helpful. the other mad and fearful.

Vegridan, Rael file clerk, zero-level:
AC 10: MV 12 HD 1; hp 5 THACD 20; #AT 1,
Dmyg 1d2; SW mad with fear; SZ M; ML
terrified (1) Int very (115 AL LG, XP 15

57. Jedicial Building
This building housed the Ragl coust system, both
courtrooms and offices. Although the Rael did
not have much in the way of lawsuits or crime
within their sockety, quite a bit a legal contrac
work was done here—everything from tradeng
rights and agrowments to hoerwes and charters
awasting validation

Currently, the ballding serves as a hideout tor a
fair-sized band of trapped Raed soldiers. They
hept moving 10 stay oul of sight of the Ovenecr ‘s
constructs but have been stuck here since the
Pramary Director set up shop in the Commvuni-
catioes Center (area 52). The Rael are running out
of food, but they have plesty of other supplies.
including weapons and ammo. They are currently
in the process of debating whether 40 make & run
for it 10 et out of the administrative sector, cut &
hole in the dome and try 10 get 10 safety (they
have one survival suit here), of try 80 cut through
80 the leved above (the bullding here &s ome of the
few that actually reaches all the way to the
decking above).

If the characters reach them, the Rael are more
than willling to teasn up and fight the Overseer's
Sorces.

Rael soldier, 3 02k AC 3 (Rael armor)
MV 12 HD X bp 16; THACD 18; #AT 1; Dmg
142 or by weapon; SZ M (6°2°-6"11") ML
steady (12): Int very to high (12-13% AL LG
XP 220 each.

Special Eguipwent: Each soldier carmies &
blaster rifle anid three high-explosive
grenades. Between them, they also have two
fhame throwers, 2 hand-held misstle Luncher

with one high explosive and owe incendiary




missile, three gas masks, two medikies, and
two personal motion sensors.

58, Military Admeinistration

The milstary administration center is where the
Rael maintalowd secords of all military activities,
inchuding police arrests and other law violations,
troop locations, weapons registration, and other
matters. This bullding is very semilar 10 the Hall
of Record {area 56); most of the tecords were also
stoved in hard-copy format in an elaborate filing
systemn. Again, mach of the fightang in thas
bullding was close and Moody, and the bodaes of
Kaed and Dooconed are still decomposing here

9. Medical Center

The medical conter servod as both 2 hospital and
research facility. Both domestic and wartisse
injuries were treated here, and the Raed provided
state-of-the-art medical technology to Gvillan and
soldier alike. Many hospital personnel holed up
in here when the Invasion came, attempting to
treat any injured Rael who managed 30 make
their way to the site. The Overseer soon
recognized the potential of the medical facilaty,
however, and sent concentrased furces mio its
nterior 10 roust out the remmaining Rael.

Once the place was secured, the Overscer
turned the location into a manufacturing and
repair plant where comatructs could be produced,
repained, or replaced. A good-alzed collection of
replicators has been irstalled to do just thes. In
order to ersure that they operate undisturbed,
they are guarded by a foece of 30 spader drones,
20 of the Doomed. and 2 pair of firestorms. Half a
dozen seckers also patrod the perimmeter for early-

warning capabilitios

Replicator (80 AC 7: MV 3, HD L1 by %
THACD 19, #AT nil: Dmyg n/a; SA stun Held
generator (save vs. paralyzation o become
incapacitated); SZ5: Int %; AL N; XP&3/33
each,

Spider Drone (300: AC 4 MV 9, HD X bp
15 THACD 17, #AT up 10 2 Dmg by weapon
(blaster rifle, grenades): SZ M Int 9. AL N
XP 6507325 each.

Doomed 20k AC 3 MV 12 HD & hp 20;
THACD 17; #AT 1: Dmg by weapon (blaster
ridle, magram cannoa); SZM (6-7") Int 1;
AL N; XP 270/ 138 each.

Firestorm (20 AC 2 MV 24, HD 5; hp 30;
THACD 15 #AT up t0 3 Dmg by weapon
(light blaster cannon, cannoo, flame
theower): SZ 1 Int 6 AL N, XP 2.000/1,000
each

Seeker (6 AC & MV 12{ALHD ) hp 5;
THACD 19; #AT nil; Dmg n/a; SZS; I 15;
AL N XP175/88 cach.

&0, Plaxa

This origimally was a pleasant park-like
eVITorEnet, set Gp to receive substantial
amorunts of light. Quite a few trees and shrubs
had been planted here, and there were
meandering pathways where office workers
could come and walk or eat lunch at one of the
many park benches. A fountam was installed in
the centter of the area. In short, a fascinating place
for amy PC druid interested in new forms of
shrubbery.

The constructs of the Overseer overran this
plaza and practically leveled it when they
invaded; now it is nothing mose than a jumble of
overturmed trees, u shrubs, and collapsed
and buckled walkways. The Rael find that it is a
pood location to seck tempaorary cover, but no one
can remain there for very kng as the constracts

pass sweep through this area regularly.

61-63. Government Offices

These three builldings housed the offices of many
of the burvaucrats of the Rael government
system. Every department that existed within the
Rael government had a branch office here. Now,



however, e place 1 a blasted shell, @ honey-
comb of small Maliways and scoeched cubocles
Office machinery and compster consabes litter the
flooes (where there still ary flooes; somthe ate NOw

mere netwarks of gaping holes), wires ase strewn
everywhese, and quite a few dead bodies can be
seen, Often rapped beneath chunks of masonry
OF SUpeort deams

There are also several Overseer constructs here,
inchudliong & sevker drone that has only beeny
shorted out. It woudd be a sample matter to
reprogram and reboot the construct, showld the
Rael thamk %0 do this. It offers the possibilsty ol
exposing the Primary Disector 10 an electronic
virus, although the progranmumner must know
ancient Kiz, the lingaage the Overseer s
programming s based on, for the verus 1o be
eflective

64, Alr Punifies

This facilaty Is iWdentical 80 arcas 29 and 36, except
that it s stall functionsing. The Primary Director
has ignoced the building completely since the
itial invasion, so if someone were able to reach
the sise, it = unlikely that they would be
discoverad, Cetting 10 the place is the real trick
Yhough

65 Dining Center
Most of the Racl who worked in this sector of the
arcology couldd come 10 this center for midday
meals. There is & Eitchen srva and a large dining
Rall with lots of tables and chairs

When the invasion oocurred, several Rael took
refage in here and actually managed %0 escape
dedection from the Overseer's lorces. They are
trapped here, though, wnable 1o leave for fear of
petting caught by constructs or the Doomed.
They are able to subsist oo packaged foods ondy,
since the power In this bullding was cut off and
all fresh and pershable foods have since spotied
Thery thwas far have boen content (o remain hece,
out of sight. There is plenty of food for thes, »0
they could Last here 4 long ttne, sssuming they
Are it notxted

Rael citizen, zevo-devel (T AC 10; MV 12
HD 1; hp 5; THACD 20: #AT 1; Deng 142 or by
weapoos SZ M (-7 ML average (10}

Ent very to hagh (1134 AL LG, XP 15 each

Rael soldier, FA (21 AC 3 (Rael armor)
MV 12, HD 3; b 16; THACD 15; #AT 1
Dmg 142 or by weapon; SZ M (64" and 6°9").
ML unsteady (7% Int average (85 AL LG,
XP 270 each

Specaal Eguipment: Both soldiers carry a
blaster nifle and four extra clips of
ammaniiion

86, Cleaming Storage

This semall building howsed the custodial services
for this sector of the arcology. Office cleaning
crews s well aa groundskrepers stored their
supplies and equipment here. Inside can be fosund
Jots of Rael lawn and garden egquipment,
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includang & tracsor e vebacle that is stall
operable. There is also a flame thrower with a
half-empty tank of fuel attached (10 charges)

&7, Fimamce and Treasury Building
Al of the Kael bamking was done bere, both
internally (among the citizers) and externally
{with the various trading pareness the Rael dealt
with). The bank housed all types of canrency from
dorers of different worlds. This allowed the Rael
10 actually do Business with a foem of Currengy
the Jocal popalation found acceptable

All of this mooey is still stored In well-
protoctod vaults, Most of the security wwixdens are
no longer functioning. as they were odiginally an
compuier systoms, and the Mrimary Derector has
since shut them off (having no need for them)
There are some mwchanscal profection systenmm

NN NI
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stall in place, and these are excellent (-20r%
penalty 1o a thief's chance 1o pick Jocks). The
characters, if they manage 10 got inside the
vaults, will find all sorts of different types of
maoney, most of which will make no semse to them
{although any Rael with them will be staggered
by the display of so sauch wealdth), bat they can
find 300 pp, 6,000 gp. 1,100 sp, and 2 vanety ol
frm stones (total value: 12,700 gp)

€xpanding the Arcology
As explained above, oaly the fiest level of the
arcology survived the Overseer invasion
However, if the DM wishes (o expand thas stage
of the advendure, e or she can castly addd extra
levels above and below the main floor, peopling
them as he or she sees fit. See the description of
the ruined upper level on pages 6 and 9 48 a
guide; characters exploring this level noed spells
or eqquipmvent that would erable them to breathe
the rarified atescaphere. Alternately, the Primary
Director may have patched the broken dome and
restoced the atmosphere here In such a case, the
entire Racl-free upper bevel has probably been
turned indo a vast sterile manufacturing plast for
constructs and thelr weaponry

As for any basemment level, this paight be a good
place to ieclude a secrot ressarch iboeatory of
armory (M the I'Cs are badly overmatched) or
pechaps a bomb shelter filled with Raed children
evacuated there by their parents when the crisis
began. It could even be as simple as an escape
tunrwel leading to one of the outballdmgs (the
spaoe pad, the scientafic experimentation station,
or the manudacturing complex), trapped in any
fashion the DM doems suitable. Whether handing
the POs extra weaponey or saddling them with
the care of several dozen orphans, the sub-level
could serve to shake up the adventure if o
threatens to grow stale, Beware being dov
ambiticus, though-—~when the players show signs
of becoming restiess, (s time to shift the soene
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This chapter offers sample adventures set within
the Kel-Rael ascology described in the previous
chapter Each of the adventures is a shoet piece
that expands upon the existing poster map of the
arcology and can be used as examples for further
expansson and elaboration by the DM. As has
been the case throughout this mini-campaign,
loed free 10 adjust the difficulty of the encounters
to tadlor them to your particular style of gaming.

The First Adventure:
Stolen Minds

This first adventure provides a combination of
intelligence gathenng and actual combat for the
characters. More issportantiy, it gives the PCs a
chance 10 cement an alllance with the Rael
guemiles. Rael scouts have discovered that the
Overseer appears to be developing & new
tochnology that allows it not only 10 wipe the
minds of those It intends 2o turn isto Docesed,
but also to record those memories for
examination. The goal of this adventure is to
penetrate the research area where the Overseer's
forces are banldang this device and return with it
intact 10 the Rael camp. If the strike team cannot
retrieve the device, then they ate 10 destroy it and
the research lab

Sttup

The best time for this adventure &s after the PCs
have been in the arcology a short timme—long
enough 10 get a sense of the devastation, the
slaughter, and the Overseer's dominance, but
before they realize that a significant sumber of
Rael not only survive but continue 10 fight back.
The adventure begins by offering the characters a
chance 2o make contact with a significant Racl
goerrills force. This group is generally mose
organized that the typical band of Rael refugees,
conducting onganized rasds on Overscer
positions. The group is currently located in the

gymmastum (area 51), but its scouts can fiest
encounter the PCs almost anywhere in the
arcology, peckerably somewhere in an open zone.
The Rael migh initially mistake them for alien
Doomed, since the chazacters look as strange o
the Rael a» the Rael did to the PCs on their firmt
encounser. Of course, If the characters have Jazra
or any other Rael already with them, the guerriila
scouts might be mave inclined 0 ask guestions
first and shoot later. Once the two groups actually
agree 1o work together, the characters should be
escorted 1o the Rael hideout (i area 51). The
group of Rael described in that arve, along with
the Rael hiding in the latrine (ares 46) or Caplain
Kalloe's group (arca 16), could concelvably team
up to make a formidable force, especially when
joined with the PCs and any Rael from the Foerta
who accompanied them through the gate.

The Oversewr is working on plans o eliminate
these guerrilla bands, but thus far they had boen
able to elude its comstructs. Both sides know,
thosgh, that it is only 2 matter of time: the
Overseer s roplicatoss sepply an endloss supply
of retndorcements foe the constructs, whidle the
Rael's numbers decline every day with no hope
of reindorcements. The Rael have bewn cautious,
fighting a passive battle 1o conserve lives and
supplies. With the PCs” arrival, the svomentum
might actually swing the other way, But bedore
the Rael goerrillas will choose to trust the
characsers, the 'Cs thesnsetves must demoostrate
2 certain lovel of competence. One way in which
they can do this is through saccesalually
completing a hazardous misséon or two. If they
are successful in performing these, then they
might actually be able o convince the Rael that
together they have enough lirepower to stop
snipéng from hiding and begin agressively
lighting back.

The characters should first spend some time
learning as much as they can about the area
where the Overseet is operating The Rael are
quite familiar with the whole arcology. so they
can describe mont sites to the PCs (ot loast, what
those locales were like Befoee the Lake-over). At



the DM’s option, they can even pull maps up Bhn“‘ the Adventure

{rom the computer systems that they still have At somme poant when the characters are on the
access to (the anes the Overseer has not yvet taken move through the corridors of the arcology. o
over or destroved); these provide detailed one Rael soldier popa out from behind
mlormation abowt the research facility where the concealment and fires & stungun at the lead
Ovenseer s developing its new type of character. Check for surprise; the Racl

asstmalator. The Rael provide this
iIndormation 80 the characsers as

a means of getting them
started, as well as some
sddinional equipeent
You, as DM, will have
10 decide just how
much they get—

base this on the
-2rvngth of the

party va. the
OpPositon, taking
NS0 account am
addtions or other
changes you

decide 1o make

when fleshing ot

ihe ensuing
encounters. The PCy
may still decide to err
on the side of caution and
SOOUL Ot the ares for
themroeives, 2 precaution that
can ondy xrease the goerrillas

gamns 2 +1 bonus 10 her chance to
susprise the target character,
dwe to her quick reflexes
and ber adaptation o
Hiving in the invaded
arcology. At the same
tme, two more Rael
pop up behind the
characters and level
& blaster rifle and a
flame theower at
them, respectivedy
They do not fare
the first round,
however,
1If the characters
Jo not fire back, the
Rael want 10 see who
they are, realizing by
now that they are ol
Doconed. Sull, they are
cautions; 10 be otherwise
means death or worse. [f the
cRuracters are traveling with any

Pespect lor their “professionalism™ (as that other Kael (inclading Jazea), then the
is exactly what they would have done, had the refugees begin speaking 10 them in their own
shoe been on the other foot) language

The bulk of the adventure is going to take place U, however, the characters fire back
in the Becdogical Rescarch facility (arca 25), where imanediately, then the Rael drive back under
the Primary Director Bas set up its own rescarch cover and take off, as they have been given
and development. One of the things the PCs can explci! instructions to save themselves and their
discover i they are clever is that the Overseer s smvmunation. This showld be & clue 10 the PCs that
constracts are capturing Rael and holding them they are not Doomed: by now they should be well
= onder to beat its device, rather than trans- aware that those Inving cybernetic zombies never
forming themn into Doomed right away. Of course, retreat. The charactens can attenpt to chase,
these captured Rael are hept under heavy guard follow, or track the Raed, but it is & difficult
If the characters can rescue thase prisoners, that assignanent. The Rael have learned well how 10
will certainly prove thelr value 10 the Rael cover thelr escape; they do not want to bead
guerrilias corstructs back 10 the others. Thus, reduce »

1



ranger s chance 1o track by half after all modifiers
have been added 1o the base score (not forgetting
o assign a hedty pevalty for the unfansiliar
surrpunclings). The Rael will keep an eye on the
characters after that, until they ase certain that
these strange, primitive-Sooking newcomers are
not in deague with the Overseer. Once that ocours,
they cautiously make their presence known 10 the
characters and attempt %o parley

En either event (whetber the characters fred on
the Rael scouts or not), once they begin talking
the Rael are very curions as 80 who the strangers
are and how they got o the arcology. While thes
informsation is all being exchanged, a prowler
commum around the corner unexpectedly, Both
groups have been caught off guand (anless the
I'Cs specifically state that they are aking
precautions otherwise). Together, the Rael scouts
and the PC party should have no trouble
downing the prosler within & round or two, This
last gesture on the part of the characters shoald
be the clincher in convincing the Rael that the
PCs are valuabile potential allies. OFf course, warm
welcomes must wail, because 00ce & construct
has spotted an anganic, others won't be far
behind.

The Assignment

After the shiemisd with the prowles, the Rael lead
the characters back by a devious route %0 their hid-
den base (0 the gymnastum (arca 51). Once salely
under cover, they introdade the “ratives™ (as they
call the heroes) 10 the sest of the refugess, hen
offer the PCs food. Not 100 long afterwards, as the
characters ate vating, rosting, amd enemortzeng
spells, & young Rael officer approaches them. Read
the following aloud to the players:

Once the characters choose 10 follow this
young officer (Lt Bruegind), she leads them
straight 10 the captain. If they seem reductant,
have Broegind mention that it is a matter of
serioss consequences to everyome here. If Jazra is
with the characters, she strongly encourages then
10 see what Captain Keegis wants with them

Irside the headguarters, they meet with the
marine capeain, an olderly Rael who looks as

he has seen far 100 many battles for s
liking. He looks the characters up and down for a
mament, appraising them Then he speaks. Read
the following aloud:

1f the characters agroe 10 hear the proposal,
read them the following:




getberimyg locstion, eovry mevting place, corm (his
safe zone will b In sy peril,

I you're wp for i, 1 et 1o send wour fne indp
tiss rencarch area wiesr the Overseer s dawamad
comatructe ary Suilding this thing. &f wow com, et
the devicr sy from thes—me night v abie &
figwrr out & wuy b wse & 0 help reviere some of the
Drxvonpd o vl If you can't do that, ot lon?
Mo if 4o bide x0 i Overserr con't wie (1. If yow
manage fo B0 Beis ond serttiw, then wv weay stavd o
chamce of holiling owr oo mayde coen turning the
tide here i the arvology.

“Yow caw mequisition sowe suppiies hefive yow kv,
and wv hare somw schematics for you fa etudy of
what (e builiding looked e defory the invesion. |

thw farmitare t it stself. O, awd ovve
other ven de, don’t load
back here, If yow do, U your whole have

Captain Kengis patiently amwieers any guaestions
the characters may have. He understands the
importance of peslimimary briefing as well as
anvyone Unce the characters have asked 2l thwir
Gquestioos, give them the map of the arcology on
the back of the fimst poster and tssue them some
additional supplies. Choose the extra equipawn!
based on what they already have, bat you will
want to mmake sure that, when all is said and done,

they have the Sollow g Vvms

1 fame thoower with 1 extra fuel tank
S high explosive grenades

| personal moton detecton

2 chips of Master asamunation each

1 eodabont

Recsnmaissance
I the characeers decide to scout the asea bedore

making any kind of a move, they should be
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rewarded for thetr patiency and obwervation. The
front Goor s wellguarded., and the characters
shoudd be able to clearly see the comstructs
wasting on guard inside the semashed doorway, I
they examine the two emergency exits carefully,
inform the players that the esnergency oxits are
not locked (in Tact, the back door into area 4 i»
sar) and that all the windows oo both stories
have been covered from the insade. They will also
sew & captured Rael prisoner Deing talen o the
bullding under heavy guard; thas should clue
them off 20 the possibility that more Rael are
being held within.

The Overseer’s Reactions

Once the characters move inside, they run the
risk of bowng detected by any of the constructs




within. At amy point after they are noticed by one
of the Overseer's units, they have one round o
destroy the thing bedore (t has a chance %o radio
the data back to the superior unit. If the PCs
manage to disable the construct in the initial
rosind, the rest of the bulldisg remains ignocant
af theis prosence. [, however, the construct
manages to signal the Primary Director, then the
rest of the bullding (and the entire sector, for that
matter) is alersed 10 their presence and begion
trying to trap them.

You, the DM, will have to monisor the kocations
of all the constructs im the bullding, as well as any
ot in the sector beyond that you wish to throw
at thesn (depending on how hard you want 10
make this mission). Once the whole place knows
they re there, you must track the units end move
theen in such a manner that they try to pin the
characters down in oo Jocation from which there
i» PO escape. Any PCs caught are imprisoned and
transformed into Doomed 24 hoars later. Wise
charactens will plan an escape route before

those who do not must take their
chances and suffer the conseguences

(omplications

The characters” mission & clear: to retrieve or
destroy the memory-scanning device, then escape.
However, onde they realize that Rael prisoners are
being beld within, Jazra or any other Rael
accompanying the group will insist that rescuing
the prisoness shoukd come fint, even before the
attemnpt to steal or destroy the mind-probe device
Characters who find that they cannot get past the
sentries Or must beat 2 hasty retreat may try to
destroy the device by setting off as large an
explosion as lies within their powes. Whether or
oot it succeeds (n destroying the device, the blast
ey damage the building and harm the Radl
trapped on the second floar-—a resalt that won't
it well with Keegis. The Rael value the
well-being of others of their kind above any
techncdogy, and carviess discogand for Rael lives
may cost the PCs their alliance.

The Ploorplans

Reder to the map on the fromt of Handout 7 foe a
detalled floorplan of the Biology Research
building. The Overscer s new mind-probe
sssimilator is being constructed here. Note that
some Seatures described by the Rael may have
changed greatly, as the constructs have modified
the place to better suit their needs. They have
welded metal covers 10 all the windows to
prevent the Rael from secsng what is going on
inside and to afford greater protection. They have
knocked out all of the power except the elevatoes
(which kills the lighting, since they do not peed |t
to sev. and also to keep the prisoners off balance).
And they have posted seckers at all three exits.

1. Reception Area
Read the following aloud when the characters get
Chose enough 10 sow insdde

Thave drone spiders and 2 secher drooe guard
this area, highly visible to dissuade amy Rael from
even thinking of consing in here.

Spider Dyooe OOk AC 4, MV 9. HD X, hp 15
THACD I7; 8AT up to 2; Dmg by weapon
(blaster riffe, grenades); SZM; Ist 9; AL N;
XP 650/325 each.

Seeken ACE MY 12 (ALHD L hp 5;
THACO 19; SAT mal: Dmg n/a: SZ S0 It 1S
ALN; XFP 175/88.




2. Elevators

Both of thewe elevators have been maintained,
athough the lighting inside them has been shant
off. The Overseer constructs use these 80 snorve
feom the figst Soor 8 the second, whese they are
holding a number of Rael priscewrs. Two Moomed
stand guard inside cach clevator at all tienes.

Deomed (4 AC 3 MV 12 HD 4 hp 20,
THACD 17; #AT 1; Deng by weapon (blaster
tifle, magmam camnon); SZ M (695717 Imt
LALN; XP 20/135 each

3, Front Stalrway

This set of stairs » an cowrgercy exit from the
dbullding. Noemally, the door leading outside is
locked, but because the power has been shut off,
the latch s not engaged, although the door is still
shiut. A single spider drone sits af the bottomn of
the stalrs and a socher drooe at the top.

Spider Dreone: AC 4 MV 9, HD 3; hp 15,
FHACD 17 #AT up to 2. Dimng by weapon
(Blaster riffe, grenades) SZ M; Int 9, AL N,
XP&S0/325

Seeken ACS MV 12 (AXHD L hp &
THACD 19; #AT nil; Doog n/a; SZ 5 It 15
ALN; XP I75/88

4. Rear Stairway

This is the bunkding’s other emergoncy exit
Again, the door is not locked due to the lack ol
power, and M s siightly ajar. The Primsary
Director has only stationed a single Doomed
guard in thes stairwell since there s Do a00ess 10
the first floor from It it ondy leads to the second
flooe. A sevker hoeps walch on the secoad floor
landing and will certaindy come 10 Investigate
anvy rweses from below

Doomed (1 AC 3 MV 12: HD 4 hp 20
THACD 17, #AT 1; Dmg by weapon (blaster
rifle. magrwm cannon); SZ M. int 1LALN
XP2N/135
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Seeken ACH MV IZIAKHD L hp S
THACD 19; AT mil Ding n/a; SZ 5 It 15
AL N; XP175/88

5. Seall Labosatory
This room was ocece the amaller of the two
Laborstonies in the research facility. It is heee
where the actual testing is being performed o
Rael prisoners. The two roams (o the south were
refrigerated storage rooms, but since the power is
cut off, they are not cold any longer, The most
recent 1est subdects are hedd in this area

he peototype assimilator is working i this
room with the help of 12 modatied replicatoes
The modifications to the replicatoes allow them to
perform medical hancticns on the Rael. The mind
probe device is very visibie as an additional srm
attached to the assimilator. Halfway down the
extra arm. a set of subsrms radiate in a scoop



mmumm

shape. These subarms settle around the cranium
of the test subject. then feed information back to a
special minlcomputer oquipped with alpha wave
interpreters. When the characters fiest view thas
whole contraption, they actually see & Rael
prisoner hookesd to this thing. Read the following
alowd as the characters look into the room foe the
first time-

Unfortunately, the Rael womsan is dead. Even
as this scene playy itself out, the guards in the
room, previoasly hidden from sight so the lefy
and right of the doorway, ssove lo probect the
awimilator and attack the intruders. Two spader
drones and four of the Doomed are currently in
the room, unless the DM decides to add moee t0
their numbes

Assimilatar, Prototype (L AC 1 MV 6
HD 5 hp 20; THACO 15; #AT 1; Dmg n/a;
SA stun freld generator (save va. paralyzaton
or becotmw incapacitated ): SZ L Int 14; ALN;
XP1400/700.

Medical (12 ACT7, MV X,
HD 1; hp 5;: THACD 19; #AT nil; Deng n/a;
SA stun field generator (save va. paralyzation
or becoene Incapacitased); SZ S; It £ AL N;
XP 65/X3 each.

Spider Dyome 2k AC .MV % HD 5 hp 15
THACD 17; #AT up to 2 Ding by weapon
(Dlaster rifie, grenades); SZ M. In1 5; ALN;
XP 650 /328 each.

Deamed (4): AC 3 MV 12, HD & hp 20,
THACD 17, #AT 1; Dmng by weapon (blaster
rifle. magnum canmon); SZ M (5117697}
Int 1; AL N; XP 270/135 cach

& Large Laboratory
Read the following the first tiene the characters
gt o glimprse inside this room:

This second laboratory now houses one of the
mainkime assimilatons in we by the Primary
Directar im the arcology. It & producing Doomed
tromm among the prisoowrs hedd on the secoand
floor. Four spider drones, two of the Doamed,
and a doathstrike guasd the room and protect the
assirmilator.







Assimilaton AC 1 MV & HD 5 hp 20,
THACD 15 #AT |; Dmg n/a; SA stun field
generator (save vi. paralyvzation or become
mcapacitated); SZ L Int 14 ALN; XP 1,400/
200

Spider Drone 4): AC & MV 9 HD 3; by 15
THACD 17, #AT up %0 2. Dmg by weapon
(Slaster rifle, gremadest: SZ M Int9; AL N:
XP o50/325 each.

Deomed (25 AC N MV 12, HD 4 hp 20;
THACD 17; #AT ); Dmg by weapon (blaster
rifie, magnum cannom) SZ M (65", 6'6");
It 1 AL NG XP 279/135 each.

Desthstrike: AC -2 MV IS HD 9,
hp 45 THACD 11; #AT up to §; Dmg by
weapon (heavy blaster connon,
magnusm cannon, missiles, gremades):
SA stun field generator (save v,
paralyzation or become Incapacitated ),
infectious gas (save vs. death or die in
134 days from disease), poisonous
A5 (save vs. polson or die In
1 round) SZL; Int 6 ALN;

XP 13.000/6,500

Rael sobdier, F3 Qx AC 10,
MV 12 HD X hp S THACD 15
AT 1; Ding 142: SZ M; ML
unsteady (7); Int average: 7
AL LG XP 20 each,

7. Second Floor

The entire second floor of the Blological
Research facility once served as offior space for the
Kael sciontists wiho worked here. Now, however, it
serves as & poson for captused Rael. There ase cus-
rently 21 Rael priscmers being heldd in the offices
The replicator constructs have modified the rooms,
welding heavy metal plates over all the windows
and thick bars over sir vents to prevent escape. No

Fghts fanction, so the prisoners are completely in
the dark. In the hallway, two spider drones and

four Doomed patrod regularly, occassomally fetchy
ing & prisoner to by escorted dowrnstains. Read the
following the first time 2 cell is opened

If the PCOs have 2 Rael with them, or if cow or
mare of them have the means to speak Rael, then
explanations are quick and the prisoners
cooperate. If not, bowever, then the Rael are
fearful of the characters, coovinoed that they are

minloos of the Overseer heee to0 take
them 10 be Assimilated; in this case,
the Rael try to run the first chance

they et I this happens, most of

Spider Drone (X AC 4 MV 9,
HD 3; hp 15, THACD 17; AT
wp 0 Z Dmg by weapon
(Blaster rifle, grenades);
SZM; It 9 ALN,

XF 650/ 325 each

Dooassed (41 AC 3;
' MV 12 HD 4; hp 20
THACD 17, #AT 1, Dimg by
weapon (blaster rifle, magnum
cannon); SZM (6-7") Int 1 AL N;
XP220/135 each

Rael citizen, sero-level (180: AC 10, MV 12
HD 1; hp 5: THACD 20, #AT 1; Deng 142,
SZ M; ML unsteady (5): Int average to
exceptional (10-161; AL LG: XP 15 wach

Kael soldier, ¥3 (5k AC 1O MV IZHD X
hp 16: THACD 18; #AT 1. Dmg 1d2: SZ M,
ML steady (12); It average to very (5-12);
AL LG: XP 270 each



Gelting Bach

The tricky part sbout this mission ban't getting
inside the building and stealing the mind-probe
component; it's herding the twenlty soese-odd

rescued Rael prisosers back 80 the “safe bowse™ in

the gymnasium (or wherever else you have
decided to place i) without getting seen and shot
at or, worse yet, followed. A handful of scasoned
adventurers shogld have no problem lurking
around in the ascology, but & couple of dozen
Rael refugees are a bitthe harder to hide. To make
life interesting for the PCy, have 2 sovker o¢ two
cross paths with themn, then spring & destroyer or
anpshilator on them from above

Orwe they do get back, and sssuming the whole
headguartors doesa’t have to uproct and relocate,
congratulations are due all arownd. The
characters have just swelled the ranks of Xeogis's
titthe areny by quite & bit, and they put a small
dent in the Primary Director's plans to boot, Of
course, the Primary Director will redouble its
eforts 1o find them now, and more than likely the
patrols will increase in frequency. But for the ime
being. the characterns Bave proven emaelves
worthy in the eves of Captain Keegis and has
fellow Kael At some point after the excitement
cools off, read the following aloud:

Orce the characters agree 10 follow, the soldser
once agaim Jeads them back into the depths ol the
gymnasivan to0 Capiain Keegls's office. The
captain looks the heroes over, giving thes a hard
yet grodgingly approving stare. Then he sayx:

If the PCs agree, then the Captain actually
smibes and thanks them. then sends themn on their
way for some moch-deserved rest. i they decline,
then he looks sad but tells them the following:

After that, the captain turns back to his work,
apparenily not isterested in talking to them any
further. i pressed, he gradgingly admits that he
thinks they are making a mistake trying to go o
aloew in the ascology. In his own pragmatic way,
he would rather have their skills than not. But he
s not their superior officer, and he knows he
cannot order them 1o stay and help fight. That
doesn’t mean be han 80 hike it, though, and he
tells them so.




The Second Adventure:
Rulmot’s Legacy

This second adventure again peovides & six of
reconnaissance, fighting, and evaston, but there's
a litthe scenething extra thrown in—a litthe bit of
tricky rode-playing and a powerful 2oy for the
characters 1o play with. The Rael have discovered
that an operational assault tank may be within
the arcology, and they want 10 get a hold of it, So
far, the Overseer Is unaware of its presence, but
that may not Last forever

The charactess” assignoment is to get 10 the tank,
got It running, and get Il back 10 the hbeadquarters.
Again, it is important for them not to lead
constracts to the Rael hiding place. If ey can
retnieve the velcle, the Kaed ples b0 use It to gt
to the Primary Disector and destroy it, froeing the
arcology. ¥ the characters canmnot safely bring it
back 10 the gymausiam (or other secret location),
then they are to destroy it so that the Overseer
cannot wee it agaiost them.

Setup

The background assimes that the characten
sgroed 10 stick around and belp the Rael fight the
Overseer’s forces within the arcology M Is not
neoessary 1o have rum the first sdventure ("Stolen
Minds™) in order 1o use this coe—the horoes
could easily stumble upon the tank themselves
Stll, baving thems participate in the fisst
adventure provides a smooth trassition and
creates the feeling of a campaign rather than a
rassdom series of encounteos. Captain Kovgis
requests that the PCs once again take great
perscnal riaks 10 fetch the assault tank for the
beewfit of the entire Rael contingont within the
arcodogy. The characters can consult their map 10
plan out a route to the location of the axaalt
tank; they should abso receive supplies and
oquipment for thelr mission.

The tank stsed! is located at one of the repair
garages near the northeast entrance 10 the
arcology. It had been stored imside » sesall locked
toolshed at the back, half-hidden under a great
pile of scrap metal, The tank was actually a
restoration progect for one of the Rael mechanics,
who kept the tank in the shed when he wasn't
working on it. When the invasion occurred, the
shed win never openod. The Overseer has
scheduled teams of replicatoes and collectors
enter the ares woon %0 salvage everything that
valuable, so it is lEhely that the tank will be
descovered and dismantied by the Overseer's
forces if the POs delay too long, Thes, time is
lmnited for this snission.

Starting the Adventure
At amry point during the characters’ stay with the
Rael, assuming they arv helping the refugees to
survive and fight back agaiot the constructs, o
small group of balt-starved Reel cittzens is found
by Rael scouts and brought back %o the gym-
nasium (or wherever else you have decided to
locate their hideowt). Should the I'Cs not be allied
with Captain Keegis's band, then bet them
encounter the refugess thesselves. The new
refagecs ase taken in and cared for, During a hot
meal, the characters are introdoced 10 some of the
new arrivals, and the POs bearn that they are
developing something of a repatation around the
arcology os strange alieve with thelr odd
technology (magic) who have come as the saviors
of the

You should really play up the awe these Rael
foel for the PCs. While they don't exactly fawn all
over the characters, make it chear that everyone
who has heard of them Is very appreciative of the
fact that they Jeft their home woeld 10 come 0
this horrible place and belp restore freedom to
the arcology. During the coune of this comversa-
thon, one of the newcomers, 4 mochanic who
worked i the garage where the tank ks hdden.

lets slip the following




If the characters press the mechanic for more
information {“Tank?' Well, #% seef of Mk @ s of
armor big enough for alf of wow 1o AiY inside, aveh
Slanters atbached, that mwoes wonler s oum power™),
he tells them all sbout Hulmot's pride and joy, an
obd assault tank the Rael nulitary was throwing
out. He got permission 1o salvage the thing and
Begin rostoring it, and be completed the task only
a short time age. The last the mechasic knew, the
tank was parked in a tool shed at the back of the
kefthand garage near the northeastern entrance to
the arcology. The shed had gone wnused for &
number of years, and the place had become
something of a junkyard, with all sorts of old
vehicle parts and other scrap metal stacked
everywhere. Hulmot stored the tank there to
make suze he hept [t out of the way.

The Rael mechanic never thought of
mentioning the tank befoce, snoe he doesst
know how it wonld be possible 1o get past the
Overseer’s forces to get 10 ik, or even if it still
exists. Besides, he will toll the PCs, Hulmot was
the only person who ever drove the thing, and it
past never felt right to take i, even considering
that the owner was dead and the arcology
overrun with mechanical fereors.

Assaming the charactens take this information to
Captain Keegis, the Rael leader insmediately
begins conaddering ways to retrieve the vehicle.
He has schematios acgquited from the

systemn brought to hims in order to study all the
possibiilities. [f the characters are not already in
his presence, he sends his adpanct officer to fetch
them. Once they are there, read the foliowing
aloud:
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Once the heroes agree 10 attempt this mission
Captain Keegis wants to wit down with them and

analyze posssble wavs of reaching the tank. Allow

the players as mvoch time as they desire %0 look
over their map. If they do not think of it
themaeives, Caplain Koegs sugpests that they
maght be able 10 reach the garage more easily i
they go outside the dome and come at it from the
other side

Once they are finkshed discussing the situation,
the captain again sends the heroes to reguisition
supplies. Again, the final st of things the
characters can get a hold of is up to you, But they
should, a the very least, have the following

10 cliyps of blaster asamusation

10 satchels of magnum canpon amaunition
| st of Rael armor per applicable person
2 mediists

i Personal molion sensoe

& high explosive grenades

42

The large quantities of ammunition are, of course,
for the assault tank’s main weapors. If your
campaign uses the optional encumbdrance rules,
be sure to note which characters are weighed
down by the bulky satchels

The Rael assigned to drive the tank once the
characters roach it is Jazra, assuming she is still
alive—otherwise It s a4 young Rael officer named
Bruegind (the adjunct who keeps delivering
Koegis's svessages)

Breegind, Rael Heutenant, F5c AC 1 (Rael
armor, Dexjy MV 12, hp 35 THACD 16 (15
woith Dextenty bonus); #AT 1; l\mg by
weapan, SZM (607 ML fanatic (17 AL LG
XF 4650 Str )7, Dex 16, Con 14, Int 16 Wis 11,

Y

Special Eguipment. Broegind has & suit of
Rael armor, a blaster pistol, & pair of inlrared
bisoculars, o cutting sorch (albowes her 10 cut
through metal), and a g mask

fersomality Eager, foothardy.

Reconnaissance

About the ondy way the characters are goiag 10 be
able to perform reconnaissance on this mission
8o magically travel directly %0 the garage. And if
they get that far, they saight as well jast go ahead
und steal the thing while they 're there.
Nonetheless, eather than just blunder blindly
ahead the FCs may send out a senall advasce
party (say a rouge or two) 50 scout out the way
and determine past what the casiest route Is and
to plan a line of retreat of things go bad, Another
possible option, raised by Captain Keogis, & 10
take the long way around by exiting the doone
With the appiication of & spell {such e endary cold
or resist oodd) and a gas mask the characters
might be able to work their way across the
outside of the dome and reach the northwest
entrance that way~-an casy task for any characier
who has found one of the few survival salls
scattered about the dome. OFf comrse. they will
have 1o contensd with gun essplacesnents at the



extresne cast, west, and north ends of the
arcology, and with constracts roving the arca in 2
cormstant patrol, the Pramasy Director Bas sent
prowsers and annihilators outdside 10 check the
rest of Bhe planet and o walch for Racd forces

comning o evlieve the arcology

The Oserseer’s Reactions

Unce the characters v spotted, the Overseer will
certainly attemat 1o Gestroy them. it has come o
recosnize them a» 2 foroe to be reckoned with and
GOes ot wish 10 lake any Darther chances. Am
heavy weapons constructs the Primary Direcsor
has avaslable will be brought to bear on the
heroes. Again, the constracts”’ Basic Bactic is to pan
and trap the characters »0 that they may be
captured and transformed into Doomed. Bos i
they become 100 much of & hasle to deal with

the Overnseer will ot hesatate b annahilate them

|
|
i.

e and for all. Note that PCs who approach the
garage from within the ascolopy will be
particularly voinerable while in the airfock area
the Primary Director s not above opening the
Alriock by remcde controld, forcing amvome In th
area 1o literally hang oo for dear lile (Strength
check) o avend bong expotied o the Kol-Kael
night

As was the case in the first adventure the
churacters have one round to destroy amy
constructs thatl spot them bedore word is radioed
back to the Primnary Director of thear location
Howwever, doing s0 will eventusally pive away
thelr position anyway. as & destroyed construct
fadlure to report dack i will alert ias SUPpenOns
that something is amiss

Once again, you the DM must decide which
wnits are In the vicinity and come (o atiack the
PCs, and then keop track of those units as they

Close in for the kill. Any I'Cs that are caught are



imprisoned and then transtormed into Doomed
24 hours laser

Complications

Althoagh the Rael have oot this coune
of action, perhaps the best thing for the characsers
%0 S0 18 10 take the sssault tank disectly ot the
Primary Director’s laar. While this type of action
s somnew hat moee Bhely if the party is doménated
by chaotics rather than lawiul types, it's net a bad
ssove, [t serves to avold revealing the hading
place of the main Rael guersilla basd, and it also
accomplishes the chief obyective for securing the
tank in the first place. It is going to be very
difficult for the characters 10 actually sneak the
assault tank back 1o the gymnasium (or othwr
location) of 10 hide it anywhere that the Oversoer
cannot Jocate It It's one thing for a group of
people an foot to avold detectiong it's quite
another 1o drive an armored vehicle around
annotiond. I the characters have made elabocate
plars 20 get the tank undercover and camow-
flaged in short order, then this t0 where their
foresight s rewarded; if not, the PCs may find
themaelves in a sticky spot.

This plan all hinges on the fact that the
characters inow where the Primary Director is
stationed. This indormation Is easily obtained
from Captain Keegis, but getting back to him to
find owt alfter the tank has been taken is going 10
be tricky. Lt Beuegind, as his janjor officer, also
knows the lecabtion and is just emough of & gusg-
ho Joose cannon that she could be perssaded to
drop the original plan in mid-stream by cloguent
characters,

In any case. the heroes should have a serious
fight on their hands once they start rusming with
the assault tank. The Primary Director will throw
everything it has at this threat, recognizing it as »
serioss danper 10 ibwelf and wasting no tiene or
expense in ellminating it. Even if the PCs fall to
reach their goal, they may destroy so many
constracts in the process as ho lave the
Overseer s defenses weak possibly tippéng the

balance back in the Rael's Laver if they act quickly
10 take advantage of their temporary edge.

The Pleorplans

Keder to ihe map on the back of Handout 7 (top)
for a detaided Aloorplan of the garage. It is quite a
mvess since the vasion; the constructs swept
through here and destroyed a significant amown
of equipmnent. When the characters firs arrive at
the garage, read the lollowing aloud

L Transporis

These two burned ot shells were once troop
trarsport vehicles, which the Overseer
demolished as s00n as comstruces found them.
The enctors, tires, and treads have been

and hauled away for parts, and the rest of the
metal is schedulad o be melted down and
remolded for new equipment

2. Vehicle Lifts

These hydraulic lfts were used 10 raise vebiches
off the floor s0 that mechanics could get
underncath them more easily when making
repeirs.
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3. Shelves & Forklin
The Kael mechanics stored spare parts for all This forklift was used 10 move beavy parts about
types of vehicles on these shelves, They the rooem, such as engine blocks, steel

are still full of workiog pieces of
equipment, some of which are
replacement pileces for the
assault tank

beams, and barrels, It was left
untouched by the Overserr,
deemed worthless and
monthreatening. The key
- s 2 locker in the

4. Tool Kits = S WL N break room (4sea S
There are a number £ S /"J:‘- trymng 10 start the
Of bood sets in large ) . - % '- machine without a

bins here,

&)  hey requires »
although the -

successful Open

tvols bave been Locks roll (st 2
dumped out and 5% penalty for
spilled across those undamilsar
the foor Any with Rael tech).
character that

takes the tiene o 7. Scrap Pile

sort through the The Rael

I tr Uy Can \ mechanics stoced
put together a . U TR most of their scrap
decent working set of o mwtal and broken
toods for maintenance ) parts here in the

on the asault tank or
any other piece of
oquipment in the arcology.

comner of the garage.
Much of this stuff was
being hept for repairs when

there was little work 10 be doew

£ Foreman's Office It @ piled up rather hugh, and one large
The stepw load ug %0 a small office that looks out plece of sheet metal is leaning against the froevt
over the work ares. Thin is whese the foreman of of the shed (area 8), concealing it 1t was due to
the ssechanics kept track of paperwork and this junk that the Overseer’s constructs mever
schedules. There s a small Sesk with a chair spotied the shed and did not dascover the
aganst the back wall, and two extra chains facing assanlt tank
the desk. There is & dead Rael body in here, the
rernaden of a civilian who hid after besng wounded & Storage Shed
and died shortly afterwand from blood loss When the characters open this shed up for the

I'he arca underneath the foreman’s office s a first time, show them the (llustration on the back
broak room. There are some snack machines, a of Handoet 7 (bottom ) and read the following
Labde with a few chain, and some Jockers with aload:

pessonal effects in them. In oow of the lockers is &
mwdikit (stored here in cane of accidents on the
job), and in another is a hey that operates the
forklift (sor area 6, bedow)
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The Rael driver that the heroes have escomed w0
the tank wastes no time opesing up the vehicle
and climbing mwide. Read the following to the
first character to follow;

Assume that there is enough room for the
entire party of adventurens, even though the
statistics of the assault tank lists accupancy as
five. Just tell a large growp that they manage to
squeeze in and it s very packed wide.

There is no asnmumition other than what the
characters brought with them, but the gas tanks
are full, 5o fuel should not be a problem. Jazea (or
Brucgind) &s very proficient in driving the assaul
tank, 20 there is litthe difficulty manouvering the
thing out into the hallway, smashing the fliwy
shed 20 splinders In the process.

Once they are on the move, the charactens
nside the tank will definitely attract attention.
Inform themn that it & apparent that this vebicle is

making a lot of noise and that it is certainly going
to attract a lot of unwelcome visitoes, If they still

immist oo driving it back 1o the Rael hideout, bring
in a couple of destroyers and a firestorm to attack
thesn. If they still haven't gotten the idea that
they are very noticeable, then have Jazra (or
Hruegind) vaggest it. Carried away by the
excitement of the moment, she enight saggest that
they could take out the Director righ
then and there. If cooler heads prevail, they mighe
try getting out of the arcology altogether, since
they’re next 80 an airlock amyway and the tank s
covircommentally sealed.

At this point, the adventure is prefty wide
openi. The characters can drive around just about
anrywhere they want, even smashing into
buildings if they desire. Realixe that there is anly
one of them and quate a few constructs, and even
though they have a superior Armor Class inside
this thing, sooner or lter they are going to suffer
enough damage that the thing becomes
inoperable. Combiswed-arma taction s still a valid
tactic. even in the future. The Overscer can
outmanewver the assault tank by bringing a
multitude of different construct types to bear
agaanst it. A combination of spider drones,
hovercraft, and even some Doomed should be
able to swarm the vebicle and disable it If they
imsist on going on & joy ride for a while, Jazea (oe
Broegind) will eventuslly sober up and point out
bo them that they're vulmerable without support,
assault tanks were not meant 10 be vsed as
solitary milstary attack forces.

if the characters do drive the vebicle back to
the Rael hideout, sssume that they are followed
(it's & sbenple matter for a lone “eye in the sky”™
seeker drone 10 hover high overhead and moniior
their direction and progress), Captain Keegis will
not be happy, but be ackaowledpes that it was has
Instructions that screwed things up. This will
place even more impetus for someone 0 take the
tank back in the direction of the Primary
Director’s lair for a final showdown,




Beyond the Arcology:
Other Adventure Ideas

Here are » fow other ideas for things the
characters can do while in Kael space. These are
all thires that the PCs could do In the sexvice of
Captain Keegin, if they are working for him, |f
not, lazra or Goess can ecasily Hll muach the same
role with ¢ misimusn of modification

Contact with e Oulside

Captain Keegis has come 20 realize that the Rael
guernillas cannot defoat the Primary Director by
themselves. They need 1o gt some additional
help bere & quichly as possable. Al the very
least, they neod to get word back to Tam-Rael of

the danger that threaters the hameworld In

a7

oeder 10 do this, he has devised a plan to set up
an independent comununications link with the
nearest Rael ship. The problem lies in getting the

satellite dish appazatias 10 & spot where it will be
able to broadcast al extreme range and not be
detectnd by the Overseer. His sodution & to pt It
on the rool of the arcology. He hopes the charac-
bers can figure out & way 10 get the dish up there

A second problem is that the characters first
st sheal the dash from another locatom in the
arcology. Merhaps the Primary Director is using
the thing as a backug systom 10 its own
communscations with the Overseer or has it
aligned with the other captured ship (the Merss
and the Arcacis) o arcodony (ShahvRael). The
characiers mvust steal the device right oot from
under the praverbial nose of the Al then get it 1o
the roo! withoot being spotied and set it up I an
unobtrasive spot where it won't be found by the
first sowker that Flies by



Captain Keegis Is getting worried that the
Overseer is on 0 their location. He wants to
move everyone out of the arcology and to one of
the outlying buildings, starting with the rescued
civiians (feoding and protecting thems is a strain
on Ms aircady-mesger resources ). Glven the small
rumber of gas masks and sarvival suits avallable,
griting the refugoes through the hostile
environment safely will be a dangrrows, time-
corsuming business, involving escorting them a
few 2t & time. He wants the characters to explore
the manulacturing complex and the research
station and sew if there are any asvas ot all in
either that could stsll support life.

As described on page 7, all three of these
ouwtbuilding compleves were reduced to
blackened rubble during thw invasion. However,
if the DM wishes a secret bomb shelter housing »
few Rael scientists may have survived. Or the
characters may discover that the constracts have
rebeilt oo of the installations for some purpose
It could be & second replication plant, or perhaps
A staging area for spacecraft to land

Destroying the replicators belpy reduce the
Oversesr ‘s ability 1o replace its loses, while
boarding and seszimg an Overseer starship not
only provides a moans of escape for the trapped
Rael but enables the P'Cs 20 50 almscst anywhere,
assunvng they and their allies can figure out how
to comtral the captured ship.

Menstrosity

While patrolling some sector of the arcology, the
characters are condronted by a hage, monstrous
Dooeved. Whatever this thang s, # is a daogerous
fow, 1t has iscredible power, extraondinary senses,
and it & out to get them. You can design any
number of things around this idea. Some good
choloes for potential Doomed fodder are an
Hhid, a ttan, 3 beboldder, & tanarel or doatezy, &
dragon, or some allen creature, the like of which
they've mever seem before. An effective variant on
this encounter s 10 have the croature stalk the

characters off and oo for several days before they
actually encosnter i, ketting the susperine
gradually budld until they fimally confront their
tormentor.

Deomed!

Even the most careful and waperienced
adventurer may find that one day his oe her Juck
has run out, If the PCs ever lose one of thewr
battles with the Overseer ‘s constrocty, the
camgalgn s not necessarily over. The characters
conld wake up a few hours later, stripped of all
thewr oquipssent, sharing a prison coll with a
forkorn Rael, from whoes they leam that they are
shortly t0 be tumed o Hving but mindless
Doomed! The chasacters are in for a shack when
their guands arrive, including amoog theis
nmmber any PC presumed dead in the preceding
fight: the ex-PC Doomed shows no recogaition of
his or her old friends and allies

Afver that, it's up to the PCs %0 come wp with o
plan of escape. M they're too complaisant and
adopt a “walt and see” astitude, don't besitate to
start taking them away one by one. Their new
friend should be taken first, retierming 2 half-hogr
later as a newly-made Doomed who takes up
guand duty oubtade their cell; that should make
them feol that the clock is rapidly ticking away
the last moments of their Bves. Give any
workable plan a reasonable chance of saccess

One lssportant question will be on the mind of
every player who loses a charactes in this way:
Are those PCs trarslated into Doamed forever
lost? Net necessarily, A sumber of potent spelis
might reverse the process, and the DM coudd
peoerate a whole adventure around efforts to
recover the experimental Rael technology
designed to reverse the process. Note that this
adventure plot can abso come ingo play if at anvy
poing the PC party &s foeved 10 retreat and leave
fallen comeades behind. those unfortunates can
then cither retum s Doomed or wake up 2
prisoners {acing & fate worse than death.
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Through the Gates

Once thw Prissary Darector has been dedeated, or
once it has triumphed over the Rael eundenground
and crushed the opposition so that a hasty reteeal
seomns in onder, the I'Cs and their surviving allies
Ay want fo carry the fight bevond the teleportal
gates. Captain Kallae (see pages 14-15) and her
crew, showdd they survive, will gladly jotn any
task force dispatched to retake the Merne. Like-
wise, PUs say want to board the Arcacks or help
the sesistance on Shab-Rael. The former s
currently part of an Overseer armads in the
middle of a vast space battle against the Rael
fleet; moving from the embattled arcology to the
totally dossinated ship svigiht be a good example
of “stepping out of the frying pan and Inso the
fire,” but PCs who sucoeed in taking over the
ship svight be able 0 sneak aboard an Oversecr
sPace station and perhaps even take out a Master
Programaner

By contrast, things are not o grim o0 Shah
Hael. While the Overseer is firmly in controd of
the arcodogy. the Rael on the planet at the time of
the attack have fought a clasic guerrilla action
abandoning the arcology and melting into the
hospitable countryside. They
have set up 50 many decoys and
lared the Oversoes s COnstructs - 2
0 %0 many ambashes that it o> WOPR. /-
DOW BIIOTEs most reports of ) o
siphtisgs, leaving them great i '
freedom of movement Thus, -
although thetr mambers are fow
therir mocale s good and their
knowledpe of the berrain anda
the Overseer s deployment
would be invaluable to any PU
aCtion

Assumang that the PCs and
their Rael allies stcoeed In
retaking the Kel-Rael arcalogy,
getting the saln gate 10 the
homeworld, Tam-Rael (el
Open again bevomes a maxs
priority. The lirst person B0 sep
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through the restored gate will very Elely be
groeted by a mass of troops and weapons beyond
comnt, all pointed right at him or her. Once
explasations have boon made all round and
things have been sorted out, however, the POy
will have an opportunity 10 tour the wonders of
the Rael homowarid, and 10 2 herows’ welcome
Culture shock may prove something of a
problem, as this will be the PCy" first emension in
a fully operational high-tech culture. Till now the
player characters have been able to deal with
various high-toch ttems they v encoustered on &
one-by-one basis, relating each 1o somnething they
enderstand; now they il be foroed to cope with a
sotally alien esvvircmment. Once they orsendt
themaelves 10 all the wooders of Tam-Rael, they
may find it diffscult 30 ever go back 10 the culture
they criginally hail from

This part of the advenhure could be expended
almost indefinitely: other Jdimensional gates
could lead 10 almost anywhere the DM wants
them to—other ships, other arcologies, other
wotlds: wonden beyond coumting. The
possibileties are limited only by the DM's sevae of
what s appropriate to the campaign

~
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'Bmiu Paths Diverge

Unfel stared intently af the display Defore Aer. Her Aavds soamnd cowr the
comtrids, adnting and enbancing the (mages thaere. Mer eyes burnal, she
A o sl o ooy tuo dawe, She could mod abundon her gl thosepk
Che dapse i Aoy waich and e Ouverserr conld de svpont them

A hipht flasbed ou the paned, shr lupad ¢ ssnich and netchnd My sorers
Sivady, the outfine of something large faded ivdo tvew. She gopod o £ How
oomld it have gothen so cione? she thosgit o Aerself lecmadaionsly. 'y
practically on top of us!

Coptam’ ™ Uil crad oudt, sdartimy the other cchassted crese srmnders
o e Mridioe of the Concibrus, ] Ao @ sightine, Looks Jite o dattle crusser
ovoly slx thowsamd meters off owr port side.’

"‘Confirmad. Capdan, ™ called Unfel''s commterpart, a wouny made afficer
ahe Sus apvratimyg dhe ofher st of reder defection aqupmrt, “T'm pichong
it wyp, kv Merey, how dt of gl 50 cose o "

Capdaiu Rresch slappnd @ badion of s osom comsole, oduch sef off thy
slerds all goer the slele, “Nevwr muad 1hat,” he sald, b touce full of urgrmcy
"Gt s out of Aeve, Rader, frack that My lsky you e nevey Iracked avy
thing v your fov. Let me know the munwie & fires.”

You, wir,” sepdied LinSel amd thwe odber rader ops officer simullamepnsly
Chntfed spwn Dack arvund 2o povr @t hey scrven. As e weade vy adivl
mends, she fumaed 0 Mersell. How coald | have missed i1? I've never let a
construct ship get that close before. Even when | was this tared

Urefed smtchad @ the Otwraeer s lopr sl sy masniesctwrnd Svde place
Uef rewiized Al was govny A0 opew fire avith s muaey of (1 ships’ gums o
possilie, but thus far, soer of the sovsors had puckad ap aoy aergy dis-
chatryes. She ttited
Captain Bresch guerial, concern i s vodee, " Wiey haoen )

"Angtiung’
they ird 7"

{ don’t know, sev,” replid Lingfel, “But | do net pack ap avy restings, |
dow’t bnone whet Ly rr wuiting for”

“§ comowr, sir,” responsdod the yowmy op officey, " Nio defections of avpons
dascharge pot. What the Aeck are they dotng?

There snts e infevige roir a9 e Concibem ot socked avth cxplontons
Ufel wus pytchad frome ler seed and fell hendlong nex? lo the Captala’s chaw
What the—she thouehd as she scramNed back to her station. They fired
but how? | didn't pack # up!

"Capdain, | dow't anderstond.™ sadd the youny ops offioee. “Fm mof pocking
s ap

“Clating Aechnolopy,” sesd Unld sy, renlicing. Everyone o the
bradpe hooded af her \'M!va “They oov soing sew closieg techaology. We
weovr had a chanee

Captam,” saud the second officer. 1 beoe comfirmuttion that sov have horm
srack Engines sy out, We'se dond int spuce.” The bridoe waw silend. They
uvve 4t the mercy of INe dattle crudser mow, e everyone ou bourd e the
Cewrsoer shosond wo mercy
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Assuming that the PCs and thelr Rael allies
eventually triumph and free the arcology, the
immeciaate threat 10 the POy’ homeworld &
removed. At this poant in the adventure, the DM,
players, and characters must make an importans
decision: whether %0 return 10 their home world
1 resunne the onginal campaign, oe to move
voward to fight an imerstellar war against the
munions of the Overseer wherever they might be
found. The two following sections outline the two
directions the campaign suight take at this point.

“€uer Upward and
€uer Onward”

Thve POs have fought & long, hard, aphill battle
Agaimst the evil Al known as the Oveneer. They
have been shot at, chased, perhaps turmed into
livieg zomines, and seen and done things that no
one else in thelr world has ever even imagined.
Bt now you are ready to bring # all 10 an
amazing climax, o resolve the sitwation once and
foe all. It & time to defeat the Overseor.

This is no mean task. The characters must
somehow penetrate the most vigilant and
ferocious defenses they have ever emcountered,
put up by svechamical mightmares that lserally
know no mercy. Thay must g0 up against one of
the most intelligent entities in the universe—-an
intelligence that puts its own survival above
rverything else. An intelligence that has devoted
(tself 10 the destruction of all sentient organic Mle.
simply because of its interse parancds. [t has
become very, very good at prodecting itseld, So
how can the PCs possibly suoceed?

Every force has its weakresses. Every defense,
every fort, even the most sophisticated computes-
tred saferuards—all have some sort of faw, soee
type of crack that can be exploited by the enemy
it s stmply & matter of finding that flaw. The one
thing that the Overseer has never experionced,
the single power it has never taken into sccount,
Is the existence of magic. How could #? Magic.
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foe all intents and purposes, does not exist in the
Overseer’s world. It is not a knowable thing.
Except now, since the PCa’ arrival, it does exist
And the characters have it. With magic, the
character just meight, If they are backy, defeat the
Overseer.

The truth of the matter is that, with magic, the
characters actually have the edge over the
Overseer, powerful a5 it is and vast as its hordes
or misions may be. The heroes have the abdlity o
avoid all of the Oversoer ‘s detection systems,
irstantancously pass through basriers desagned
to withstand the explosive power of a mécro-
mbssile, and resast e effects of the Overseer's
insddious mind-controfling devices. What can the
Overseer possibly do 10 stop an wnseen serpunt )
a meve Ist-devel wizand spell, yot one that,
cleverly used, puight cause the mechanical
corstructs all sorts of problems. How about the
Ist-devel priest spell crvutr guter ’ Cortaanly
delicate electrical systems and clrcuits cannct {are
well when water bs splashed on them. A wizand
with a few carefully selected spells—dimension
door, teleport, and wratthform, loe instance-—could
Rt into a secure area and owt agaln without so
muach as batting an eye, discupting the best
defenses the Overseer can muster,

This Is an impostant point. The characters are
few in number. compared to the might of the
Overseer’s endiess hoede of constructs. Bot
dramatic tenséon demands that they must feel
like they can make a Eifference. Magic should be
their ace in the hole. Don't suggest any of these
advantages to them-—they'll realize it eventually
on their own—but when they begin to realize just
how effective they can be, let them savor the
moment. Likely as not, they have been on the
run, overmatched by the killing machines of the
Overseer, for guite a while now. I's time 80 allow
therm 80 turn the tables

The Rael should be suitably impressed with the
PCs’ abilition, 00, The space-faring species has
felt sechinologically superior for a long tane to
any of the "native” races they've encountered,
When they come 10 realize the true potential of



the PCs" magic 50 stop the Overseer 's foeces, they
should defirstely develop a newfound respect for
the characterss. Alter all, where the Rael have
failed, the characters just might succeed

All of this s not to say that defeating the
Overseer should be & cakewalic On the contrary,

the evil Artificial Intefligence has
surrounded itself with the most
scphisticated detection and
defense eQuipenenst it can
concetve of. And it has
Eerally an army of
Killer comstructs &1 its
beck and call, ready
to anndhilate the
characters the
eomenyt they
make their
prisence known
Once it begins to
appreciate the
magnetude of the
threat they pose, il
would gladly senash
whole planets, if
posaable, just to
climinate thems. The
characters should certadnly
have to wade through a pile
of constructs and Doomed to get
to thesr goal

The Overseer’s CI'U s still located on the
planet of its creators, the Kir, It still operates from
deep within its original fortified complex,
controlling the Merarchy of its massive machine
empire from deep within its lair. The first thing
the characters will have 8o do is find and traved o
this planet. This is not an easy task at all, s they
will have 1o move through the Overseer’s
(heavily defended) home spece. They certainly
will mever be able to do this without the Rael's
heip, simoe the PUs don't even know where they
are going. The Rael, of cossrwe, know all 100 well
where the blight that threatoms 10 wipe out thets
avilization originated, and Jazra or amy other

Rael pllot can poant It out on & star chart,

For PCs with an aversion %o doing things the
eany way, a kind DM might allow the characters
10 Jearn their destination through mare
traditiosal means—say theough an ssgury or
communing with a god-—but even then, the 'Cs
still have to get there. One possible
rowute is 1o allow the charactens to

reach the Kir planet throagh
the planes (especially if you
employ the PLANBSCAN®
setting in your
campaign). It s
possible that there
a plarar poetal
leading from Sigil
to the Kir planet,
but finding this

portal should be 2

major adventure

i and of itselt

Once the
characters reach
this plaswt, they
must penetrate the
fortified complex. This
complex i not detailed
in this boxed set, as it is
beyond the scope of the
campaign: not everyone will wish
80 ke their Tale of the Come!f campaign
this far. For those who wish 1o pursue the
adventure 10 its bitter end, when you sit down o
croate this complex, think buge. Therr should be
layers and layers of defenses, like the layers of an
onion, each more insidious and difficalt than the
last. To get somwe great ideas for defenses, watch
some bank-robbery and muscum-caper movies
Think abowt motion sensors, laser detection
systems, prossure plates, heat serwarn, cameras,
VOIce detoction systems, YAOWLn FOOMS,
clectrified grates (or even whole electrified rooms
and cormidors), and focoe Hedds. OF counse, thers
should also be lots and lots of weaponry, as well
as swarms and swarms of mobrle attack unim,
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particularly spuder drones, seckers, destroyvrs,
annshilators, and even a few Doomed (remnants
of the first ill-fated Rael expedition: the ongtnal
Kir “Lost Ones” Jong ago succumbed to the
ravages of tiene). As the first ocganic visibors the
Overscer has had for many a year, the heroes
should find that most of the defenses are recont,
created since the Rael discovered the Overseer
and turned 1t back cn. But just 1o make things
more inderesting and unpeedictable, some of them
date back to the original Kir laboratories (ke the
voice detection sguipeent—the Overseer has no
need of Yoioe Ineprint scanmseng equipment, since
it doesn't speak and would never peed to allow
200 20 someone clse with a vaice)

U you are feeling purticularly cruel, the
Overseer might even have developed a masty
sevwse of humor over the years, causing it to
install soeve devilish trags for the characters o
stumble ko, This should levalve passles of
logic, where the wrong choice spells dire
consequences. The reason for this is that, in
sddition 10 ity parancia, the Ovenseer hay also
developed a stroog “superiority complex” —afer
all, it i winoing this war (or was, until the player
characters showed up and hopefully put a crimp
= §ts plans). Sull, its occasional defeats and
temporary sedhacks have been due almose
ontirely 10 trrational resctions by organics. The
Oversees, a strictly logical entity, canmot properly
predict what its Bving enemies are going o do
and thus cannot react properly to them.
Frastrated by these infuriating bouts with
unpeodictability, the Overseer has declded thas if
2 oreature ever wants to challenge it directly, the
challemger is going to have 10 play by its rules.
Remember, as logical as the Overseer is, it s still
a Bittle off s rocker. I can find & rational
explanation far anything it does If 1t thinks about
it hard enough.

One major obstacle in the POy’ path to victory
over the Ovenseer is going to be the need at some
potnt 1o leterface with a compater of somw sort of
anothr. In order 10 seem trae to the genee,
peneteating 80 the heart of the Overseer's lair

should require same fancy code breaking,
crcuitry bypassing, and a whole Jot of other
schence-fiction style of actioms. The problem s,
while the players will be expecting all this, their
characters won't have a chure 00 how to isteract
with sopiasticated compuster hardware and
programaning. Even the msost brilllant wizand
does pot have to kind of knowledge necessary to
break computer code o be a “hacker”™ in this
technological universe. Therefore, the heroes are
fotng 10 have 10 rely oo the Rael. Any overall
plan for ackheving soccms against the Overseer
nself shoukd teamwork among the
characters aned their Racl allies. Attempts by the
player characters 1o g0 it alone are goIng o meet
with utter failure—not because of any conditson
impused by you, the DM, but by the very nature
of the setting.

When designing your Overseer’s lair, keep in
mind this ultimate truth: the characton are going
10 have 10 find » special way of defeating the
thirg, not just through a frontal assault. The
Overseer has 100 much brainpower (not to
mention sense of self-preservation) 1o leave (tseld
»0 vulnerable 2o such an attack. There are a few
suggestions later in this section, but the final
decision is up 10 you, the DM, You should base
your choice on the flavor of your campaign and
the persosality of the characters (and playens) in
it. The grand plan should definisely incorporate
the use of magic somewhere along the way.
though.

The computer has 50 have & power source o
continue to operate. This has always been the
case, and the Overseer has attempied 1o peotect
ity power an such as it has tried 1o protect itsel!
In order to make absolutely certain that power
willl never be Jost, it has created an entire series of
power supplies, cach separate and independent
of the others. Therefore, simply cutting off the
power is not as easy of an option as it sounds. In
addition 10 its main (weil-hidden) nuchear power
plants, the Overseer has established a whole

array of back-up wystems—batteries, solar panels,
thermal turbines, hydraulic tarbines, wind milis.
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you name it The characters would have to get
each and every one of these power supplies
offline at the samwe tame, and the Overseer haa
spread them far apart from ooe another to ensure
that it is a most difficudt task.

Another potencial weak spot for the computer
is its memory Chips-—its beains, 50 10 speak. I the
chips could be pulled, then the computer would
lose ity memory and be helpless to defend itself
The Overscer has counternd this by creating
several duplicates of itself, all of which operate
independently. It is, in effect, a2 multiple
personality, with each operating im sy with the
others. 1f ome of the personalities goes offline, the
others immedistely attempt to being &t back
onlime. If al) are downed. a special independent
slave processor safely hidden away i an ancient
Kir bomb shelter automatically activates isell. Ies
tank s to reboot the system, (f possible, first
performing a daagnostic to see if memory chips
are missing. If so, it roplaces them with backugs
drawn from a vast archive established by the
Overseer just for that purpose.

Fimally, as & Last resort if all is lost, the Overseer
has one last trick up its slowve (& it were), 1t can
download s core programming 10 a special
sasellite stationed unobtrussvely overhead in
prosyechronous oebit. The satellise then sheds its
camouflage shell, revealing a small, fast space
ship, which then attempts to flee into decp space
The Oversewr is loathe 0 exercise this option,
since 1t not only sacrifices the bulk of its memorey
but also loses contred of its vast ceganizaton of
constructs in the process. It will only do 50 in the
last extremity, then attempt 10 pot as ssuch
distane betwoen itself and the Rael as possible.
Undess noticed (no mean feat in itself) and
promptly insercepted, It varishes into the
vastness of space, seching a mew place %o
establish 2 safe refuge and ome day rebudld its
empire

Frustrated hecoes might consider the
possibility of destroying the entire Kir planet
Koep in mind, however, that some sort of planet
buster would already be in production if the Al

coukd make it—what better way to wipe out
species wholesale than 10 destroy the very planets
on which they kved? Explain to the characters
that, short of a wish spell, there just isn’t anything
powerful enough 10 serioualy discupt the
Overseer. The destruction of the Overseer will
respuire much determvination, a vast amount of
hard work, and subtle, Jong-range planning

One thing 10 defindtely avosd is the deus ex
macking solutiom to the problem, where the
characters discover same sort of device that
simply does the work foe thems. There are & fow
artifacts that would serve this purpose (Kurefi's
Quill, for example—see Book of Artifacts for more
information). Invoking the power of & deity
might also work, in essence prooouncing
anathemat on the entire planet (see James Blish's
novel A Case of Comscience for an example of
divine planet-smiting). But these methods in
general do not satisfy the players. They make the
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players feel instead as though they were inca-
pable of discovering a method on their own and
needed help from the DM o succeed. Instead, let
them use powerful magics and deitios a8 sources
of information. Let the chamacters find out how o
defeat the Overseer through the use of these
powers, but Jeave the actual implemsentation of
the destruction to them

So. What ane some ways the characiers might
be able 10 defoat the computer? As mwntioned
befoce, the use of some son of magic s going to
be integral to saccess. One solution could be for
the characters %0 somehow get insdde the actual,
physical casing where the computer ‘s memory
chips are stored (a reduce spell might do the trick),
then use a wand of Ughimong aimed right ot ciecuit
boards—that should short out its systems peetty
quickly. Even better, 4 sphere of annibdlation, while
extremely dangeroes 10 use, would cortanly
wreak havo as it passed through the interioe of
the Overseer.

These ase soeme othee similar methods of
physically destroying the Overseer disectly, bat
there are some moce subtle ways to do it too. The
PCs could trarsport the Overseer s processing
contet into anothwr diswenaion, perhaps (o an
alternate plane (uest think what might happen i
the systemsn wound wp on the elemental plane of
water). The system would be cut off froen all of its
power souzces (except foe perhaps an indernal
battery). and it certainly would be helpless
without any constracts o ald it. Even if the PCs
had to do this once foe each duplicate CPU, it
eliminates each one and prevents the others from
restoring the kst ones

H the characters rely heavily on information-
gathering spells like divimation for guidance, or i
they actually have the ability to consalt with a
deity directly, the DM may choose 0 provide
theen with some critical information that wosld
aid theen in destroying the Overseer. This could
be the discovery of the original “back dooe”
created by the Kir long ago (see page W of
Book 1)-<a few lines of code (n the ancient Kir
language, of course; the Overseer still programs

in that) that oeders the computer 1o shut itseld
down. Of course, the charactors svust still get to
the Overseer s headguarters and type in the
command—no mean feat—but i they succend
they turn off the whole system, not just one
wtallation.

There are boand to be other methods that
reveal themselves as you wark up the fimal maps
and adventare material for destroying the
Overseer. Keep in mind the pemsonality of the
players as far as how they approach dealing with
obstaches (are they moee prooe 10 have the
characters pound on them, or are they » finesse
and puzzie-solvieg group?). The average level of
the PCs and your intentions for wrapping up the
campuign should alvo be taken into
comsideration. If you want this 10 cudminate in a
climactic ending, that gets the
charactors back to their hoese workd isstantly,
you are going to design the Aaws dilferently than
# you hope to keep the characters wandering the
staes for o while loogger, cleaning up the messes
that the Overseer made (restoring the Doomned,
eliminating renegade constructs, efc.) and helping
the Rael rebuild their battored rading empire,

home Again, Home Kgain

It's entirely possible that alter having defeated
the Overseer's intrusion inso their own world and
having helped the Rael retake their arcology, the
player characters will decide that encugh is
enough and wast to retumn to their home workd
and resume their regularly scheduled adventure
ft's aleo posaible that the constracts overnanning
the arcology may prove too much for them and
that they may flee through the gate back to Aston
Poant, tail between their legs and just &n front of «
large foece of killer coretructs andd Doommed
Destroying the gate in the rains of the Foorts will
stymnie pursust, but the horoes must live with the
knowdedge that their retreat has probably
doomed the Rael homweworld. They should also
worry aver the possibdliity that the Secomdary







Dhrector on board the Favrdd, before 11 was
destroved, somebow radioed home the
coordinates of their !‘Llnl'i L0 tBS ARty
Somewhere out there i an implacable foe who's
already bested them onoe. Evervtime they look
up nto the night sky, they should wonder if cach
shooting star herakds another larvasion

If the PCs evacuated the base with all the
srviving Rael in tow, ey have refugees 0
resettle. The Kael can advise them on how to
dismantie the gate from their end, permanently
choming the diensional tanned and ending the
threat of another svasson via that means. Playing
mentor %0 the newly-established Rael colony
should kowp the characton busy for a while and
offer plenty of adventure opportunities

On the beighter side, if the heroes do succeed in
{rvving the arcology. the Kael may decsdie to leave
the gate open and establiah an outpost at the
crash site, roplacing the wreckage with a small
arcodoey designed to blend in wnobtrusively
(froen the extaide, 1 Jeast) with the Jocal
architecture

In addinion, now that they've had a clear
demonatration of how useful magic could be to
surn the tide, they’ll send a delegation of soerw
dozen likely apprentioes to study this strange
mew At and carry it back S0 their people. In tiame,
wven that edge, the Rael 25 a nace are gotng %0
begin picking their life up again, putting the
pleces back together. But it's going 10 take them a
while; gates must be brought back on line.
destroved centers must be rebadt, and thousands
of homneless Rael are going o bave to be taken
care of. And if the heroes did stay and soe the war
fuough 10 its btter end, the Rael ase pery grateful
for the character’ assistance. The P'Cs will be
1ahen to Tam-Rael for the Racl equivalent of a
ticker-tape parade. after which they will be feted
in style before recenving the highest honors Rael
society has 30 offer. Then, if they desire, they will
be esconed back home in style

Of corse, things will never be the same on the
charactory’ woeld again. The Rael will be eager to
begin trading with this strange sew planet. You

as DM must make some Secistoms aboot how
much of their technology you want to begin to
infiltrate your casnpaign workd, Perhaps the Rawl
have begun to develop & sense of responsibility
not 0 put too much techaology mto the hands of
Jess advanced civilizations. Pechaps their own
way of life has comne 30 close 20 the brink of
anmibilation that it's golng 10 be a g, long time
(several Rael geowrations at east) befoee their
trading network s ugr and running agam, svoch
bess expanding to tew workds (Tike the POY) ANl
of these are viable explanations to keep from
flooding the world with Blasters and missshes o
well as survival tents and infrared binoculars
The technological studf the characters already
have is casy mnough 20 pet rid of, should you find
it negessary 10 do s0. Weapoes eventually run out
of ammumnition, and when it's gone, there is no
more. They also are fragile (as noted im The Cast
sed Progu; see the dem saving throw tables on
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page 15 of that book), and rough use or abuse by
gosng to break them sooner or later. Powerful
beings may decide that they would like these
marvelous tovs for their own amvasesnent, and
send agents to steal them. Or you can evoke the
Dirow rule, and decree that the techaological
ibrea garnered fromm the Overseer and Raed
show by bome Iheir odlectiveness once cut off from
their own setting, becoming completely noe
functional ansd inert in 1-6 monghs. In shoet. there
are plenty of ways for the DM o deplete the

supply of Rael fechnology when the time comes

After the Comet

ALl n adl, the face of your caspaign workd will
have changml. Bat if this is bandied rght, no
permanent damage to playability or game
Salance newd oocur. If you set this ming-setting
down 0 an existiog campaign, then you have a
new peomn (the Aston Point ares) o0 dt’\":l."
further, should you choose 10 do so. If you made
this the beginneng of a Brand new setting, then
you still have the perfect place 10 continue with »
more normal series of events

Aston Poant is not lkely to ever be the same
again. The meonks on the hill may find this to be
more than a btthe disturbing and deappointing,
but the place s likely 10 become a booming town
soon enough. Many of the people who focked
there 10 stake & claim in the fabulous wealth they
believed would be brought about by the appear
ance of the comet will decide to stick aroand, set
ting wp this business or that, The tent city will
siowly disappear, 10 de replaced by permanent
homes. The garrison at Aston Keep will expand
80 keep up with the swelling population; sooner
or later, vither Torga Mel will be permanently
appomted the Jocal baron or that cousin of the
loed s going %0 recognize the great boon to be
had by establishing a formal presence in Aston
Foint, perhaps coming oo conflict with a PC
waning to carve out some territory for himself

or hersell. There's oty of room for expansion

If the characters decide to stick around as well
then the wikdermess of the mountaine has more
than enough interesting thimgs gomng on to keep
them basy, The hussanoeds on the other side of
the ridge could certainly DERIN 10 stir up trouble
attracted by all the new hbomesteads and
businesses (0 rasd—especially if soone of them got
» hold of a missing supply of Rael blasters. The
other side of the rulgl' itself may noed \'\ptl‘ﬂl","
perhaps vast amounts of uncharted wildormess be
in that direction, waiting for someoces 1o pave 4
road through it 30 2 new frontier. Perhaps the
Secondary Director sent a patrol of constracts
sccompanied by their own replicatoes, to explore
in that direction, andl they must be located and
wiped out before they establish 2 whole series of
secre! Dases scattered across the contizwnd
Whatever the direction you and the players
decide 10 go, there's plenty that can be done with
the Aston Point region

19 0



Designer's Dotes

When | was first assigmed 10 wiite thas progect, | asked
the Creative Dinxctor in change of it, Steve Winter, what
should it be about. He Sanically told me, “This is e
wetting where we combine sigic and sechnology
sogrther under soow unussad crcumstances. Beyond
Bt it's your call, but be maw the e
@40 your story somehow ™ He had some definite dos
sbout what v would have doee tf he weee working on
2, but he encosmeged o 10 put Ty own spin on thisgs.

From the very beginning, theme were some inferest-
ng challenges that had to be met, potential pecblerms
that had to be roned out bedore development could
even bopin. For instance. how could 1 integrate tech-
nology into a gune syvtem that almady operstes
within a more or less closed enmvisonment? How do |
kevp this side trek from unbalancing the campaign as a
whobeT What sont of schence Siction genoe shosdd |
deaw epon? Lots of people had grvat sdvice, inchading
Steve, on how 10 achieve & seccessful medding of magic
and technology, bt it was still & long process of com-
g wp with jost the night secipe. The answens | finally
Came up with 10 these Guostsons mally defined what
thes product woukd be—and what &t would not be.

The first question. how could technology be inte-
Erated o an existing came syshens, bocame the sost
important. | was laced with crowbarring 2 set of para-
Meters 0t a combat systom that was not really
eqapped %o hantle theen. The Avancso Dunceoss &
Duacons® comnbat syviem spans & oertain level of power.
There & only so mach destroction & dhamactes can do
with 4 mcier o missdle wospon, and even the magi i
the game has 10 funcsion wishin the given systemn. Intro-
ducing high-tech weaponry and delerse systems was
poeng 10 blow that system out of the water exponen-
tally In the end, | came up with somethang that 1 beleve
accompiabed two very impuortans goals: i didn 't beeak
the sywiem and 2 didnt loece the players and the DM
Soamn Jots of new rades. In this wary, B game coulid peo-
o an rormal, and S mechunics would remain i the
Backgrourl, not gresng in the way of the fun.

Figunng cut how to ovake cortam that wtroduceg
all sorts of new goodies mio & medieval setting
woukin't permanently wusbalance the game peoved to
b 4 Jot caseey than | at first thought. In the same way
that a Dvangeon Master newds 10 relieve the characters

of & few of their treasures, | realized that there were
wmple methods of depinting the blasters and
prenades and misslles. Looking beck on the situation,
# roally makes sevae snyway; Rael Sechnology on the
PCx' home world s & disrepeive influsswe, snd the
bureaucracy of entrogry is making suse that things
smooth Sesraetves ot again

Firally, I'd like to mention e genre boce. | had &
han! time trving to decide just what kind of a sclence
Hicwon themse 10 play sp in Tade of the Comet. Therw aoe
00wy dilferent fopics 40 choose froen, it was band 1o
imagine which ones might appeal 10 the most people. |
ako Sater't want 10 fall indo the trap of choosng sb-
pect that lots of other games dealt with. So | ended up
mrixing and matching diffenet ideas logether as they
came inlo my head, culing the best stuff ot of all of &

What | ended up with was something cbviously
wnigue, bt at the same time comtaining very mcognis-
able clements. Looking dack on them sow | can see
where subconsciousty 1 muast have been selecting from
Sw very things Bat were appealing %0 me at S ime. |
doew froen 4 conglomeration of cinema, television,
computer game, and book sounces that all seemed %0
be hot at the moment. But | wisn't sstonding foe i 1o
B that wiry, honest. [t pst happened. Most of these
sources | included & the wapirational mading /view-

Orw Last chotoe | was faced with goes hand in hand
with the question of subject matter: | had to decide
whether % w1 $he mirdg-campaign ie the PCs’ world or
awwy from it § tried quizzing a lot of mry co-workers 0n
which way they wosdd profer it, but thele answer o
back abost S0/50, 00 St was Betle belp (thanka, guys)
That's when | goA the idea—give ‘em both! Wiy not st
hings up 50 that part of the setting is on the charactery’
woeld, and part is i o completely new, very allen loca-
5on T Provide moans of moving froms cme to the other,
and | have e perfect solution 1o my peoblem. Those
DAVis who want 10 keep the whole thing right these in
Qwir existing campaign workds can o it snd those
who jast want to zip the POs off to the allen workd can
do that, oo, Everyoee dse can use both.

So there you go. 1 hope yos enjoy sy Tale of She
Cowwet a0 tvoch as | ergoyed inmveeting IL Hard scence 1t
ain', but that's not what it was intended 1o be. 1's just




supposed 10 be 4 ot of good olddashioned fun. And
whhen your players’ characters are in the thick of if,
pinnect down in somwe desperate batde, almost cut of
a0, with & horde of mechanical nightmanes cosing
in fast, romember that that's just the wary | emagined it,
~Thomas M. Reud

Suggested Reading/ Viewing
Movies

Total Koyl

Tervamator and Nrwanatr ) fudgwent Dy
Baderamoey
Television
Star Trok: Tl Neat Conrmatoon (Borg episodes)
Bookas
Nrveossin ey
Wa HAKLLE Wes Owr
Camputer Games
Doy andd Do 1l

€ditor's Netes:
At st glance, ADED srighet soum like the kst game sy
teom whene vou'd expect 1o find a solenoe fotion sormano
I truth, hawwever the mis of Ngh fantasy and sclence
Action/ space opera pows night back to e game’s rootx:
“Temple of the Frog.” the Sine pudided ganme soomario
for D&L tor indeed sy sole-playing game), centens on
the dnesgpoon caumed by stranded alers on a DD
workd (BEACKMOOR™), and the POy effocts 10 olims-
rate the theest Caused by thelr strange new lechaology
Metamerpivas Al (1976) was essentially & dungeon in
space, and varly s of DRAGON® magazine describe
the adventures of & basd of DikD chasactens suddenly
swpt on boand that strange denedicr spacesivp and thew
efforts o find thesr way homw again. The famous ADGD
mohude S5, Expedition 10 e Barreer Peals, ties in with tw
original “dungeon in space” by describeng the fase of &
crmbad o the PO workd, andoashing strange mon-
stens upon (he surrounding countryside

And then there ase those cunous artifecss, the
Meckire of Lum the Mad and Mgty Servont of Lok o—

scconding o their original descriptions i EMrech Wis-
sndry, the one an anclent piece of high ek sod the
other & “relxc of a visiting race of space aliens ~ Either
would have 2 in well on S workd of Tekuamel, G
first published role-playing gamme campaign wetting
(Empene of e Prtal Throwe, 1975, TSK), 2 bost codony
workd that had evolved ingo a lantayy workd during
miliereda of solation,

While it's popular 50 blend sclence fiction and fan
lasy —witrwss the popularity of Azeme McCaffrey's
Ferm, Maruan Zisener Bradiey’s Darkover, sond of
courwe Star Wers—throwing a pase fantasy (harscter
without warnieg 240 a sclende fiction setting has dra-
matic possibilitaes ol ity owm Any DM who wants %o
#re fully into the spint of dngs would do well o read
Poul Anderson’s The Higgh Crusade, a short novel abowt
some L2th-century cramaders who cagturn an invading
spaceship and set off %0 conguer am alien star espire (4
short story shaning the same setting appessed = s
16 ol Ares magarew).

Role-players could get valuable tips by watching the
old Beithsdy tv show Dr: Whe, especially the episodes foe-
rarinyg, Loels and Jamie. Most Americans suffer from
wihat bndding Owen Barfield called “chrunclogical snob-
bery” —the assumption that people foday ase somehow
innately snarser than people who lhed 2 loog tewe ago
in less sechnologically “advanced * cultuses. Watciing
the “primitive” warrior Leela leam 10 cope quite effec-
tively with tiow travel, robots, computers, and laser
rifien In episodes B “The Faco of Evil” “The Robots of
Deaiy,” and “The Invasion of Tiee™ showdd prove o
valuahle cbgect lesacn for how a fantasy chasacter can
function i a scienoe-fiction setting (despite the occa-
siotual set-Buack, such as the tieme sbo stabs & Commputer
with # knile and recetves a nasty shock—ouch),

Remember to help the playen massain the mind st
of thete characters and trarslate everything they ser
and experience Into terme they can understand, an
ambitious DM might even want 10 road C. S Lewis's
book The Déscasded Irmage for & description of how
medieval people conceived of the workd —what we
woulkd call their “wirkd-view * Whatever style of play
you decide on, and whwsever direction you decide to
take the campaign, remember o have fun.

——john D. Rateliff, P'h. D,
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Character Conversions: AD&D" Rules te Alternity ™ Rules
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Main Bridge

Crew Quarters
Engineering

Sensor Array

Entrance through hull breach
Elevator to Bridge
Auxiliary Bridge
Elevator to Engineering
Elevator to Crew Deck
10 Teleportal Room

11 Cargo Hold / Warehouse
12 Power Mant

13 Fuel Plant
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All decks below the main deck
are tolally destroyed.
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Pale-wChmet

by Thomas M. Reid

Strange lights in the sky, prophecies of doom, and a threat unlike any other draw the
heroes to Aston Point. In this small frontier town, the fate of the world will be decided. If
the heroes and their strange new allies defeat the invaders, they must then pass through a

portal to another battleground, a metal city on a far-distant world, where aliens fight
desperately against death machines that threaten to overwhelm all organic life. So trade in
your sword for a blaster rifle, vour shing stones for a few high-explosive grenades, and sev
what happens when vou mix magi: with high technology.

This box contains

* A 32-page book, The Cast and Props, describing new, high-tech equipment, detailing
the background of the Racl-Overseer war, and explaining how to mix fantasy and
science under the AD&D® game system.

* Two 64-page books, The Tale Begins and Crossing Over, presenting the grand adventure
that is the Tinle of the Comct

* Eight sheets of charts, maps, art, and statistics for the players and the DM,

* Two posters, one a double-sided map of the regions where the action takes place and
the other an illustration of all the technological terrors the heroes will have to face

in the course of the adventure.
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