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INTRODUCTION

During the last days of the great Empire, the Mnoren mlers
became bored with the business of mrﬂﬁp They suught throngh-
out the alternate universes for excitement, thrills, diversions of all
types—any thing to relieve the tedium.

One Mnoren, Jas N'orn, collected weapoms. [He had the finest
collection of battle sxes on Cidr, each of which had killed at
least ffty men. But, many other had collections neady as fine.
Sa, Jas looked for something more unigue than axes and swords.

And he found it. Many of the alternate worlds had hish levels
of scientific achicvement. Several had nuclear weapons. But only
one had mansged to totally annihilate itself. Om that world, a
parailel version of our own Earth, Jas found what he sought.

During the vears prior to the nuclear conflagration, many of
the povernments of this world had financed the construction of
vast numbers of bomb shelters. Unfortunately, by the time the
attack warmnings could be givem, it was too late. The warheads
were too close Lo run from.

It would have dome very little good anyway, since the attack
destroyed nearly all of the shelters, as well as the cities in which
they were located. The few people who had been in the shelters
when the attacks occurred died if their sanctuary was too close
to ground zero. Others, farther away, survived until food and
water were exhausted. Areas that did not receive direct hits were
sterilized by massive amountis of radicactive fallout. The world—
the “Farth™—was totally purged of Life.

Jas went to this world to sce if the reports of “invisible demons™
were true. He returned with a case of radiation sickness that took
weeks to cure, even with magical assistance.

With a Lttle study, Jas found ways of screening out the deadly
effects of radiation and cxplored the dead world further. Ewven-
toally, he decided to locate the lnrpest intact shelter and have it
moved to Cidd as a curdosity. No other collector could atop THAT!

The transfer cost sstounding quantities of resources, seweral
years, snd nearly a dowen lives, but onc docs not argue with the
rulers of entire planets.. The complete installation of Shelter Sierra
Tango One One Nine was laboriously excavated, brought to Cidr,
and reburied in 3 mountainous region similar to the one in which
Ltl:la:l originally rested. The complex described in this game is that

ter-

After the disappearance of the Mnoren and the fall of the
Empire, anarchy reigned and much knowledge was lost. The people
of the hills and valleys surrounding the N'om estate settled into a
simpler way of life. Little remained of the Mnoren but legends and
scattered artifacts.

Years passcd-MANY years. Slowly, the villages began to explore
and seek knowledge, as intellizent beings always do. Scavenging of
the Maoren-built cities und cstates became commonplace, Especial-
Iy prized were caches of processed and refined metal. But ol 100
soon much of the Mnoren-efined metal was used up, Many towns
hired metal harvesters to search for hidden Mnoren encluves where
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more might be found, Such men were highly regarded, not only
because they brouwght back valuables for the village, but because
the places they went were dangerous. Omly the strongest and
cleverest survived Lo retumn from such quests.

The scavenger parties sought metal in any form, working tech-
nological devices, books, and the rare supply of Mnoren explosives—-
much better than the crude black powder devices used on Cidr
since after the Fall. Villages were known to go (o war over par-
ticularly rich finds. The greatest hazards of all to a metal harvester
were groups from rfval villages who were all too willing to add
YOUR metal items to their loot.

HOW TO PLAY

SECURITY STATION is a programmed adventure utilizing the
rules set forth in THE FANTASY TRIP game system. To play it
is necessary to have TFT: MELEE (MicroGame no.3). TFT: WiZ-
ARD (MicroGame no.6) will allow you to sdd magical combat
if you wish. TFT: IN THE LABYRINTH and the ADVANCED
MELEE and ADVAMNCED WIZARD modules contain more ela-
borate rules for these games, and may be substituted for the Micro-
Games il you wish. In addition, you may also use SECURITY
STATION as part of a gamemastered campaign for THE FANTASY
TRIP.

This booklet describes the SECURITY STATION complex,
gives you decisions to make, and tells you the results of those
decisions.  You will explore the complex by going from numbered
instructions in this booklet to other numbered instructions repre-
senting the outcomes of decisions you make. Combat and room
exploration will be conducted according to the rules of THE FAN-
TASY TRIP on the mapboard provided. In addition to this Micro-
Quest package (one rule booklct, one mapboard and a set of coun-
ters) you will need some six-sided dice, a straightedge, scratch paper,
pencils, and the appropriate scf of combat and magic rules from
THE FANTASY TRIP.

SECURITY STATION may be played in several ways:
SOLITAIRE: One player plays both a party of adventurers acting
as metal scavengers, and all the hazards and enemies they meet
in the complex. This booklet sets up the situation in each room;
the player plays out both sides of each conflict on the map-

TWO-PLAYER: Ome player controls (he scavenger party as above.
The other controls the hazards and cnemies encountered in an
attempt to hinder or slay the introders,

MULTIPLAYER: For groups of three or more, cach player may
take a single character in the scavenger party. One may also
play the hazards and cnemies as above. IL Is also possible to
designate one player as the game master (GM). The GM takes
the book, reads the instructions to the players, and acis to
seitle all disputes. GM's, after the first couple of Himes through,
may wish to alter the contents of some rooms or add their own
variations to prevent players from anticipating traps and situa-



tions already encountered on a previous foray, When playing
with a (GM, more than one group of adventurers may be active.
If two groups meet they may competc as rival village scaven-
wers, attacking each other for the metal and other valuables
they carry.

CREATING FIGURES FOR “SECURITY STATION™ 1

Characters i‘u:u:.isgamcmsyhuuidﬂ:rm?oﬁmwmaﬂs,
creating sccording to the rules in TFT: IN THE LABYRINTH
or TFT: MELEE and WIZARD. One to three characters may
enter the complex together, It is conceivable that three beginning
(32-point) figures could enter and explore the complex w!l]mrut
being killed, but the odds are better with a group of experienced
churacters. You thereforc might want to “create”™ experienced
figures by adding two to seven points (1 dic plus 1) to each fi-
gure’s total atiribute points. You may also use characters who have
gained extra attribute points in arena combat, campaign play,
or other solitaire adveniures.

If using IN THE LABYRINTH, be sure to selcet hero t:ls]r:rrti
for your characters. Some of these talents may prove useful in the
adventure. If vou are not using talents, assume characters do not
have thesc specialized areas of knowledge when they are called
for, and proceed accordingly. A

NOTE:  The hard foors in the complex are too slick to pro-
vide good footing for centaur characters, but other hum:mm
races (men, slaves, dwarves, halllings, lizard men, etc.) arc permii-
ted. Players may not begin the game with a giant as 2 chamacter.

Remember that therc is a scarcity of most refined metal in
this part of Cidri~that’s part of the reason your characters are going
to explare the combplex. For this reason, metal armor and large
metsl weapons will be less common than in other adventures. To
stmulute this, roll one die and consult the table below:

Die Roll Result -

1 No metal armor of large metal weaponry is available
to the party. (No sworls, larger axes, pole weapons
except spears, or other large metal weapons. Drag-
zers, hatchets, and non-metallic clubs are available,

23 One set of metal 2rmor or two metal weapons are
available.

4-5 One set of metsl armor and one weapon, or three
weapons are available.

& Two scts of metal armor, or one set.and two wea-

pons, or four Weapons arg available,

Shiclds may be wooden, s such are always available, as are bows
and crosshows. NO guns arc available in this area. Cloth and lea-
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ther armor is, of course, quite easy to come by, and characters
may have either. Metal weapons may be picked up in the complex,
but found armor would have to be refitted by an armorer before
it could be used properly. Soch refitting would have to be done
at a village.

HOW TO USE THE MAP

The rooms of SECURITY STATION are of varying sizes. The
various standard room sizes are luid out on the mapboard included
with this game. Length and width in hexes is laid out along the
edges of the map, and the standard sizes sre marked off and noted
in the bottom right hand comer of cach.

For each room diagrammed in a numbered instruction, door-
ways will be designated by entrance hexes marked like this:

MNote that the arrow POINTS TO the entry hex. It is NOT in the
entry, hex itself. TFigures cntering 2 room shouold sct up in the
appropriate set of entry hexes, and only the nmumber of figures
that will fit in the entry hexes can enter a room in that tum. Like-
wise, figures attempting to leave a room must move into and through
an entry hex and ofl the bourd,

ENTERING THE “SECURITY STATION" COMPLEX

Ome to three characters may enter to begin each game. A party
may contain heroes, wizards or a combination. If no one in a party
has magical skills, magic of a combat nature will not be used against
you in the game. (If playving with ITL, any figure that knows
one or more spells counts as a “wizard™.)

A party may rest in a room that is frec of foes or other hazards
for 15 minutes before moving on, if they so desire. They may not
Tost lomger—it is extremely dangerous to just sit around in an un-
known technological enclave! During this time a wizard who is
mesting will rezain one point of 5T lost due to spell casting fatigoe.
(He cannot gain back ST lost due to hits in this manner.) Also,
a person with the PHYSICKER or MASTER PHYSICKER talemt
may wse his abilitics to heal wounds. Remember, thoogh, he has
only 15 minutes! If vou are not using ITL, you do not have a
physicker with vou, and your party must keep all wounds that they
receive until such time as they can return to their village for help.

All combal in this complex takes place in fooms, not corr-
dors. It is permissable to send a scout or a crested being into a
room to scoutl it out. But, it is not advisable, as this is 3 good way
to lose g scout or waste ST creating beings uneccessarily.

Az soon as you enter a room, look at the diagram provided.
This will describe the sizc of the room and any obstacles or rubble.
Place figures on the appropriate entry hexes and read the instruc-
tioa {0 find outl what your options will be.
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Unless otherwise desismated, black hexes represent impassible
rubble. They may not be entered or flown over, and they will
stop missiles, thrown weapons and spells. Unless otherwise noted,
pray-shaded hexes are mounds of rubble several feet high. Thrown/
missile weapons and spells and fying figures pass freely over rubble
hexes. Anyone runming on rubble (moving over half their MA,
charge-attacking, or dodging for more than ene-fourth their MA),
must make a saving roll of three dice against their DX, with DX -2
for the bad footing. Failure to make the roll means the figure
falls down in the first rubble hex cpcountered.

Since only one type of rubble marker is included, pluce them
on the map right side up (the printed side) to denoto impassible
rubble (black hexes) and upsidc down to denole mounds of rubble
(gray-shaded hexes).

MAPPING AND RECORD—-KEEPING

In addition Lo your character’s record sheets, you will need
to keep a record of the contents of each room explored. Mapping
the complex as vou go through is permissible, but may prove lo
be very difficult because of the transport gates.

You should make a record sheet for each room that you enter.
All rooms are numbercd—the 100 seres is on the first level, the
200 serics on the second level and so forth. Any time that you
leave 2 room, vou should note the contemts of the room (foes,
treasure, sbandoned companions, etc). [T you should reenter
that room, corpscs will still be there and any living foes will be
back st their starting points with the wounds they received in ear-
lier battles. If vou lesve behind treasure or wounded companions,
they may or may not be there when you retumn. {Sce ABANDO-
NING TREASURE OR COMPANIONS).

When re-entering a room, go by your record shect instead of
the printed instructions. Any foe your group foush! that you didn't
kill will attack vou on sight if vou return. Anything you killed
stays dead—you don't have to fght it again,

BE SURE TO KEEP A RUNNING LIST OF EACH NUM-
BERED INSTRUCTION AS YOU READ THEM, IN CASE YOU
LOSE YOUR PLACE OR ARE SENT TO AN INSTRUCTION
THAT DOES NOT GIVE YOU SPECIFIC INFORMATION ON
HOW TO RETURN WHERE YOU CAME FROM!

LEAVING A ROOM

You may leave a room only when such action is called for by
the written mstructions. In opder to successfully leave a room,
you must have enough MA to go through the cniry hex. (That
is, you must have ONE POINT MORE of MA than is necessary
for you to REACH an entry hex. If youw attempt to leave snd a
gate will not let you pass, you end your turn in' the entry hex
facing the gate. Trying to use 8 TELEPORT spell to Jeave a room
is apainst the rules. You may attempt to teleport IN, if vou desire.
Howgver, the advanced shislding and antimagical nature of the
complex makes this cxtremely dengerous. For sny attempt to
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teleport vut of a room, roll 2 dice. Onarollof 5, 6,7, 8, or 9,
the attempt fails and the chamcter accidently teleports into solid
matter and dies. Any other roll means the charzcter made it
TELEEPORT spells within 2 room are perfectly permissible, and
require no special roll.

ENCUMBRANCE AND FICKING UP TREASURE

If you are playing with the ITL rules, use the weights and
encumbrance listings set forth there. If not, use the following
tables:
If you are carrying, in kilograms. , . . .
Figure’s ST -orless: No MA or DX penalty. Swimming is possible.
Less than 2 times §T: No MA/DX penalty on land., No swim-

ming.

2.3 times 5T: MA reduced 2 points.
34 times 5T: MA reduced 4 points. DX -1
4-5 times ST: MA reduced 6 points. DX -2

ITEM WEIGHT (in kilograms)
Cod of wire 4kp
Dagger-type weapon 0.1ke
Sword-Lype weapon kg
Club/hammer 2kg
Pole Weapon Skg
Bows kg
Crossbows 4kg
Book lkg

If you wish to fight unencumbered by treasure, it will take
you 2 tums to dump it, and you may do nothing clse during those
turmns but defend, with your foe attacking at DX +4. DWARVEN
CHARACTERS DOUBLE ALL PERMISSIBELE WEIGHTS AT
EACH LEVEL ON THE CHART!

ABANDONING TREASURE OR COMPANIONS

If you wish lo avoid being slowed down by treasure or com-
panions who arc wounded, you may leave them in 2 toom after
you have secured it by killing any foes therein and negating any
other hazards. When/if the rest of the party retums, Toll 2 dice.
On a result of 5, 6, 7, 8, or 9, the treasure is intact andfor your
companion is still there. On any other resull, the treasure is gone
and your wounded companion is now dead. Leaving treasure or
companions in a cormidor is possible but more misky. If you retumn
for them, roll 2 dice.  On any roll EXCEPT a 7, ull treasure is gone
and/or your companion is dead.

IMAGES, ILLUSHINS, CREATED AND SUMMONED BEINGS

It is perfectly legal for a wizard to create or summon 3 being or
Mlugion o scout 2 mom or do combat. However, neither images
nor llusions may pass through transport gates, and images cannot



go through sccurity gates. Whenever the caster of an image leaves
& room by any means, the image is destroyved.

It takes onc tern to go between two corridor paragraphs, or
between two non-combat room paragraphs, or to fight one combat
round. This time count will give vou some idea as to how long
spells will last.

If playing solitsive, only foes with an I of 8 or more can at-
tempt to disbelieve an usion. A foe will trv this only when they
see non-humans attacking, or if they actually see a wizard create
a figure within the room. In either case, roll one die each tum
for each foc. On a roll of 5 or 6, that fgure will attempt to dis-
believe one of your figures.

EFFECTS OF MAGIC

The SECURITY STATION complex comes from a non-magical
universe with a high technology. Some of the devices in the com-
plex, and the heavy radiation shielding the shelter contains, tend
to interfere with the operation of magic. The mystic power fickds
are warped and distorted hy the other-universe alloys and by the
operation of certain high-technology devices. Because of this,
most areas of the complex require a wizard to put forth more
effort to cast a spell. Such areas are referred to as semi-mopical
areas. In such an sres, the expenditure of twice as many 5T points
as mormal is required to cast a spell. I o spell is cast with the
standard number of points. the effccts of the spell will be halved
{rounded down). A missile spell will do only half as much damage,
a thrown spell will be hall as effective. certain special spells will
affect only half as much area, ete. Created/summoned beings who
do mot have double ST invested by their wizardly master will have
¥ their normal 5T and do ¥ as much damawe, but DX and 10
and MA will be unaffected. Maintaining a spell also costs double
per tumn. Spells with a fixed duration last only half as long unless
double 5T is expended.

In a few aress, the warping of magical lines of force have the
opposite cffcet and DOUBLE the effectivencss of magic. In these
double-magic areas, you may cast a normal spell for half its normal
8T cost (1 point spells still cost 1 point—you can’t expend half
an ST point. . .}, or cast it at normal 5T cost for TWICE the usus|
effect, acconding to the same guidelines as given sbove for semi-
MALIC areas.

Of course, some areas will be normal-magic areas where magic
works a5 it usually does. Potions are unaffected by the various
warped-force areas, but magical items get halved or doubled az
the caze may be WHILE BEING USED IN THE APPROPRIATE
AREA. When taken elsewhere, they return to normal.

Unless noted otherwise, all corridors and rooms are semi-magical
Arcds.
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SPECIAL RULES

Because of the special naturc of a programmed  adventure,
certain special rules must apply.

Whenever you take the sttack option offered by an Instruction
BY CHOICE, you automatically receive initiative for the first turn.
Omn lollowing turns, determine initiative normatly.

Broken weapons may occur of be found in the complex. Broken
swords and clubs do half damage (rounded op). A twice-broken
sword or clob is useless. Any other weapon is useless if broken
EVEN OCE.

The security and transport gates work by a technological prin-
ciple [ar differcnt than 8 GATE created by magic. The CONTROL
GATE spell is therefore not effective on them.

The complex is for the most part well lighted by luminescent
ceiling panels. In some places, however, the panels may have been
damuped. If the room description makes no mention of lighting
conditions, assume the area is adequately lehied.

Ceilings in the complex are too low for flving to be an effective
means of travel through the corridors, but a limited point-to-point
jump within @ toom i possible, unless otherwise noted, Pole
weapons may be carried in the hallways and used in the rooms
unless otherwise noted.

Any time a chammcter is not sctually in combat (while walking
down a corridor, just before entering a room, etc.) he may change
Weapons, prepare equipment, or cast protective spells on the party.

When you cnter a room, you will enter through the appropriate
transport or security guie. Security pates are force-screened door-
ways. They act for the most part as normal doorways, but usually
will not let a foe pursue you out of 2 room. Transport gates operale
a5 do scourity gates, but they are also teleportslion mechanisms.
Moving through & transport gate will teleport vou elsewhere in the
complex. Some arcas may not be reachable without using the
transport gates. WARNING- o fransport gate may not work the
same way from both sides! “That is, if vou step back through the
teleport gate you just used fo enter, vou may or MAY NOT go back
to the plice you just came from! Mappers take note!

It is perfectly legal to slay an unconscious foe.  This #s 3 Hfe-
or-leath struggle, not an arena combat.

EXPERIENCE

Experience points should be awarded to charsciers as follows:

FOR COMBAT: One experience point for cvery hit of damage
you put om 3 foe, or for every one-hil “nuisance™ creature like a
rat or wasp that you kill For killing larger nuisances like slimes,
give 5 points to the person potting in the death blow and none 1o
anyone else. Hits done by a wizard’s spellsi—<incduding firc and illu-
sions—count as experence for the wizgard, ALS(O: the person
delivering the killing blow to any foe (except a very weak nuisance
creature like a rat) gots experience points cqual to that foc's basic
DX. This serves two purposes: it encourages fehters 1o press
the attack, and it makes killing a high-DX/low-5T foc (often a
deadly opponent) worth something.
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FOR CASTING SPELLS: A wizard gets one EP for each point
of strength he expends in spell casting, even if the spell is not
successful.

FOR DIE ROLLS: Making a saving throw against danger (thus
avoiding it} or putting one of your telents to good use (thus learning
more) are worth experience. Any character who successfully makes
any roll on four or more dice will get experience points: 10 for a
four-die rofl, 20 fur a five-die roll, 30 for 4 six-die roll, cte. Only a
roll which prodoces resulis will count—that is, il you look for a
secret door and none is there, you gél no points even if the roll
was successful.  If a GM makes a secret voll without telling the
player the results, he should make a note to give the player the
experience for it later.

FOR TIME SPENT IN PLAY: Each hour of real time spent in
play is worth 5 expericnce points to each character imvolved. The
GM (if there is one) should not award points for characters who
do not take an active part in the adventure, or who waste time
deliberately. Trips to the refrgerator, or leaving the game overnight
doesn’t count.

GAME MASTER'S DISCRETION: If this game is run by a
GM, he may award points (or TAKE THEM AWAY) whenever he
feels it proper. Thess bonuses or penalties should be smafl (usually
not more than 10 points at a time) and should reflect the per-
formance of the chamacters. Examples: a heroic-knight-type Az
stands alone in a tunnel against three foes, or volunteers to open
a door that is probably trapped to save the rest of the party—10
points.  Maybe more if the foes are dangerous. The same heroic
figure turns and runs when confronted by a bearlose 10 points
for acting out of character. The GM might award points for a
character that figured out a riddleclue, defeated or frightened
enemiecs with a clever trick, or even (for a sneaky character) cheated
the other players out of their share of a treasure! Points should
be taken away for actions oul of character, or for very stupid
blunders (unless the character is supposed to be stupid, in which
case the GM might AWARD points for particularly dumb mis-
takes!)

The benefits of experience points--increased attributes-comes
only opon return to the village AFTER the expedition into the
complex iz over. Increases are taken according to the ITL rules or
& listed below.

Your attribute total (ST+DX+I()) Points needad to “‘trade in™

currcntly for one attribute point

Up to 36 points 125 EP cach

3740 points 250 EP each

4145 points 1000 EP each

46-50 points 3000 EF cach

51-535 points 5000 EP each

For each serdes of 5 above 55 DOUBLE the previous number

FIGHTER TAELE

ighter table, roll 3 dice for sach fighter you need,

When an instruction says to roll for a fighter’s attributes on the fi
+ it will take him one turn to ready one. Assume a fighter

If a fighter has no ready weapon
is human unless stated atherwise in 2 numbered instruction,

and refer to the list below.

Other Weapons

Ready Weapon

([} Armor

DX

8T

Dice

Rapier, main-gauche

Club
Sling, bag 10 rocks

NONE

Sling, bag 10 rocks
2 dogpers

Horsebow, cutlass

Small bow
Small ax, dagger

Dagger
Hatchat
Broadsward
3 daggers
Muce, dagger
NONE

Dagger

2-handed sword
Longbow

2-handed sword
Club

Hatchet

Mace

Rapler
Broadsword
Shortswaord
Cutlass
MONE

Pike axe
Battleaxe
Javelin

Pike axe

NONE

Leather, sm, shield

Leather, sm. shield
NOME

Chainmail
Lg. shield
NOMNE

Leather

Leather
Chainmail

NONE
NONE
NONE
MONE
Leather
Plate
NOMNE
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WHEN YOU ARE READY TO BEGIN, GO TO INSTRU CTION NO. 1. GOOD LICK!
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1. Yoo find the entrunce to the complex set into the back wall
of a longforgotten cave. A rectangular frame of metal surrounds
a pulgaling curtain of multi=colored light. Your group of experi-
enced scavengers has seen this before—a transport gate of the ancient
Mnoren. Stepping inte that curtsin ghould take you into the
deeply-buried instatiation, but it COULD take vou somewhere else
entirely. Weapons drawn and eyes peering sbout warily, you step
through the gate. As yvou do, the tingle of teleportation washes
over your body. Go to 211.

2. You hear a rustle, then nothing. Go back to 132 and try
something else.

3. You are in Room 201, Personnel Debricfing (scc map below).
You see 2 fighters (one at each R). Roll for their attributes on the
Fighter Table. You have the initiative. You can attack {(103) or
leave (83), try to talk to them (75), or do nothing (155).

e
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4. You come to g 3-way interseclion. You may go west (227),
eusl (121), or south {37},

5. You come toa dead end. Rubble from a collapse completely
blocks the commdor. The best thing you can do now is tum around
(910,

6. Thec dragon has ST 30, DX 13, 1Q 16, MA &, armor takes
3 hits per attack. It may make 2 attacks per turn: strike with claw
at 2-2 dice damage and breathe fire at 2 dice damage.  This flamc
attack has the same DX penalty as do thrown weapons. The dragon
may bresthe [Gre at any hex duee to its flexible neck. If you kill
the dragon, go to 1135, If vou surrender to the dragon, go to 244,
I vou bresk and run through either door, go to 47.

7. You are facing north. You may go Torward (169) or turn
around (229).

8. You are in Room 501A, Misc. Storage (see map below]).
If you entered from the west, go to 63, If vou entered from the
east go to 69, o

Mo i
T |

9. The scepter explodes! Anyone within 2 hexes receives
1 + 2 damage. Those from 3 to 6 hexes away receive 1 - 1 damage.
Those from 7 to 11 hexes away gel knocked prone. You may
now leave (151).

’ 10. ‘!’E:u come to the top of the stairs. You arc at a 3-way
intersection. _Yau can go left (200), turn around and go back
;i;:;l; the stairs (38), or through the transport gate to the right

11.You are facing east You may go forward (60) or turn
around (185).

12.The dragon looks at you and says, “Well, little humans,
what do you wish here? If you did not come to steal my treasure,
1 will fet you pass in peace.” Looking behind the dragon, you see
@ large pile of asorted metals and weapons. Tempting, eh? You
may leave through either gate (47) or attack the dragon (6).

13.¥ou come to a (formerly) 3-way intersection. Rubhle
blocks the south corridor. You may go north (190) or east (5).
You may also attempt to dig through the rubble (220). Good luck,

) 14.You are facing west. In front of you is a socurity gate.
Go through (93) or tum sround (257).

13.You are facing north. Before you is a securily gate. Step
forward (116) or turn around (137).

nsif"l'he couple was carrying 3 books  You may now leave
17.¥ou come to a 3-way intersection. You can go west (184),
enst (256), or up the stairs to the north {90},

18.He draws the largest wespon he is carrying, and attacks.
He has initiative the first turm. He fights with +2 DX, and +4 0.
If you tun for either gate, go to 324. If you kill him, you may
loot his body (the scopter is worth 530), and then leave (151).
If he kills you, go to 357,



19.A snake drops on the lead fgure. Make a 3-dic saving roll
agginst DX If you make it, go to 53. If you miss, go to 149,

20.The scepter is 60cm (24 inches) long and Scm (2 inches)
in dizmeter. It appears to be a silvery metal staff inlaid with bands
of fineerained wood and rather drab-looking gemstones  Either
end is capped with & copper colored sheath about 10em (4 inches)
long. 1f you have the Mechanjcian talent, go to 59. If you have
the Scholar talent, go to 170. If you wish to cast a spell on the
scepter, choose one fisted below, cast it, then go to the indicated
entry to sce what effect it has. Detect Magic or Reveal Magic
(329), Detect Life (266), Detect Enemies (299), Analyze Magic
(320), any spell that puts hits on the scepter (9), or Darkness (347).
You can also pick up the scepter (194) or leave (151).

21.You are facing west. Before you is a transport gate. Step
throush (77) or turn around (127).

22 You are facing east. Before youw is a Security gate. Go
through (157) or turn around (147).

23.Whoever picks up the scepter will attack his companions
with the most damaging weapon hc has available. [e fights at
+2 DX and +4 1. He will fight to the death. If vou kill him,
go hack to where you were and continue the game (the scepter
is worth 5 FP). If he kills you, or is the only one in his pariy,
o to 357.

24.You find a flask filled with a white Bguid. If you have
cither the Chemist or Alchemist talent, o to 332, You can drink
the liquid now (65) or save it. If vou save it, you can drink it ona
later tum, whenever you are not actually in combat. Make a notc
of what entry you arc at on that tum, a5 65 will nol direct you
back. You may now go back to 182 and continue.

25.When he picked up the scepter, he grabbed it by both ends,
his hands on the copper end pieces. He screams, and falls to the
floor. You may tush to help him (302), or leave (151). If he is
the only onc in the party, 2o to 357,

26.The search takes 6 tums. You see that the room is partislly
filled with carcases, both of meat animals (the gray hexes), and men
(the Bs). You can go back to the security pate and have one person
hack away al it (256}, search the bodies (191), or continee to search
the room (122). Remember, the cold will eventually kil you.

27 Have the mvestigating person make a 3 dic saving roll on
DX, If they make it, go to 180, If they miss it, go o 288,

28.You are out of the tunnel, If you came from 55, go 1o 171,
If you came from 220, go to 13. If you came from 261, go to 87.

15

29.You see ome fighter (A). Roll for his attributes from the
fighter Table, Rl for initiative, then zo to 51.

30.Nothing happens. Go back to 182 and continue.

{Ma]],‘!’ou are facing morth. Go forward (184) or tum around

32.Move your characters, then go to 234,

33.You are in Room 204, Visitor’s Reception and Orentation
(see map below). You see that the room contsins 3em {1 inch)
of water all over the Moor, except for a 1 by 4 meter area of rubble
(grey hexes) in front of each gate. You also notice 3 fow mounds
of stone scattered here and there over the floor. You can walk
through the water to the far gate (315), jump from stone to stone
(280), or leave through the same gate you entered (346). (The
ceiling is = maze of broken pipes—no one is allowed to fly ACFOS3.)

34.You find 3 coils of gold wire. Go back to 62 and continus.

] 35.You can stand there and see il anything moves (109) or walk
into the room to seo if there is anyone hiding under the desks. (84).

36.You come to a security gate on the north wall You may
go east (92), west (74), or through the security gale {(96).

37.You are facing south, In front of ¥you it § transport mate
Go through (160} or turmn around (82),

38.You arc at a 4-way intcrsection. You may go down the
cotridor to the east (260), np the stuirs to the north (10), down the
:_iagsts to the south (156), or through the security gate to the west
).

39.The voice says, “All right, human. You asked for it.” The
room fills vp with foam. Take (1-3) hit from sliding around in
it. (By the way, that was the installation computer talking, and it
released the firefighting foam.) You may now leave through cither
door (154).



40.You are in Room 402, Transport Terminal no. 5 (see map
below). You see a giant snake (5) and a lusge grizely bear (B)
locked in mortal combat. You can umn around and leave (216),
join the battle (237) or stand still and hope they will kill cach
other {287). The snake has 5T 12, DX 12, 10 6,
1 4+ 1 damage. The bear has 5T 25, DX 11 [
2 + 2 damage.
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41.You are out.  If you left through the west gate, go to 147.
If through the east gate, go to 112,

42, They attack. Since you weren't suspecting treachery, you
may only defend the first tum. Afier that, you may attack and
defend normally. Go to 131,

43.The archer has ST 15, DX 12 (10}, IQ 8, MA 8, heavy cross-
bow, morningstar, leather armor. Go to 276.

44 You are facing east. Beforc you is a transport gate. Step
through (120) or turn around (153).

45.Move your figures 3 hexes per turn if walking, foll MA if
running. Then roll 1 die. On a 6, go to 264. On any other result,
repeat the above procedure. T you make it through either gate,
g0 to 136,

46.You are in Romm 50113, Misc. Storage (see map below).
Thiz is a normal-magic area! If you have been in this room beforc,
go to 358. You see a scepter (8) lving on the floor. You can
investigate it (20) or leave (151).

P e
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47.If you left through the west gate, go to 139. If you left
through the cast gate, go 1o 46.

48 The gatc refuses to let you pass. Go back to 71 and try
something else.

49.The fgure shatters. [t was a mannequin. The figurcs at
A and C were not, however= They attack. Go to 234,

50.¥ou are facing south. In fromt of you is 3 transport gate.
Go through (152) or turn around (181).

51.They will fight to the death. If you win, go to 176. If you
break off and run through the securily gate, go to 11.

52.You see a large grizzly bear (S). It has ST 30, DX 11,106,
MA &, and does 2 + 2 damage in combat. It will fight to the death.
If you win, go to 312. If you break off combat and run through
the north security gate, go to 101, If you break off combat and run
through the south security gate, go to 360.

53.The snake didn’t bite you. You may attack it It is quite
small, having ST 2, DX 10, IQ 2, MA 2, bite does | - 3 damage
and iz poisonous (if the smake petls any hits on vou, take an addi-
tional 1 + 2 damage). If you survive it, go back to 182 and con-
anue.

54_He roars, “FOOL! KNOW YE NOT WHAT I AM? T WILL
SHOW YE!™ Goto 1B,

33. You've made it so far. If you are digding north, go to 220.
If you are digging south, read 28, then po to 171,

56.Roll 1 die. On a result of 1 - 4, go to 298. On a result
of 5 -6, g0 to 349,

37.You've made some friends. Roll un the Fighter Table for
their attributes. (If you atisek them in a later turn or ren while
they cngage an enemy, and they are not killed, on every lum you
spend in any toom, roll 1 die. Om a roll of 1 - § continue as the
entry lists. On a roll of 6, they caught up to you, You must fizht
them AND whatever is in the room.) Yoo may now leave (154).

58, A voice says, “ldentify yoursclf.” You can identify voursell
(107), sncer at it (158), or run for either gate (192,

59.Make a 4 dice saving roll on 1Q (3 dice if vou are an Expert
Mechanician). If you make the roll, go to 225. If you miss the roll,
£o back to 20 and choose some other option.

60.You are at a 4-way intersection. You can go north (269),
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south (177), west (185), or east (111).

61.1f you left through the west secudty gate, go to 46. If you
left through the cast transport gate, =o to 212,

62.Flace your investipating leure next to one of the lotters.
If next to A, go to 130. If next to B, go to 161. If next to C, go
to 34, If you place him next to 2 letters, vou will have to contend
with the contents of both hexes. You can still leave (137),

63.The room appears to be empty, You can leave through the
door you entered {154), walk to the far door (319), or yell and
see what happens (159).

64.You are facing west. In front of you is a security gzate.
Go through (187) or tum arownd (110).

65.When consumed, this standard healing potion restores 4
points of 5T lost by hits or exhaustion {up to the fgure’s original
5T at a maximum). Go back to where vou came from,

66. You got grabbed. Go to 193,

67.You sre s 3-way intersection. You may go cast (265), west
(1E4), or up the stairs to the norih (90).

68. You find what appears to be a bundel of red candles. You
may Light them if your party is carryving a source of fire (tinder
and two iron or steel implements, will do, or a tinderbox), or
gets to place where fire is available. When you light them, zo to
145. Make a note of where you were, since 145 cannot direct you
back. Now go back to 182 and continue.,

69.You find yourself knee-deep in foam. Befor: YOU are a man
and a woman (The two Ms) tryine to fight their way out of the
stuff. You can help them (183), attack them (247), or ignore
them {239).

T0.¥ou enter the room through the south transport gate. Go Lo
95.

T1.1f you left through the north security eate, go to 48 If you
left through the south security gate, go to 36,

T2.If you've golien to here, the occupant of Q) is cither chasing
you or i3 desd. Go back to 182 and continue.

73.You are at a 3-way intcrsection. You can go north (164),
west (190), or south (214).

T4.You come to the end of the corridor. To yvour keft are stairs



leading wp. Follow them (B3) or tum around and go back down
the cormidor (36].

75.1f you have 1 person in your party, go to 202. Otherwisc,
poto 103,

76.¥ou are facing south. Before you is a security gate. Pass
through (126) or turn around (143).

77. ¥ou are facing west. Go forwand (38) or turn around (260).

78 Whoever misses the roll slips on the foam and falls. Take
1 -4 damage, then go back to 247 and continue combat.

79.¥ou have the initiative, If you bregk and run through
a gute, go to 41, If you kill the tigers, go 1o 102,

B0.You are facing south. In front of you is a fransport gate.
Go through (204) or tum around (152).

81. Anytime anyone is engulfed, go to 215 Il you kill it, go to
268. If you run through cither zate, go to 136,

82.You are facing north. Go forward (4) or tarn around (37).

83.You are at a 3way intersection.  You may go west (105),
cast (22), or down the stairs to the north (100).

#4_Move your people into the room. Then go to 168.

£5.You are facing south. Walk forward (211) or tum around
(241},

B6.You are in Room 302, Graphics Room (see map below),
The grey hexes are lizht rubble, the black hexes are impassable
rubble, Roll 1 die, on a result of 1 or 2, go to 29. On a result
of 3 or 4, go to 186. On a result of 5 or 6, go to 270,

87.You are facing west. Go forward (114) or tum around
(232).

n
#8.Move the attacking characters in, then go to 327,

£9. You sce something scuttle back under the shelves. You can
investigate (27) or continue (182).

90.You are facing north. Go forward (60) or tum around
(177).

21.You arc facing west. Walk forward (13} or turn around
(5).

92.You come 1o a security gate set in the north wall. You may
go through it (250), go cast (200), or west (36).

93.You arc in Room 506, Cold Storage (see map below). As
you emter, the security gate seals and locks behind you. As the
temperature is -30 C, your survival time is limited. TFor every 6
turns vou remain in this room subtract 1 from your 3T (every 10
tums if you are wearing cloth or leather armor). You can have one
person hack away at the gate with a hand-held weapon (256),
see if the security gate is really locked (282), or explore the room
(26). (A KNOCK spell is useless against the enerpy feld sealing this
door.)
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94, You walk down the corridor and turn right. Go to 229,

95.You are in Room 205, Transport Terminal no. 3 (sec map

below). There is a piant standing with his back to yvou (Place
one corner on the G). You can attack him (350}, go back through
the gate you entered (316), run for another gate (285), or ask him
to turn around (242). J
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96, You arc in Room 303, Project Coordination (see map below).
Roll | die. On a resuli of 1 - 3, go to 339. Ona result of 4 - 5, g0
to 318.

97.You find a broadsword. You can keep it (189) or toss it
away and continue (182).

98.The flame-throwers in the walls stll work. Lach firure that
missed either or both rolls must take 2 + 1 damage and are knocked
prone.  They may crawl toward either zate at 3 MA of 2 hexes
per turn.  For every tum they remain in this room, they must take
2 + 1 damage. If they make it through either gate, ro to 205.

99, You find nothing. Go back to 182 and continue.

100. You come to the bottom of the stairs. You may tum
right and go down the corridor to the esst (36) or tum sround and
g0 back up the stairs (83).

101. The gate refuses to let you pass. Go back to 52 snd conti-
nue to fight.

102. You find two colls of copper wire. You may now leave.
Go to 41,

103, They attack. If you kill them, =o to 337. If vou break off
and run through the gate, go to §5.

104. You see an archer at the (). Rofl 1 die. Onaresultof1-2,
ent043. Ona3-4 s=otn 125 OnS5-6,20to 213

105. You are facing west. Before you i85 2 socurity gate. Go
through (33) or tum around (140),

106. You are facing cast Walk forward (4) or tumm around
(227

107. The voicc says, “Tdentification incomplete. [ have called
the MPs™ You can wait until they ardve (233) or run for cither

gate (192).
108, They arc not in a talking mood. Go to 42.

109. You zee nothing move. You can walk into the room to
imvestigate the desks (84) or leave (143).

110. You are facing cast. Walk forward (204) or tumn around
(64).

111, You are facing east. In front of vou is a gecurily gatc.
Go through (B) or tumn around (224),

112. You are facing east. Go forward (211) or tum around
{253).

113. Make a 3 dice saving roll on 1Q (2 dice if you have either
the Chemist or the Alchemist talent). If you make the roll, go to
196. If you miss the roll, go to 353.

114, You arc at 5 3-way inlérsection. You may go north (255),
cast (232), or west (21).

115. You find 4 broadswords, 2 of which are broken, 1 mace,
2 spears, 1 pike axe, 2 small bows, 10 coils of silver wire, 12 coils
of gold wire, 4 coils of copper wire, and 11 books. You may now
leave (47).

116, You are in Room 701, Personnel Briefing (see map below),
The room i completcly dark so you can’t sce what's inside it
You can leave (137) or investigate the room {62).
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117. Go to 104,
118. You find 3 coils of sitver wire. You may now leave (71).
119. Mave your altacking characters in, then go to 49,

120. You enter the room through the west transport gate.
Go to 95.

121. You are at 3 3-way intersection. You may go east (184)
wiest (4), or south (80).

»

122 The search takes 10 tums. You can continue to search
(223}, loot the bodies (191), or have one person hack away at the
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scourity gate (256).

123. The dragon looks at you quizzically, but does nol attack.
Keep moving at 3 hexes/turn and roll a die after each move. If
you lose your nerve and run for a door, move your figures half
their MA, then go to 236, If you continue to walk and reach a
door, go to47. If you roll a § or 6 at any time, go to 12

124, The gate refuses to let vou pass. Go back to 277 and con-
tinue the fisht.

125. The archer has 8T 12, DX 12 (100, 1Q 8, MA B, Light
crosshow, Broadsword, and Leather armor. Go to 276.

126. You are in Room 202, Programming Ststion no. 1 (sce
map below). You see several desks (the grey hexes). You see
dead, dricd out mushrooms covering everything in the room. If
vou have the Naturalist talent, go to 178, You can investisate
the room (35), or leave {143).

127. You are facing cast. Walk forward (114) or fum around
(21).

128. Go to 204,

129, You come (o a 3-way intersection. You may go west (14),
east (164), or south (190).

130. You find = gisnt snske. Tt has ST 12, DX 12, 10 6, MA 6,
and a bite that does 1 + 1 damage. Since the room is dark, you have
a DX penzlty of -B. Since a snake is hard to hit, subtract 3 from
your DX, s side hexes sre considered front hexes, since it can
strike quickly. If vou kill it, go back to 62 and continuc. If you
break off combat and run through the security gate, go to 137,

131. If you break off combat and run through either gate, go
to 1BB. H vou kill them, po to 238.

132, You are in Room S01E, Misc. Storage (see map below).
The room is unlichted, but yvou manage to see 3 man-like forms
standing in the middle of the room (at the A, B, and C). You can
leave through the gate you entered (61), say hello and see what
happena (2), walk to the far door (32), attack the figurc at A (88),

25
attack the figure at B (119), or attack the figure at C{207).

e |
o --,_',.-*n__..a--,_‘_.-*x‘_.:[.\.\_v.-h..‘,.-m__

- & =

L. _,-L____,lh___,-.‘_'___x.__f.l..\_\_b__hv.a o

I -] I —

hoAASL A A X
B e S

-

S, S G S
e R N

e e e e

133. You see a smull flask filled with red liquid. There is only
enough for 1 person to drink. You may drink it now (113) or keep
it. Make a note of where you are, since 113 cannot direct you back.
Go back to 182 and continue.

134, Nothing happens. Go back to 182 and continue.

135. You are in Room 301, Project Administration (sec map
below). You see 2 fighters, one at each F. Foll for their attributes
from the Fighter Table. You can attack them (131), trv to talk
to them (108), stand and sec what they do (42), or tum around
and leave (188).

136. If you left through the west gale, go to 8. If you left
through the east gate, go to 199,

137. You are facing south. Go forward (204) or tum around
{15).

138. You are at a 3~way intersection. You may go west (2007,
down the stairs to the south (38), or through the transport gate
to the east (127).

139. You are in Room 501B, Misc. Storage (see map below).
This is a3 nommal-magic sres. You see s small porous-looking red
stone laying on the floor (5). It is spherical and about 15 cm
{6 inches) in diameter. If you have the Maturalist talent, go to 252.
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You can investigate it (311), stand still and examinc the room
from where you are (221), or walk for either security gate (45).

140. You are facing cast. Go forward (83) oz tum around {105},

141. The tigers have the initiutive. They attack. If you make
it to either pale, go to 41. If you kill the tigers, go to 102,

142. Go to 31.

143. You are facing north. Go forward (211} or tusn around
(76).

144 He says, “Wait, | want to talk to you.” You can stop and
chat (208) or continue ronning (316),

145, The little red candles just blew up! (Let's hear it for
Alfred Nobell) Anyene within 2 hexes receives 8 dice of damage.
From 3 to § hexes roceives 7 - 2 dice of damsge. From 6 lo 9 hexes
teceives 5 + 1 dice of damage. From 10 to 14 hexes receives 3 + 2
dice of damage. From 15 to 20 hexes receives 1 + 1 dice of dumuyre.
From 21 to 27 hexes gets knocked prome. Take your damage
und po back to where yvou came from.

146. The fpure splits neatly down the middle. |t wasa manne-
guin. However, the other two figures were quite resl and they
attack. Go to 234,

147. You are [acing west. Walk forward (83) or turn around
(22).

148. You have succcssfully surrendercd, You lose control of
those characters. The game is over.

149, The snake bit the lead figure. It has ST 2, DX 10, IQ:2,
bite does 1 - 3 damage and is poiscenous (if the snake gets any hits
on you, take en additional 1 + 2 damage). If you survive it, go back
to 182 and continue.

150. Go back to 182 and continue.
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151.1f you left through the west mate, go to 199. If you left
through the east gate, zo to 132,

152, You wre facing north, Walk forward {121} or tum around
(80).

153, You are facing west. Go forward (164) or turn around
{44).

154, If you left through the west gate, zo o 224. I vou left
through the east gate, go to 139.

155. Go to T5.

156, You are facing south. Walk forward (60) or tumn sround
(269).

157. You are in Room 203, Entrance Security (see map below).
You see lwo small tigers, one at each C. The tigers have ST 12,
DX 14, 1Q &, MA 12, Thelr fur absorhs 1 hit per attack. The tigers
may attack uvsing either their claws (2 dice) or thelr teeth (1 + 2
dice). In II-T-H combat the tigers do 2 4+ | damage. You may
leave through the gate you entered (41), try to make it Lo the
far gate (141}, or attack (79). Make your decision quick, they
look hungry.

158, The voice says, “ldentify yourself.™ You can try to identi-
fy yourself (107), mun for either zute (192). or vell insults at it
(58).

159, Nothing happened.  You can go back to 63 and make
another choice, or yell again (210).

160. You enter the room through the north transport gate.
Go to 95,

161. You find a few human bones. Gao back to 62 and continue.

162. The stone has a MA of 3. If you make it through either
gate, go Lo 136, I it gets within 1 hex of you, zo to 321.

163. You find 2 coils of copper wire. You may now leave
through either gate (T1).
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164. You come to a 3-way intersection. You can go south
(73), west (129), or east (44).

163. You are in Room 401, Misc. Usage (see mup below). Roll
2 dice. Onamesult of 2-60r B - 12, go to 305. On a result of 7,
go to 275.

166. You are facing north. Walk forward (204) or tum around
(248).

167. You got grabbed. Your pole wedpon just snapped in half,
Go to 193.

168. The mushrooms emit poisonous spores. Take 1 - 1 damage
and fall prone. Armor is no help. You can lie there and die like
4 coward or crawl towards the security gate at a MA of 2. For
every fum you remain in the room, take 1 - | damage. If vou make
it through the gate, go to 143.

169, You walk down the corridor and tum left. Go to 265.

170. Make a 2 dice saving roll on IQ. If you make the roll,
go to 225. If you miss the roll, go back to 20 and choose same
other option.

171, You aré facing south. Walk forward (114) or turn around
(255).

172. The gatc refuses to let vou pass. Go back to 318 and
continue with the combat.

173. Whoever missed their roll has hall 3 tom of ock dropped
on their heads. Take 6 dice of damage. Now you see how the guy
got so flat. Go back to 182 and continue.

1'74. The scepter is worth 5 EP. You now leave (151).
175, You come to a 3-way intersection. You can po forward

(184), tum around and go back (265), or up the stairs lo your
fight (90).

176. Roll 1 die. On a result of 1, go to 334. On a result of
2-3, goto 209, On arcsult of 4 -6, zo to 203,

177. You are facing south. Before you are steps leading down.

Take them (67) or turn around (90).
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Nnuu;]mt}. If you make the roll, zo to 355. If ¥ou miss the roll,
go fo 33,

179. You managed to scramble free, but the mandrake snapped
your pole weapon in half. Go to 81,

180. He nearly got stung by a scorpion. Go back to 182 and
continue,

HD;EI. You are facing north. Walk forward (265) or tum around

IE?. You are in Room 601, File Storage (see map below). The
room in dimly lit, but it seems to be filled with shelves of magnetic
tape reels (the block hexes). You can leave through the gate you
entered (106) or cxplore the room. If you cnter one of the lettered
hexes, go to the indicated entry. Note: If hand-to-hand combat
occurs, only the lcading fgure may engage. If missile combat
occurs, the first figure should go prome, the next figure should
kaeel, the fast should stand for maximum effectivensss,

A=moio 1%, F=poto68; K=goto99: 1o 323;
B=go o 24, G=poio306; L=zoto133; 5:;; to 72;
C=po to 134, H=2010297; M=goto303; R=gol097;
I?=g0tu89; I=go 10 295, N=potn351; S=potoll7:
Esgoto3; Jepoto313; O-potolD4; T=sgoto 326.

183. If you have more than 1 person in your party, go lo 239,
If you have only 1, go to 57. g

184, You come 1o a 3-way intersecton. You can g0 west
(121}, east (17), or south (240).

185. You are facing west. In fromt of you is a security gate
Go through (86) or turn around (11). i

a

186. You see 2 fighters, one at the A and one at the B. Roll
for their attributes from the Fighter Table. Roll for initiative,
then goto 51.

187. You are in Room 703, Exit Security (see map below).
The room appears to be empty. You can leave through the gate
entered (328), stand and see what happens (300), leave throurh
the far gate (222), or yell and see what happens (58).
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188. If yvou left through the south gate, go to 200. If you left
through the north gate, o to 195,

1B9. Any time yvou attempl to use the sword inc combat, go Lo
286. Make a note of

189. Any time you attempt to use the sword in combat, go to
286. Make a note of where vou were, since 286 cannot direct you
back: Do not go to 286 unless you actually USE the sword; carry-
ing it into combat sheathed doesn't count. Now go back to 182
and continue.

190. You are a 3-way intersection. You can go north (129),
east (73), or south (13).

191. You find 4 coils of copper wire. The search of the bodies
took 10 tums. You can explore the room (26) or have one person
hack away at the security gate (256).

192. Make 2 3-die saving rofls for each fizure, one on DX and
one on MA. Anyone who makes both rolls may go to 205, Anyone
wh misses either or both rolis, must 2o to 98.

193. If the mandrake is killed the same turn that it enguolfs
someone, that person is freed but must take 2 hits, absorbably by
armor. If the mandrake is killed on the turn following the engulf-
ment, the victim is freed, but takes 3 dice of damage not absorbable
by armor. If the mandrake is killed on the second tum following
the engulfment, the victim is freed, but must take & dice of damage.
Also, his armor and weapons have been destroyed by the man-
drake's acids. Go to B1.

194 Make an B-dice saving roll on the total of 8T and 1Q. If
you make the roll, go to 231, If you miss the roll, go to 25,



195. You are in Room 301A, Project Director’s Office (see
map below). You see a desk (zrey hexes) behind which a four-
armed man (M} sits doing paperwork. As yoo enter he looks up
and says, “Well, what do YOU want™ You can give him a mde
answer (310), answer him truthfully {344}, or tum and leave {135).
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196. You tasted the poison while it was still in your mouth
and ma.nagedl lo spit it out. You take no damage, and gain 5 EP
for the experience. Go back to where vou came from.

197.He can try to get out on his own. To crawl out of the
water from a hex adjacent to the rubble, or to crawl one hex in the
water, he must make a 6 dice saving roll on the total of ST and DX,
If the test of the party decides to help him, go to 271. If they
decidea;r leave, THEY go to 346. If he makes it out of the water,
Eo to 33,

198. Rabies, that's how bad it is. For the rest of this adventure,
you're all right. The next time you go on an adventure or enter
the arens, your ST will be increased by 2 and vour Q) decreased
by half. That will be the last time you may use that character
unless you manage to find a cure somchow, within two weeks
G0 back to 284 and continue until you kill the beast,

119:9. You are in Room 501C, Misc. Storage (see map helow).
Thiz is a double-magic arcal The room is partally filled with
rubble (grey hexes). You see s small dragon (The four Ds) facing
south. The rubble may be crossed at a cost of 2 MA points for
every hex entered. You may leave through the gate you entered
from (47), run for the far gate at full MA (236), walk for the far
gate at 3 hexes per turn (123), attack the drazon (6), or surrender
to the fearsome creature (244).

200. You come to a security gate set into the north wall. You
can go through it (135), west (92), or east (243).

201. You are in Room 702, Armory (sce map below). Om the
west, south, and east walls are cabinets full of badly corroded
rifles. There is a rather unpleagant looking dwarf (D). The dwarfl
has ST 16, DX 12, 1Q & MA 10, and a battleaxe. When he sees
you, he begins making comments aboul your ancestors and vour
personal habits  You can feave (340), stand there and take it
(283), or attack him (322),

202. They say, “We lost 3 good frend in this place. Since we
number three now, let us join forces.” You can agree (230) or
say no (279).

203. You find 1 coil of silver wire. You may now leave (11).

204. You are at a 4-way interzection. You can go west (64),
north (15), south (248), or through the transport gate to the cast
{128).

205. If vou left through the east security gate, go to 110. If you
left through the west transpori gate, go Lo 361.

206. He has ST 20, DX 15, 10 10, MA 10, and two cutlusses
{2 -1). He can use both each tum with no DX penalty. If you kil
him, you may search the room (348) or leave (135).

207. Move your characters in for the attack, then go to 146,

208. The piant says, “Hi, there. My name is Max. I'm kind of
lost. May 1 tag along with you?” You may say ves (249) or no
(259).

209. You find 1 book and 2 coils of copper wire. You may now
leave (11).

2100 A voice says, “Bug off, human.™ You can take its advice
and leave through either door (154) or shout invective back at
it {39).

211. You are at a 4-way intersection. You can go south (76),
west (253), north (241), or through the transport gate set into the
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cast wall (138).
212. You emerge from the west transport gate.. Go to 40,

213. The archer has ST 10, DX 12 (10), 10 8, MA 8, horsebow,
cutless, and leather armor. Go ta 276.

214. You are facing south. Before you are several hundred
tons of collapsed corridor. Tum arcund (258).

215. The stome, a rare masical creature colled 3 mandrake,
altacks by expanding its body into a very large clam-shaped mouth
and engulfing its prey whole. 1t has ST 4, DX 13, IQ 1, and can
Iab.mrh 4 hits per attack. When the mandrake makes its hit roll,
it engulfs its victim whole. If it misses its roll, it misses fts victim,
After engulfing someone, 2 additional turns must go by before the
mandrake may attack anyone else. This allows time to absorb the
victim. It can still dodge during this time, however. If it engulfs
anyune who is carrying a pole weapon, whether as a ready weapon
or not, go to 206, If the victim does nol have 3 pole weapon, go
to 66. If yoo kil it, o fo 268,

216. If you left through the north security gate, go to 165,
If through the west transport gate, go to 235, If through the cast
Lransport gate. go lo 181.

217.If vou left through the south security gate, go to 36. If
you left through the north security gate, go to 124,

218. As you open the keg, you find the smell is rather over-
whelming, smefling of death and corruption. The liguid  inside
does not look like beer, but rather like a scummy soup. Do you
;ﬂ};ﬂmt to drnk it? If you do, go to 331. If not, yvou may leave

219. The books are in mint condition. Go back to 182 and
continue.

220. 8o far, so good. If you are tunneling north, read 28, then
go to 13 1f you are tunncling south, go 1o 55.

2_21.Yuu sce the stone rock back and forth. You can mun
for either gate (45) or investigate it (311).

222. A voice says, “Hult and jdentify yourself.™ You can do
50 (107), run for either gate (192), or yell insulis at it (58).

223, Overturning some of the animal carcases, vou find 20
coils of silver wire and 10 coils of copper wire, The time spenl
overturning the bodics takes 8 tums. You can now loot the bodies
{191} or have one person attack the gate (256).

224. You are lacing west. Walk forward (60) or tum around
{111).

225. The scepter is some type of Mnoren artifact. It is thought
to be some kind of recording device, but this is the first to be found
intact Go back to 20.

226. You emerge from the transpori gate in the cast wall Go
to 132,

227. You are facing west. In front of you is a security gate.
o through (182) or turn around (106).

228. How bad can 3 mouse bite be? Take vour hits and go to
198.

229, You are facing south. Before vou isa transport gate. Walk
through (226} or turnaround (7).

230. You've got yoursell two partners, each of who is camying
1 coil of copper wire, If you leave either or both of them unhonos-
ably during a baitle, rofl 1 die sach tum you spend in any room.
On a roll of 6, they canght up to you, Good luck. You can now
leave (85).

231. Any time the scepter is picked up, or handed to another
person, perform an 8 dice saving roll on the total of IQ and ST.
If you make the roll nothing happens. If you miss Lhe roll, go to
23. Kerp track of where vou were, since 23 cannot dircet you back.
¥ou now leave (151).

232, You are facing east. The comidor ahead is totally blocked
by a cave-in. You can turn arcund (837) or You can attempt to dig
through (261).

233. Since the MPs all dicd 3 number of years ago. waiting for
them to arrive could take some time. Go back to 107 and make
another choidce.

234. Roll for the Mghters attributes from the Fighter Table.
If you break off and run through a gate, go to 61. If you kil
them, go to 304. If you surrender to them, go to 338,

235. You emerge from the cast transport gate. The contents
of the room are unchanged from when yvou left it. You have the
injtiative. Go to 40,

236. Roll a die. On a roll of 1-3 you made it through either
gate. Goto47. If vou didn't, go to 309,

237.1f you break off combal and run through any gate, go
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to 273, If you kill the animals, go to 342.

238. You find 2 coils of copper wire. You may mow leave
through either gate (188).

239, They attack. Go to 247.

240. You are facing south. Before you is a transport gate. Pass
through (142) or turn around (31). &

241. You are facing north. In front of you is a security gate,
Go through (3) or tum around (85).

242_If you have 1 person in your party, go to 208, If you have
2 or more people, po to 259,

243, You come to the end of the corridor. You may go through
the transport gate directly ahead (127), turn around and go back
up the corridor {200), or down the stairs to your rizht (38).

244. You lose comtrol of any figure that sumenders to the
dragon. They become slaves to the dragon, and will sit out any
further fighting. If any surviving figures have not surrendered, go
back to 6 and conlinue combat. Otherwise, end the adventure.

245, You are getting nowhere. Tum around and go back (261).
246. He attacks. He has the initiative. Go to 206.

247. Roll on the Fighter Table for their attributes. For every
turn spent in this room, each figure must make a 3 dice saving roll
on DX. If anyone misses the roll, go to 78. If you kill them, go to
16. If you run through a gate, go to 154,

248. You are facing sowth. In front of you is a security gate.
Go through (201) or turn around (166).

249. You've got yourself a partner. If you leave him unhonor-
ably during s batile, roll 1 die each turn you are in a room. On a
roll of 6, he comes through the same gate you did and attacks.
He has 5T 35, DX 10, IQ 9, MA 10, and a mace (4-3). He is also
carrying 5 coils of silver wire. You can now leave (316).

250. You nearly break your nose as the gate refuses to admit
you. Go back to 92 and try something differcnt.

251. The water is clectrified. A figure takes 1 - 2 damage each
turn he is in it. If his friends attempt to get him out, go to 301.
If they do not, or he was alone, or evervone is in the water, o to
197.
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252, Make a 3 dice saving roll on 10 (2 dice if you arc an Expert
Maturalist). If yon make the rofl, go to 354, If yom miss the roll,
goto 139,

253. You are facing west. Before you is 3 security zate. Walk
through (157) or turn around (11.2).

254, He will fight to the death (of one other figure) at which
point, he will run for the door. If you kill him, you can leave (166)
or search the room for treasure (352).

255. You are facing morth. In front of you the corridor is
blocked from a cavesin. You can tum around (171) or you can
attempt to dig through (55). ., . I you're not alraid of further

collupses.

256. The security gate has a 5T of 15 and has “armor™ worth
7 hits per turn. If you make it ont, go to 317,

257. You are facing east. Go forward (129) or turn around (14).

258. You are facing north. Walk forward (73) or tum around
214).

259. The piant attacks. Goto 350.

260. You are facing east. Before vou is a transport gate. Walk
through (70} or turn ground {77).

261, No collapses so far. I you are disging to the cast, go to
M5, If you are digging to the west, read 28, then go to 87.

"

262. A voice says, “Leave this toom, human.” You may take

its advice (154) or tell it what to do with itselfl (39).

263. If you left through the east security gate, po to 38. If von
left through the south security gate, go to 40.

264, The stone begins to roll after vou at 3 hexes per tum,
You can start running {(162) or turn around and face 1t (321).

265. You arc at a 3-way interscction. Yow can go south (50),
west (173), or east (94),

266. The scepter is afive, but not like anything yvou've ever
encountered before. The feeling is similar (o that of a sleeping
mind, but there is 3 sensation of control, of resulation, which is
totally foreign to Iife as you know it. Go back to 20 and dosome-

thing else,

267. The bguid TASTES like death and corruption. As you
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spit it oul ¥ou notice writing carved on the side of the kes. [t
says, “In memory of Uncle Tomas Carrey. May thesc, his mortal
remaing, Test in peace.™ My God, you've just drank someone's
uncle! There is no permanent effect, but for the next 10 minutes
your ST will be reduced to 3. You may now leave (263).

268. You can leave through either gate (136), search the room
(314), or search the mandrake (307).

. 269. You arc facing north. In front of you are stairs leading
up. Take them (38) or turn around (156).

270. You see 3 figures (onc at each letier). Roll for their attri-
butes from the Fighter Table. Roll for the initiative, then go to 51.

271. Anyone who touches the unfortunale receives 3 severe
shock and falle Into the water. The same holds true for anyonc
touching him with an all metal weapon. Go to 251, If they were
osing a weapon With 3 wooden or bone haft, they must make a
5 dice =aving 1ol on the total of 5T and DX, If they make the roll,
they managed to pull their friend in the water one hex towsrd them,
or push him one hex away (your choice). If they are using a rope,
they must make a 3 dice saving roll on DX in order to lasso the vie-
tim, and snother 3 dice saving roll on 5T in onder to pull him one
hex toward them (Mote: if there sre two or more fizures pulling
on the rope, the saving roll on ST need not be performed). If no
one s in the water at the end of a turn, go to 33, If anyone still
is, the remaining party may keep brying o rescue them (scc above),
or leave (3446), :

272 At your touch, the corpse crumbles into dust. Too bad.
You can go back to 182 and continue, or you can search the now
vacated fatigues (345).

273_1f you left through the north security zate, =o to 165. If
you left through the west transport gate, go to 335. If you left
through the east transport gate, go to 181,

274. You find 2 books and 1 dagger. Roll 1 die. On a result
of 1-5, zo to 341. On a result of 6, go to 219,

275. You see a large keg (K). Tt appears to be similar to the
kind that contains beer. You can hreach it and drink some (218},
or leave (263).

276. He secs you and fires. He will fight to the death. If you
win, go to 336. If vou break off and run through the security gate,
go to 106. If you run through any lettered hexes, youo will have to
contend with their contents as well as the archer. The hex list is
at 182 remember.

g

277. They will fight until only 1 of them remains alive, at which
time he will run for the south security gate. If you win, go to 163,
If you break off and run through a transport gate, go to 217,

278. Good Lord, vou've been down here a long time! The
animal is a mouse. It has 5T 1, DX 10, [Q 4, MA 4, its teeth do
1 -4 damage. Goback to 182 and continue,

279. Go to 103,

280. Each stone will hold only one person at a time. For each
jump, make a 3 dice saving roll against =diDX. If a figure misses
a roll, he falls in the water. Go to 251. If your party all makes
it over without mishap, you may leave through that gate (346).

+ 281. You cheated. Go back to 187 and try something else.,

2B2. Yes, it really is locked. Your check of the gate took 1
turn. o back to 93 and make another choice,

283. He makes 5 final rude gesture at you. then leaves. You
can search the room (352), or leave (166),

284. Your food supplies running out or something? The animal
it s mouse, Il has ST 2, DX 10, IQ 2, MA 4, its teeth do 1 - 4
damage. If it gets any hits on you, go to 228, If you kill it, go back
to 182 and continue.

285. If you have 1 person in your party, go to 144, If you have
2 or more people, go to 259,

286. If you attempl to use the sword in 3 non-magic or semi-
magic ares, go to 330, If you attempt to use the sword in a normal-
magic or double-magic area, go to 292,

287. After one animal kills the other, it will attack you. Good
luck. Go o 237.

288, He got stung by a scorpion. Take 1 + 2 die of hits, then
g0 back to 182 and continue.

289, You find 2 coils of silver wire. Go back to 182 and con-
finue.

290. You have the initiative. Go o 206.

291. You slipped on a pool of oil. Take 1-3 damage. Anyone
crossing this pool must make a 3 dice saving roll on DX, If they
make it, zo to 182 and continue. If they miss, take 1 - 3 damage,
then go back to 182 and continue.
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292, The sword is a magic weapon. It gives the user a +3 DX
bonus. Go hack to the combat.,

293, Ile had the mace and 5 coils of silver wirc. You may leave
now (316).

294, If vou left through the north sccurity gate, go to 172, If
vou left through the south security gate, go to 36.

295. You find a flattened corpse. You can go hack tho way
vou came (1507, cross the body to the next hex (333), or examine
the body to find out how it got flattensd (56,

296. The pole weapon jams the mandrake’s mouth open for
one tum. The victim must make an 8 dice saving roll apainst the
TOTAL of 8T and DX. [ he misses the moll, go to 167. If he
makes it, go to 179.

297, You find a half-eaten apple. If vou decide to eat the
apple, go to 325. Otherwise, go back to 182 and continue.

298. You cun’l fure it out. Go back to 295 and try some-
thing else,

299, The scepter is hostile. Extremely hostile. Go back to 20
and try someéthing else.

300. Nothing happens. Go back to 187 and try something
elsa,

301. Move the helpers into position, taking care to keep them
out of the water. They can attempt to grab him with their hands
and pull him out of the water, try to fish him oul with a weapon,
or laggo him znd pull him out with a rope. Decide which you wish
to do, then go to 271.

302, As you tun toward him, he regsins his feel, a wild look
in his eyes. He roars “FREE AT LAST!" You can kecp moving
toward him (18), try to talk him out of whatever fit he's having
(54}, or tun for cither gate (324).

303. You see a small grey animal run across the aisle. You can
attack it (284) or ignore it and continue (182).

304. You find 3 coils of copper wire. You may now leave
(61).

305. You see 3 fighters, one at each M. Roll for their attributes
on the Fighter Table. You also sec a large kog (K). The men
attack. If you break off combat and ron through either gate, go to
263, If you kill them, go to 356.

306. Have the lcading fipure make a 3 dice roll on DX, If he
makes it, go to 343, If he misses, #0 to 291,

307. You find 4 coils of gold wire, in addition to whatever items
of gold that vour late compamions were carrying.  You may now
leave {136).

308. You find a fow well chewed bones, but no treasure. You
may now leave (273),

309. The dragon attacks. It has the initiative. Go Lo 6.

310. He screams, “GET OUT OF HERE!™ You can lesve
(135) or attack him (290).

311. Move whoever vou wish to investizule next to the stomec,
then go to 215,

312. You find 4 coils of gold wire. You may now lcave through
either security sate (71).

313. You find a shriveled corpse dressed in moldy fatigues.
Yoo can leave it to rest in peace (182) or investigate the body
(272).

314. You find nothing. Go back to 268.

315, Move your firures, then zo to 251.

316. If you left through he east gate (sccurity), go to 33. If
through the north tramsport gate, go to 82, If through the west
tansport gate, go to 153, I through the south transport gate,
Eo to 31,



317. The security gate is self-repairing. In one tum, it will be
o pood a8 mew. Go to 257,

318. You see 3 amazons, one at each R. FEach has ST 12, DX 132,
I 8, MA 10, longhow, shortsword, main-gauche. They will fight
to the death. If you win, go to 118. I you break off combat and
run through either gate, o to 294,

319 Move your figures, then roll 1 dic. Onarollof 1 - 5,
nothing happens and you may comtinue to repeat the pmcedure
until you exit the room (154). Ona roll of 6, go to 262.

320. The spell has no effect. Go back to 20 and choose some
other option,

321.The stone rolls up to the nearest persom and attacks.
Go to 215.

322, You have the initiative. Go to 254,

323.You find a leather pouch with something inside. You
may drop it and go on (182) or examine the contents (274).

324. He lets you go. You no longer have control of him. If you
reenter the room he will be gone. Go to 151.

325. A little drv, but not bad. Go back to 182 and continue.

326. You scc some small grey animal run seross the aisle. You
can attack it (278) or iznore it and continge (1582).

327.The figure fulls over backwards, It was a munnequin
However, the two at B and C are not and they attack. Go to 234,

32B. If you left through the east security gate, po to 110, If you
Ieft thromgh the west transport pate, po to 281.

329. The spell has no effect. Go back to 20 and choaose anoiher
option,

330. The sword breaks without inflicting damage on the enemy.
Go back and take vour licks.

331. There is enough liquid for everyone in your party to drink.
Write down the nemes of the porson or persons who will drink,
then go to 267. You can stll change vour mind and not drink.
If you decide to leave without drinking, zo to 263.

332. If you have the Chemist talent, make a 3 dice saving roll
on 1Q. If you have the Alchemist talent, make a 2 dice saving roll
on IQ. If you make the roll, go to 359. If you miss the roll, zo
back to 24 and continue.
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333, Everyone who crosses this hex must make two saving rolls
on DX. If anyone missey either roll, go to 173, If evervbody

* makes their rolls, go back to 182 and continue.

334, You find 2 books and | coil of copper wire. You may now

deave (11).

335. You emerge from the east transport gate of Hoom 402.
The contents of the room are unchanged [rom when vou left if.
You have the initiative. If either animal was alive when you left,
it attacks you (237). If both animals are dead, w0 to 342

336. You may search the body (28%) or go back to 182 and
continue,

337. You find 2 coils of copper wire. You may now leave
(83).

338. They yell, “Throw down your weapons!™ You can do
s0(148) or go back to 234 and continue vour fight.

339. You see 3 fighters, one at each F. Roll for their atiributes
from the Fighter Table. They attack. You can leave through
‘gither gate (217) or meet their attack (277).

340. As you turn to leave, the dwarf attacks. ITe has initiative.
Go to 254.

341. Looking closer at the books, you find that somecone has
cut oul the inside of each page to make a carrying hole for some-
‘thing now gone. This damage makes the books worthless. Go back
to 182 and continue.

342. You can search the room (308) or leave (273).

343. He almost slipped on a pool of oll. Anyone crossing G
must make a saving roll. If they make it, go to 182 and continue.
If anyone misses their roll, go to 291.

344, e says, “"ANOTHER omne. Try the fifth level. Now zet
out.™ He pgocs back to work., You can leave (135), attack him
(290, ar ask him what he’s doing (310).

345. All vou can find is & small packuge. Printed on the label
is a picture of 3 four-footed snimal with a back problem. The
package contains small paper cyvlinders stuffed with weeds. What
& strange thing to carry. Go back to 182 and continue.

346, If you left through the west gate, you arc at 95. If you
left through the east zate, you arc at 140,
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347. You feel a burst of agony from the scepter. You realize
that whatever life it held is now gone. You may pick it up (174)
o1 leave (151).

348. You find nothing. You leave (135).

349_Half a ton of rocks drop on the I hex, narrowly missing
the investigating person. This hex must now be treated as a light
rubhble hex. Go back to 182 and continue.

350. The giant has ST 35, DX 10, 1Q 9, Mace (4 - 3), Ma 10.
If you kill him, go to 293, If you run through a gate, go to 316,

351. Nothing happens. Go back to 182 and continue.

352, You fnd nothing. You may leave now. Go to 166,

353. You've just drunk poison. Take 1 + 3 damage. Now go
back to where vou came from.

354. You recognize the stone as a rare magical creature called
a mandrake. [t is carnivorous, attacking by expanding its body into
a very large clam shaped mouth and engulfing its prey whole. You
can investigate the stone fTurther (311), stand stll snd examine
the room from where you are (221), or walk for either secusity
zute (45).

355. You recognize the mushrooms as a species which emits
poisonous spores when stepped on or crushed. Go to 126,

356. They were carrying 2 coils of gold wire. Go to 275.

357.Close the book, the adventure is ended. Since he i no
longer your character, your knowledge of his actions is at an end.

358. The room isempty. You leave (151).

359. The Muid is a standard healine potion. Go back to 24 and
continue.

360, You made it out. Go to 36.

361. You are standing on a hillside facing east. Congratulations!
You have made it out of the complex alive.

Besides normal experience for combal, spell casting, saving rolls,
ete., make the following FP and monetary awards upon return of
the party to their village.

:
'[.

Each coil of copper wire; EP 10; Silver Picces (5) - $80

Each coil of alumimum wire; EP 10; Silver Pieces (3) - $120

Each coil of silver wire; EP 10: Silver Pieces (3) - $200

Each coil of gold wire; EP 10; Silver Pieces () - 5600

Intact weapons: EP 10); Silver Picces ($) - $90 or ITL weapon value
Broken swords; EP 5; Silver Pieces (3) - 520 or % ITL value

- Any other broken weapons; EP 0; Silver Pieces (%) - £5 or % ITL

value

Each intact book: EP 15; Silver Picces (5) - 1000

Explosives (little red candles) - Roll 1 die - On roll of 1-5 EP 0 (de-
fective), Silver Pieces (§) - 30; On roll of & FP 10, Silver Pieces
{5) - 3800



@he Lantasy Trip™

is vanquishing the foe, capuring the booty, braving dangers,
casting mighty enchantments, joining in quests and exploring the
unknown — the romance and mystery of your dreams! THE FAN-
TASY TRIP frees your imagination for an evening of fum and
adventure.

Lt L ek Il & s Lo Rt 53.95
Boxed MicroGame,  Basic (antasy combat. Fierce arena ducls
among men, beasts and monsters with archaic weapons or tooth
and nail,

WIZARD. . ... B T S A S U £3.95
Boxed Microlame. Basic magical combal. Compatible with
Melee. Adds the exciting dimension of magic to arena combat.

INTHE EARYRINTH - oo. oo oevne o8 aial s ane 54.95
Gamg Masters” module.  Hero Talents, adventure swide and
play aids. Requires basic or ADVANCED WIZARD and MELEE
for play.

ADYANUEDN MELEE ... 00 00n0e a5 Do ek te st s i sl 5495
Expanded combat system. MNew materials include @ aiming,
acrigl combat, critical hits, mounts and some new options.

ADVANCED WEZARDY. . . ¢« v oo owns oo o wmais s siaisa $4.95
Expanded magic system. New matenals include higher [Q
spells, alchemy, magic items and a complete guide to adven-
Lure magic.

TOLLENKAR'SLAIR. . .. .. S o i et A e 52.95
Ready-to-play labyrinth. Maps, notes, background and adven-
ture instructions for Game Masters. Requires IN THE LABY-
RINTH and basic or ADVANCED WIZARD and MELEE.

D AT TR s v nrmareh slimaiimen, oy s v et e 5£3.95
Boxed Microguest. First of a line of programmed adventures,
suitable for solo play. Requires MELEE and WIZARD.

DEATHTEIE L - cooies s s sm s ms i s £ 5395
Boxed Microguest. Deadly sequel to DEATH TEST.

GRRIEEIIERY - o e e b it i i i s i 53.95
Boxed Microquest. Players join King Arthur’s Round Table
in their chivalrous search for the Grail.

TREASURE OF THESILVERDRAGON. . . . ... ..... $3.95
Boxed Microquest. Adventurs containg clues to the actual
Iocation of — SILVER DRAGON in the United States!

MICROGAMES

EHTTIME o vooe s sonin i O i e §2.95
Tin.: mh:ll._lpv:nt insects of Chelan war for only one reason—-FOOD,
This tactical masterpiece pits varyving forces of genetivally-bred
H}'Illfnﬂl_ﬂl'-'mﬂ warnors in a harvest blookbath.  Victory s
counted in food and bodies collected for the hive.

NARPWAR . oo g ona o o BEEIREEERER G e oo $3.95
| Players design their nwn ships in this game of interstellar maneu-
ver and combat. Battles are resolved with a umique DICELESS
combat system. Utilizing ship Beam, Screens. Missiles and power
You must UTEUSES Vour opponent 1o win,

L RSO I =, . ... - oo e 53.95
The war is over, all are dead, but no one told the robots. Two
uncomprehending computer compleses continue  producing
simiple-minded combatants as they slug it out. Their idiot crea-
fions need constant reprogramming to even recopmze the foc

IEAER TIELE . .o e s e o £2.95
A sirenge device of the OTHERS cnters the solur system.
The asterowd mining cartels know jts control means domimance.
But, what can this donut shaped asteroid with a blick holy in

E
3 the middle do?
[ BEICKR & BYOMES . .. oo asimmin eetin s s o 52.95

Survival in the Neolithne past was 4 harsh, brutal business. This
same sunulates the development of villages in raids. migrations.
and Mastodon hunts. The primitives with spears. bows, and ases
and direct trained dogs. A remarkable realistw feel.
ANNIHILATOR/ONEWORLD . . . _ . . . ... ....-.. 32.95
Twuo games in one for the price of one! ONE WORLD s 4 hum-
orous, casy-to-learn pame of 3 hattle between two gods for
- control of a planet. ANNIHILATOR puts the Space Marines
against 4 computenized space fort-can they blow jt”

BOMENSION DEMONS ..o 5smeiran s es s v 50 5 5 a0 $3.95
MICROHISTORY GAMES
ROMMEL'S PANZERS - = oieat ol oy §3.95

Hlil?il'lg tanks hattle it ot in North Africa. Under a burning sun
Panzers, Matildas. Crusaders, Stuarts, Grants, and 885 are pitted
in a slug-fest. The first Historical MicroGame.

B RAMSPEEDY . ... ..cisaiiiinn iuioee v iy 53.95

{ This is u fast game of mancuver and combat with ancient galleys.
Lach player uses his ‘point’ allotment o build a fleet of ships,
Fach ship has size, ruwers, hianding partics. and missile weapons.
Comhat includes ramming, Boarding, and shearing.

2

STALIN'STANKS . . . . o oo v e n s mmn s . $3.95



Death awaits from holocansts past. . .
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Jas N'orn was Cidris most rekoowned collector of the
wicrd and bizzare. He had the most, vet wanled more, | .
Mnoren pates to a ruined Earth gave Jas his chance: nuclear
senocide had rained down on the world’s green hills. Burrow-
ing in the rubble, Jas® searchers found a functioning remnant.
[tz technology was strange and its secrets dangerous, Jas knew
he must have it.  Such was the way that the mystery and
death of the SECURITY STATION came to Cidri’s past.
With the Mnoren gone, it now kills on alone.

SECURITY STATION is a programmed fanlagy adventure
that can be played solitaire or by a group. You become
a treasure secker in a menacing relic of Barth's atomic demise.
Creal secrcls and lmmense wealth await the brave invaders
of this strange place. Create and equip vour character and
with a group of hardy friends, you will step into the pul-
sating curtain of multi-colored lights.  There 8 no turning
back, an adventure of fear and intrigue has begurn.

WARNING

SECURITY STATION is a supplementary publication of
Metagaming's THE FANTASY TRIP role-playing game system.
You cannet play this adventure unless you own the Micro-
Games MELEE and WIZARD or the ADVANCED MELEL
and ADYANCED WEZARD rules modules.

Introductory fantasy gaming for 1 to 6 intellipent players

age 12 and up.
Suitable for solitaire play.

Includes mules boollet, die, map and play counters.

Box 15346
1 Austin, TX 78761






