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I hate Texas. Sherman was right when he said if he owned Texas and hell, he'd rent out Texas and live in hell, 'cause it 
was hotter than hell in Texas. I've never been able to see why anyone in his right mind would live there. 

Not only that, the weather is lousy. Ifyou just wait a few minutes, it'll change--and always for the worse. Like yesterday. 
When I woke up in the morning, I was drenched in sweat. I didn't even look at the thermometer, I knew it had to be at least 

25 already. We all piled into the car and took off. It was too hot to use the air conditioner and besides, they don '( work worth 
a damn since freon went the way of the dinosaur. So even if it meant we'd get a facefull of water, we were glad to see a blue 
norther moving in. They always bring the temperature down, for a little while anyway, and if we drove fast and left the win
dows down, the air and spray might keep us cool until we hit someplace decent. 

The one thing we didnt count on, in the middle of Texas in the middle of July, was getting snowed in. "Great," Charlie 
says, "next thing you know we're gonna see some abominable snowmen." 

Come to think of it, that was another thing we hadn't counted on ... 

IMTROD UCTI OM 

There's a good side to everything. For instance, the global warming of the last century or so has melted the polar ice, rais
ing the level of the world's oceans an inch or two-but this also means that the disastrous freezes of the late 20th century which 
almost destroyed the United States' citrus crop have almost disappeared. 

At the moment, however, the PCs might think they'd trade the world's entire stock of grapefruit for a little cool air. They're 
travelling across south Texas in the middle of July. The temperature outside their car is over 45 Celsius, and even with the air 
conditioning running full blast it's sweltering inside the car. With the humid air coming in from the nearby gulf, it's as oppres
sive as only summers in south Texas can be. 

The PCs are travelling on a long, lonely stretch of highway in a county that's larger than some states. They have been trav
elling for some time, and the close quarters, poor air conditioning, heat and humidity are causing them to get on each other's 
nerves. 

The heat is taking its toll on other drivers as well. Most drive faster than normally prudent, from a combination of bore
dom, heat stress and trying to get "poor man's NC" (drive fast with the windows down to keep cool) . Once or twice before 
the storm appears, the PCs should run into an irate driver. Imagining that the party has slowed him down, cut him off or oth
erwise inconvenienced him, he will retaliate with inflammatory comments, obstructive driving, or perhaps even violence. The 

referee should devise encounters appropriate to the situation, 
requiring anything from tests of Vehicle Use (the driver 
swerves in front of them) to small ftrefights (the driver shoots 
.at their car). 

RELOCAllNG lHE AOVENTURE 

Although this adventure is set in south Texas, the 
exact location is less important than the climate. For instance, 
if the referee wants to fit this adventure into an existing cam
paign, it can take place anywhere it doesn't snow in July. In the 
Southern Hemisphere, change the date to mid-January; in most 
areas of the tropics, the date could be anytime during the year. 
Of course, the psychological effect is greatest in desert and 
SUbtropical areas where snow is unlikely at any time of year. 

Natives know that this is tornado and thunderstorm 
weather. Storms often form in the late afternoon, even when no 
weather system is present-but today looks like a typical south 
Texas summer day. Clear and hot. 



At least it does until clouds begin appearing over the northern horizon. These are cwnulus clouds with high tops, bright at 
the top but growing darker as they reach toward the ground--classic thunderstorm clouds. Storms in this part of Texas can be dan
gerous, but they also bring welcome relief from the heat and much-needed rain for the area's vegetable and citrus crops. 

THE LOCAL FORECAST 
If the PCs are listening to the radio, the local stations are primarily Tejano and country stations, some broadcasting in Spanish. 

These are the radio equivalent of corporate television, playing music and broadcasting inoffensive news stories for the proJes and 
migrant workers in the area. Between songs, as the clouds begin to peek over the horizon, the announcer gives the local time, then 
says, "This just in from WeatherCorp, your source for the most accurate weather reports in North America. An unseasonal cold 
front is sending a blue norther our way. Over the last hour, the temperature has dropped 12 degrees in Austin and is falling in 
San Antonio, bringing relief from the heat wave. The front is scheduled to pass through the Brownsville area later this afternoon. 

"The forecast for today: Thunderstorms late this afternoon, with continued rain for the next two days. Highs cooling down 
to the low 30s, with lows in the 20s. Better weather is coming, folks!" The announcer then goes into a corporate pubic service 
announcement and finally returns to the music. 

Thunderstorms are often preceded by cooler air, and as the cool air reaches the player characters and the storm clouds begin 
to occlude the sun, the temperature drops. The car's overloaded air conditioning begins to work better, and suddenly the car is 
more comfortable. The PCs are eventually able to turn off the air conditioner and roll down the windows. 

As the PCs drive on, however, the temperature continues to drop. Usually, at the approach of a thunderstorm, the air cools 
some 5 to 10 degrees. As the clouds continue their approach, the temperature continues to fall, becoming cool, then uncomfort
ably cold--even without the chill factor of the wind going past the car. If the characters have any way of determining external tem
perature they will realize that within the space of an hour the temperature has dropped from 45 Celsius to 7 Celsius--far colder 
than the radio announcer predicted. There are no signs of it leveling off. 

THE BIG CHILL 

As the storm approaches, the wind speed increases and the PCs begin to see lightning and hear thunder. As the clouds 
approach, they can see the precipitation falling from the cloud, but somehow it looks different from the rain they would expect 
from a normal thunderstorm. 

Finally, when it gets close enough, they will be able to see that it is white and falling slowly. It's snowing! Migrant workers 
and the drivers of other vehicles stare in amazement as they watch the flakes fall from the sky. Children scream in delight, even 
as they shiver in their thin summer clothes. 

Sometime in the next hour or two, the PCs must make a decision to either stop and wait for the storm to pass or to keep going 
and try to get through it the best they can. If they decide to stop, they will have problems: The few motels along this stretch of 
highway are already full, and the owners are turning people away (or charging lodgers an outrageous sum-say, $500 each--to 
stay). The local residents' homes, most of them tar paper shacks, will offer no real shelter from the storm, though the residents 
will be more than glad to take lodgers at no cost. 

If the PCs decide to drive on, they meet the storm well outside any cities. At first the snow is a minor annoyance; the PCs 
can manage by turning on the cars heater, and the road is still warm enough to melt the snow as it lands, even though it soon 
begins to stick to the land on the sides of the road. In fact, the scene is pleasant enough, if somewhat surreal. As freeze alarms 
sound and workers rush to attempt to save the crops on both sides of the road, families stop to have their pictures taken in the 
snow-covered orange trees. Children with no winter clothing rush around, throwing snowballs at each other and building snow
men. 

Soon enough, however, the scene turns into a nightmare. As the snow continues to fall, the temperature continues to drop. 
The children begin to shiver and cry. Families huddle in the cabs of their pickup trucks-the truck's heater their only available 
source of heat. Workers rush to hose down the crops, hoping to save them by covering them with a layer of ice (which will be 
warmer than the outside air). 

The roads, wet from the melting snow, quickly begin to ice over as well. Vehicles not prepared for the ice begin to skid out 
of control. Some drivers slow down or pull over to the side of the road; others, driving like the roads were clear and dry, skid off 
the road or into the path of the PCs' car. From the time the PCs first encounter the ice, have them make an Easy test of Vehicle 
Use (Wheeled) for every five minutes they continue driving; after an hour, have them make an Average roll every 
minute. A failed roll means the vehicle skids out of control and into a ditch; an Average test of Mechanic or a Difficult test of 
Vehicle Use (Wheeled) is necessary to get the car out of the ditch. (If the PCs are in a plane, the plane is forced down; a train will 
stop in its tracks, unable to proceed due to the heavy snowfall.) 

Whether the PCs stay with their vehicle or find shelter somewhere else, they will face a fundamental problem: how to keep 

.~. 




warm. Six hours ago, everyone in the area--including 
anyone the PCs might be staying with and any other 
drivers on the road--was worried about how to cool 
off in the oppressive Texas heat. Now they have to 
figure out how to survive the cold. (When the PCs are 
forced--or decide-- to stop for the night, the temper
ature outside is -6 Celsius. After that, it will continue 
to fall, but slowly--perhaps one degree every eight 
hours.) PCs will only have blankets, stoves d other 
cold-weather gear if the players specifical 
before the adventure that their PCs are carryi 
items. 

If the PCs have survival gear, waiting the sto 
out is an Easy test of Constitution. Otherwise, it 
becomes a Difficult test of Constitution. Failing the 
test means a character suffers 1-3 points of damage 
to the chest per 15 minutes of exposure. This test is 
necessary if the PCs are taking cover in an emer
gency shelter, migrant shack or their vehicle, but not 
if they are in a pennanent building such as a motel. 

Although they will not be in immediate danger if l~E~~~~~~~!!!f!~~~~J 
they've taken shelter in a building, they will be ~ 


uncomfortable. Heating systems are mostly inade
quate. In fact, many buildings have no central heat at all. It's unnecessary in this part of the world. 


The referee should have the characters announce their actions in getting out of the storm and take any resourcefulness and 
ingenuity into account in modifying the die roll for the test. 

FURTHER INFORMATION 

If the PCs have managed to secure ~easonably comfortable accommodations (in a motel room or house), the referee should 
strive to create a feeling of c1austrop1wbfa and cabin fever. Going outside is unwise, but staying indoors is stifling-and by the way, 
did the PCs think to buy any food? 

If they've managed to obtain shelter indoors, the PCs will have access to a TV set. Most of the channels are carrying their 
usual mix of soap operas, celebrity news, exposes and similar drivel, but one will be of interest to the characters-WeatherCom, 
"all weather, all the time." As they come across the channel, a vapid announcer is giving a rundown of the weather in North 
America. The PCs should immediately notice that temperatures everywhere in North America are in the teens to 30s, including 
in Texas--in fact, everywhere but in a small area centered on their location. 

"The big weather story at the moment, of course," the announcer continues, "is that freak area of cold in south Texas. The 
rainstorms that have plagued the midland for the last few days are turning to snow there, with patches of sleet and hail on the out
skirts . Temperatures are even colder as the stonn. intensifies farther south. Here heavy snowfall and freezing temperatures are 
bringing transportation to a standstill. So far, meteorologists have no explanation for this bizarre weather, as crews have been 
unable to approach the area. We expect to know more in 12 to 24 hours. An Air Force reconnaissance jet is going up to investi
gate. We'll give you more on this severe weather situation as it develops, but now it's time for your local forecast." 

Normally at this point the station would give a brief weather forecast, but at the moment the TV screen simply says, 
"Forecasts suspended due to abnormal weather conditions"-meaning the local meteorologists have given up. Immediately after
ward, however, a display of the local weather radar shows the extent of area precipitation coverage. Several kilometers north of 
the pes' location, according to the display, there is an area of color that indicates severe precipitation--the color usually reserved 
for tornadoes and the most severe thunderstorms. The area is blinking on and off like a beacon. 

This should make the PCs curious. If they look out the window (or step outside and look) in the direction the radar indicates, 
they will indeed see an area of very heavy snow-and they will also see a hairy, humanoid figure shambling off over the hill that 
seems to be the center of the heaviest snowfall. It looks almost human, but is covered with thick, white fur and does not appear 
to be wearing any clothes. (If the characters investigate within about a half-hour of the sighting, see "Stand of the White Wolves" 
on page 6. 



FROM THE SHELTER 

If the player characters have had to improvise shelter, they should suffer a bit, but not die (unless they do something stu
pid), before they hear an unearthly howl, similar to a wolfs howl, but throatier. The howl is coming from the direction of the 
heaviest snowfall, just over a hill from the player characters' position. If they look closely, at the top of the hill they can see a 
creature that looks like a wolf (they will have to make an Average test of Observation to see the wolf, because its white pelt 
blends in with the snow), but its muzzle seems unusually short. 

As the PCs watch, they see the wolf tum as a figure steps toward it. The figure is humanoid, but tall, and looks like it is 
completely covered in white fur. The humanoid and wolf then disappear over the hill, in the direction of the heaviest precipi
tation. An attempt to follow or track these creatures takes the characters to "Stand of the White Wolves" below. 

WHEN ALL ELSE FAILS 

It is possible that the player characters 
will be completely stuck, with no winter 
provisions and no way of leaving their shel
ter. (Even worse, they may be in danger of 
freezing to death after having failed their 
Constitution test.) If this happens, help 
arrives in the form of Jon Sailer (see sidebar 
at left). 

Jon's identity can be changed to fit the 
situation. If the PCs are in their car or anoth
er improvised shelter, he is a textbook good 
Samaritan who just happened to see them 
and stopped to help. If they are staying in 
one of the tarpaper shacks alongside the 
road or in a hotel, Jon is a fellow traveller 
seeking refuge from the storm. Jon's role 
could also be filled by a generic or solid 
contact that happens to be nearby in a posi
tion to help. In this case, the winter clothing 
mentioned below will be available at half price. 

In any case, Jon talks to the player characters, says he has a friend that might be able to help them out with some winter 
clothing-for a price. If necessary, Jon will offer the use of his vehicle, a simple ATV. 

Jon's contact is located a mile down the road, toward the thickest part of the snowstorm. To get there safely requires an 
Average test of Vehicle Use (Wheeled). If this task is failed, Jon's ATV skids off the road into a ditch, and they must walk the 
remaining distance. 

The contact has parkas, gloves and boots for the entire group at a cost of $200 per person. The price is high, but the play
er characters' need is great. If the group doesn't have enough cash, the contact will barter at half the listed value of the trade 
goods. 

Jon is very familiar with the local area and can help the PCs track the wolves and hairy humanoids. The weather doesn't 
bother him, he explains; he lived in Alaska for two years. 

STAND OF THE WHITE WOLVES 

When the player characters decide to go out and investigate, they will see tracks in the snow, if they arrive within half an hour 
after the appearance of the wolves or humanoids. After that time, the tracks begin to be covered by snow and will require an 
Average test of Tracking to spot. After about two hours they are completely covered. This is a mixed set of tracks, with both canine 
and oversized, human-type footprints . The human prints show that the maker was barefoot, has a foot about 35 centimeters long, 
and has flat feet. The canine paw print has six toes. 

As the player characters investigate, they hear a growl behind them, then one to the right. As they tum, they see a group of 
wolf-like creatures surrounding them. There are twice as many wolves as there are members of the party, and they are slowly 
advancing, closing the circle. 



If Jon is with the party, he screams, bolts and runs. One of '-n-~.J 
the wolves immediately attacks him, knocking him to the 
ground and biting as he screams. (If any of the PCs try to 
escape, the wolves will attack them as well.) 

The wolves fight until either all of the wolves or all of the 
player characters are dead . 

Once the attack has been resolved and the party has taken 
care of its wounds, it is a simple and obvious matter to find the 
tracks the wolves made when encircling the player characters. 
It will require an Easy test of Tracking to follow them back to 
a small opening in the side of a hill. However, while this open
ing provides good passage for the wolves, it would be much 
harder for a human to use this entrance (an Average test of 
Agility), and it would be clearly impossible for the large, shag
gy humanoids they've been tracking to do so. 

Any player character that realizes there must be another 
entrance, if the shaggy humanoids live here, may attempt an 
Easy test of Observation skill at this point to notice another set 
of tracks. A PC party that does not make this logical connection 
must instead roll an Average: Observation test in order to spot 
the tracks. 

Success in either case reveals another set of wolf tracks 
leading off around the hill, requiring an Easy test of Tracking to 
follow. After a while, this set of tracks is joined by more of the 
humanoid tracks, and together they lead to another cave about 
one-fourth of the way around the hill from the wolf entrance. 

This cave is just over a meter wide by three meters tall, wide enough for two humans Lo enter side by side, and is set at the foot 
of the bluff that forms this face of the hill. The concentration of tracks leading to this cave indicates that it must be the main 
entrance to whatever kind of base this is. 

While the PCs are following the tracks around the hill, the wind blows unusually bitter and cold from the top of the hill. If 
they look carefully through the blowing snow and darkness (an Easy test of Observation, but they must specifically state that they 
are looking for something at the hilltop), they will be able to see a black, crystalline shaft about four meters tall at the hill's sum
mit-right in the center of the strongest portion of the snowstorm. 

If the PCs try to climb the hill to get to the shaft, they will fail. Even if the snow weren't blowing, the air would get colder 
and blow harder the closer they got to the shaft, increasing the windchill factor to well below -75 Celsius. They should be able 
to figure out that the crystal column is important-but the answers lie in the cavern ahead of them. 

INTO THE EARTH 

Upon entering the cave, the PCs will see that the cave has limestone walls coated with a layer of ice, and floors of well-packed 
snow. The passage slopes down for about 50 meters, then turns to the left. Light shines from beyond the turn. 

The ice and snow that cover everything refract and scatter the ambient light, suffusing the entire passage with a blue glow. Any 
sounds that the player characters make are muffled by the snow-covered walls close around them. After tbe howling, biting wind 
outside, this area seems peaceful, even momentarily reassuring. 

The player characters also notice that it is wanner here. Although the temperature is just below 0 Celsius. the absence of wind 
makes the temperature tolerable for anyone wearing cold-weather protection. 

THE CAVE COMPLEX 

The cave complex is mapped in detail on page 8. The characters start out at the "x" at the bottom of the map. The following 
notes apply to all areas in the complex unless otherwise indicated. 

The surfaces of the caverns are coated with ice. For the most part, the floors are icy as well, although portions of the floor in 
the central and portal areas are muddy from the effects of the constant activity. Ceilings are three to five meters high . The rooms 





are irregular in contour, with enough niches in the walls and irregularities in tbe floors to allow player characters to move stealth
ily. The edges of the rooms have numerous alcoves and concealed spaces, created by the ice-covered stalactites, stalagmites and 
columns that line these areas. It is possible to sneak most of the way around the perimeter of these rooms by Slipping from one 
such hiding place to the next, based on the completion of the appropriate Stealth test (see "Sneakin' Around," page 10). 

The "corridors" between the rooms are more properly thought of as cavern tunnels, as ice-encased boulders, columns, and 
other formations similarly break them up. These corridors average five meters wide and are frequently split into two or thr~en r
rower passages by these obstacles, allowing PCs many options to slip out of the way of a passing corporate or yeti group. 

While passing through or spying on other locations from these corridors, the party is subject to encountering corpora and 
yeti wa.ndering by in the course of their business. For eve?, fi~e minutes, roll lD20. 1-4 indicat~s a pas.sing corporate, 5-9 a ass
109 yetI, and 10- 20 no encounter. The corporates and yetI wtll make no effort to move stea1thtly, so If the characters are main
taining any kind of lookout they will have plenty of warning to attempt to hide (see Sneakin' Around, page 9, for Stealth tests). 

All of the caverns are well lit, though the lighting appears to be chemical rather than electrical. 

YEll REACTIONS 

For the most part, the yeti will ignore the humans. They will notice the humans, but tend to shoo them away rather than attack 
them, treating them as nuisances, not menaces. If the humans attack the yeti, however, the yeti will fight back. If any yeti witness 
a PC assault on a wolf or yeti and gets away to report it, the yeti will spread the word that these humans are dangerous and need 
to be eliminated. From that point, the yeti will attempt to eradicate them on sight, but will not actively seek out their prey. 

This is because the yeti can't tell one human from another. The yeti will simply assume that the Pes are wandering corpo
rates . 

WOLF REMTIONS 

The PCs will not encounter any wolves wandering loose inside the cavern complex. The wolves perform the role of guard
ing the outside of the complex by attacking any intruders who come near, but within the caverns they are kept either inside a 
closed-off kennel or on leashes, controlled by yeti handlers. 

However, for the sake of completeness, the referee should know that the wolves know all the corporates by scent, and would 
recognize any Pes as intruders and attack immediately. So long as a general alarm bas not been raised, wolves under the control 
of a yeti handler will be restrained from attacking the PCs, as the handler would assume that they were mistakenly attempting to 
attack wandering corporates. Once the alarm has been given, however, a yeti handler would slip the leashes and allow the wolves 
to attack. 

HUMAN REACTIONS 

Any human encountered will immediately recognize the humans as intruders and raise a general alarm. If a human NPC suc
ceeds in raising a general alarm, activities in the base will continue to proceed as described on the next few pages, but with the 
important addition that all NPCs will be on the lookout for intruders, raising the difficulty of each of the various Stealth tasks 
described below and In "Sneakin' Around" by one level, except for those which are already Difficult, which will remain at that 
level. 

All l1Umans in the complex are armed with Browning HP-35 automatic pistols and stun wands (see page 17). 

THE FOyER 

This area is smaller than most of the caverns-only about 10 meters square-and is empty except for its current occupants: two 
ice wolves and their yeti handler. Th.ey are silent, and will not be detected by the PCs before rounding the comer. As the PCs 
round the comer, the first in line will come face-ta-muzzle with one of the wolves, who yips, jumps back, and then springs for 
the attack. 

However, to the PCs' surprise, the yeti hauls the wolf in, preventing it from harming them. The yeti is clearly not interested 
in harming or obstructing them. They are free to pass into the cave system, should they overcome their surprise and attempt to 
do so. They may then wander the base at will, so long as they are not seen by the corporates or caught in the act of harming the 
yeti. 

If, however, they respond too quickly and fire on the wolf or yeti before seeing the response, the yeti will deduce their hos
tile intent and loose the wolves, and attack the PCs himself. In this case, the Pes must not only quickly eliminate their opponents, 
but also dispose of the bodies and other evidence of the fight. Failure to do so will result in the general alarm being raised. 



THE CENTRfl,L CHAMBER 

This is the large cavern that connects the others together. 
As the pes look in here, they will observe yeti and humans 
bustling through here constantly. 

There are humans passing through here approximately 
every five minutes. With some timing and a successful Easy 
test of Stealth, the pes will be able to cross, only being seen 
by yeti. 

However, no sooner have they entered this area when they 
bump straight into a yeti, its fur slick with blood, carrying two 
mangled human bodies, one in a business suit and the other in 
technician's coveralls. Unless the pes respond, the yeti will 
walk right past the group and proceed toward the wolf kennel 
(see map). The bodies are of corporates who rebelled against 
their Dark Minion master and are now wolf food. 

There are six entrances other than the one through which 
the pes entered. 

THE GREENHOUSE 

This room is crammed full with meter-wide tables, all of 
which are virtually concealed beneath a load of hydroponics 
tubs. A few plants are rooted in soil. Some of the plants will 
be recognizable to the pes, but many will be alien, ranging 
from tubers that resemble bright blue carrots to plants that 
look like a shrub that had been uprooted and replanted with its 
leaves in the soil and its roots quivering weirdly in the air . . 

There are three yeti going up and down the aisles, tending 
the plants. Occasionally, one of the yeti will tear off a leaf or 
piece of fruit from a plant and eat it. 

These plants serve as food for the yeti in the compound. 
Some of them are still experimental--which explains why one 
tank has a bunch of daffodils (the yeti tried them and liked 
them), a clump of pampas grass (which they haven't tried yet), 

and some cacti (which are caving in and dying). 

THE "'E55 AREA 

This is a lounge, with one large and foursmaller round tables. Three to five chairs surround each table. When the pes first 
visit, ten humans are sitting at the tables, and eight yeti on the floor. The yeti are eating from bowls piled high with plant matter 
while the humans are eating prepacked military rations. 

On the large central table are stacks of rations packets and large bowls of plant matter. Momentarily, a human arrives from 
the central area bearing refills for this table. 

If the pes enter this area, they will almost certainly be seen by the humans (a Difficult test of Stealth to avoid). 

THE BUNK AREA 

This area is ftlled with bunk beds separated by a light privacy screen running east-west across the middle of the room. The 
beds south of the screen are obviously for yeti. These are made from logs, with hollowed-out depressions to lie in. Some of the 
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beds have straw or grass for padding. If all of the beds were in 
use, there could be as many as 500 to 600 yeti in the station, but 
the numbers the player characters have seen so far indicate that 
the actual number is probably closer to 20 or 30. pes may 
deduce the fact that the station is expecting more yeti . 

Waking a yeti from a sound sleep is not a good idea. If the 
pes watch long enough, one of the yeti will come in, shake a 
sleeping yeti, then spring back as a massive, hairy fist flies at 
him. If the player characters try this on their own without first 
seeing this example, the surprise of the yeti's instinctive 
response requires an Average test of Agility to avoid being 
struck. Damage is 2D10, and the yeti will rouse to full wakeful
ness in 1-4 combat turns. . 

The beds north of the screen are standard corporate securi
ty (read: military) issue. The pes will have seen a power cable 
along the corridor between this room and the portal area. Each 
of these bunks has a smaller cable leading from it to the power 
cable. 

Each of the corporate bunks also has a small, glowing rod 
sticking out of a receptacle in the base of the bunk. These are the 
stun wands (see page 17) the corporates carry for security, and they are being recharged via the cables beneath the bunks that lead 
back to the heat exchanger power source in the portal area. If a pe touches the rod anywhere in the glowing area, he or she suf
fers the effects of a stun wand hit (see page 17). All of the exposed areas of the rods are glowing; in order to grab one safely, a 
pe must press a raised knob just above the rod, which exposes the handle. 

THE STOREROOM 

Equipment of all sorts is stored here, divided into human supplies on the north side of the room and yeti supplies on the south. 
The human supplies include over-the-counter medication, military rations, blankets, spare uncharged stun wands, and even a few 
boxes of Browning HP-35 ammo. 

Yeti items include wooden bowls, empty plant pots, and various shovels and pick-axes. 
Four yeti guard the storeroom but will not hinder or try to stop the player characters unless they see them trying to leave with 

an item of yeti supplies. If this happens, the guards will attempt to take the item back, roughly handling the pes if necessary. If 
the pes succeed in leaving the storeroom with a yeti item, the guards will spread the word that the item needs to be returned, and 
that there are unauthorized intruders in the cave complex. 

The yeti will not object if the pes take any human items, however. 

THE KENNEL 

The yeti keep their wolves here. Though the animals prefer to hunt and roam on the outside, the area outside the cave was 
too hot for them until the heat exchanger (see page 17) was activated. They now roam freely on the outside, but return here to 
sleep and be tended by the yeti. The rear wall contains a fissure, which leads to the wolves' private entrance on the surface, which 
the pes discovered earlfer-:Tney are confined to this area by a barred metal gate at the end of the corridor, next to which hangs 
several leashes. 

When the pes approach the kennel, the wolves begin to howl, filling the cavern with their din. The pes will probably think 
that they've been discovered, and try to hide. However, so long as the alarm has not been raised, the worst that will happen is the 
yeti handler arrives in one minute, sees the pes, then bellows deafeningly at the wolves to stop hOWling. 

If the alarm has been raised, and the pes are not hidden, the yeti will know they are intruders, and attempt to open the gate 
and loose the wolves on them. 

There are 28 wolves currently in the kennel, some of which are gnawing on bones and bits of fabric, Two wolves are actu
ally playing tug of war with a red piece of cloth that looks like a necktie. (If the pes look closely, they can see that this is all that 
remains of the corporate bodies thrown in earlier.) Other wolves are out roaming the countryside. 
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POR1p.L AREP. 

The central area is circular and about 100 meters across. A tunnel extends out from the east wall (to the data banks, see 
below), and a large secondary chamber (the control area, also below) extends out of the northwest side. In the center of the room 
is a large metal platfonn SWTounded by equipment and power cables. To one side is a large control console with a number of 
chairs behind it. This is the dimension door and its control and power equipment. 

PCs who succeed at an Average test of Intelligence will realize that this room is immediately beneath the crystalline column 
that they spotted earlier. The four artificial columns surrouding the platform do not merely support the ceiling. Judging from the 
power cables leading out of them to the equipment and the fact they go through the ceiling indicates they lead to something 
else--and their robust size indicates that something else is very heavy. A Dffficult test of Physics will allow a player character to 
suspect that the column is actually drawing energy from the environment to power this equipment, and the cold they experienced 

is the result of that loss of energy. 
If the PCs remain hidden, they will see the dimension door in action. As the PCs watch, human technicians at the console 

watch monitors, press buttons, and do other similarly scientific things. A set of lights above the platform begins to emit a deep 
blue glow, and the outlines of a piece of machinery appear on the platform. It appears to be somewhat unreal, sort of hazy. One 
of the techs makes some adjustments at his console, and the "envelope) widens to include the entire piece of equipment. As the 
PCs watch, the equipment solidifies, then appears on the platfonu. As various technicians dismantle the machine, two yeti begin 
moving the pieces off the platform and toward the control area. This example will show that the envelope size can be shrink and 
enlarged at will, it must be possible to even make the envelope the size of the room. 

After the newly arrived equipment has been cleared from the platform, the techs operating the control equipment change the 
settings; Two other yeti get on the platform, the lights come on again, and the yeti on the platform fade out then disappear. 

If the PCs find and understand the instructions in the computer data banks, they will be able, with some trial and error, to use 

the dimensional portal. 
This dimensional portal is tied to a similar platform in the ice dimension that is home to the yeti, ice wolves, and the Ice 

Daemon. Anything sent to or brought from there must go through these two platforms. 
If the PCs enter the main open area of this room they will be spotted unless they make a Difficult test of Stealth. To observe 

the portal's operation otherwise, the PCs must watch from the corridor or from behind and among the stalagmites and columns 
around the edge of the room as described In "Sneakin' Around," page 9. If the PCs are spotted here, a general outcry will go up. 
In that case, refer to "The Final Battle" on, page 13. 

THE Di>.lA BANKS 

This room contains several large computer consoles hooked into large processing units. Any PC with Computer Operation 
or Computer Empathy will recognize this place as having the same layout and equipment as a corporate data storage facility. A 
player character recognizing this would know that such facilities typically include computerized operations summaries and train
ing procedures for equipment and tasks appropriate to that facility. 

Within the computer, available through a Difficult test of Computer Operation or an Average: Computer Empathy task, are 
operating instructions for use of the dimensional portal generator. The reason for the difficulty of the task is because the time 
required to find the information, read, and learn it makes it very likely that the PCs will be stumbled upon by one of the corpo
rates during the attempt. If one or more of the PCs can distract the corporates, the difficulty of the task will be one level lower. 

Use of these instructions requires an Electronics skill of 4+ to understand enough to even try, and is then an Average test of 
Electronics skill. 

THE CON1ROLAREA 

This room is an extension of the portal area. There are consoles spread throughout the area with human technicians sitting at 
most of them. One of the central features of the room is a "war board," looking like the glass plotting boards familiar to those 
who watch World War II movies. One side depicts the southern half of North America, while the other shows a foreign land mass. 

Gathered in front of this board are three humans in cold suits and a one-meter-tall creature. This creature has fur over half of 
its body. The parts uncovered are scaled and chitinous, as if the creature were a large, furry insect. When it speaks, it is with an 
audible hiss, its voice coming from beneath a proboscis adorned with three-inch fangs. This is the Ice Daemon. 



As the pes watch, the Ice Daemon speaks quietly to one of the humans. To hear requires an Average test of Observation. It 
is speaking of plans to expand the operation to all areas warm enough for the heat exchangers to operate. As it speaks, it makes 
motions across the map, and small red lights go on to show future sites for the exchangers. 

The pes should rapidly come to the conclusion that they need to stop this right away-if they don't, not onJy will American 
agriculture be ruined, the planet's weather patterns will be changed, very possibly making the entire continent uninhabitable--by 
hwnans, at least. 

If the Ice Daemon is attacked or if the pes are spotted, it will screech orders to the six humans in the room. Then it will leap 
into the portal area and step through the portal. One of the human techs will hit an alarm, and the pes will shortly hear the howls 
of approaching yeti. If this happens, see "The Final Battle", below. 

THE REAL STORY 

Though the hwnans or yeti may seem to be in control, the power actually lies with the small creature, the highly intelligent Ice 
Daemon. Several months ago, this small but brilliant creature entered this dimension through a dimensional portal. Through its 
empathic powers, it quickly took over a small megacorporation. Using scientists and technicians from the corp, it set in motion 
a plan to alter the climate of the Earth. Once complete, this change would allow it to dominate the entire world. 

'rHE FINAL BATTLE 

The Ice Daemon has leapt through the portal, having given orders to kill the pes. Six humans are present in both the control area 
and the portal room at the time. Every combat tum, a yeti enters the fray from the central chamber. The humans are armed with 
Browning HP-35 automatic pistols and stun wands. Of the humans, half are Novice technicians and the other half are Experienced 
security personnel. 

After two combat turns (one minute), the portal will begin to shimmer and the shadow of something really big will appear 
on the platform. It will take one tum to coalesce. This is an Ice Wyrm, sent by the Ice Daemon to wreak. havoc. It will appear and 
begin killing indiscriminately, tearing Its way toward the pes. Any surviving corporates and yeti will scatter, running from the 
room in panic. 

If the pes run from the Ice Wynn, go to the "Retreat", page 14. 
If the PCs do not run, it is unlikely--given the incredible size 

of the creature--that any of the pes will care to face it in a stand
up fight. Rather, they will most likely dodge about behind equip
ment and ice columns, taking potshots at it with their weapons 
while trying to avoid its attacks. This sort of dodge-and-fire 
combat will eventually enrage the Ice Wynn (the referee should 
decide how long this takes, timing it to be dramatically appro
priate). Once enraged, it will begin bellowing and thrashing 
about with its tail, knocking over anything standing, including 
the four heavy power columns. The PCs should notice the first 
column go down, then as the second goes down, they hear a 
groaning and rumbling sound. When the third goes down, rocks 
start falling from the ceiling, hitting and further enraging the Ice 
Wyrm. From this point, there will be one combat tum before it 
knocks down the final power column and precipitates a cave-in 
that buries it and the heat exchanger controls under several tons 

of rock and Ice. 
Once that happens. a hush will fall over what remains of the 

room, and the pes will find that a hole has appeared in the ceil
ing. and the crystal heat exchanger column has fallen through it, 
the column's base now resting on the cavern floor. Most likely, 
the pes will assume the adventure is over at this point, but they 
are wrong, because the rod continues to function. (In fact, the 
pes immediately begin feeling the cold, taking 1 point of dam
age to each hit location every minute they remain in the room.) 
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DARK CONSPIRACY 2ND EDITION 

TURNING OFF THE CONTROLS 

If the pes do not assume the heat exchanger has ceased functioning, and they decide to ensure that it is turned off, they will 
have to dig out the buried controls. Remembering the controls' location in the collapsed room requires an Average test of 
Intelligence; digging them out requires an Average test of Engineer or a Difficult test of Strength and takes 15 minutes. 

Once the controls have been dug out, the pes can attempt to deactivate the heat exchanger. The best way to do so is to set it 
to backftre (a Difficult test of Electronics). Another suggested method is to short it out by laying something conductive across the 
power leads to the crystal column. To get to the leads requires another Average test of Intelligence to remember their location, 
followed by a repeat of the tests above to dig them out once again, the digging process requires 15 minutes. Another method 
would be to blow up the rod. This requires large quantities of explosives and a remote detonator. To rig the equipment to explode 
requires an Easy test of Demolitions, assuming, of course that the pes have the equipment available. 

A more creative possibility is to open the dimensional portal, then set it to gradually swallow the area, giving the PCs time 
to escape. Again, 15 minutes will be required to dig the controls out. When the portal swallows the support machinery, the power 
is cut off, causing the portal to collapse the machinery still inside it, including the crystal column. Setting the portal in this way 
takes five minutes and requires an Average Electronics Test using the instructions from the data banks. 

Any of these options will cause the entire installation to destruct spectacularly. As the pes escape, the entire complex will 
shake and rocks will fall constantly from the cavern roof. Once outside, the pes will see the entire complex collapse, then 
explode. The air will begin to warm at once, becoming normal Texas weather within an hour. All the snow and ice will melt to 
slush and then to water, soaking quickJy into the desert ground. 

The threat will be over, but the Ice Daemon will have escaped into its home dimension. It could be gone forever, or it could 
return to cause more trouble in another adventure at the referee's option. 

RETREP.1 

If the player characters run from the Ice Wyrm when it first comes through the portal, they will successfully get out of the 
complex to be pursued by a large number of yeti, wolves, and the Ice Wyrm itself. Every 20 minutes, either a patrol of five yeti 
with five wolves, a patrol of 10 wolves, or the Ice Wyrm will attack them. Which is encountered is up to the referee. 

If the pes retreat after the Ice VVyrm has caused a cave-in, but without having ftrst destroyed the heat exchanger themselves, 
then the cavern will collapse, but the weather will continue to grow colder and the PCs will need to return and shut off the 
exchanger. They will find the crystal column lying amid a circle of collapsed stone. It will be exuding black light and throbbing 
audibly. The only way to destroy this column is to crack it (blow it up) with explosives. If the pes have none, they can go back 
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to Jon's contact. He will sell the PCs enough explosives to do the job, but will charge an exorbitant amount. The precise cost and 
the amount of explosive necessary are up to the referee. In the time since the PCs were last here, the temperature has grown 
extremely cold. As the PCs approach the column, they will feel this coldness progressively more severe; once within 10 meters 
of the column, each player character takes one point of damage to every hit location every combat phase. Once the PCs get to 
within three meters of the column, up from the ground will burst a seriously wounded--but really angry--Ice Wyrm. It survived 
the cave-in and is none too happy with the PCs. It will fight to the death. During the fight, it is possible to maneuver the creature 
into tromping on the column and cracking it. If this happens, a huge amount of energy discharges through the Ice Wyrm and up 
into the clouds. When the brilliant light clears, all that remains is a scorched mark on the ground where column and monster used 
to be. 

If the PCs kill the Ice Wyrm, then they must blow up the column in the manner described above. 

AWARDING EXPERIENCE 

Experience awards for this adventure are modest. For successfully completing the adventure, each PC should get between 2 
and 3 skill experience points and one initiative experience point. If a player character chose to take Jon as a solid contact, give 
him or her an additional experience point. Any other awards are at the referee's discretion. 

ICE WOLVES 

Attacks: 95% 
Move: 15/30/60 
Initiative: 5 
Strength: 6 
Constitution: 5 
Agility: 9 
SkiIVDam.: 7/2D6 
Hits: 18/28 
# Appearing: 2D6 

These creatures resemble Earth's arctic wolves, with a few 
subtle differences. 

The most noticeable difference to anyone familiar with wolves 
(an Easy test of Biology) is that the ice wolf has a shorter and thicker 
snout than its Earth cousin. 

Yeti value their wolves as guards and as pack and sled animals. 

YEll 

Strength: 12 
Constitution: 14 
Agility: 8 
Intelligence: 5 
Education: 2 
Charisma: 4 
Empathy: 2 
Initiative: 2 
Move: 2/8/15/30 
SkilllDam.: 6/2DlO 
Hits: 601120 
# Appearing: lD6 



These are the "abominable snowmen" of legend. They first showed themselves in the mountainous regions of Tibet. Legends 
spread quickly to China, surrounding countries, and as far as the U.S . (Sasquatch or "Bigfoot"). They are the denizens of an ice 

dimension. 
Although immensely strong and therefore dangerous to humans, the yeti are none the less seen here to be herbivorous. 
These creatures are known to keep company with animals, wolves in particular. The "wolves" associated with yeti are not 

Earth wolves at all, but rather a similar species native to the yeti's ice dimension. 
The yeti have few goals of their own, and are seen here as servants of more powerful ice beings. They are comfortable in 

temperatures below 5 Celsius, but can survive in temperatures of -25 for short periods of time. They are as comfortable in bare
ly freezing weather as in biting temperatures of -40 or lower. In fact, they grow more active at the lower temperatures. 

Its white fur allows the yeti to blend easily into snowy environments. This natural camouflage allows the yeti to attack by 

surprise even in clear weather and on moderately flat ground. 

THE ICE DAEMON 

Strength: 3 
Constitution: 3 
Agility: 12 
Intelligence: l2 
Education: 7 
Charisma: 2 
Empathy: 16 
Initiative: 6 
Move: 4/12123/40 
Skill/Dam.: 1O/8p2 
Hits: 30/60 
# Appearing: l 

This small creature is native to an as yet unexplored ice dimension. It cannot survive long in temperatures much above freez
ing, and for this reason it needs to install a network of heat exchangers if it is to dominate Earth. Though it has had immense suc
cess due to its great empathic powers, it is not equipped for mass combat. For this reason, it employs its massive slave, the Ice 
Wyrrn. 

The Ice Daemon physically appears to be some sort of fanged insectoid with large tufts of white fur and a thick blue-gray 
chitinous shell. It appears like nothing else seen on Earth. 

Its goal is the conquest of the Earth. If defeated here it will escape to its home ice dimension to plot a new strategy. The strug
gle against the Ice Daemon is nol over yet. The PCs will find that they must keep an eye out for unseasonably cold weather for 
the rest of their lives. 

Though highly intelligent, the Ice Daemon's talents do not lie in the technical area. Thus, it frequently employs human aid. 
This aid is supplemented by that of its lesser servants, the yeti. 

THE ICE W'1RM 

Strength: 30 
Constitution: 30 
Agility: 5 
Intelligence: 1 
Education: I 
Charisma: 2 
Empathy: 6 
Initiative: 5 
Move: 3/10/20/35 
SkiUJDam.: 7/SDlO 
Hits: 120/200 
# Appearing: 1 



This huge monstrosity is the slave of the Ice Daemon, who uses it to fight battles in its stead. Ideal! y suited to this purpose, 
it has huge claws that inflict vicious wounds and a powerful tail studded with knife-like projections, and is very nearly invulner
able. 

Nearly mindless, this creature has no concept of pain or surrender and will always fight to the death. Due to its low intelli
gence, it also has no concept of allies, and will kill indiscriminately once given the command to fight. 

In appearance, the huge, spiky Ice Wyrm retains the insectoid resemblance of the Ice Daemon and shares the same white and 
blue-gray coloration, but is 10 meters tal! and has a snake-like shape. Its long muscular body is armored with sharp, chithous 
plates, and ends with a spiked tail that it lashes as a weapon. It has only one pair of limbs, which are attached to its erect fore
body, as hand/claws. Both of its limbs are covered with wickedly sharp, spiked projections which resemble scythe-shaped icicles. 

When seriously injured or extremely confused, this creature will fly into mindless rage, striking out in all directions and 
destroying all objects within reach. Without its diminuitive master, this creature would be a mindless killing machine with no 
direction at all. 

ICE DIMENSION D{!.RKTEK 

Heat Exchanger: The heat exchanger is a fairly complex piece of machinery. The most visible portion of it, until the PCs 
entered the caves, was the crystalline shaft. The shaft appeared black because the reactions inside it cause it to absorb light. 

The shaft acts, like an antenna, transferring the molecular motion of the surrounding air into itself and converting that kinet
ic energy into electricity and other forms of power. This, of course, has the effect of cooling the air around it. Normally, all that 
would happen in the area around the antenna would get colder--The snow was merely a byproduct of the thunderstorm. 

In theory, the heat exchanger can produce an amount of energy limited only by the number of molicules in the atmosphere 
and their temperature. However, as the air around the exchanger gets colder, it becomes less efficient. It reaches maximum effi
ciency at about -10 Celsius. 

The heat exchanger's crystal column is effectively indestructible. being reinforced by interdimensional energies from the por
tal generator. It will stop working if the temperature goes sufficiently low--approximately -100 Celsius--but is set to regulate its 
local environment to achieve maximum efficiency at -10 Celsius. Burning it would not work--it feeds off heat. If they want to 
destroy the exchanger, they will have to come up with a plan acceptable to the referee. 

Buried beneath the crystal column are several bundles of heavy power cables that handle the tremendous energies of the 
device. They carry the power leached from the air down into the portal area through the four very large power columns around 
the room, which also serve to support the tremendous weight of the heat exchanger column itself. From these columns come a 
number of cables that channel the energy to the dimensional door and its control equipment. 

Ice DimensIon Stun Wand: Anyone struck by this stun wand must succeed a Difficult test of Constitution to stay conscious. 
Those who fail must make an additional Difficult test of Constitution at the start of every combat tum to regain consciousness. 
PCs who are conscious (or regain consciousness) suffer a -2 penalty to Initiative and Agility for one combat tum (outstanding 
success at the roll reduces this penalty to -I). 

This weapon holds enough power for three attacks . After this power is exhausted, the weapon is useless--it's too light to be 
a melee weapon. 

They are charged from the bunk bed sockets in the bunk area. These sockets are designed just for them and the stun wands 
can't be used with other power sources. Although similar in effect to human stun sticks, they don't work the same way. These 
weapons are a product of the same technology as the heat exchanger. 
Price: NtA (-t-) 
Wt: 0.35 kg 
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INTRODUCTION 


Philosophers and scientists have long suspected that there are other space-times besides our own. They are quite right. 
However, they never suspected that these realms might be inhabited and might be accessible to our own realm. They never sus
pected, while they worked with their cold logic and fonnal mathematics, beings that would make their blood freeze and their 
screams die in their throats existed in these realms. Worse, they never suspected that these beings could enter our realm, bring
ing darkness and horror with them. Unfortunately, these realms and their inhabitants are far too real. They are no longer philo
sophic abstractions, but as real as the blood that flows in one's vein . Nightsider is an adventure that involves the player charac
ters in an attempt to stop an intrusion into our realm of sanity and light from a realm of madness and darkness. ~ 

Nightsider consists of three parts: "Dead Island," "Out of the Grave," and "Off Ramp." The first part of the adventure, "Dead 
Island,"takes place on an Island off the coast of Maine. A military scientific research center has been infiltrated by a Nightsider 
(evil, norunaterial beings who inhabit dead bodies see pages 
28-30) who have manipulated the research and directed it 
toward producing a chemical agent that turns people into zom
bies. The research results in both success and disaster: Such an 
agent is produced, but the production process is extremely vio
lent and results in the contamination of the research center as 
well as the surrounding island, turning it into an island of the 
dead. To make matters worse, several groups with conflicting 
goals are on ther way to the island, and not all of their mem
bers are human. The reasons the party becomes involved are 
discussed below under "Getting the pes involved." Regardless 
of which briefing is used to set the adventure in motion, the 
party must determine what actually occurred on Fang Island. 
This part is necessary to introduce the players to the 
Nightsiders and the threat they pose. 

In the second part of the adventure, "Out of the Grave," 
the pes are drawn to the woods of New England by strange 
goings-on there. Once there, they will become involved in the 
plot of a lesser nosferatu (Janet Savage) to free three true nos
feratu from their dimensional prisons. To complicate matters, 
one or more of the Nightsiders will be present for its own 
fiendish reasons. The Nightsider(s) also provides the PCs with 
the gateway controller they will need in partthree. In fact, one 
of the reasons the pes are brought in to help Nightwatch (a 
secret organization dedicated to fighting the Dark) is because a 
mystic in Nightwatch has learned that the PCs possess a device 
that could close the dimensional gate. 

Part three of this adventure, "Off Ramp," Involves the 
players travelling to the dimension from which the Nightsiders 
came. Once there, the pes must try to close off the gate allow
ing travel between our dimension and theirs. Truly ingenious 
parties may even manage to accomplish this feat and survive. 



PART ONE: DEAD ISLAND 


The US Army BioChem Research Station F-7 on Fang Island has produced a biochemical agent that fust kills humans and 
then reanimates the bodies, turning them into zombie killers. This agent was developed under the impetus of a Nightsider. 
Upon development of the agent, the station was contaminated, as was the island. All human life on the island was killed and then 
reanimated. Thus, the PCs will be facing a sizable number of zombies. In addition, the project director, Colonel Fisk, 'survivedl 
his contamination. His body is dead, but being a Nightsider, he can manipulate the reanimated body. 

In order to make the situation in part two more interesting, it is suggested that the referee find some way for Fisk and/or 
Ruskin to survive part one. 

In addition to the indigenous problems, the situation will draw several groups to the area. These groups include a military 
investigation team, ecoterrorists, and a few groups of innocents and curiosity seekers. 



The island is located about three miles off the coast of Bar Harbor, a tourist town., for the most part. The area is very pleas
ant and is a rather nice place to be. There are local sporting goods stores where PCs can purchase supplies and weapons. Due to 
the bad times, the local people are a bit suspicious of outsiders, but less so than some other areas, since tourists are common here. 

Referee: While Bar Harbor i" a real place, Fang Island is not and cannot be located on actual maps. However, maps of the 
area might prove useful during play. 

Once the PCs are on the island, what they do and where they go is up to them. However, they should gradually move toward 
the bunker. They can be guided to this area by having an accident force them to land in the civilian area. 

SETTING THE MODO 
As with a Dark Conspiracy adventure, it is necessary for the referee to create the proper mood if the game is to be enjoyed 

to its potential. So, obviously, the mood of fear should be set from the very start. The island is rather foreboding. If the PCs arrive 
at night, the island will be quite dark (no one but Fisk is alive to tum on the lights). If the PCs anive during the day, they will 
have odd feelings, like the kind one gets in an empty, spooky house fi emptiness with an undertone of being watched. The mood 
can be built by arranging events carefully. For example, an aura of mystery about what is going on can be built by rumors and 

GETTING THE pes INVOLVED. 
There are several viable ways to get the PCs into the action. They may be sent in as part of one of the groups that have been 

sent to the island. If the Pes are military, they will receive the military briefing below. If they are eco-terrorists, they will receive 
the eco-tefforist briefing (see page 19). If they are among the innocents and curious, refer to the "Rumors" sidebar below. Also, 
they may have contacts among those involved with the situation. For example, they might have a friend in the military who knows 
of their involvement in strange cases and "lets slip" a few clues to get them involved. In this case, the Pes will receive a certain 
portion of the 

ARRIVAL 
If the PCs are in an official military 

group, their transport will be via military 
helicopters. If the PCs are with the 
eco-terrorists, their transport will be 
motorized rubber rafts (electric engines, 
recharged from solar-powered panels). 
If the PCs are on their own, their mode 
of transport is up to them. 

What occurs when the PCs try to 
get to the island will depend on who 
they are with and how they anive. If the 
PCs are part of an official group, their 
traveJ will be without incident The sec
ond best way to reach the island is by 
rubber raft. These can be purchased 
locally, and are too small to be picked up 
by radar, so if the player characters go at 
night. there is very little chance they will 
be spotted. 

Other groups will have some diffi
culty getting in, for the following rea
sons: 

First, the island is under radar sur
veillance. Unless the player characters 
can fly an aircraft NOE (or "NOW"), 
they will be picked up and intercepted 
by either jet aircraft or RAH-66 
Comanches. This will be very bad for 
the Pes, as they will be arrested or shot 
down. 



Second, there are two coast 
guard vessels patrolling the 
area. They are armed with 
25mm cannon and machine
guns . The guard vessels are 
equipped with radar, and any 
vessel larger than a small boat 
will be picked up by them. The 
coast guard would prefer not to 
shoot anyone and will give a 
warning the first time. If the 
PCs are caught a second time, 
they will be arrested . Some of 
the crew has family and friends 
on the island, and the PCs may 
be able to talk them into letting 
the PCs by. This requires a 
Difficult: Persuasion roll. 

Third, the ocean around the 
island is known to be frequent
ed by sharks. If the player char

acters end up in the water, a shark will appear on a ID20 roll of 1-2 (see page 422 of Dark Conspiracy Referee's Guide 
Masters Edition for full details). The chance can be modified for various conditions (for example, if a PC is thrashing and 
bleeding, the chance would increase). 

Unknown to the PCs, at some point the coast guard vessels will be forced to leave this area to respond to an event far
ther up the coast. This event will allow a boatload of innocent people to reach the island by accident. The PCs may be able 
to capitalize on the situation, either by chance or by planning. 

In any case, the PCs should get to the island, although the trip over should rattle them a bit (dark, predator shapes whis
pering by under their flimsy raft, a helicopter cruising overhead, shining a searchlight that misses them by mere meters, a 
tricky wave that threatens to capsize their frail craft, losing sight of the island for a few minutes, etc.) : These events will 
help to set the mood of the adventure, but should not be too dangerous. Once on the island, the player characters will con
stantly feel that they are being watched. 

ON THE ISLAND 
The island looms ahead of you like a dead body floating on a sea darkened with its blood. You don't know why that 

picture enters your mind-it just does. The island is dark. Dark and silent, like a tomb. A tomb waiting to be filled. 
The island is split into two sectors-the civilian and the military. The civilian section consists of the town of Greensport 

and includes private houses, two local stores, and the civilian dock. The military sector consists of the barracks (which have 
been here since before the Second Wor! War), the military dock, the heJipad, and the bunker. These areas are described on 
the following pages. 

BHCH 
The beaches are sandy. On some of them will be abandoned blankets, radios, coolers, and so forth. In some areas that 

have not been disturbed by wind or sea, impressions (as if a body had fallen there) can be seen in the sand. There are also 
the usual dead fish, medical waste, and garbage. 

ROAD 
These are one-lane, well maintained dirt roads. In some areas, vehicles will be abandoned on the road or beside it , with 

their keys in the ignition, and personal effects left behind. Some vehicles will have crashed (into each other or into trees or 
building), and there will be blood, but no bodies . 

WOOOS 
The woods are dark, even in the day. Characters looking at them will swear they see dark shapes moving about in the 

shadows. During the day, many of the zombies will stay in the woods. Characters entering the woods during the day will 



encounter I D6 zombies on a roll of Ion 1 D6. The /,;:==~~;:;===---;~e;;i~~;iiiii!iii.jj.~ 
chances and numbers can be adjusted depending on Oeneric House 
the characters' action (for example, characters 
being noisy or using vehicles and lights will be FirstF'loor 
more likely to attract zombies than a stealthy 
party). 

FENCE 
The fence is a chain stretched from post to 

post. There is a gate where the road crosses the 
fence, with a small guardhouse there. It is empty, 
except for a spilled thermos of coffee and a walkie
talkie. 

CLIFF 
The cliff is rocky and an average climb. 

DUCK 
There are two docks, one military and one 

civilian. Both are pole-supported wooden docks 
with concrete reinforcement. The civilian dock has 
a few sailboats and motorboats moored to it. The 
military dock has two motorboats (unarmed). 
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HOUSES 

(Use the Generic House Map above.) There are 

many civilian dwellings on the island. Currently, 
they all look as if the people in them suddenly van
ished: Food is left on plates, TVs and radios are on, 
water is running, and so on. In some cases, there 
wi]] be damage, as if someone had fallen or things 
have been dropped. However, no people will be 
found. Zombies sometimes stay in the houses to 
avoid the sun. Any house entered wi]] contain 
ID6+2 zombies on a ID6 roll of 1-2. However, it is 
recommended that the referee choose the moment 
of the first PC-zombie encounter for maximum 
effect. 

The exact contents of a house are a matter left to 
the referee's discretion. 

STORES 
(See the Generic Store Map on page 9.) The two 

civilian stores on the island both look as if they 
were suddenly abandoned. For example, the cash 
register may be open, with change and a receipt on 
the counter and a bag of purchases on the floor. One 
store sells food, and the other has all sorts of stuff, 
like books, tools, automobile parts, fishing equip
ment, and so on. Any store entered will contain 
ID6+2 zombies on an ID6 roll of 1-2. The location 
of the stores is left up to the referee. 

Zl 
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MI 
go to encounter an on 

and there is a blood-soaked hat on the floor. There are six M-16A2s and three Kevlar helmets in the back of the truck. 
The barracks is an old wooden structure left over from the naval base that used to be on the island. It is unlit and 

seems During the PCs entering the barracks will encounter ID6 zombies on a roll of 1 on ID6. Of course, the 
PC-zombie encounters should be used to maximum effect. 

1. Gun Pit: 
on the floor as if dropped, and on the tables 2. Lounge: This area looks like the in it vanished. 

are half filled, 
3. Dining Room: This area also looks like the 	 vanished. A few half-eaten meals rest on the table, with broken 

es on the floor. 
kitchen utensils litter to a crisp). 4. Kitchen: The gas stoves are still running, with food on and in them 

the floor. 
S. Storage Area: The smaller section is the freezer. 
6. 	Water Tank 
7. 	Generator Shack 

1. Arms Room: This area contains the small arms locker There are 16 M- with two clips for six 500-round 
boxes of ammunition, 	16 M9s, with two clips for each, and foty SOD-round boxes of ammunition. The doors are metal 

wood and are locked. 
2. Support-Weapons 	Locker: The door is also metal-reinforced and locked. The locker contains two MOOs with 20 

1()()..round one Mk-19 AGL with 10 50-round one 60 mm mortar and two 50-round crates (80 HE, 10 
10 llLUM), and four FIM-99 '"",,,,,",nc 

3.-4, Bunkroom: Each room contains bunkbeds and 16 footlockers. Like other areas, this area looks as if the people just 
vanished, For books lying on the beds are open, and unfinished letters lie on clipboards. 

S.~6. Bathrooms: These also appear as if vanished, For there is a sink full of water with a razor and a can of 
shaving cream on it. 

11\;III 1.}(">1' are tarmac. 
are parked on the tarmac, but the 

Handbook Master's Edition) with US Marine 
rr"ncnlf'<lf'" Players 

on the tarmac. The doors of both helicopters are open, 
and the are in the ignition. 

Any characters who make a successful Observation check will see a Marine pilot's helmet on the tarmac 
with an M9 and several shell There are of blood on the tarmac as if a body or two were dragged off. What 
occurred here is that zombies of some of the military personnel were attracted the noise of the helicopters. The pilots, think
ing had found survivors, went out to them. They were killed and dragged away. 

the road. It is 
The forest area to the right of the bunker looks odd. Some of the trees have been knocked down, and some have been ct1"1n",,·rl 

of their foliage6an damaged them, A sizable hole inthe leads down into the research station Area 356see 
page 11). The interior of the hole faintly and smells funny. 

Any of the PC who enters the bunker through this hole without fuIl NBC gear will become contaminated with the "viral etch
er"-{see "Military Zombies," page 28, for description). This will result in illness that will last 10 hours, minus the PC's CON, The 
illness reduces the PC's sm by 2 and AGL by I. Viral etchers will also make the chracter irritable. Characters foolish 
go all the way down into the bunker will be then reanimated the viral etcher. The PCs can be warned of the 

them feel sicker the farther they go down or have an NPC suffer the fate. For it friendly NPC and the 
PC rescuers pull out a dead body, which will become a zombie in a few hours. 





An inspection of the area will reveal the base's air intake system, which has had the filter and safety systems blown off 
by the explosion (this should indicate to clever PCs that the bunker is contaminated). 

BUNKER SURFACE MJi.P 

The bunker is a concrete hexagon set in the earth. Around it is a chainlink fence with a one-man guardpost on each cor
ner. Besides it is a parking lot with three civilian cars and an Orca truck. 

MAP KEY 
1. Guardpost: Each guardpost has its door hanging open. Inside each one is an M-16A2 as well as a built-in radio. 
2. Gate 
3. 	Bunker: This should be described so as to make it seem like a waiting tomb. Atop it are flashing red lights, which 

glare like baleful eyes. The bunker is thick concrete with reinforced steel doors. It is designed to survive a bombing, 
so the PCs will have a hard time getting in. The first lock is mechanical, and this allows access to the electric lock. If 
the player characters are with the military group, they will have been provided with cards. Inside, red lights flash and 
sirens howl. 

B U HK E RUN 0ERG R 0 UNO MA P 
The interior of the research station should be presented as a frightening place. Be sure to emphasize the lifeless sterility, 

the oppressive feeling of being underground, and so forth. For example: 'It is as if you are in a hell designed by a post-mod
ern devil. Red light drenches the stainless-steel corridor like blood, and the siren fills the air with the screams of the damned. 

The doors of the bunker are all security doors requiring an ID card and code. The double doors also require a thumbprint 
(from a living thumb, they also scan for a pulse). There are red strobing lights flashing inside, and the warning sirens are howl
ing. These will make the PCs very tense and wiJi interfere with their ability to hear what might be closing in on them. The 
lights and sirens can be put out of commission with a few solid blows from a blunt instrument. 

Inactive, inert residue from theVoodoo agent in Areas 1-31 will make the characters feel vaguely ill and irritable, unless 
they wear NBC gear. Areas 32-35 are highly contaminated with the still active Voodoo agent. Anyone entering these areas will 
die and become a zombie if they aren't wearing NBC gear. 

There are 19 "normal"rnililary zombies in the station and one special zombie. The details for both types are given in the 
area descriptions. The zombies cannot work the doors, so they are stuck where they are. 

MAP KEY 
1. Elevator 
2. 	Security Check: There are two zombies wandering around in here. Each zombie has an M9 with two clips and a ton fa 

(club). Two M-I6A2s are in the small room. The door to that room is open. 
3. Intersection: There are two zombies in here. One was a scientist, the other a technician. 

4.-7. Computer Centers: Each room contains a powerful computer workstation. There is a zombie that was a scientist in 
room 7, and a technician zombie in room 6. 

8.-13. Technicians' Quarters: Each room is designed to house two technicians. There is a bunkbed, footlockers, desk, and 
bathroom in each room. Areas 10 and 11 each have a technician zombie in them. 

14.-18. Scientists' Quarters: Each room is like the technicians' rooms, except they are for single occupancy and are not kept 
at military standards. 

19. Colonel Fisk's Quarters: Like the technicians' rooms, designed for single occupancy. 
20. Computer Core: A technician zombie is in this room. 
21. Power Plant Area 
22. Lounge Area: There are two technician zombies in here. 
23. Kitchen: One technician zombie is here. 
24. Dining Area: There are two technician zombies and one scientist zombie here . 

25.-30. Offices: Empty. 
31. 	Airlock: This area is designed to keep the working area separate from the outside world. This prevented the contam

ination from spreading completely into the other areas of bunker. There are 10 safety suits with one-hour air supplies 
in the small room (they can also hitch up to air supplies in the rooms for longer operations). The suits will keep out 
chemical, bacterial, and viral agents. 



32-33. 	Labs: These labs contain all sorts of complex scientific equipment. Be sure to describe the lab as complex and some
how threatening (this is because elements of DarkTek have been incorporated into some of the equipment). There is a 
technician zombie and a scientist zombie in room 33. 

34. 	LabIProduction Area: This room contains the equipment needed to produce agents in large quantities. One tank con
tains an instantly fatal nerve gas, the other a tlu-like virus that will kill a person slowly and painfully over the course 
of two days. Fortunately, the tanks are intact, and a special security code is required to open them. They are clearly 
labeled (an Easy: Observation check) as being very dangerous. A technician zombie and a scientist zombie are in the 

. room. Either of these tanks might be ruptured by gunfire. Anyone firing a gun in the room will miss his target and rup
ture a tank on a ID 10 roll of 1. If anyone using a firearm rolls an automatic miss, a tank has also been ruptured. 

35. 	Production Area: This area is very disturbing to humans as it heavily incorporates DarkTek into the normal equip
ment. It consists of two production tanks. One of the production tanks has exploded, and the machinery is distended 
and ruined. The interior of the tank is contaminated. Trapped in this room is Colonel Fisk or, more accurately, what 
purports to be Colonel Fisk (see page 12). Since the Jab doors require a living thumbprint to open, he cannot escape 
and is waiting for rescue. He has produced some chemicals to color his skin and is wearing dark glasses so his res
cuers will not realize he is a zombie. This is the area that the hole in the forest area leads to . A second tank of the 
Voodoo agent is also in this room. Anyone who fires a gun in the room and misses his target will rupture the tank on 
a IDlO roll of 1. If anyone using a firearm rolls an automatic miss the tank has also been ruptured. 

CAST 
There are three groups of NPCs on the island-a military team, an eco-terrorist team, and a group of innocents. And, of 

course, the zombies. 

MILlllI.Rf TEII,M 
The military team consists of six Elite Special Forces soldiers. They will be dropped on the island by a Shawnee heli

copter. Theyareeq.uipped with accurate maps as well as equipment to open the doors in the station (make picking the locks 
an Average task-but only for this station). 

The soldiers are all three-term enlisted men in, the elite forces. They are armed like Colonel Ruskin is (below). They are 
loyal soldiers and are not aware that their CO is not human. They are aware of some of the weird things going on these days, 
and while seeing walking dead men will not do them much good, they will not panic. 

PCs on the military team can either replace the soldiers or be assigned as advisors or mission specialists. The military 
tearn's goal is to find out what is occurring and to secure the station. The soldiers will not be very happy with outside inter
ference, but might be willing to accept help when they find out what they are up against. 

http:MILlllI.Rf


NI6HTSIDER 


group two teams with a leader in group. are armed with 
VZ-52s and Ingram MlO .5s and have two clips for each weapon. Each team has a case of CSF Semitek (page 251, Dark 
Conspiracy Player's Handbook Master's Edition) and The terrorists are also equipped with 
walkie-talkies. Their goal is to blow up the base station. to find zombies on the island, but this will 
merely make them more eager to blow up the station. They will kill anyone who opposes them. 

s 
Level: Elite 

Skills: As per Elite NPC, plus Demolitions 6, Heavy Weapons 7, A~'-""n.IJ'''' 5, Vehicle Use (Wheeled) 7. 


Level: Veteran 

Skills: As per Veteran NPC, plus Demolitions 5, Heavy Weapons 6, ~V"""fJ""fi 4, Vehicle Use (Wheeled) 6. 


can up on the a 
These victims can be used in a variety of ways: Some can turn up dead or vanish to enhance terror. Some can be attacked 
to show the zombies in action. Some can do things to make the PCs' lives more miserable off with the PCs' 
vehicle-which has their equipment in it---or while the PCs are to hide from a band of zom
bies). Some can be annoying (HI insist you repair our boat or transport me off this wretched island. I am simply not used 
to this sort of treatment."). Some may actually be helpfuL 

The victims can be considered to be Dobies and Dark Referee's Guide Masters 
if stats are needed. A Good Samaritan (page 400) or two can be included to or befriend the PCs and later be brutally 
killed. 

VOODOO A6ENT 
The Voodoo agent is effective in gas and 

is toxic to humans. It also serves to 
However, without direction, the body would 
gram the neural systems to take hostile actions 

and has two parts to it. The first is a chemical reactant that 
the neural and muscular of the victim and reanimate them. 

http:A~'-""n.IJ


The agent kills In 6D6 seconds, and a body is reanimated in ID6 hours. The viral etchers take six hours to do their work, 
so the body will not do much even if it is animate prior to the sixth hour. There is a 1 % chance that an exposed human will 
retain his mental abilities. However, such a person will have to roll under his Willpower on ID 10 to avoid attacking humans 
on sight. 

Renegade ETs are immune to this agent. Rogue androids are still susceptible to the toxic effects but are immune to the 
viral etchers, so they will maintain their mental abilities and will not be driven to attack humans. 

CONCLUSION OF PART ONE 
Technically, this part of the adventure ends when the pes leave the island (either physically or spiritually by dying). 

They will face the same difficulties leaving as they had arriving. They may possibly try to leave by mixing with any sur
vivors from the boat of innocents that landed. If they are successful. a government agent will swear them to secrecy (for 
national security reasons), and then they will be allowed to leave. 

There may be some loose ends to be dealt with prior to beginning the second part of the adventure. The exact nature 
of these loose ends and how they are resolved (or carried over into part two) are left to the referee. 

Following are general guidelines as to what the various groups will be doing after the pes leave the island: The eco-ter
rorists want the station out of commission permanently, and others will try to achieve this if the first two teams fall. The 
military will want to reopen the station and to cover up the details Of the contamination. This might involve attacks on those 
who survived the island, especially if Ruskin or Fisk survive. Ruskin and Fisk both desire the production of the Voodoo 
agent (for different reasons) and will do anything to achieve that goal. Ruskin wants to neutralize Fisk and will keep after 
him, employing the pes if pOSSible. It is also suggested that Fisk and/or Ruskin survive this part of the adventure to plague 
the pes in part two. Besides making the scenario more interesting, this will also serve to drive home the pervasiveness of 
the menace the Nightsiders represent. The referee can, of course, choose to 
simply go on to part two without any interlude. 



NIGHTSIDER 
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PART Z: OUT OF THEGR VE 

Long ago, three nosferatu were sent into Earth's dimension by their master to feed and bring back life energy for him. These 
beings are from a fragment of what was once a whole dimension. To make an extremely long story short, a massive struggle 
between the beings of this dimension resulted in its fragmentation. The nosferatu are from one of the darker fragments. An inhab
itant of one of the saner fragments was sent to Earth after them, and took over the body of a dying trapper. Aided by three humans, 
he was able to seal the nosferatu into their dimensional cells. Unfortunately, his body gave out before he could finish his task. He 
left behind the gateway controller in the hopes that humans would advance enough to be able to use it. Since his home dimen
sion had succumbed to corruption, he could not return and hence was forced to dissipate. 

SITUAl'ION 
The characters will be drawn to the woods of New England by strange goings-on there. Once there, they will become 

involved in the plot of a lesser nosferatu (Janet Savage) to release the three true nosferatu from their dimensional prisons. 
Her master, another lesser nosferatu, has sent the lesser nosferatu to the area. She has been charged to locate and free the 

three nosferatu that were imprisioned in what is now Old Town, Maine. She was given papers describing the location of the nos
feratu's prison and how they were imprisioned (and how they might be freed again), as well as a device to locate them. Since 
Janet is a lesser nosferatu, she has to feed on human blood in order to survive. Thus, she has been killing people. 

Janet's plan is as follows: First, she wants to locate the site where the true nosferatu are imprisioned. Second, she needs to 
locate the site of the gateway controller. Third, she needs to find a human to get the controller for her and use it to open the nos
feratu's cells, as no Dark Minion can work the device. She will use any means at her disposal (the PCs, for example) to reach her 
goal. 

There will be at least one Nightsider here as well. He to wants to see the three nosferatu released so that they can become 
servants for this scenario. If either Fisk or Ruskin survive, one of both will be present. Fisk will wish to acquire the nosferatu for 
his master. Ruskin will wish to acquire the nosferatu for himself. If neither survived, then the Nightsider "Captain Wilson Smith" 
will be present trying to acquire the nosferatu for the Nightsider master. Whichever Nightsider is present, he will have brought 
with him some of the Voodoo agent, Smith having obrained it through Nightsider contacts in the research project. 

The Nightsider hows about Janet, but she does not know about him (or them). He intends to wait and let Janet find the nos
feratu and gateway controller, then destroy her and free the nosferatu himself. The Nightsider is equipped with a DarkTek device 
that can control the nosferatu (see "Nosferatu Controller" for details). The Nightsider will be maintaining a low profile as a tourist. 
Since he can do just fine on normal food, he willnot draw the attention Janet does. 

The PCs are first drawn into the situation by the murders . They may begin by investigating the sites. They should then be 
drawn to Old Town as bodies are discovered there. Janet has set up a neighborhood watch and has provided walkie-talkies to the 
members (so she can monitor them and know when it is safe to strike), and the PCs can meet her this way. Janet will pose an as 
investigator and will try to get one of the Pes to be her dupe. 

The situation will be made more complex when the Nightsider decides it is time to step in. Ideally, the PCs should meet both 
Janet and the Nightsider without being aware of what they really are. This will lead to a greater impact later on when they stand 
exposed. 

The second part of the action will follow the initial investigation . In this part, the PCs will be involved in the search for the 
nosferatu and the gateway controller. The PCs may be tricked into this by Janet or the Nightsider, or may be drawn in by the 
strange dreams they will be have (see "Dreams," page 36) . 

The adventure takes place in Old Town, Maine. It is a small mill town on the Penobscott River. Old Town is located 12 miles 
from BangorlBrewer and is about a two-hour drive from Portland on 1-95. There are airports in both Portland and Bangor. 
Bangor has numerous stores, including a shopping mall. Camping equipment and weapons are readily available in Maine. There 
are two hotels in Old Town and several in Bangor, if the PCs need a place to stay. Areas of interest include the University of Maine 
at Orono and the Bangor Theological Seminary. 

6EHIN6 THE pes INVOLVED 
There are numerous ways to get the PCs involved. They could hear about the incidents on the news and come to investigate. 

The PCs could learn through a contact that some strange chemical residue was found at the site of some missing occultists. Or a 
friend or associate in the area who is aware of the PCs' interest in the weird could contact them. If Fisk and/or Ruskin survived 
part one, one of the PCs may notice a story about a cult disappearance in a paper. In a picture of the scene, the PC will notice 
(Easy: Observation task) that one of the bystanders looking on is Fisk or Ruskin. Or the pes could simply blunder into the situ
ation by accident. 



BACKGROUND 

Information in this section is presented in two portions. First is the information that may become available to the PCs in the 

form of TV, newspapers, radio reports or from conversations. Second, the referee's information is presented. 

CULT V~.NISHES 
The media reports on April 23 that the members of the "Church of the Greater Void"vanished yesterday in the Maine wocxls. 

The church's tents and the personal belongingsof the members were still present when the investigators found the site. There were 
no signs of violence, and no bodies were found. A police investigation is under way, but it is generally believed that the cult sim
ply dispersed. 

If the PCs investigate the cult site (located in the woods 40 miles from Old Town), they will find a clearing in the woods with 
several tents. From the belongings left behind, the PCs can estimate that there were 15-25 people in the cult (actually 21). There 
are no signs of violence and no bodies. 

Referee: An Easy: Observation skill check will allow a PC to notice that the area has been closed off with police line tape, 
but there is no one guarding it. As the personal belongings of the cultists are still present, there should be at least one police offi
cer to discourage looting. An Easy: Foreboding skill check will allow a PC to realize that something seriously wrong is going on, 
but discovering what it is will require some investigation and deductive reasoning. The police officer is missing as a zombie has 
murdered him. 

The PCs will be able to fmd a residue of the Voodoo agent (inert by now) on the tents, trees, and ground. This will require 
an Easy roll using Ch~mistry skill to determine that some sort of toxin is present. An Average: Chemistry roll will reveal that the 
substance is a highly complex neurotoxin with viral agents present, and if the PCs are familiar with the agent, they will recog
nize it for what it is. 

What occurred was that a Nightsider, (either Fisk, Ruskin, or Smith) used the Voodoo agent on the cult to create a distrac
tion. 'The cult members are now military zombies and are loose in the woods. If the PCs go out into the woods, they will 
encounter 2D6 military zombies per hour on a roll of 1 on IDlO. They will attack on sight. The Nightsider hopes that any may
hem caused by the zombies will distract police, authorities and, most importantly, any empathic underground cells. 

TERROR IN THE WOOD 
On April 24, the media reports that two families of campers vanished two days ago in the Maine woods. Their campsite, 

found by two hikers, had been tom up, as if a struggle had taken place. Part of the mystery has now been cleared up. Two bod
ies found in the area have been identified as those of the missing campers. The condition of the bodies indicates that a bear or 
wild animal was responsible. 

Referee: The campers were attacked by what were once the cultists (now military zombies). If the PCs investigate the area 
(which is five miles from the cult site), they will find a badly tom up campsite. There are seven other bodies in the woods, which 
the PCs may stumble onto. There will be further attacks in the woods until the creatures are dealt with. 

BOO~ FOUNO 
Children playing in a stream in Old Town are horrified on April 24 to discover the body of Andrew Jacobson, an Old Town 

resident who has been missing for a week. According to the coroner's report, Andrew died of massive blood loss from puncture 
injuries. Attached to the body were ropes, which had apparently been chewed through by water rats or snapping turtles. Police 
specUlate that the body was weighted down and dumped into the nearby pond. Police intend to investigate the rest of the pond. 

Referee: Janet Savage, the lesser nosferatu, killed Andrew, a resident of a local senior citizens' home. His body was dumped 
into the pond with weights tied to it. Snapping turtles got at the body and severed the ropes. The body then drifted away down
stream. If the PCs manage to find out the details of the autopsy, they will learn that there are deep puncture wounds in Andrew's 
body and that he has been completely drajned of blocxl. Residents of the home will say that Andrew was last seen leaving the 
building with his daughter, a very striking young woman. A check of the records will reveal that Andrew has no daughter. The 
WOman was, in fact, Janet Savage. 

MAIN MAP 
The main map details a section of Old Town, Maine. 
SwamplWoods: This area is a swampy section of woods. There are plenty of insects and leeches to amuse the PCs with. 
Woods: The woods are composed mostly of pine trees. The forest floor is covered with needles, which can be a bit slippery. 

The forest is thick, but most areas have little undergrowth. 
Old House: Detailed below. 
Frog Pond: A small pond with numerous frogs, leeches, turtles, and so forth. The water is rife with bacteria and is contam

inated with years of chemical waste. There are two dead-end streams off the pond and one that flows into the Penobscott River. 



Residential Areas: There are some abandoned houses, but Maine has not "metroed" yet, so there are still plenty of people 
living here. 

Devil's Hole: This area is called Devil's Hole by the local children, who find themselves drawn to it, in the way one is drawn 
to the edge of a cliff. It is actually the burial site of the three nosferatu. This area is detailed on pages 17 and 18. 

Waste Treatment: This area is the waste treatment plant for the local mill. On windy days, the chemical foam blows into 
town (it looks like brown snow). The area smells rather bad, and not much lives near it 

Burial Mound: The man who defeated the three nosferatu is buried here. While local legends contain reference to the bur
ial mound, its location is not known. This area is detailed below. 

Bodies: These black circles mark the area where the lesser nosferatu's victims ended up. #3 is where Andrew's body was 
found. Three bodies are sunk in the stream here at #2 (held by weights and rope), and the tattered remains of Andrew's ropes and 
the weights that held him are here. The bodies are of three derelicts from Bangor. #1 is the lesser nosferatu's new dumping spot. 
At first, there will be four bodies sunk here-two fraternity boys from the University of Maine, a local child, and a derelict from 
Brewer. Future victims of the lesser nosferatu will be dumped here, at least until the site is located. All of the victims have punc
ture wounds and have been drained of all their blood. 

OLD HOUSE MAP 
The old house looks like a classic haunted house. It has a high, pointed roof ("like a witch's hat") and plenty of empty-look

ing windows ("like the gaping eyes of a skull"). A dirt road leads up to the old house, and it has a dirt driveway. The house is cur
rently owned by the lesser nosferatu, Janet Savage. Posing as a visiting professor of art at the University of Maine at Orono, she 
moved in a few months ago. The local people think she is a bit odd, but they chalk that up to her being "one of them New York 
artistes." For details on Janet, see page 40. Janet teaches during the day, but is at home during the early evening and at night 
(except when she is "eating out"). 

FIRSl FLOOR 

1. Kitchen: This area is stocked with food, mostly canned goods and nonperishables. If a character is in the kitchen more 
than once over a period of a few days, he will notice that the same food is present at each time. If the lesser nosferatu 
notices this observation, she will say that she often eats out. 

2. Living Room: This room is tastefully decorated and has several of Janet's works on the wall. They are well done, but are 
rather macabre. 

3. Hallway: There is a door to the basement under the steps. It is hidden by a tapestry that has been hung over it. That the 
house has a basement is, however, quite evident from the outside. 


4.-6. Closets: Each closet contains clothing and footwear. 


SECOND FLOOR 

1. Bedroom: This is where Janet sleeps. The room is well decorated and features more of her artwork. A character with 
knowledge of history or antiqueswiU notice that many of the Items in the room are quite old. 

2. Study: This bedroom has been redone as a study. It is full of old books, many on occult topics, artwork, and local myths 
and legends. More of Janet's work hangs here. Some of the paintings look old, and a test or careful observation by a 
knowledgeable character (a Difficult roll versus Education or an Average roll versus Observation) will reveal that the 
paintings are quite old (over a century) and that they were done by the same person who painted the others-namely 
Janet. 

3. Bathroom 
4. Painting Room: This room has several easels, as well as a large supply of oils, paint brushes, canvases, and so forth. 

BASEMENT 
1. Storage: Once used to hold preserves and so forth, this area is currently empty. 
2. Basement 
3. Furnace and Water Heater 
4. Hidden Room: This room is located behind a set of hinged shelves which are full of old painting supplies (they are glued 

in place). A Difficult roll versus Observation will reveal the hinges. The room contains a locked metal box. In the box are 
some old papers and a smaller box. In the smaller box is what appears to be a small (two inches in diameter) disc of black 
stone. It feels cold to the touch. The black stone and papers are detailed below, under "Black Stone" and "Janet's Papers." 
respectively. 





DEVIL'S HOLE MAP 

The Devil's Hole is a depression in the earth out in the woods. There are numerous trails leading to it through the woods as 

the area has a strange fascination for the local children. This is due to the residual empathic powers of the imprisoned nosferatu. 
Buried under the earth is a stone slab, and under it is a shaft leading down into the Earth. 

UNDERGROUND 
The underground section is dark, damp, and dismal. People in the shaft will feel a strange attraction-repulsion, of the sort 

people feel around terrible accidents or the edges of cliffs. 

1. Entrance: The shaft has stone slabs embedded into the wall to serve as supports and as rungs . People in the shaft wil I 
feel their hair rise and will feel faint electric shocks from the walls. This is due to an electrostatic field that keeps the earth 
in place. 

2. Bone Room: This room is littered with very old human bones. Occasionally, sparks from the field run across them, light
ing up the room. A skull lighting up at the right time could be an effective device to generate fear. Occasionally, the bones 
are shifted about by the field. Be sure to play on the PCs' paranoia, especially if they are familiar with animated skele
tons . 

3. 	Generator Room: Buried about three feet beneath the tloor of this room is the electrostatic field generator. It looks like 
an one meter-ctiameter sphere made of insect chitin, with glowing spots. It emits a faint humming noise. It can generate 
a programmable field the size of the underground area or smaller to keep off earth and loose water. Its power source is 
good for another two centuries. 

4. 	Tomb: The entrance to this chamber is blocked by a para-dimensional wall. Characters with an Empathy rating of 0 will 
merely see a stone wall; their minds will not perceive it as an artificial barrier. Characters with an Empathy rating of lor 
higher will notice the wall as a filmy barrier across a corridor to another chamber, and can pass through it. Such charac
ters can also pulJ other characters through the wall. The wall is actually part of a sphere, 60 meters in diameter, which 
extends all the way around the tomb, mostly within the earth itself. 

The para-dimension is inimical to creatures from the proto-dimensions that the Dark Minions come from. Such beings will 
take 4D6 of damage for passing through the wall. A being attempting to dimension walk into the chamber must make a Difficult 
roll against its Empathy rating to avoid passing through the para-dimensional wall . 

The chamber itself feels cold. The temperature, in fact, never rises above 50"F at any time. 
Lying on the floor are hunks of odd-looldng rock. An Average roll versus Geology or Chemistry will reveal (after proper 

analysis) that the rocks are nonterran. Set into the floor are what appear to be slabs of black rock or metal. A close look will reveal 
a pure black, nonreflecting surface that radiates cold. The surface is impenetrable and unmarkable. Bullets will simply glance off; 
fluids or paint will simply fail to attach to the 'surface.! Metaphorically, these are solid pieces of nothing. These are sealed gates 
to very small pocket-dimensions (closet dimensions would be a more apt name) . 

Each dimension is a meter wide, two meters tall and two meters deep. Contained in each one are a live nosferatu, a black 
sphere, and a dead body. The black sphere is a gateway remote, which will be explained later. The bodies are those the nosferatu 
were using when they were imprisoned. 

The bodies have been preserved by the extreme cold (they are, in fact, frozen) . The bodies look as if everything has been 
drained from them or as if they died at an extreme age. This is due to the drain on the body by the nosferatu. 

A being attempting to dimension walk into a nosferatu cell will have to make a skill roll against one-quarter of its Empathy. 
The nosferatu will attempt to take possession of any living being it encounters that would serve as a suitable host. For the details 
on the nosferatu, see page 40. 

For the details on the gateway remote, see the section on the gateway controller, on page 38. 

BURIAL MOUND MAP 
The burial mound is located deep in the woods and looks like a small hill. PCs with an Empathy rating of 5 or greater wit! 

feel a certain presence, but will not be able to tell exactly what it is . 

GROUND FLOOR 
On the side of the mound is a very slight indentation (Difficult roll versus Observation; if the characters is actively search

ing, the roll is Average) which is formed by the stone covering the entrance. 
Entrance and Thnnel: This area is dry earth . held in place by an electrostatic field like in the Devil's Hole. A shaft leads 

down into the earth. 



UNOERGROUND 

Tomb: This chamber contains the electrostatic field- generating device that is buried under the soil. Set in the floor is 

what appears to be a pure white rectangle. It is a gateway into a pocket (or closet) dimension. 
A human with an Empathy rating greater than 0 can pass through the gateway and bring others with him. The interior is 

a two-meter deep, one meter-by-two-meter wide area with white walls. Floating in the middle of the room is a device that is 
confusing to look at (it looks like a machine made of fractals that are shifting through four dimensions). Floating around 
it are six black spheres. The device will move close to and follow the player character with the highest Computer Empathy 
skill. if no player characters have that skill, it will follow the PC with the highest Empathy. 

If the device is brought out of the dimension and a sphere is not left behind (grabbing a sphere and pulling it away will 
do the trick), the dimension will seal off, trapping anything that cannot dimension walk until the PC with the device reopens 
the gate. 

The device is the gateway controller and is detailed below. The dimension is inimical to all darkling-type creatures and 
inflicts 6D 10 per round on them. 

ACTION 
The second part of the action follows the initial investigation. In this part, the PCs are involved in the search for the nos

feratu and the gateway controller. Janet or the Nightsider may trick the PCs into this, or they may be drawn in by their dreams. 

[IREAMS 
The presence of Janet and the Nightsider will be sensed by the true nosferatu, who will begin to emit empathic signals. 

Characters will receive these signals as dreams, with the intensity proportional to their Empathy. The dreams are as follows: 
You feel yourself pulled out of your dream by something-somethIng from the outside. You are flying through the dark 

woods toward a depression in the ground, then through the earth and into a dark room with three gaping holes ofnothingness 
in the floor. Behind the holes are dark shapes. You cannot make them OLlt clearly, and you are glad for this. But then cracks 
appear in the nothingness and black light spills out ...your soul grows cold and you wake up screaming. 

The true nosferatu's emissions will also be detected by the gateway controller. It has been programmed to transmit an 
empathic signal to sensitive humans. Characters who have an Empathy greater than 0 will also have this dream (neither Janet 
nor the Nightsider will have this dream): 

You are in a field of green. Beside you is a strong presence. It is not human, but it is friendly. It leads you into the woods 
and shows you a mound. It takes you inside and into a room of white walls, and shows you a machine that flows into itself 
and twists and moves. You sense that the machine is a weapon, a sword against the Dark. You wake up with a feeling of pur
pose. You must flnd the machine. 

Characters having the dreams will have a vague notion where the places in the dreams are. This notion will grow stronger 
the closer the characters get to the location. They will recognize the places they have dreamed of if they see them. These 
dreams are intended to get the player characters involved as a third party in the search for the nosferatu . 

Referee: How clearly a character experience the dreams depend upon how empathic the character is. Characters with low 
Empathy (0-2) will sleep poorly, but will not know why. Characters with average Empathy (3-6) will remember the dreams, 
but some of the details will be fuzzy. Characters with high Empathy (7+) will remember the details of the dreams clearly upon 
waking. In order to keep the plot moving; ignore the Willpower skill in regards to these dreams. 

HISTORY: LOCAL LEGENDS 
The following is an excerpt from Monsters ofNew England: 
"One local legend tells of a trio of vampires arriving after a thunderstorm that had no rain . The Vampires plagued the area 

for a month until a second rainless; thunderstorm arrived. 
A related story tells of a fur trapper who had been missing for a few days returning to the trading post and asking for help 

in righting three monsters. Three of the trappers took him up on it, and only one returned. He is reported to have said that the 
vampires had been locked away and that Couers (the trapper) was dead, as were his two friends. The young man's diary has 
been passed down from generation to generation and is currently at the University of Maine at Orono." 

140RILL'S DI~.Ri 
The diary is located in the historical works section of the library. The PCs will only be able to see the original if they can 

get a professor to sign for them . However, they can get a copy if they ask. The diary details Morill's life and is fairly normal 
reading, except for one passage: 

"Let it always be remembered by my descendants that a great evil rests under the ground not 40 paces, from the old tree. 
Couers buried the evil there, but died afore he could finish the three of them. I followed his dying words and brought his tool 



to a resting-place to await the day when another could finish the job that we started. It rests in a mound a league from the trad
ing post. Let its location not be forgotten. 1 pray this day and every day that the evil rest until a man comes along who can fin
ish it for good." 

J~.HEl'S PAPERS 
A man who served the nosferatu wrote Janet's papers. They consist of mostly insane ramblings in bad English, but a few 

separate passages are important. 
"The masters are great and powerful. They say they are from beyond the sky, and I believe them, for they do things no 

man could do." 
They drink blood-They do. 
"Woe upon me! My Masters have been sealed into the ground by four men. I rejoice that only one came out of my 

Masters' den . I went into the den after they left, but my Masters' room was gone. I must remember the den is in the hole. I 
must comeback and find my Masters!" 

"I followed the man. He had some thing I could not rightly see with him, and he took it and buried it in the earth. I saw 
a mound rise up and {led at its sight." 

TECHNOLOGY 
Several unique technological devices are present in this adventure. Many of these are in fact necessary for the successful 

completion of this adventure. These devices are described in detail below. 

BLHK SlONE (D~.RKlEK) 
The black stone is a small (two-inch diameter), disc-shaped stone. In the presence of nosferatu it emits a red glow in pro

portion to their strength and distance. It can detect nosferatu at up to 100 meters . It is attuned to only detect nosferatu and not 
lesser nosferatu or nosferatu servants . User Cost: None Wt: Negligible Price: N/A (-1-) 

NOSFERAFU CONTROLLER (Df:.RKTEK) 
The nosferatu controller is a device that looks like a sphere of insect chitin with beslimed tentacles oozing from one end . 

The device is grasped in the hand, and the tentacles wrap around the hand and burrow into the nerves. The device enables the 
user to control a number of nosferatu equal to his Empathy divided by 4 (round down). The control is somewhat limited and 
basically involves making the nosferatu conform to certain goals. It cannot alter their basic nature. For example, it could be 



used to prevent the nosferatu from attacking the wielder's party but could not prevent them from feeding on somebody. While 
this device has a Feed cost, it does riot graft itself permanently to the user. It may be removed at will. 
User Cost: Feed: 1 
Wt: 0.6 kg 
Price: N/A(-I-) 

GA1E~'A'1 CONTROLLER 
The gateway controller is a machine from the dimension that preceded the fragmented shadow dimensions. It has a vari

ety of functions : 
First, it can function as a dimension-walking device, generating a gate of up to ten by ten meters. 
Second, it can also generate pocket dimensions of two meters by two meters by one meter. These dimensions, or cells, 

can be of three sorts: standard (like a normal gate),black (like the ones imprisoning the nosferatu), or white (like the one con
taining the gateway controller). Each pocket dimension requires a black sphere (the gateway remote) to maintain it. These 
dimensions last as long as the sphere is present. This use does not consume the sphere; the sphere is merely required to remain 
there to maintain the dimensional cell. 

Third, the controller can generate a 60-meter sphere of the sort encasing the room the nosferatu are in. Each sphere con
sumes one remote. 

Fourth, the controller can also seal a dimension. This makes it impossible for things to enter or leave that dimension by 
any means whatsoever. Each remote consumed in this process can seal a dimension equal in size to the closet dimensions that 
the controller can generate. 

Fifth, the controller can consume itself to seal off fairly large dimensions. (This will be important in the "Off Ramp" part 
of Nightsider.) 

The controller is operated using Computer Empathy skill (rolls are Average to operate the device), or Computer Operation 
or Empathy skill (rolls are Difficult to operate the device). The device can engage one function per round (treat as a firing 
action) . It is semi-aware and will aid the operator. It cannot be used by any Dark Minion . 

CAST: "lGHTSfUfRS 
If Fisk or Ruskin survive as the Nightsider use their stats from "The Dead Island." If not, use the following: 

CAPWN WILSON SMITH 

Strength: 6 Empathy: 13 
Constitution: 7 Initiative: 5 
AgHty: 7 IntelJigence: 8 
Education: 7 Charisma: 9 

Skills: Melee Combat (Unarmed) 5, Small Arms (Pistol) 5, Small Arms (Rifle) 5, Stealth 
4,Tracking 3, Willpower 9, Computer Operation 4, ActIBluff 8, Language (English) 6, Human 
Empathy 4, Project Emotion 6, Project Thought 5, Willpower Drain 4, Darkling Empathy 6. 

Equipment: An M9 with three clips, Kevlar vest, M16A2 with three clips, Yamaha Apache 
motorcycle, nosferatu controller. 



Description: "Smith" is not human. He is a creature from a shadow dimension that is using the body that was stolen from 
Captain Smith. This entity has access to most of Smith's memories, enough to play his part convincingly. He is an evil being 
who has nothing but contempt for humanity. He will be playing the role of a tourist as his cover. His plan is to wait and let 
Janet do all the work. If his body is killed, the entity will return to its home dimension, where it will be tortured for failing its 
mission. 

NOSFERiI.IU 
The Nosferatu are inhabitants of a dark realm. They are beings of energy that require bodies to operate in Earth's dimen

sion. They feed upon the life force of terran creatures and areneings of great evil. There are three kinds of nosferatu: true, 
lesser, and servants. 

TRUE NOSFERATU 

Strength: *+4 Education: 1 Move: * 
Constitution: *+4 Charisma: 9 SkilllDam: 811DIO 
Agility: * Empathy: 18 Hits: 20/40 
Intelligence: 5 Initiative: 5 #Appear: 1 

*As per host body. 
Special: Heals very quickly. Human Empathy lO, Project Emotion lO, Project Thought 7, 

Willpower Drain 10, Darlding Empathy 8. 

Nosferatu occupy human bodies by attacking them with Willpower Drain until the Willpower of the victim reaches O. 
Then the nosferatu can attempt to take possession of the body. This is done by rolling 5-6 on 1D6. A body possessed by a nos
feratu has its Strength and Constitution increased by 4 and the body becomes very resistant to damage. The nosferatu feed on 
blood (as per bloodkin vampires, including the healing effects) and Empathy (by Willpower Drain). The body they possess 
looks pale white; its incisor teeth grow, and the eyes begin to glow dim red. The body is light sensitive (no extra damage, how
ever), and hence nosferatu tend to hunt at night. 

The nosferatu is very draining on its host body. A host body will last a nosferatu a number of days equal to the body's 
original Empathy rating. After that, the nosferatu must find a new body. A nosferatu without a body must roll over the num
ber of days it has been without a body on 1DlO to avoid being forced back to its own dimension. 

Nosferatu can create lesser nosferatu by draining a body to 0 Empathy and then opening a special channel to its home 
dimension. This sends the human's life force to that dimension and then brings it back, altered. If the human wishes to resist, 
he is entitled to a Difficult roll against his original Empathy. A successful roll avoids this fate and results in the death of the 
body, which is reanimated as a nosferatu servant 

LESSER NOSFERAIU 

Strength: * +2 Education: * Move: * 
Constitution: *+2 Charisma: * + 1 SkilllDam: * 
Agility: * Empathy: * +1 Hits: * 
Intelligence: * Initiative: 4 #Appear: 1 

*As per human NPCs or as per original stats. 
Special: Averse to bright light heals quickly ages slowly Human Empathy 2, Project Emotion 2, Project Thought 

2,Willpower Drain 2(or higher if originally higher). 

A lesser nosferatu is a human being that has been altered by a nosferatu. Whatever the original human was like, the new 
being is evil and twisted, and looks upon its former fellows as food. They subsist on blood, and it heals them as per bloodkin 
vampires. The process they go through strengthens the body and alters the life force, giving the new entity a stronger body 
and new mental abilities. Like their masters, these beings become pale and light sensitive. Light does not actually harm them, 
however. Lesser nosferatu can create servant nosferatu by draining a body of Empathy, then killing it. A channel is then opened 
to the nosferatu's dimension, and an animator spirit is drawn into the body. These spirits are asevil as their limited intellect 
will allow, but they will obey lesser nosferatu and nosferatu. Lesser nosferatu live 30 years for every point of Empathy they 
have, losing 1 point every 30 years. When their Empathy reaches 0, they collapse into dust. 
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c: DARK CONSPIRACY 2ND EDmON 

NQSFEBATUSERVANT 

Strength: 9 Education: 1 Move: 2/8/15 
Constitution: 7 Charisma: 1 SkilllDam:6/2D6+1 
Agility: 3 Empathy: 2 Hits: 15/30 
Intelligence: 2 Initiative: 3 #Appear: 2D6 

. These beings are the product of a failed attempt of a nosferatu to create a lesser nosferatu, or 

the creation of a lesser nosferatu. They are evil beings, and appear to be very pale humans with 

glowing eyes and sharp teeth. They avoid daylight, but are not hanned by it. Being dead, they do 

not heal. 


JANET SAVAGE (LESSER NOSFERATU) 

Strength: 7 Constitution: 7 Agility: 6 
Intelligence: 8 Education: 10 Charisma: 9 
Empathy: 6 Age: 140 Initiative: 4 

Skills: Melee Combat (Unarmed) 6, Melee Combat (Anued) 5, Small Arms (pistol) 5, Stealth 

8, Tracking 5, Willpower 6, Psychology 6, Observation 5, Stalking 5, Disguise 6, ActIBluff 6, 

Persuasion 5, Human Empathy 4, Project Emotion 4, Project Thought 3, Willpower Drain 5. 


Description: lanet is a striking beauty of a woman who was drained by a nosferatu at the age 
of2G-120 years ago. Since then, she has lived a life of feeding and art (her two groat passions) . She 
is a very intelligent and very evil being, and will use any means to reach her goals. Her main weak
ness is her vanity over her art. She will be loathe to destroy anyone who truly appreciates her art ...,.......--=="'""""-L.._~~---'" 

(or can convince her that he does). 
Equipment: Browning HP-35 and three clips, S&W Model 36 and box of 50 rounds, Martin Dynatech Pacifier stun gun, 

box of 40 dart packages, Ford Escort. 

CONCLUSION OF PART TWO 

The adventure is finished when the nosferatu have been banished by sealing the dimension they are in with the gateway 
controller. This can be done from the outside. If the nosferatu are freed, they can be locked into a closet dimension cell by 
forcing their body into one, and then the cell can be sealed. A sealed cell cannot be entered or left. Of course, recapturing the 
nosferatu may turn into an adventure in itself. If the nosferatu are sealed off, Janet and the Nightsider will leave eventually. 
Janet will try to kill the PCs, but the Nightsider will simply leave. The follow-up to this adventure is "Off Ramp," which 
requires the PCs to have the gateway controller so be sure they retain it. They may have to capture it from Janet or the 
Nightsider, who cannot use it but will be looking for someone who can. 



PART THREE: OFF RAMP 


The third part of the adventure begins on 1-95 in Maine and ends up in a shadow dimension. This type of place is described 
in the Dark Conspiracy Referee's Guide Master's Edition (page 15) and is detailed below. The first portion of "Off Ramp," 
Nightwatch, takes place in the Massachusetts section of New Boswash. The area is a metroplex zone, with all that implies. 
Wh ile no specific action has been set in this area, a few side mini-adventures could be run. These can serve a variety of pur
poses. First, they can be used to build up the PCs skills and confidence. Second, they can get the PCs back into "normalcy"just 
in time for a trip into the extreme weirdness. Be sure to make the metroplex seem very humanly mundane through careful 
descriptions of normal urban life (which is unpleasant, but mundane). This should serve as contrast to the weird occtuTences 
linked with the Nightsiders intensifying the strangeness of these creatures and their dimension. Once any desired mini-adven
tures are run, the PCs can have their meeting with the Nightwatch at MIT. The second portion of "Off Ramp," Down the Off 
Ramp, involves the characters in closing the gate between dimensions. 

NIGHTVATCH 
The PCs are not the only group dedicated to fighting the dark conspiracy that threatens Earth. One of these other groups 

is a secret organization based in New England called Nightwatch. It is very secretive and operates in accordance with the clas
sic revolutionary style (for example, no one person knows more than six other members). Nightwatch often recruits people 
(without revealing who is really doing the recruiting) to fight the Dark Minions. In this case, it is the PCs being recruited . 

GETTING THE PCS INVOLVED 
One of the PCs (the best known or one with contact in government or the academic world) receives a hand-delivered let

ter (with thumbprint, blood type, and retinal check required): 

Dear ____________________________ ~ 

I am working on several projects involving multidimensional physics, and I have been informed that you 
have some unique knowledge on that topic. I would like to take this opportunity to invite you to MIT so that 
I might discuss this topic with you. I believe that we are on the same side of a worldwide struggle, and I 
thnk we can be ofhelp to each other. Enclosed is a map that will enable you to find my laboartory, as weall 
as passes for you and your friends. J hope to see you soon. 

Sincerely, 
Dr. Andrew Tover; MIT 

Enclosed in the package are the map and passes mentioned. They already have the PCs' names and vital stats on them. 
Dr. Tover is famous for his work on dimensional physics. An Average roll versus Physics wil\ allow a character to know that 
Dr. Tover's mathematical proofs for the existence of parallel worlds created a considerable stir in the scientific and philosph
ic communities. If any PC has contacts in the academic work that knows Tover, they will relate that Dr. TO'leris brillant, inno
vative, and also a good man. He is, however, known as a bit of an eccentric among his friends . His eccentricity takes the form 
of believing that the other worlds are inhabited and that these inhabitants may be unfavorable to humanity. If any of these con
tacts are solid, they will also comment that Dr. Tover hangs around with odd people (like mystics, street fighters, and ex-mil
itary types). will also comment that Dr. Tover hangs around with odd people (like mystics, street fighters, and ex-military 
types). 

MEETING 
The meeting is to take place in Dr. Tover's lab. The PCs will have to go through several layers of security (with all sorts 

of scans, checks, and sample-takings). Eventually, they will reach Tover's lab, where they will be checked by two guards 
(wearing full combat gear and armed with 0-11s). Some of the devices used to check them will seem rather odd, but the secu
rity guards will not comment on them. Finally, the Pes will be allowed inside. 

The lab is a marvel of modern science. It contains a vast array of computers, laboratory equipment, and many apparent
ly hand-made machines of unknown functions . It is a virtual cornucopia of technology. On the walls are mathematical for
mulas, as well as computer printouts of odd geometric shapes. In the center of it all is a table piled with papers. At this table 
are Dr. Tover and Dan Moore, two members of Nightwatch. 

Tover and Moore will introduce them, then Tover will explain that his work has shown him not only that other dimen
sions existed besides our own, but that these dimensions could be accessed. Of course, the mathematics also show that such 



access was a two-way street. It was simply a problem of building the right device to open a door to another world. He will 
state that he has been unable to build such a device, but has constructed an instrument that can detect when gateways are 
opened . He will say that most of these gateways are opened from the other, non-Earth side. He concludes that he has been 
observing the PCs for some time. 

Dan Moore will speak next: 
"It was in 1992 that I was driving home lale one morning. My car's engine and electrical system began to fail, so I 

started looking for an off ramp. I saw one that said "Middleston" and turned down it. However, I soon found out that 
Middleston is not a town in Maine. In/act, it's not 011 the Earth at all. At the time, I didn't know where I ended up, but 
I now know it was another dimension. To make a long story short, there is a whole town in there, including people. There 
are other things also. Things we call Nightsiders. The whole setup is a big trap designed to get the Nightsiders bodies 
andfood. I saw people eaten by them, and I saw people taken over by them. We think you have run into some Nightsiders 
recently-Nightsiders in stolen bodies. An extremely poweiful Nightsider runs the whole place. It cannot leave the 
dimension without a suitable host body. It said my body was suitable, but I was lucky enough to escape. I think I am the 
only one who ever has." 

Dr. Tover will then add that his instruments indicate that the Nightsider dimension has been opening into Maine along 
1-95. He will say that the device, which was acquired by the PCs recently in Old Town, might be able to seal off the dimen
sion. He will explain to the PCs the function of the device (see page 38 for details) and how to use it to seal the shadow dimen
sion. According to Dr. Tover, this process will require that at least two remotes be placed in the dimension at least 800 meters 
apart, with a third set up in the gateway at least 800 meters from the other two. Then the gateway controller must be instruct
ed to seal the dimension. Dr. Tover predicts that this process will consume the controUer. 

The meeting will conclude with Tover and Moore answering any questions the pes might have. The PCs will be provid
ed with a gateway detector (see page 45) and two "shadow breaker" weapons (page 45). Tover will also provide them with a 
map showing the general location of the gateway, which is in Maine. If the PCs survive this mission, Dr. Tover and Dan Moore 
may be treated as contacts in later adventures. 

Referee: If desired, the PCs can become involved in some side action at this point. The exact nature of this action is left 
to the referee. Some suggestions are that one of the PCs' devices is stolen and must be regained, or that a Nightsider or relat
ed attack occurs on the PCs. After all, the Dark Minions suspect Tover, so those who visit him are also suspect. This will make 
the PCs feeltrapped-directiy threatened by the Nightsiders. This will serve as an impetus for the PCs to get involved if they 
were undecided or it will emphasize the seriousness of the situation. Of course, you may wish to simply let them get about on 
their business, but very little in this world is that simple. 

DOWN THE OFF RAMP 
Once the PCs finish up in New Boswash, they will go to Maine. Tover predicts that the gate will be opened in three days, 

at night, along a section of 1-95 between Portland and Bangor. This) gives the PCs time to get ready by acquiring the equip
ment they need. . \ . 

Tover's predictions will be correct. The gate will open onto 1-95 a't 12 A.M. If the PCs are using Tover's map, they will 
be close enough for the gateway detector to detect it. The gateway appears as a simple off ramp with a green highway sign 
saying "Middleston Exit." The gateway creates a disrupting effect in unprotected electronics (Tover knows this and will teU 
the PCs how to protect their equipment). Cars within 400 meters of the gateway will suffer brief spurts of electronic failure, 
and it will worsen as the car gets closer. If a car goes onto the off ramp, it will die out altogether about 40 meters down the 
ramp and will coast the rest of the way. Other electronic devices will be affected in a similar manner. Within the shadow 
dimension, electronics will work normally, except for those that have been damaged by the gateway. Electronics that are not 
turned on will be unaffected by a trip through the gate. 

The shadow dimension is similar to the protodimensions described in Dark Conspiracy Referee's Guide Master's Edition 
(page 165). The main differences are that anyone can see the terrain of the dimension (much of it has been lifted from Earth 
via gates, anyway), and it does not correspond to any particular terran topography. It is actually a fragment from a much larg
er dimension that was shattered during a war between the inhabitants (see "Out of the Grave" for further details). 

The interior of the dimension looks like a fairly normal town, complete with buildings, streets and trees. However, an 
Average roll versus Observation will reveal that something seems wrong about the layout-las if it were put together by an 
intelligence, but not a human one. The dimension is always dark, but working streetlights prq"ide some light. The place should 
be described in such a way that the normal components make it all the more horrible. PCs With Empathy ratings ~eater than 
owill feel a malign presence suffusing the place and will sense disembodied intellects of a~evil nature whisperi~g through 
the streets. They will be "seen" as flitting shadows out of the corners of the PCs' eyes. \ 



Once they enter the shadow dimension, the PCs will have plenty of action on their hands. The Nightsiders know when 
humans enter the dimension and will be waiting to meet the PCs. Fortunately, the Nightsiders; suffer from extreme pride and 
cannot conceive of a group of humans besting them. As such, their first attack \Will be sloppy and will enable the PCs to escape 
into the town. What occurs next depends on the PCs' goals. If they are here to seal off the dimension, they will have to plant 
the remotes and escape back to their home dimension. If the PCs have blundered into the trap, their goal will be to escape 
before the Nightsideri can hunt them down. 

MAIN MAP 
The main map shows the layout of the entire dimension. The part extending out the farthest is where the gateway is locat

ed. 
Street: These are conventional, two-lane streets. They are often lined with streetlights. The main street (the one the off 

ramp feeds into) is lined with cars. The farther one goes down the street, the older the license plates of the cars are. The old
est vehicles are from the 1930s. The vehicles are all dead and are in varying stages of decay. The side streets are devoid of 
cars. 

Para-Dimensional Border: This area marks the limits of the shadow dimension. The border can only be penetrated at 
the gateway. An individual making a Difficult roll against his Empathy can only open the gateway from the inside. Such a 
character can lead others through. Each character may only make one attempt every 24 hours. The gateway controller auto
matically opens the gate. 

Woods: The woods are conventional terran trees. 
Buildings: The buildings are from various times and locations. Some are commercial buildings, and some are residential, 

all mixed together indifferently. Some are in good shape, but others are in disrepair. Several generic maps have been includ
ed to make combat easier (see page 23). Any important structures may be detailed prior to play, if desired. The stores and hous
es will sometimes contain things of use to the PCs (like dried food, camping equipment, and weapons). The exact contents of 
a structure are left to the referee. Oddly enough, the water and power work in most of these structures because the houses have 
been linked up to the ruins of the civilization that was here prior to the fragmentation. Buried deep in the soil are structures 
from an ancient, nOI)human civilization that was the forerunner of the inhabitants of this dimension. 

SETTING THE MOOD 
While this dimension seems normal, its very normalcy makes it terrifying. Be Sure to describe the place properly. For 

example: "You see a street stretching out into the distance. Under the dim light of the streetlights you can make out the decay
ing shapes of cars. Down the street, you see lights in a restaurant and hear voices laughing. But far from comforting you, the 
voices strike a chord of primal fear in your being." 

Be sure to keep the PCs under a great deal of stress-by having them constantly pursued by the Nightsiders. The 
Nightsiders are utterly inhuman, and it is important to convey this to the players. For example, "They look normal, like you 
and me. But something is wrong. There is a feeling of the grave about them, a feeling of malign emptiness and great wrong
ness ... " 

HUMAN INHABITANTS 
Surprisingly enough, there are humans living in the shadow dimension. These people came down the off ramp and never left. 

They divide into three groups. The largest group is comprised of the people who have lost all hope or sanity. These people con
tinue to live physically, but gave up the psychic and spiritual ghosts a while ago. Or they simply go catatonic and starve to death, 
and will do nothing to aid each other or the PCs. There are 82 of these people, who are normal human NPCs. The second group 
consists of those who are willing to serve the Nightsiders. They can be considered to be Igors (see page 10 of Dark Conspiracy 
Player's Handbook Master's Edition). There are 12 of these people, and they are armed with handguns, clubs, and knifes. Despite 
their cooperation, the Nightsiders have no qualms about using them for food or bodies. The third and smallest group consists of 
people who resist the Nightsiders. There are currently three of them. They are Tonya Yarvis, an eco-warrior (armed with an 
Ingram MlO .45), David "Slash-Head" Jones, a Ganger (armed with an M- 1 6A2 and a variety of knives), and Father Donovan, 
a Good Samaritan (page 406, Dark Conspiracy Referee's Guide Master's Edition). They will be willing to cooperate with the PCs. 
The referee may want to kill them off after the PCs get to know them, preferably in a brutal manner. 

New people will occasionally enter the trap-but no more than five vehicles per night. They can be used in a variety of ways. 
First, they can provide a useful distraction for the PCs. If the PCs are having a tough time, a van or a car could come in full of 
easier prey. This will distract the Nightsiders and enable the PCs to escape. Second, they can provide people for the PCs to save, 
enabling them to feel heroic. Third, they can provide demonstration material to show what the Nightsiders can do. 





NI6HTSIDERS 

There are three types of Nightsiders-the lesser, the true, and the Nightsider master. All Nightsiders are nonmaterial 

beings who need to inhabit human bodies in order to manipulate objects. They cannot leave their dimension except in a body. 
If they are "killed"outside of their dimension, they will return to it. Outside of a body, they move as ghosts, appear as vague
ly humanoid shadows, and can only be attacked by Empathy-based skills or by special energy weapons (like the shadow
breakers). The Nightsider master is the most powerful of the shadow beings. For details on the Nightsider master, see page 47. 

EOUIPMENT 

GAW.'A1 DETECTOR 

The gateway detector is a device about the size and shape of a MST 3000 Motion Detector (see Dark Conspiracy Player's 

Handbook Master's Edition, page 218). The device weighs three kilograms. It has the following functions : First, it wilt indi
cate, with an arrow display, the direction of the largest gate in the area, with a range of two kilometers. It can be adjusted to 
indicate the gates of lesser strength by adjusting the detection range. The second function is to display the size and location 
of the gate on a grid map, which shows the position of the detector. Unlike the first function, this can be adjusted to scan for 
smaller gates. It has a range of 400 meters. It requires an Easy skill check versus Electronics to use these functions . The gate
way detector's battery back is good for four hours of use. The pack can be recharged or replaced. 
Wt: 2 kg 
Price: NtA (about $4000 to construct) Availability: (-fR) 

SKAOO~'BRE ~.KER 
The shadowbreaker is a special weapon designed by Dr. Tover to induce instability in certain types of energy fields, caus

ing them to lose coherence and dissipate. The weapon is effective against bleaks, haunts, poltergeists, nosferatu, and 
N ightsiders. 

The weapon's attack is handled in game terms by doing damage to the creature's Empathy rating. The to-hit roll is nor
mal, and a successful hit inflic ts ID6 damage to the creature's Empathy rating. At 0, the creature is destroyed. If the creature 
inhabits a body, it can still be attacked. Armor has no effect on the shadow breaker. A "wounded" creature will regain Empathy 
at the rate of 1 point per hour. The weapon looks very much like a laser pistol and uses a is-shot belt power pack. 

Ammo: -

Wt: 5 kg (pistol weight : 1.5 kg; belt power pack: 3.5 kg) 

Mag: 15 shots per power pack. 

Price: NtA (about $4500 to construct) 

Availability: (-fR) 




CAST 


DR. JIi.MES lOVER 

Strength: 2 Education: 10 
Constitution: 2 Charisma: 5 
Agility: 2 Empathy: 5 
Intelligence: 10 Initiative: 1 

Skills: Electronics 8, Forgery 4, Willpower 7, Biology 2, Chemistry 2, Computer Operation 7, 
Engineer 7, Physics 10, Instruction 5, Human Empathy 3, Foreboding 1. 

Description: Due to a severe childhood injury, Dr. Tover, age 51, is confined to an electric 
wheelchair. He has fitted his chair with all sorts of devices, which enable him to function as well 
as a normal individual. He is perhaps the most brilliant human mind in the area of multidimensional 
physics and mathematics. His work led him to be an investigator as he discovered that these realms 
were inhabited-and inhabited by beings inimical to humanity. Dr. Tover is very concerned about 
stopping the Dark Minions and does everything in his power to do so. He joined Nightwatch five years ago and has been 
providing them with special devices, insights, and good advice since then. He is polite, but somewhat quiet. He will allow 
Dan Moore to do most of the talking. 

DAN MOORE 

Strength: 5 Education: 7 
Constitution: 6 Charisma: 6 
Agility: 5 Empathy: 8 
IntelUgence: 7 Initiative: 3 . 

Skills: Melee Combat (Unarmed) 2, Small Arms (Pistol) 4, Small Arms (Rifle) 2, Stealth 2, 
Vehicle Use (Wheeled) 3, Willpower 6, Business 6, Com puter Operation 5, Leadership 5, Luck 3, 
Foreboding 4, Human Empathy 4. 

Description: Moore, age 47, is a founding member of Nightwatch, which began soon after he 
escaped from the shadow dimension. Moore runs a computer store in Portland, which also serves 
as a cover for hacking operations against Dark Minion computers. Moore's experience and skill 
enable him to contribute a great deal to Nightwatch. He is completely dedicated to defeating the 
Dark Minions and has been involved in numerous operations against them. He doesn't like to drive since his experience in 
the shadow dimension and generally flies instead. Moore is cordial, but serious. 

Equipment: Moore always carries at least one pistol, generally an S&W Model 36 if he needs to conceal it and a 
Desert Eagle .44 when he doesn't. He owns an MP-7 and a C3. 

LESSE~ NIGH1SIOER 

Strength: 9* Education: 3 Move: 2/8115130* 
Constitution: 7* Charisma: 5 SkilIlDam: 5/2d6* 
Agility: 3* Empathy: 3 Hits: 15/30* 
Intelligence: 5 Initiative: 2 #Appear: 2D6 

*In a body. 
Special: Human Empathy 2, Project Emotion 2. 
The weakest of the Nightsiders, these entities can only animate a dead body. Like their greater brothers, they are evil 

and have nothing but contempt for humans. They are rather vile and enjoy consuming human flesh and blood, even though 
they cannot digest it. A true Nightsider using its special ability can in tum, possess them. There are 32 "embodied" lesser 
Nightsiders (inhabiting dead human bodies) and 25 disembodied ones. The embodied ones spend their time torturing and 
killing the humans. 
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