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Starting the 
adventure

The player characters, all prisoners of the 
Amalgamate, are in their cells; 
tired, stinking and barely clothed. 
When suddenly, the lights are shut off, 
and the electronically locked prison cells 
open. A power cut?

The imprisoned, 0-level- characters in 
this adventure are under the iron fisted 
slave-rule of the amalgamate, as such 
all occupations listed refer to their 
occupations before the amalgamate took 
over earth.

Introduction

Escape from station 17 is a 0-Level funnel adventure, set in a post-apocalyptic, sci-fi 
version of our earth. It is for use with the Dungeon Crawl Classics Role Playing Game 

(or any OSR system) and has been designed as a low prep, quick-to-start adventure.  

(both sides of an A4 sheet of paper), maps and statted NPCs/Monsters relevant to the 
adventure. Additionally; the entire map has been designed to fit onto a single 23x26 

vinyl battlemat.

Background
Earth, year 202X. The planet has been taken over by a technologically advanced 
multidimensional empire known as the ‘Amalgamate’. These fearsome, humanoid 

creatures conquered the world in only nine hours, and have implemented a violent, 
unforgiving police-state. 

Since the usurpation of earth’s control, our new alien overlords have been slowly 
draining earth of all of it’s water and sending it back to the Gryx Border-World. And 
have set about converting humanity into Amalgamate with the use of extremely long, 

painful and torturous operations (performed with no anasthesia).

Amalgamate conversions are carried out in ‘Alteration Stations’; prison compounds 
where once-proud humans are fed grey sludge and packed into tiny cells. These poor 
prisoners are only permitted outdoors once every two months and are not told when 

their ‘alteration day’ will come. 
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them. The western and southern doors are locked by 
Blue keycard readers. Next to the eastern door a green 
keycard reader can be seen, and the northern door 
bears a Pink keycard reader.

The amalgamate drill sergeant can be seen here at 
any time, milling around twirling two electric batons, 
this goliath holds the Red Key-card in his pocket. He 
attacks escapees furiously, looking to kill them swiftly 
and brutally. 

E - Sludge Manufacture 
Kitchen
This room’s door is a gateway of rubber flaps, 
making it easier for gurneys to be pushed through 
by Amalgamates. Dark red and grey substances are 
crusted all over the entry flaps. The room contains 
several, foul smelling, steaming vats of grey sludge. 
Several (human sized) mincing machines feed directly 
into the vats. Pumps, which lead away into the cell 
block, are draped into each vat. 

There are 4 Amalgamates within this room dressed 
in viscera-stained coveralls. Two Amalgamates on 
a platform above the mincers drop unused human 
parts (cast offs from conversions), into the spinning 
blades. One of the amalgamates atop the platform 
has a, clearly visible, blue keycard around his neck on 
a lanyard.   The floor of this room is covered in thick 
sticky liquid of varying colours (halving movement 
speed). 

A - Cell Block
The small 3x2ft cells contain a single (rarely cleaned) 
bucket for use as a latrine. Coming in from elsewhere, a 
pipe (10cm in diameter) feeds into each room and spits 
out nutrient rich sludge every D100 Hours. Power is 
restored once all the PCs leave the cell block.

B - Security Room
This room contains access to the security systems in the 
facility. Such as the electronic locks on doors, alarms 
and traps. This huge console’s buttons are marked with 
Amalgamate text, making the systems extremely hard 
to navigate. If a player wishes to use the system and do 
anything meaningful, a successful luck roll is required.

The door to this room is made of thick metal and is 
locked electronically with a pink keycard reader.

Inside this room are two amalgamate guards, who treat 
the player characters with unflinching, brutal force. 
One of the guards has a yellow key-card in his pocket.

C - ‘Processing’ Room
Inside the room, there are a number of huge, horrific 
machines which use their metallic, spider-like limbs to 
rip and tear at poor human victims, who wail in pain, as 
parts of them are torn off and put in a nearby dumpster 
(half full). These violent devices are amalgamate 
conversion apparatus. The humans attached to the 
devices are strapped in, and the machine’s various 
screens and appendages are caked with thick viscera. 

This room is barred with heavy vault-like doors on 
both of its entrances. Next to the doors, key-card 
readers can be seen, these readers are green. 

Working at small terminals attached to the conversion 
machines are 1d6 amalgamates, who use electric batons 
to subdue any interlopers, before attaching them to the 
conversion apparatus.

D - Exercise Yard
This 30ft by 40ft outside area is surrounded by 100ft 
high, thick concrete walls and is watched over by two 
sniper amalgamate in watch towers.  An extremely 
large, and bright spotlight shines into the yard 
infecting it with uncomfortable heat.

Blasting at sickening volumes from large wall-
mounted speakers in the corners of the yard is a 
hideous, repetitive, droning ‘exercise music’ that the 
Amalgamates use to wear down the spirits of  humans, 
better readying them for their conversion.

The entrances to the exercise yard  are all heavy metal 
chain-link gates with rusty razor wire coiled round the 
top. Both the gates and razor wire hum with electrical 
energy which deals 1D4 damage to anyone who touches 
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F - Torture Room
Loud screams can be heard coming from this room 
when approached. Which seem to come to a stop as the  
PCs get closer.

The heavy, metal door has a bloodstained keycard 
reader next to it which, when wiped clean, is red in 
colour.

Inside this room, the walls are all painted black and 
the room is illuminated by a single flickering lightbulb 
on the ceiling.  In the centre of the room is a torture 
chair. Strapped to the chair is a mangled and beaten 
corpse. To one side of the room is a trolley covered in a 
variety of vicious looking contraptions all of which are 
covered in thick chunks of gore. On the other side of 
the gruesome chair there are large metal cages full of 
petrified looking humans (One per player).

An amalgamate torturer can be seen wiping down the 
chair ready for the next use. This amalgamate has a 
green key card attached to his belt.

G - Overseer’s office
The overseer (an amalgamate in a suit) attacks any 
escapees on sight, taking cover behind the desk and 
blasting humans with his ‘super-shotgun’. The walls 
of the room are lined with propaganda showing the 
amalgamate’s ‘great leader’. Inside the desk a pink 
keycard can be found.

The northern door to this room is of solid metal 
construction. Next to it is a green keycard reader. The 
door to the south is constructed from metal bars with a 
yellow keycard reader on either side. 

H - ‘Staff Room’
The northern door of this room appears to have been 
the victim of an explosion and is unlocked, charred and 
bowed, perhaps a previous escape attempt. The eastern 
door is electronically locked with a blue keycard reader.

The staff room contains a number of tables, on which 
a strange, holographic, chess-like game can be played. 
1d4 Amalgamates sit playing the game, their weapons 
lying next to them on empty seats. 

H-2 Armory 
The armory is electronically locked by a sturdy, metal 
door, next to which is a yellow keycard reader. 
Inside the armory the following can be found:

- A sniper rifle (Dmg D14, Range 300/600/900, 
ammo 4) with four bullets.
- A katana (Dmg 1d7)
- 2 Grenades (Dmg 1D0, 15 foot blast radius)
- A bubble gun (Will turn any liquid in the chamber 
into 1D6 floating bubbles)
- 3 Revolvoids (Dmg D8, Range 40/80/120, ammo 6) 
each with six bullets
- Orange Keycard

I - Lobby
In the northwest corner of this room is a desk, behind 
which sits an amalgamate who holds a barbed ‘tagging 
gun’ used to affix plastic tags to prisoner’s ears. This 
room is the cleanest in the building, and a table in the 
corner even has a holographic plant atop it.

The metal, eastern door is locked electronically by 
a yellow keycard reader. A pair of huge, mega-steel 
double doors to the south are locked electronically 
by an orange keycard reader. While the western and 
northern doors are locked by a blue keycard reader.

J - Antlion Chamber
Inside this chamber, a large, six legged, sinewy 
monster the size of a cow can be seen feasting hungrily 
on a trough of green slime. This fanged creature has 
been nicknamed ‘the antlion’ by prisoners who have 
seen it. This 500 pound, vicious, insect-like mammal is 
the overseers pet. 

Although completely blind, the antlion attacks 
anything that smells human, tearing them to shreds as 
quickly as possible before continuing it’s slime-feast.

K - Outside & Truck
Outside the facility, a single amalgamate can be 
seen dismounting a six-wheeler truck, and stepping 
out onto the sand. This driver is holding the keys to 
the truck in his hand. Two guard towers look down 
into this courtyard, manned by amalgamate snipers. 
Station 17 is surrounded by a chain-link, razor-wire-
wrapped fence. This fence is electrified and will deal 
1d4 damage to anyone touching it, but can be easily 
smashed in by a rampaging truck.

If the PCs get beyond the gates of the compound, 
the amalgamate resort to unleashing the ‘helicopter 
beast’; an alien-cyborg, slug-like monstrosity the size 
of a tank with a helicopter blade surgically attached to 
it’s tail. The beast uses it’s death-laser-fitted proboscis 
to attempt to destroy the escapees as they drive the 
truck through the surrounding desert. If the Player 
characters manage to evade the beast or destroy it, 
then their trail is lost and they have won their freedom 
from the amalgamate. For now.
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Enemies & Traps
Amalgamate Overseer
Init +1 
Super shotgun +2 missile fire (1D12); 
AC 16 
HD 2D6 
MV 25’ 
Act 1D20 
SV Fort+2, Ref +1, Will +2
AL C

Amalgamate Guard
Init +1 
Electric Baton +2 melee (1D6) or Revolvoid +2
missile fire (1D8) 
AC 16 
HD 2D6 
MV 25’ 
Act 1D20 
SV Fort+2, Ref +1, Will +2 
AL C

Amalgamate Sniper
Init +1 
Sniper rifle +2 missile fire (1D14) 
AC 14 
HD 2D6 
MV 25’ 
Act 1D20 
SV Fort+2, Ref +1, Will +2 
AL C

Amalgamate Torturer
Init +3 
Energy Cleaver (1D8) 
AC 17 
HD 2D8
MV 30’ 
Act 1D20 & 1D14 
SV Fort+4, Ref +1, Will +4; 
AL C

Amalgamate Drill Sergeant
Init +3 
Electric Baton +3 melee (1D6) 
AC 17 
HD 2D8 
MV 30’ 
Act 1D20 & 1D14 
SV Fort+4, Ref +1, Will +4; 
AL C

TRAPS
A large part of this adventure involves the aquisition 
of keys and using them to access other parts of 
Station 17, as such it’s likely that PCs will attempt to 
force some of the doors. If they do, roll on the chart 
below to determine how the door is trapped:

Antlion
Init +4
Atk claw +5 melee (1d10) or Spit poison +7 missile fire 
(1d6+2 plus poison) 
AC 18 
HD 3D10+10  
MV 50’ or climb 30’
Act 2D20 
SP poison (DC 15 Fort save or death in 1d3 rounds)
SV Fort +10, Ref +5, Will 0 
AL N.

1 - Electric Shock - 1D4 Damage.
2 -  Compliance Field - DC14 Will save or become 
completely obedient to the Amalgamate for 1d3 
hours.
3 - Leg disabler Field - DC 14 Fort save or legs are 
paralyzed for 1d10 minutes.
4 - Soiler Ray - DC 18 Fort save or immediatley 
evacuate bowels.
5 - Adhesive Trap - Stuck to the door by a sticky 
substance DC18 str to break free, repeated checks 
strengthen the bond, meaning attempts will be made 
at a cumulitive -1D for each attempt.
6 -  Pitfall - A trap door opens up, DC 15 reflex save 
or fall to death
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