
























































































Posses
There are several posses that may be

encountered if tbe party tries to leave
10WD. They will be encountered in ap
propriate locations (e.g., the Scout troop
will almost always be in the forest, Vic and
the Shards on a bact road, etc.). The goal
of these posses is not to kill escapees, but
10 dissuade them from leaving town.
Lethal force will be used only if the es
capees will not listen to "reason."

If oae posse is overcome, others will
sooo anive as reinforcements.

Vic and the Shards
Vic will be with the posse, despite Ihe

fact that the last time the investigators may
have seen him, he was in jail. Vic is laid
back and pbilosophieal about the gang's
job. but no less dedicated to the task for all
of that.

If the GM feels that the Shards are out
gunned by the pany. add an Clltra duellist
from the AADA, preferably Malcolm
Fraser.

Church ofPure Values Posse
This posse is composed of five

churchmen and led by Jim Fisber. Each
churchman is ST 12, OX 11, IQ 10, HT
12, Speed 5.75, Move and Dodge 5. Each
bas skills Alte/Mace·14; Brawling-12;
Driving (Car)-12; Guns (PistOl or Rifle)
12; Tracking-It. Three men are armed
with .38 revolvers with 12 rounds each.
The other two carry .30 rifles (IS rounds
each). All carry axes; being loggers, they
know how to usc them. They travel in two
civilian cars. The Church of Purc Values
posse members possess a special charac
teristic - they are not stunned or affected
by wound-bascd penalties, and do not col
lapse until HT is fully negativc - the result
of another Nash experiment.

AI.lWdl.ld: All members of Lbc posse
wear flak jackets. All have Guns (pistol)
12 and Guns (rifie)-13. Each is armed with
an AK-13 with two ex.tra clips. All have
Combat Reflexes. If the GM feels Lbat this
posse will be outclassed, add another
AADA member or two 10 bolster their
defenses.
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the clinic will not be too difficult (Lockpick--4 or, in AuJOtlzul, Electronics
(security Systems)-3 to get in the door).

Unfortunately, as the investigators either approach or stake out the clinic,
they see a black van drive up to the clinic's rear entrance. Basset opens the back
door of the clinic; Tambo is with him. The driver of the van remains inside the
vehicle while another figure, dressed in a black leather jacket and camouflage
pants, emerges from the rear of the van. (This is Blackie.)

Tambo and Basset begin handing out small black plastic boxes to the leather
jacketed figure, who places them in the rear of the van - there are about a half
dozen boxes in all. When all the boxes are in the van, the figure climbs back into
the vehicle and the van drives off. Tambo and Basset re-enter the clinic.

If the observers interrupt this process, Tambo and the rest train all available
weapons on the party, telling them firmly to back off. They will shoot to kill if
the pes attempt any violence. In a fire-fight, Basset does not shoot, but instead
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MINE INTERIOR - LEVEL ONE

17Ie Four Honemen
Tbc:seare Nuh's hired thugs. The Pour

Horsemen are a band of rutbleu 1IlC:It:en

aries who specialize in assignments ror the
Cabal and the underworld. They do their
Jobs only for money and have almost no
respect ror human life.

The Horsemen are led by Unda~
war, an albino warrior whose bean was cut
from ice. The other team members are
Blackie, the supc:r-cool sniper and weapooa
specialist; Yeller. the tum's dwarfish tIrid
and the butt d maoy crud.i<*ea; and Red,
the demolitions expert. The HOI'ICIDeIl an:
known ror tbcir -wWorm- - black ka1hc:r

J- "'" camounaae_·
Tbe Honemeo do GOt like Nash. and

think lhat be is abIoIutdy wane. How
ever, they respect what be has been KWe ID
do and, since they have beal; promised
tremendous sums or money at the coo
clusioo of the job, they rollow his orden.
But they will certainly DOt sacrifice them
selves ror him!

In any flref!&hl, they will wilhdn.w if
they belicYe Ihat they cannot win (though
they are likely ID regroup for a surprise at
tack later). The ooIy thing tbat makes them
stick to Nash is money, and lftbepartyuo
offer them more than Nash is paying them
(SSO,OOO apiece), they may stand aside as
the investigaton destroy the hideout Or,
they might take the money and shoot the
investigaton aoYW3}'.

The Horsemen own the black van and
the three mocorcycles that the party hu
seen either driving around in town or
parked in the mine garage.
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[ Zombie Pit

is a small intercom which is linked directly with the ECM Room. Buzzing the in
tercom gets a request for "the password." If the intruders cannot supply it. then
everyone below will come up looking for them; they will be well-armed.

A brave explorer can climb along the wall above the pit to the other side
(Climbing-2). Everyone gets an IQ roll to remember that the buildings outside
contain many long timbers which aTe fairly easy to transport and will span the
gap. Anyone crossing on a timber must roll against OX (or Acrobatics) to avoid
falling.

The Shaft Down
Fifteen yards beyond the pit, the corridor comes to an intersection. There, a

wide corridor extends to the left. and another twisting corridor runs off to the
right. A third, smaller shaft. lies at the party's feet, with a ladder leading down
ward. It continues straight down for 20 yards before ending in another corridor
on Level Two.

Th~ Prison
The corridor to the left ends at a small jail cell. Behind the bars (DR 12. HT

100; lock DR 6, HT 10, Lockpicking-4 to open) are Captain Fred (if the zom
bies didn't shred him) and the real Julie Goldblum. They are in a sorry state, not
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