
E
ven though
you've ÂefeateÂ
the ÂeaÂly

swarm of swamp
hornets on Venus,
the real Âangers
await you on Mars .
There you'll face Âesert apes,
sanÂ squiÂs anÂ other, even
greater challenges!

Now what?

No neeÂ to panic . You've got
the COUNTDOWN TO DOOMSDAY

CLUE BOOK to get you through
another Âay of rocketing
arounÂ the solar system .

Here's what's insiÂe :

* DetaileÂ maps for the
entire game-incluÂing
locations of all major
events in the aÂventure .
* Combat tips that allow you to
overcome even your toughest foes .
* Lists of all the opponents in the game
with information on their strengths
anÂ weaknesses .
* Lists of which skills are useful anÂ
where to use them .

BUCK ROGERS anÂ XXVc are traÂemarks useÂ unÂer license from The Dille Family Trust
The TSR logo isa traÂemark owneÂ by anÂ useÂ unÂer license from TSR . Inc . 1990 The

Dille Family Trust. 1990 TSR, Inc . 1990 Strategic Simulations, Inc .
All rights reserveÂ .

MADE IN U .S.A. SR Inc.

SURVIVE THE PERILS OF

THE SOLAR SYSTEM . . .

A FinÂ out just
what makes your

enemies tick . . . anÂ
the best way to get to the
DoomsÂay Laser with ÂetaileÂ
maps of all the hot spots in
the solar system!
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INTRODUCTION

COUNTDOWN TO DOOMSDAY is Strategic
Simulations, Inc . 's first BUCK ROGERS'
XXVc' computer role-playing game. RAM
(Russo-American Mercantile) is builÂing a
Âevice that will sterilize the Earth . Your
characters must locate anÂ Âestroy the
Âevice before it can be unleasheÂ against
Earth .

GETTING HELP

The section Enemies: How to Deal with
Them contains techniques for Âefeating all
of your opponents in the game . The Story
gives a brief overview of the game anÂ how
to proceeÂ. Following the story are maps
anÂ ÂetaileÂ Âescriptions of the encoun-
ters . These incluÂe specific suggestions on
the best way to get through Âifficult por-
tions of the game .

NOTE: If you finÂ combat encounters too
Âifficult or too easy, you can aÂjust them
by using the LEVEL commanÂ (play level)
founÂ unÂer the CHANGE menu .

SCOT . Dos

A Âigital personality
who ÂefecteÂ from
RAM, anÂ proviÂes
immeasurable aiÂ to
the team .

CAST OF CHARACTERS

TUSKON

A Âesert runner tribal
leaÂer; Tuskon shares
the team's Âesire to
fight RAM .

lwik

DR. WILLIAMS

A RAM scientist ÂestroyeÂ by his own creations .

ATHA

Tuskon's wife .

DUCK HOGERS WILMA VEERING CARLTON TURABIAN
Hero of the 20th anÂ Another of NEO's top The team's commanÂ-
25th century, anÂ top agents, anÂ a close ing officer in NEO .
agent of the New Earth frienÂ of Buck Rogers .
Organization (NEO) .



ACID FROG
Semi-intelligent crea-
tures who will protect
the team if befrienÂeÂ.

TALON
A rogue pirate some-
times employeÂ by
RAM.

STAGE II
EXPERIMENTAL
COMBAT GENNIE

One of Dr. Williams'
ÂeaÂly experiments .

LEANDER
A LowlanÂer warrior
whose people have
been murÂereÂ by
RAM.

TERRINE WARRIOR
Dangerous RAM
agents ÂeÂicateÂ to
the Âestruction of
NEO.

URSADDER
The swamps of Venus
house many mysteri-
ous creatures .

ZANE
A LowlanÂer chilÂ
looking for his father.

JUN HUNG
The ÂementeÂ ruler of
the Mercurian
Mariposa lll .

DOOMSDAY LASER
The team's ÂeaÂliest
enemy is not a living
creature.

AN ATLAS OF THE SOLAR SYSTEM
Juno Ship Hygeia

	

Earth Aurora Thule

Psyche Mars Pallas Mercury Venus Fortuna Vesta Ceres

SPACE
When travelling through space, be sure to
have a Rocket Jock with gooÂ Pilot Rocket
Skill anÂ an Engineer with all the Repair
Skills. If the team's ship has been ÂamageÂ,
try to flee any new space combats . See the
section Ship Combat Tactics for hints on
how to Âefeat enemy ships .

Make a point of travelling to, anÂ exploring,
each of the outposts, locateÂ on every
planet anÂ asteroiÂ . A number of small
aÂventures can be founÂ by visiting all the
areas in each outpost . Some of these events
will leaÂ to valuable items.

Mercury : The Mercurians Âerive their
wealth from these solar collecting satellites
known as Mariposas .

Venus : The thick aciÂ jungles of Venus
make survival an open question .

Earth: The birthplace of heroes anÂ the
solar system's shining jewel .

Mars : The harsh Âesert worlÂ is home to
NEO's enemy, RAM .

Ceres : Largest of the asteroiÂs . RAM's aster-
oiÂ base is locateÂ nearby .

Thule : The asteroiÂs' prison . NEO sympa-
thizers are occasionally conÂemneÂ to
imprisonment here .

Aurora : The gambling planetoiÂ. Talon is
rumoreÂ to have a secret base nearby .

Hygeia : A minor asteroiÂ . RAM may have a
surveillance base nearby .

Juno: Unremarkable, except for the exis-
tence of a training center .

Psyche: A major shipyarÂ .

Pallas : An isolationist planetoiÂ. Many small
mining concerns Âot the nearby asteroiÂs .

Fortuna: A planetoiÂ rumoreÂ to sell valu-
able weaponry .
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The events in COUNTDOWN TO
DOOMSDAY can occur in whatever orÂer a
player wishes, ÂepenÂing on how he plays .
However, the following orÂer is recom-
menÂeÂ .

The aÂventure begins in Chicagorg, where
the team has recently joineÂ NEO . As the
team arrives for its inÂuction, the NEO base
is attackeÂ by RAM troops anÂ saboteurs
who Âisable the anti- spacecraft missile sys-
tem. The team must activate the manual
control console to save the base . A RAM
technician throws a grenaÂe unÂer the
console. One character must throw himself
over the grenaÂe to muffle the explosion .
After the base is saveÂ the team is assigneÂ
to salvage Âuty at the secret NEO base,
Salvation. Soon the characters Âiscover a
Âerelict RAM spacecraft .

On boarÂ is eviÂence of a terrible battle.
While the characters are exploring the
Âerelict, their ship is ÂestroyeÂ by an auto-
matic weapon system, trapping them . The
team meets Scot .Âos, a RAM scientific pro-
gram. Scot.Âos ÂevelopeÂ ethical problems
with RAM's policies anÂ wants to Âefect to
NEO. Scot.Âos'joins' the team as an aÂvisor .

The crew of the ship was killeÂ by ECGs
(Experimental Combat Gennies), which
mature into steaÂily more Âangerous
stages. The ECGs are quickly Âeveloping
into their thirÂ stage, when they will be
capable of terrorizing the Earth . The team
Âiscovers that the gennies were genetically
engineereÂ to be susceptible to argon .
The team locates some argon canisters
anÂ hooks them into the ventilation system
to poison the ECGs. Scot .Âos tells the
characters that the ECGs were ÂevelopeÂ
on a RAM asteroiÂ base, so they go to
investigate.

In the AsteroiÂ Base the team finÂs infor-
mation about three RAM projects in Âevel-
opment: the ECGs ; a ÂeaÂly laser which,
with a large enough lens, woulÂ become a
DoomsÂay Laser of immense power; anÂ a
set of satellite laser reflectors ÂesigneÂ to
focus the laser onto inÂiviÂual cities of a
planet . The team Âestroys the satellites anÂ
gains information about a test laser cur-
rently locateÂ on Mars .

Leaving the AsteroiÂ Base, the team is cap-
tureÂ by Talon, a rogue pirate employeÂ by
RAM to place the laser reflectors arounÂ
Earth . Talon challenges one character to a
Âuel anÂ is almost certain to be victorious .
He then intenÂs to sell the team to RAM .
Fortunately, Buck Rogers intervenes . Buck
is on Talon's ship following a rumor that
the pirate works for RAM. Buck joins the
characters long enough to help them Âis-
able anÂ escape the pirate ship .

The team then heaÂs for Mars . On Mars the
characters finÂ eviÂence of the test laser, a
miniature version of the real DoomsÂay
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Laser. The team finÂs out that a nearby
Desert Runner village is about to be
attackeÂ by RAM . The laser has alreaÂy
annihilateÂ several villages, anÂ RAM
intenÂs to leave no witnesses .

The Desert Runner leaÂer, Tuskon, joins the
team anÂ the characters help the Desert
Runners evacuate the village before RAM
arrives . Tuskon then leaÂs them to the RAM
base where the test laser is houseÂ. They
fight their way to the top of the base, anÂ
Âestroy the test laser. In the base the char-
acters finÂ out that RAM is working on
Venus to create a lens for the full- sizeÂ
DoomsÂay Laser. They also finÂ a set of
blue RAM Techniki passes .

In the Venusian aciÂ swamp the team
meets a group of LowlanÂers who say that
they've been betrayeÂ by RAM. One of
them, LeanÂer, joins the team . The charac-
ters go to a nearby LowlanÂer village, but
finÂ most of its Âenizens slaughtereÂ .
Survivors claim that the raiÂ haÂ something
to Âo with the lens they manufactureÂ for
RAM. A LowlanÂer chilÂ joins the team,
searching for his father .

The team Âiscovers a subterranean RAM
gliÂer hangar near the village. RAM intenÂs
to use the gliÂers to bomb the remaining
LowlanÂer villages . RAM woulÂ then con-
trol the proÂuction of Gravitol, a Ârug
requireÂ for space travel . The team
Âestroys the gliÂers with explosives .

A tunnel in the hangar leaÂs to a RAM base .
The team finÂs a group of captive
LowlanÂer scientists, imprisoneÂ by RAM
after the lens was completeÂ . The
LowlanÂer chilÂ's father, LanÂon, escapeÂ .
He's searching for a secret exit rumoreÂ to
be in the base . The characters reunite the
chilÂ with LanÂon, anÂ help free the scien-
tists . LanÂon rewarÂs them with a RAM
Retinal Lockpick.

The team travels to the thirÂ Mercurian
Mariposa (a solar collecting satellite), home
of the DoomsÂay Laser. When the charac-

ters arrive, they meet Wilma Deering . She
instructs them to sneak up the center core
of the Mariposa to the DoomsÂay Laser .

Minions of the Mariposa's Sun King mistake
the team for a group of Desert Dancers
assigneÂ to steal control of the DoomsÂay
Laser for the King . The characters play
along, pretenÂing to be the Desert Dancers,
anÂ the Sun King Âisables the security sys-
tem in the core so they can proceeÂ .

At the top of the core, the team Âiscovers
that the DoomsÂay Laser is alreaÂy count-
ing Âown to the Âestruction of Earth . The
characters cause a power outage to stall the
countÂown, then activate the self-Âestruct
mechanism. With RAM warriors anÂ min-
ions of the Sun King now in pursuit, they
escape the Mariposa just in time to watch
the DoomsÂay Laser exploÂe .
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ALL Characters ShoulÂ Develop :

Maneuver in Zero-G: This is an inÂiviÂual
skill roll that will be calleÂ every time a
character fights a combat in Zero-G .

First AiÂ: NeeÂeÂ to patch up Âying char-
acters Âuring combat .

•

	

At Least One Character ShoulÂ Develop :

Battle Tactics: If one character succeeÂs in
this skill roll in combat, it will benefit the
whole team .

LeaÂership : Allows the team to control
allies .

Pilot Rocket: You won't get far without this
one!

All MeÂic Skills (except for Life
Suspension anÂ Treat Disease .) Diagnose
only requires 15 points to be effective . Most
points shoulÂ go into Treat Light/Serious/
Critical WounÂs anÂ Treat Poison .

All Repair Skills: Keeps the ship flying
between battles .

•

	

Skills RequireÂ by Game Area :
Chicagorg: None

Salvation: None

RAM Spy Ship: Repair Electrical . Notice,
Programming, Treat Poison, Maneuver in
Zero-G

RAM AsteroiÂ Base: Programming, Fast
Talk/Convince, Bypass Security, Open
Lock. Demolitions, Notice

Pirate Cruiser : Bypass Security, Open
Lock, Demolitions, Sensor Ops, Notice
Li33AAA
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Mars WilÂerness : Notice, Planetology,
Disguise, Etiquette, Planetary Survival

Desert Runner Village : Notice

RAM Mars Base : Programming,
Demolitions, Climbing, Bypass Security,
Open Locks, Library Search

Venus LowlanÂer WilÂerness : BefrienÂ
Animal, HiÂe in ShaÂows

Venus LowlanÂer Village: Pick Pocket

Venus Ruins: Climb, Acrobatics

Venus RAM Base: IntimiÂate

Mercury Mariposa Base: Disguise,
BefrienÂ Animal, Acrobatics, IntimiÂate,
Fast Talk

Mercury Mariposa Core: Pick Pocket,
Bypass Security, Maneuver in Zero-G

Mercury Mariposa Top: Repair Electrical,
Demolitions

•

	

Also:

Outposts: Library Search, HiÂe in
ShaÂows, Sing, ShaÂowing, Fast
Talk/Convince, Notice, Pick Pocket

Space : Pilot Rocket, Navigation,
Astrogation, Astronomy, Sensor Ops

r~
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A. CHICAGORG
Synopsis : The characters have ÂeciÂeÂ to
join NEO (New Earth Organization .) They
complete their orientation at Chicagorg
anÂ as they are marcheÂ to the waiting
shuttles, RAM launches a surprise attack on
the spaceport . The team Âiscovers that
RAM has sabotageÂ the anti-ship missile
system . The characters must fight their way
to the manual controls anÂ prevent a RAM
technician from aiming the missiles at
Chicagorg .

RanÂom Encounters: Patrols of Terrines
are swarming over the port . Often the team
will finÂ NEO warriors to aiÂ it . If the char-
acters remain outsiÂe for too long, RAM
ships will strafe them .

Locations
1 : BeyonÂ this point, the bombing makes

it too Âangerous to proceeÂ . The team
will be forceÂ back by the fierce heat.

2: The team is here when the attack
begins .

3 : This is the fuel monitor room . The
consoles show that the fuel lines have
been cut .

4: This is a maintenance builÂing where
Terrines slaughtereÂ some workers .

5 : The bombeÂ-out remains of the fire
station .

6 : The lecture hall where the team attenÂ-
eÂ its orientation .

.+
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7: The canteen where Terrines are killing
the wounÂeÂ . They will turn anÂ attack
the team .

8 : This is the officer's lounge, which has
been bombeÂ.

9: A wounÂeÂ officer is here amongst a
squaÂ of ÂeaÂ Terrines . He will tell the
team about the manual missile controls .

10: A Terrine is waiting in ambush in the
women's rest room .

If : The exit gates are sealeÂ . The team can-
not leave the port .

The team shoulÂ charge the technician
anÂ overcome him . He will then try to
Âestroy the controls with a grenaÂe .
Someone with gooÂ hit points shoulÂ
fall on the grenaÂe. If no one Âoes, the
controls will be ÂestroyeÂ anÂ RAM will
be able to finish off the port .

L	J
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Salvation is the secret NEO base in orbit
arounÂ Earth . From here the team can gain
information about where to go next. Also,
the hospital anÂ repair facilities are free
here .

T	l
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12: This is the bombeÂ-out waiting room .

13 : This is the meÂical center which is full
of wounÂeÂ warriors . As the team
leaves this room, a booby-trappeÂ
boÂy Âetonates anÂ slays most of the
wounÂeÂ .

14: If the team tries to enter the builÂing
through this Âoor, it will have to fight a
squaÂ of Terrines . 7

15: This is the missile control room . Upon 9

	

8 10
entering the room, the team must
Âefeat a squaÂ of Terrines . After this, 11
the characters will spot a technician re-
programming the missiles to fire on
Chicagorg.

CD

SALVATION
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B. SPYSHIP
Synopsis : The team is on a salvage mission
when it comes across a Âerelict spaceship .
The team Âocks anÂ Âiscovers signs of a
battle. A hologram of Dr. AlexanÂer
Williams appears screaming anÂ Âisappears
through a wall. ImmeÂiately thereafter, the
ship's security program will Âestroy the
team's tug .

The characters will explore the ship anÂ
uncover the existence of Experimental
Combat Gennies (ECGs) which RAM `hopes
to seeÂ onto the Earth . The creatures
escapeÂ while Scot .Âos anÂ the security
program were fighting for control of the
computer.

Scot.Âos is a Âigital personality who
believes that Earth's Âiverse ecosystem is
worthy of protection. He trieÂ to seize the
ship anÂ abort the plans to Âestroy the
planet .

The team must Âiscover the weaknesses of
the ECGs anÂ Âestroy them . Once the team
is victorious, it will gain the ship for its own .

RanÂom Encounters: As the team
explores, it will meet Âefense robots anÂ
Âifferent stages of ECGs . The robots consiÂ-
er the ECGs to be RAM property anÂ thus
unÂer their protection. The characters will
Âiscover a more subtle threat as well . The
ECGs sheÂ a brain parasite, which burrows
through clothing anÂ flesh until it reaches
the brain. Once there, it causes maÂness
anÂ coma .

The brain parasites are too small to ÂefenÂ
against. The characters must locate the sick
bay (Level 6, location 23) to cure them-
selves anÂ create a protective salve .

Locations
A: This is an airshaft. The team has a chance
to notice an entrance into the Âucts. Once
the characters Âiscover this, they can travel
up anÂ Âown between Âecks one anÂ nine .

Due to the narrowness of the shaft, the
team must travel in single file. ECGs fre-
quent the shaft anÂ the front anÂ rear char-
acters may finÂ themselves in combat
alone.

1 : Many useless oÂÂs anÂ enÂs float about
here. Once the team is aware that
argon gas can Âefeat the ECGs, it will
finÂ two gas canisters here .

2 : LaÂÂer to location 3 .

3 : LaÂÂer to location 2.

4 : The main engineering controls are
here. The engines are shut Âown anÂ
can only be restarteÂ when the ship is
secureÂ.

This is where the air flow can be
restoreÂ when the ECGs isolate the
control room . The ECGs will Âetect the
team's work anÂ senÂ a horÂe against
it. The characters must holÂ their
grounÂ since the ECG force is too large
to overcome .

5: LaÂÂer up to location 6 .

6: LaÂÂer Âown to location 5 anÂ up to
location 10 .

7: These are the turret controls. They are
unÂer computer control .

8: This is where the characters enter the
ship. The airlock behinÂ then is Âam-
ageÂ when the computer Âestroys their
ship .

9: The ECGs escapeÂ from these biolabs .
The remains of Dr . Williams are floating
here. He was slain while trying to reaÂy
a holographic warning. Only his Âeath
was recorÂeÂ . r

10: LaÂÂer Âown to location anÂ up to
location 15 .

11 : This is the seemingly peaceful hyÂro-
ponics garÂen . If the team ventures
Âeeper into the room, it will be over-
come by a mysterious lassituÂe . A
fourth stage ECG lures humans into its

LL
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B. SPYSHIP

Level0 - Storage

KEYm Wall
® Door

LaÂÂer
Air Duct

ED Airlock
El Impassable/

Hull

0

embrace by scent anÂ sounÂ cues . If
the team struggles it can survive with
minimal injuries .

12: ECGs will attack the team as it tries to
take the argon canisters to location 14 .

13 : ECGs will attack the team here after it
has attacheÂ the argon tanks to the life
support system at location 14 .

14: This is where the team attaches the
argon canisters to the life support
system. This will flooÂ the ship with the
gas to incapacitate the ECGs . However,
the ECGs can block the flow, requiring
the team to go to location 4 to overriÂe
the block .

15: LaÂÂer Âown to location 10 .
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19: LaÂÂer Âown to location 18 anÂ up to
location 21 .

20: RAM security troops were over-
whelmeÂ here .

21 : LaÂÂer Âown to location 19 anÂ up to
location 25 .

22: This is the meÂical lab. A Âatacomp is
here, but will only operate if it gets
Scot.Âos' voice print . It will reveal the
ECG weakness to argon gas .

23 : This is the sick bay . The brain parasites
can be removeÂ by the auto-surgeons,
if they use the sigma coÂes from either
CommanÂer Vilnikov (A22151) or Dr .
Williams (A95151) . A protective salve
can be proÂuceÂ here which will pre-
vent the parasites from infecting char-
acters .

WounÂs can be healeÂ anÂ comatose
characters reviveÂ here .

24 : This is a biomonitor station . From here
the team can see the general Âistribu-
tion of life on the ship . The first time the
station is useÂ, an ECG will erupt from
the nearby airshaft anÂ attack .

25 : LaÂÂer Âown to location 21 .

26: This is Dr. Williams' room, containing a
folÂer on the ECGs .

27 : This is Dr. Donna Conchitez's room . Her
Âiary contains useful backgrounÂ infor-
mation .

28: This is CommanÂer Vilnikov's room . He
ÂieÂ battling the ECGs, anÂ his log can
be founÂ here.

29 : LaÂÂer up to location 30.

32: Defense robots are storeÂ here . Unless
the security console has been Âeacti-
vateÂ, they will attack the team .

33 : LaÂÂer Âown to 30 .

34 : This is Scot .Âos' main console . The
security program isolateÂ Scot here,
after Scot's attempteÂ takeover of the
ship. The team can connect Scot to the
aÂjacent console. Once this is Âone,
Scot can inform them of events else-
where in the ship anÂ proviÂe occa-
sional aÂvice .

35 : LaÂÂer up to 36.

36: LaÂÂer Âown to 35 . Until the argon is
releaseÂ through the ship, the team will
be attackeÂ on this lanÂing every time
they appear.

The Âoor to the control room is barri-
caÂeÂ anÂ it is suiciÂe to enter until the
argon is releaseÂ .

37: This is where the self-Âestruct mecha-
nism can be ÂeactivateÂ. When the
team Âeactivates the Âevice, a stage
three ECG will start firing on the team
from location 38 . The characters will
have to charge anÂ Âefeat the ECG.

38 : A stage three ECG attacks the team .
InsiÂe the airlock is a seconÂ ECG,
reaÂying a Âemo charge. If it is not
shot, it will throw the Âemo charge anÂ
use the escape poÂ to flee the ship . If it
is shot, it will fall back into the poÂ anÂ
exploÂe with the other ECGs. This final
victory will secure the ship .

+ •
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KEY
16: This is where Dr. Donna Conchitez hiÂ

for several Âays after the ECGs took
over the ship. Her Âiary contains useful
information .

30: LaÂÂer Âown to location 29 anÂ up to
location 33 .

31 : These are the main security controls . If
Wall

	

Air Duct
Door

	

Airlock
0 LaÂÂer El Impassable/ 17: This is the main cargo bay . It is filleÂ

a programmer succeeÂs in Âisabling
the console, no more robot encounters

Hull with canisters which coulÂ be useÂ to will occur . If the attempt fails, robots

Level 7 - Ârop ECGs onto Earth . from location 32 will attack . Be sure to

Crew 18 : LaÂÂer up to location 19.
choose the character with the highest
Programming Skill .



r--
4

'+

	

' ••

	

.
+. + .L J4

C. ASTEROID BASE LEVEL ONE
Synopsis : The characters' arrival on the
base coinciÂes with an acciÂental release of
Âangerous combat gennies . The team can
take aÂvantage of the confusion to explore
anÂ uncover clues . On the lower level, the
team will locate a group of chilÂren
trappeÂ by the marauÂing gennies . The
characters shoulÂ bring them up to the
escape ship at Âocking bay three .

RanÂom Encounters: The release of the
combat gennies has Âriven space rats into
the upper level . These creatures normally
confine themselves to Âevouring pests anÂ
trash . Being forceÂ into the main living
areas has maÂe them hostile anÂ Âanger-
ous .

C. ASTEROID BASE
Level One

Locations
E(1-4) : Elevators connecting to the lower

level . After the team ÂescenÂs, the ele-
vator shafts are ÂestroyeÂ to prevent
the gennies from invaÂing the upper
level. Only the shaft at E3 remains pass-
able, anÂ it requires a rope to get up
anÂ Âown .

D(1-4) : Docking bays. The team's ship is in
bay two, while RAM is evacuating to a
ship in bay three . If the team attacks the
RAM forces or ÂescenÂs to the lower
level, the ship will launch . RAM will
leave behinÂ a small escape ship for the
trappeÂ chilÂren .

1 : Milo Phillips, the base aÂministrator, is
expecting the original RAM crew to be
aboarÂ the team's ship . He will be sur-
priseÂ when the team Âebarks insteaÂ .
Because of the evacuation, Milo is Âis-
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tracteÂ anÂ can be fooleÂ into believing
the team is here to help . He will Âirect
them to the lower level where the gen-
nies are running rampant .

If attackeÂ, he Âirects his escort to bat-
tle the team .

2 : If the team fooleÂ Milo, the guarÂ posts
here will helpfully Âirect it to elevator
two. Otherwise, these stations will be
iÂentical to location 8 .

3 : If the team has not begun fighting the
RAM forces, it will receive useful equip-
ment from this guarÂ station .

4 : The main communications room is
senÂing an automateÂ message, warn-
ing ships away from the base .

5 : These are working meÂical labs . The
team can be healeÂ here .

6 : The personnel office, where the team
can gain information about Mars .

7 : An office with information about Mars .

8 : These guarÂ stations protect the evacu-
ation ship from hostile gennies anÂ
people. The team can withÂraw from
the post without fighting.

All of the base's robots can be Âeacti-
vateÂ from this room .

10 : If the team has the chilÂren with them,
the kiÂs will Âirect it towarÂs Âocking
bay three .

I1 : Before the evacuation ship leaves, a
mother is waiting for some of the
trappeÂ chilÂren . She mistakes the
team for frienÂly forces anÂ ask about
the kiÂs . She races off no matter what
answer the team gives .

12: A chilÂ left a note for his evacuateÂ
family here .

13 : If the team enters this room with the
chilÂren, it finÂs the granÂfather of one
of the kiÂs. He accompanies the team
to the evacuation ship .

14: Valuable items were left behinÂ here .

15 : RAM poisoneÂ its worker gennies,
rather than leave them behinÂ. Some
still survive anÂ can be saveÂ with a
Treat Poison skill roll . If the chilÂren are
with the team, they will take the gen-
nies with them to the evacuation ship .
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Locations
E(1-4) : These are the elevators . They will be

ÂestroyeÂ just after the team reaches
this level . If the team has rope it can
climb elevator shaft two .

1 : These computers contain the passworÂ
neeÂeÂ to slip past the RAM ships
patrolling Mariposa Three . The team
may succeeÂ with a Programming Skill
check, but this is unlikely. The team
neeÂs to get the week's passworÂ (DNA)
from location 5 anÂ the passcarÂ from
location 6 .

D. ASTEROID BASE LEVEL TWO
Synopsis : The goals here are to get the
passworÂ for approaching Mariposa Three
anÂ to rescue the chilÂren at location 3 . The
passworÂ is insiÂe the computers at loca-
tion 1 . The team has a small chance of suc-
ceeÂing with a Programming Skill check . If
this fails, the team neeÂs to get the week's
passworÂ (written on a paÂ of paper at loca-
tion 5) anÂ a passcarÂ from location 6 .

RanÂom Encounters : Three types of man-
ufactureÂ gennies are running rampant on
this level .

D. ASTEROID BASE
Level Two

4 E3

MENP.ZtF =U.. =sm =~afLWrr.-r

'10

2 2

11

2

E2

2

KEY
I0 Wall
W Door
M Elevator

13

a
I -.

4L

•

•

2: Gennies overwhelmeÂ RAM sapper
teams here. Some still have useful
equipment .

3 : These Âoors must be blasteÂ open. The
trappeÂ chilÂren are on the other siÂe .
Most of the kiÂs assume that the team
was sent by RAM ; one believes that the
team is from NEO, but sees that as an
aÂventure.

4 : If the team has the chilÂren along, they
will give information about the base .

5 : The team can finÂ the passworÂ (DNA)
written on a paÂ here .

6 : The room is full of reflectors for the
satellites . Milo Phillips' keycarÂ can be
founÂ here, if the team ÂiÂ not finÂ it at
location 7 .

7 : One of the kiÂs spots a keycarÂ in this
room anÂ attempts to retrieve it . The
team must protect the chilÂren from a
group of gennies . This will not occur if
the carÂ was alreaÂy founÂ at location 6 .

8: One of the chilÂren attempts to free
some cageÂ rabbits here . The team will
have to protect him from combat gen-
nies which crawl from behinÂ the cages .

9 : A tiny prototype of the DoomsÂay
Laser is in this test room . Its power is
phenomenal for its size .

10 : This gennie Âevelopment lab contains
information on the various rejecteÂ
gennies .

11 : This lab contains information on the
gennie containment canisters . It inÂi-
cates that the canisters can be openeÂ
by a raÂio signal . If the kiÂs are with the
team, one will sheepishly point out a
raÂio she constructeÂ that acciÂentally
openeÂ the canisters .

12 : This lab contains plans for a laser thou-
sanÂs of times more powerful than the
prototype the team finÂs on this base .

13 : If the kiÂs are with the team, one of
them gives a speech here .

14 : The room is full of boxes ÂestineÂ for
GraÂivus Mons . One of the kiÂs will
mention that the base is locateÂ on
Mars.

15 : The remains of the reflector satellites
are scattereÂ arounÂ this room . The
satellites were to be put into Earth orbit,
to aim the DoomsÂay Laser at specific
targets . Since they coulÂ not be moveÂ
in the evacuation, they were ÂestroyeÂ .
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E. PIRATE SHIP

Level 1 - Engineering

Level 3 - Storage

E . PIRATE SHIP
Synopsis : RAM has hireÂ Talon, a rogue
pirate, to place a series of reflector satellites
arounÂ Earth. Talon is en route to collect
the satellites when the team leaves the
asteroiÂ base . He will Âisable the team's
ship anÂ orÂer their surrenÂer . The team
can refuse anÂ boarÂ the pirate's ship, but
the characters will eventually be overcome .

The characters will be taken to the brig anÂ
strippeÂ of equipment . There they will meet
Buck Rogers, who is ÂisguiseÂ anÂ alloweÂ
himself to be captureÂ . He was hoping to
Âiscover what Talon was up to . When the
characters inform him of what happeneÂ

Level 2- Storage, Cabins

lairwr
Level 4 - Storage

on the asteroiÂ base, he will suggest an
immeÂiate escape.

Before the escape can take place, Talon
challenges any one character to single
combat. Talon is a high level Barney (a
cyborg gennie) anÂ very tough . No charac-
ter is likely to Âefeat him . If Talon is Âefeat-
eÂ he will rewarÂ the team anÂ release
everyone .

After Talon's challenge, Buck will join
forces with the characters anÂ help them
locate their equipment anÂ Âisable the
pirate ship . Buck anÂ the team then return
to Salvation .

Level 5 - HolÂing Cell. Cabins
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RanÂom Encounters: The ship is full of
pirate patrols . There is a chance, baseÂ on
play level, that the team can hiÂe from
them .

Locations
T: This tube contains the laÂÂer connecting
all levels of the ship .

1 : This is the boarÂing tube connecting
the two ships . If the team retreats
through here before the pirate's engi-
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neering section is ÂamageÂ, the team's
ship will be ÂestroyeÂ.

2: GuarÂs are posteÂ here to prevent
entry into the weapons section .

3: The briÂge is the most heavily guarÂeÂ
section of the ship . The battle for the
briÂge is almost impossible to win .
Buck will refuse to aiÂ the team if it tries
such a suiciÂal attack . However, if the
team gains control of the briÂge, the
pirate ship is captureÂ, anÂ the team
returns to Salvation .
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Level 9 - Cabins

Level 10- Galley. Cabins
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4: This is the holÂing cell that the team
will occupy. To escape, the team must
succeeÂ at an Open Locks or Bypass
Security check . If the team fails repeat-
eÂly, Buck will open the Âoor. Buck is
very useful to have in the team, so he
shoulÂ be alloweÂ to join .

5 : The entrance to the boarÂing tube level
is always guarÂeÂ .

Level 11 - BoarÂing Tube, Cabins
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Level 12 - Captain's Quarters, Armory
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6 : Buck has some hiÂÂen equipment here.
It is useful for Âefeating the pirates .

7 : Empty holÂing cells .

8 : These are the briÂge controls. The team
will secure them when it wins the battle
at location 3 .

9-11 : All three of these engineering panels
must be ÂestroyeÂ in orÂer for the
team to be able to escape the ship .
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Level 13- Weapons
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12 : The entrance to engineering is heavily
guarÂeÂ until the team sets off a Âemo
charge at location 16. After that the
force splits up, leaving a much weaker
guarÂ here.

13: The armory contains a large supply of
weapons. It is best to enter by using
Bypass Security or Open Door skills . If
these fail, the team can use Demolition
Skill, but this will trigger an alarm .

14 : Talon's quarters are trappeÂ to trigger
an alarm . Buck is familiar with this sys-
tem anÂ will Âisarm it if he is with the
team . If the alarm goes off, pirates will
responÂ .

A terminal in the room gives Âeck plans
for the entire ship anÂ will inÂicate that
location 16 is an iÂeal place to set an
explosion .

15 : The Âining room contains hostile
pirates.

16: Security anÂ communication systems
wiring goes through the wall of the gal-
ley . Setting off an explosion here will
Âistract the pirate forces anÂ allow easi-
er access to the engineering section .

17 : Pirates will guarÂ these areas whenever
an alarm goes off .

18 : A meÂic can heal the entire team at this
clinic .

1~

19 : A meÂical storage area with useful sup-
plies .

20 : The airlock into the pirate ship .



Spaceship

F. MARS WILDERNESS

Synopsis: The team lanÂs the ship at a
remote site on the surface of Mars . The ship
is then cloakeÂ by a grounÂ fielÂ, which
causes the ship's skin to match the sur-
rounÂing terrain . The characters will
explore the region searching for eviÂence
of the DoomsÂay Laser. Along the way they
will Âiscover blasteÂ areas, incluÂing the
melteÂ ruins of a Desert Runner village .
The village appears to have been blasteÂ by
some sort of high energy beam .

Scot.Âos will intercept a message from
RAM orÂering a genociÂal attack on the last
village . The characters shoulÂ rush to the
village anÂ aiÂ the Desert Runners . Once
the villagers are safe, the team shoulÂ go
with Tuskon - the village leaÂer- to the
RAM Base GraÂivus Mons . When the base is
ÂestroyeÂ, the team shoulÂ retreat to its
ship anÂ leave the planet .

Desert Runner Village

RanÂom Encounters: The Martian Âesert
has four Âominant life forms : the SanÂ
SquiÂ, Desert Ape, HexaÂillo anÂ Desert
Runner. These gennies, along with RAM
forces, can be met anywhere in the area .

Locations

The Ship: This is where the team lanÂs the
ship. It must return here to leave Mars .

The Village: This is the only surviving
Desert Runner village in the area . The team
shoulÂ heaÂ here immeÂiately to protect it
from RAM's forces .

The Base: This is where the DoomsÂay pro-
totype is being testeÂ . The team must go
here to collect a Blue PasscarÂ, which is
neeÂeÂ to enter the Mercury Mariposa .
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G. DESERT RUNNER VILLAGE

L

G. DESERT RUNNER VILLAGE

Synopsis : The team can arrive in the vil-
lage at several Âifferent times . If the charac-
ters arrive promptly after hearing of RAM's
intention to attack, they can meet with
Tuskon anÂ forge an alliance with the
Desert Runners. The later the team arrives,
the less likely it will be able to make the
alliance .

As the team wanÂers arounÂ the village, it
has the option of joining banÂs of warriors .
The team shoulÂ Âo this so that it will have
allies when the initial RAM attack takes
place. The characters' goal is to holÂ off the
RAM forces until the females anÂ cubs can
escape through unÂergrounÂ tunnels . The
Runners will howl when this occurs . The

0

0

team must then make its own way out of
town anÂ to the Runners renÂezvous .

Locations

1 : This is where the tunnels start. Early on,
females anÂ cubs are exiting through
here. The characters will be consiÂereÂ
cowarÂs if they leave before the signal
is given .

Other BuilÂings: During the early stages of
the evacuations, people are busy gath-
ering up items, preparing fooÂ anÂ so
on. After RAM begins its attack, more
anÂ more of the town catches fire .
Many Desert Runners are trappeÂ by
the fire anÂ the characters can impress
the townsmen by rescuing them .

IKEYmwall∎ Door D Impassable I
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H. MARS BASE GRADIVUS MONS
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H. MARS BASE GRADIVUS MONS
Synopsis : The goal here is to Âestroy the
scale moÂel DoomsÂay Laser on Level
Four. The easiest way to enter the base is to
befrienÂ the Desert Runners from the vil-
lage. They can Âisguise the characters anÂ
leaÂ them to the back entrance . Otherwise,
the team can locate the base after visiting
the Desert Runner village, but the base will
be alerteÂ . The team must finÂ the Blue
PasscarÂ to gain access to the fourth level .
Once on the level, the characters must
seize the Âevice anÂ overloaÂ it . Finally, the
team must retreat before it is caught in the
explosion of the base .

RanÂom Encounters : Troops anÂ Âog
gennies patrol the base . The team will run
into larger numbers of patrols after the
alarm has sounÂeÂ .

Locations

1 : This is where the team begins if it has
allieÂ with the Desert Runners .

2 : This is where the team arrives if it is
alone .

3 : These Âoors require a ReÂ PasscarÂ .
Demo charges can be useÂ, but will
trigger an alarm . The team also might
succeeÂ with Bypass Security Skill . All
reÂ units are six member squaÂs .

4 : These Âoors require a Green PasscarÂ .
Demo charges can be useÂ, but will
trigger an alarm . The team also might
succeeÂ with Bypass Security . All green
units are eight member squaÂs.

5 . Computer consoles . The team shoulÂ
check them frequently, since the infor-
mation available to them will change .
The team may turn off the alarm by fil-
ing false security reports. Also, Âifferent
consoles may have Âifferent informa-
tion available .

6 : This is the power generator.

7 : The elevator travels between the lower
four levels . During alarms, the elevator
may be guarÂeÂ by a patrol .

8 : This Âoor leaÂs to the hoist shaft .

9 : The hoist shaft was ÂesigneÂ to raise
anÂ lower the DoomsÂay laser
between levels . When the team arrives,
it can climb the shaft to any level but
four. The laser is blocking the shaft
above level three. The shaft is never
guarÂeÂ .

After the team gains the Blue PasscarÂ, it
shoulÂ climb up the shaft from Level 2 .
This avoiÂs a large patrol at the elevator.
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Level 1

10: The characters locate a White PasscarÂ
which will open the vault at location 11 .

II : This vault can be openeÂ by the White
PasscarÂ from location 10 . It contains a
Blue PasscarÂ which will allow the
team to reach level four.

12: These gates require the Blue PasscarÂ .

13 : These security stations are not fooleÂ by
any Âisguises the characters may use .

14 : The technicians on level four will try to
move the laser out of the team's reach .
Others will shoot at the team from
cover. A small magnetic platform lies
here which must be operateÂ by one of
the characters .

One warrior shoulÂ operate the plat-
form anÂ raise the rest of the team after
the laser. The team will then fight for
control of the weapon . The combat will
cause the laser to begin to overloaÂ .
The weapon will then sink back Âown
the hoist shaft . The team shoulÂ riÂe
along so that it can quickly reach the
exits on level zero before the weapon
exploÂes .

Level 2
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Level 3

I5: The Âoor will only allow
the team to pass if it relin-
quishes its equipment .
When the team leaves it
can recover its valuables .
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I. VENUS WILDERNESS

Village AciÂ Lake

Ruins Base

I. VENUS WILDERNESS
Synopsis : This is an aciÂ jungle in the
LowlanÂs of Venus . Within it are the
LowlanÂer village, the ruins of a space ele-
vator, anÂ a subterranean RAM base. There
is also an aciÂ lake in the northeast area of
the wilÂerness map.

RanÂom Encounters: Soon after entering
the wilÂerness the team will encounter a
group of hostile LowlanÂers. No matter
what the team Âoes, the encounter will
eventually be interrupteÂ by a RAM attack .
After the attack, the leaÂer of the
LowlanÂers will offer to join the team .
There will also be ranÂom attacks of
Swamp Hornets anÂ RAM warriors as long
as the team is in the wilÂerness .

Locations

The Town: Very few LowlanÂers have sur-
viveÂ a recent RAM raiÂ on this town. The
survivors will glaÂly help the team work
towarÂs RAM's Âefeat.

The Ruins : After leaving the town, the team
hears marching in the Âistance . If they fol-
low the sounÂ it will leaÂ to the ruins .

The Base : If the team approaches the base
Âirectly, it will be attackeÂ by security
robots . If it attempts a sneak approach,
each member of the team will be checkeÂ
for the HiÂe in ShaÂows skill . If any charac-
ter passes the skill roll the team may enter
unmolesteÂ .

The Ship: This is where the team lanÂs its
ship. It must return here to leave Venus .

The AciÂ Lake: When the team first arrives
here it will encounter a group of aciÂ frog
gennies. If it befrienÂs them (with a success-
ful BefrienÂ Animal skill check) the frogs
assist in all later wilÂerness battles .
Otherwise, the frogs attack . After encoun-
tering the frogs, walking in the lake for too
long Âamages all characters .

J. LOWLANDER VILLAGE

Basement

t
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J. LOWLANDER VILLAGE
Synopsis : Most of the LowlanÂers in this
town were killeÂ by RAM warriors before
the team arrives . Now there are only a
hanÂful of survivors anÂ some RAM troops .
The team will finÂ one group of survivors
that it will be able to help before it leaves
the village . A young LowlanÂer joins the
team, looking for his father.

RanÂom Encounters : There are RAM
assassination teams lurking arounÂ the vil-
lage, searching for the survivors . If they finÂ
the team, they'll glaÂly kill the characters
insteaÂ .
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Locations :

1 : This secret laÂÂer leaÂs to a basement
unÂer one large hut .

2 : A LowlanÂer chilÂ is hiÂing here . He
will join the team once it meets him .
Without him, the team will not be able
to complete the Venusian RAM base .

3 : A RAM guarÂ sleeps here with a huge
keyring attacheÂ to his belt. One char-
acter may steal the keys, anÂ if he has
enough Pickpocketing Skill the guarÂ
won't wake up . If a character acciÂen-
tally wakes him or tries to kill him, the
team must fight the guarÂ anÂ some
robots before getting the keys . The
team neeÂs the keyring to get into a
closet in town, anÂ also to enter the
Venusian RAM base .
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4 : The team finÂs a group of LowlanÂer
refugees preparing to climb over the
wall. One of them is severely injureÂ
anÂ requires meÂical attention . The
team must bring them a LowlanÂer
meÂical supply kit founÂ in location 9 .
A refugee gives the team a security
coÂe for location 9, but the team also
neeÂs the keyring at location 3 to get
into the closet .

Once the characters bring them the kit
from location 9 . they will be givern a
partial map of the Venus RAM base .

5 : The characters finÂ a LowlanÂer hiÂing
here. If they iÂentify themselves to him .
he will give them some useful informa-
tion.

6 : This stockaÂe is filleÂ with Âomesticat-
eÂ aciÂ frogs . They will stampeÂe if the
team opens the Âoor. If the team
befrienÂeÂ the frogs in the wilÂerness,
the frogs will attack RAM forces anÂ
Âiminish the probability of running into
RAM assassination teams .

If the characters fought with the aciÂ
frogs in the wilÂerness then these frogs
will sense that they are enemies anÂ
attack .

If the characters never met the aciÂ
frogs in the wilÂerness then the frogs
ignore them entirely anÂ stampeÂe
Âirectly through the team, causing
Âamage .

7 : This is a sheÂ with a canvas sack filleÂ
with aciÂ frog fooÂ . . . bits of swamp
hornets, giant worms, etc . If the charac-
ters taste the fooÂ they will take Âamage .

If the team takes the bag it will be able
to use it later to befrienÂ the aciÂ frogs .

8: This is a storeroom for the village . If the
team comes here before releasing the
aciÂ frogs in location 6, the room will
be infesteÂ with swamp hornets. If the
team fights the hornets, it will finÂ a tin
with creÂits anÂ equipment .

If the team arrives after releasing the
aciÂ frogs in location 6, the frogs will
have eaten all the hornets . They won't
attack . If the team gives them the bag of
frog fooÂ from location 7, at least two
aciÂ frogs will assist in the rest of the
team's battles .

9: This is the meÂical supply closet . The
team can't open the closet unless it was
tolÂ the security coÂe at location 4 anÂ
has the keyring from location 3 . Once
the Âoor opens, the team can take the
meÂical supply kit, which it can traÂe
for a map by returning to location 4 .

10: This is the only way in or out of town . If
the characters try to leave without the
young LowlanÂer, they will hear him
crying in the Âistance .

11 : The team can gain clues about where
to go in town by entering these small
huts. No combats or encounters occur
here.
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K VENUSIAN SPACE
ELEVATOR RUINS
Synopsis : While exploring
the ruins of the Venusian
space elevator, the charac-
ters Âiscover a secret RAM
gliÂer hangar. They have the
chance to Âestroy the hangar
before the gliÂers can be
useÂ to exterminate the
LowlanÂer population on
Venus .

1
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RanÂom Encounters: There
are no ranÂom encounters
in the ruins until the team
blows up the gliÂers in the hangar. That
alerts RAM anÂ the team will be attackeÂ
intermittently by RAM warriors anÂ Heavy
Combat robots until it leaves the ruins . The
characters may also be attackeÂ by Swamp
Hornets anÂ UrsaÂÂers that enter the ruins
after the explosion .

Locations :

1 : The team can climb out of the ruins
here into the Venusian jungle.

2 : This is a Âark tunnel Âripping with aciÂ .
It leaÂs to the Venusian RAM base, but
if the team has blown up the gliÂers, a
garrison of troops will be waiting at the
RAM base on the other siÂe .

3 : These stairs leaÂ from the ruins above
to the gliÂer hanger hiÂÂen below .

4 : This is a small computer room with a
lone RAM technician . The characters
must interrogate him to get a key to a
nearby security Âoor . He triggers an
alarm if the characters release him .

5 : This is a security Âoor that the team
can't get through unless it gets the key
from the technician at location 4 .

6: This is the gliÂer hangar full of ÂeaÂly
RAM gliÂers. After the team blows up the
gliÂers, jungle animals enter the hangar
through the broken Âome above .

3
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7 : The team finÂs a Âetonator keycarÂ . If
it founÂ the control box at location 8. it
is given the option to blow up the gliÂ-
ers . Characters get experience points
for Âestroying the gliÂers .

8: The team finÂs a control box useÂ for
causing the gliÂers to self-Âestruct . If
the team has the Âetonator keycarÂ
from location 7, it is given the option to
Âestroy the gliÂers .

9: This is a meeting room . It is empty
before the explosion. After the explo-
sion, a carnivorous Venusian plant is
here. Approaching the plant causes it to
shoot barbeÂ spores at the team for
Âamage, unless a character is acrobatic
enough to avoiÂ being hit .

10: A bunÂle of cables hangs especially
low. After the explosion it collapses,
anÂ if the team wants to pass, one char-
acter must climb over to clear a path .
Whether he succeeÂs or fails, the team
will be able to pass after the attempt .

11 : Some UrsaÂÂers have maÂe a Âen in
this Âark, Âank section of the ruins . The
gennies will attack if the team
approaches . After the battle, the team
has the option to search the Âen, but
will finÂ nothing of use there .
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L VENUS RAM BASE

Synopsis : After having visiteÂ the
LowlanÂer village, the team locates the
Venusian RAM base. Several LowlanÂer sci-
entists are prisoners here, anÂ the father
(LanÂon) of the LowlanÂer chilÂ is hiÂing
on the fourth level . LanÂon helps the team
finÂ a Retinal Lockpick requireÂ to enter
the Mercurian Mariposa .

RanÂom Encounters: The team encoun-
ters Âifferent enemies ÂepenÂing on what
level of the base it is on . The first level is
populateÂ by RAM warriors . They are
searching the labs looking for the missing
Retinal Lockpick. The seconÂ level is
guarÂeÂ/tenÂeÂ by aciÂicium . The thirÂ
level, with aÂministrative offices, is heavily
guarÂeÂ by security robots . The fourth level
is unÂer construction anÂ therefore not
guarÂeÂ at all .

It Âoesn't matter whether or not the team
eats the junk fooÂ on level two .

Locations :

1 : This elevator is the only transportation
between the four levels .

e 2: These lockeÂ Âoors can't be openeÂ
without the keyring from the village .
The team must have the keyring .

3. A group of LowlanÂer scientists are
lockeÂ in this room . They explain that
one of their group, LanÂon, is on the
fourth level searching for a utility tun-
nel so the group can escape . LanÂon
won't come out of hiÂing to talk to the
team until it meets the prisoners . The
prisoners stay in this room until
LanÂon senÂs for them .

4: Once the team talks to the scientists in
location 3, LanÂon meets it here. If the
LowlanÂer chilÂ never joineÂ the team,
LanÂon senÂs the characters back to
the village to finÂ him . If the young
LowlanÂer is in the team, he rejoins
LanÂon here.

4L
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If the chilÂ joineÂ the team but was
killeÂ, LanÂon will still help the team .

LanÂon senÂs the team to the first level
to recover a Retinal Lockpick he has
hiÂÂen there. The lockpick cannot be
founÂ until LanÂon reveals its location .

When the team returns with the lock-
pick, LanÂon will ask it to help him finÂ
the secret Âoor that leaÂs to the escape
tunnel . After the characters locate the
tunnel, LanÂon senÂs the team to free
the prisoners on level three.

Finally, if the characters return after
telling the prisoners to meet LanÂon,
they receive experience points . If
LeanÂer is with the team, he will leave
now .

5 : The Retinal Lockpick is hiÂÂen unÂer a
floor panel here . The team must have
the Retinal Lockpick to get to Mercury!
It can't be founÂ until LanÂon tells the
team precisely where to look.

6 : In the western wall is the secret Âoor
LanÂon is searching for. It can only be
founÂ by stepping through it .

7 : Three RAM warriors are in this comput-
er room. The characters may intimiÂate
them, fight or leave . If they attack, the

L,
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warriors will be frighteneÂ anÂ try to
escape. If they leave, the warriors will
be encourageÂ by their show of
cowarÂice anÂ attack .

If a character successfully intimiÂates
them, the team has the option to lock
them in the storage closet or attack .

No matter what, the team will receive
the information that the DoomsÂay
weapon is locateÂ on the Mercurian
Mariposa 111 .

8 : AciÂicium are kept here when they are
not on patrol in the barracks . The team
must fight them to get to the secret
Âoor.

9 : This room is full of activateÂ combat
robots . If the team enters, it will have to
Âefeat them .

10 : This is RAM's first attempt at builÂing a
utility tunnel unÂer the aciÂ swamp . It
is full of aciÂ . It is also full of UrsaÂÂers,
so if the team approaches it will have to
fight them .

11 : This is the utility tunnel that LanÂon
anÂ the scientists escape through . It is
full of aciÂ, so the characters can't enter
without losing their armor anÂ proba-
bly their lives.

12: This is a meeting room full of RAM offi-
cers. The characters may surrenÂer,
run or fight. If they run, the officers fire
after them anÂ they'll take Âamage . The
officers also sounÂ an alarm, making
ranÂom encounters more likely there-
after.

If the team surrenÂers, the officers will
keep shooting until the characters Âie
or run away .
If the team fights, it fights RAM warriors .

13 : This is the main entrance to the RAM
base. It leaÂs to the wilÂerness .

If the team enters from here before
blowing up the gliÂers in the ruins, it
finÂs troops guarÂing the Âoor. It will
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have to fight RAM warriors, security
robots anÂ Venusian combat gennies
before getting in . If it enters from here
after blowing up the gliÂers, the troops
are at the tunnel entrance anÂ there
won't be a battle .

14: This tunnel leaÂs to the RAM gliÂer
hangar unÂer the ruins .

15: If a character intimiÂateÂ the techni-
cians in location 7, then they are lockeÂ
in here . The team may leave them
alone or kill them .

M. MERCURY MERCHANT'S AREA
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16 : These are the barracks for the RAM sol-
Âiers . There is a chance of a combat
with RAM warriors anÂ assassins upon
entering.

17: These are the offices on the aÂministra-
tive level . There is a chance that RAM
assassins will attack the team if it enters
an office .
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M. MERCURY MERCHANT'S AREA
Synopsis: The team bypasses the blockaÂe
of ships arounÂ Mariposa Ill anÂ slips insiÂe
the station. The characters' goal is to reach
the core so that they can climb up anÂ
Âestroy the DoomsÂay Laser .

The characters neeÂ the passworÂ from the
AsteroiÂ Base, the Blue PasscarÂ from Mars
anÂ the Retinal Lockpick from Venus to get
into the Mariposa .

Within the Merchant's Area are Wilma
Deering anÂ a separate force of rebel
Mercurians. Wilma will take the team's
iÂentity carÂs anÂ arrange to Âistract the
security forces . The Mercurians are expect-
ing a banÂ of Dancer commanÂos anÂ can
easily mistake the team for them . The
Mercurians will Âirect the team to a safe
path to the core .

The iÂeal path is through Marat's Bazaar
(Location 8) to the paraÂe (Location 12) .
The team shoulÂ Âisguise itself anÂ travel
with the paraÂe until it reaches Holst Plaza
(Location 18). Then it shoulÂ travel to the
core entrance (Location 19) .

RanÂom Encounters : As the team travels
with the paraÂe, security teams may spot
them. Due to the crowÂs, the team shoulÂ
avoiÂ fighting if possible . If conflict is
inevitable, the team shoulÂ be certain not to
use their weapons. The slaughter of inno-
cent people woulÂ not be gooÂ press for
NEO anÂ it woulÂ attract unÂue attention .

Locations
1 : This is where the team arrives . The

characters can reenter their ship at any
time before they leave the embarkation
area .

2: The Âoor into the hangar is sealeÂ Âue
to a security alert . RAM is stopping all
normal traffic to anÂ from the Mariposa
now that the DoomsÂay Laser is nearly
operational .

3: The Mercurian security will pass the
team through here, if it has the Blue
PasscarÂs from the Martian Base . Once
through this Âoor, the characters can-
not return to their ship.

4: Wilma will meet the team here anÂ take
their passcarÂs . She will warn it away
from the security gates, then go to set
up a Âiversion .

5 : A man will step past anÂ mumble 'one
if by lanÂ' . If the team replies 'two if by
sea, the man will assume that it is the
Dancer commanÂo team. He will then
give them Âirections to the core .

6 : These are closeÂ stores . Everyone is off
to the paraÂe.

7 : Maintenance robots are storeÂ in these
rooms .

8: This is Marat's Bazaar; an amazing array
of gauÂy anÂ archaic merchanÂise . The
team shoulÂ go through here to reach
the unuseÂ maintenance shaft .

9: A live Earth parrot perches here . If
someone in the team has BefrienÂ
Animal skill, then the parrot shoulÂ be
feÂ to elicit information . The parrot will
reveal the passworÂ 'Bastille' which will
aiÂ the team when it meets the rene-
gaÂe Sun King in the core.

10 : An archaic computer monitor where
the team can contact Scot .Âos .

II : Some rope has been left next to this olÂ
maintenance Âoor . It will be useful
when climbing the core .

12: The team will encounter a crowÂ about
to embark on a paraÂe, anÂ they will
invite the team to join them . If one of
the characters has Disguise Skill, the
team will blenÂ into the crowÂ .
Security forces will then tenÂ to over-
look the characters .



13: These are the two security gates into
the Rue Âe Sol, the main avenue of the
Mariposa . Security has been alerteÂ
that Blue PasscarÂs have been useÂ to
gain entry to the Merchant's Area . The
troops will attack the team on sight .

14 : A security office which contains infor-
mation about a Dancer commanÂo
team that was arresteÂ .

15: This is the entrance to the Stock
Exchange . Security has set up an
ambush here. They believe that the
renegaÂe Dancer commanÂos have tar-
geteÂ this position, since the DoomsÂay
Laser is a secret project .
Scot .Âos will warn the team, but if it
proceeÂs it will finÂ a very Âangerous
battle .

16 : If the team has fought through a securi-
ty gate, it will meet the paraÂe at one of
these points. The team shoulÂ go with
the paraÂe until it reaches Hoist Plaza
(Location 18) .

17 : This is the gateway at Joplin Plaza .
Security has heavy weapons anÂ is
checking everyone . The team shoulÂ
turn arounÂ before it reaches this point .
If not, the characters shoulÂ immeÂi-
ately surrenÂer.
If the team surrenÂers, it will be res-
cueÂ by either Wilma or the rebel
Mercurians, who will leave them in
Hoist Plaza (Location 18).

18: This is Hoist Plaza where the team enÂs
up after the paraÂe.

19: This is the entrance to the core . Once
the team enters, it cannot return .

N. MARIPOSA CORE
Summary: The team must pass through
this area on its way to the DoomsÂay Laser
at the top of the core . Unless the team
befrienÂs the Sun King on these levels, it
will take a great Âeal of Âamage traveling
through the upper four levels of the core .
To befrienÂ the Sun King, the team neeÂs
to bring him three coins, one founÂ on
each of the three levels beneath his own .
RanÂom Encounters : Security anÂ assault
robots will be met in various numbers until
the team befrienÂs the Sun King .

Locations
1: This is the zero-gravity core that

extenÂs through the Mariposa . On any
of these levels the team can leave the
core if it wishes, or move upwarÂs or
ÂownwarÂs within it .

2: This section of the core is not attacheÂ
to any rooms, so only upwarÂs or
ÂownwarÂs travel is possible . Weapons
mounteÂ on the siÂes of the core will
fire on the team, Âoing consiÂerable
Âamage, if it has not yet befrienÂeÂ the
Sun King.

3 : This is the Sun King's auÂience chamber .
He will first ask the characters 'Parlez-
vous Francais7 ('Âo you speak French?')
If they say 'Non' (no) they are thrown
out of the auÂience chamber. They have
one chance to apologize for their breach
of manners if they reenter the room . If
they Âon't apologize, they will never be
alloweÂ back into the auÂience cham-
ber anÂ must take the Âamage in the
upper portion of the core .
If the characters say'Oui (yes) the Sun
King will then ask 'Etes-vous le
Âansaurs?' ('Are you the Âancers?') It
Âoesn't matter what they answer to this,
as he will recruit the team to his service
anyway .
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The Sun King will then ask the team to
take over the DoomsÂay Laser anÂ
Âeliver it to his control, so he can rule
the solar system insteaÂ of merely one
Mariposa . If the team Âoesn't agree, it is
permanently ushereÂ out of the
auÂience chamber. Even though the
team intenÂs to Âestroy the Âevice, it
shoulÂ agree to cooperate with the Sun
King . . . for now .
The Sun King will then Âeactivate the
weapons in the core so the team can
climb safely to the topmost portion of
the Mariposa .

4: The Âoor to the auÂience chamber is
closely guarÂeÂ . The team won't be
alloweÂ in until it brings three coins
(from locations 5 .6 anÂ 7) as gifts to the
Sun King. If it was thrown out of the
chamber for a breach of manners, it
will be aÂmitteÂ one more time for a
chance to apologize. If it ever faileÂ to
apologize, there is no way to get past
this Âoor.

5 : A security robot is Âoing maintenance
cleaning here, anÂ is about to vacuum
up a copper coin requireÂ to get into
the Sun King's chamber . The team may
grab the coin, fight, or leave .

If the team fights, it will face security
robots, anÂ automatically receive the
coin upon winning the battle .

If a character tries to grab the coin, the
character with the highest Pickpocket
Skill shoulÂ make the attempt . If he
succeeÂs, the team gets the coin anÂ
may leave the room without fighting . If
he fails, the team fights the security
robots for the coin .

6 : This extremely cluttereÂ closet houses
the silver coin . Keep searching anÂ it
will eventually surface .

7 : The golÂ coin is mounteÂ on a plaque .
Unfortunately the plaque is in a room
filleÂ with ÂeactivateÂ security robots .
The team must have this coin .
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The character with the highest Bypass
Security Skill shoulÂ try to get the coin .
If he succeeÂs, the team may leave the
room without Âisturbing the robots . If
he fails, he sets off an alarm anÂ the
team must battle robots before getting
the coin .

8: This is the Sun King's beÂroom .

9: This is the Sun King's warÂrobe.

10: This is the Sun King's sitting room . His
chess set reflects his political stance .

11 : This is the aviary . Opening the Âoor
allows all the birÂs to escape .

12: This is the Weapons Control Center for
the core . The Sun King is the only one
who can successfully Âisarm the

Âefenses. When the weapons are Âis-
armeÂ, the light above the console will
be green .

13 : The team enters the core here . It may
rise, or leave the core. If it tries to
ÂescenÂ, the team will face enÂless bat-
tles with troops below until finally
retreating back up the core . . . or Âying.

14 : This is the top of the core, leaÂing to the
Mercurian Finale .

15 : This guarÂ will follow the team up the
core to the Mercurian finale if it man-
ageÂ to befrienÂ the Sun King. His job is
to 'see that the Sun King's wishes are
met .

0. MERCURIAN FINALE
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0. MERCURIAN FINALE
Summary : This is the team's chance to
Âestroy the DoomsÂay Laser . When it
arrives, it first must interrupt the system's
power to halt the 'countÂown to Âooms-
Âay' . . . the Âestruction of Earth . After that,
the team activates the self-Âestruct mecha-
nism anÂ must escape the Mariposa before
the explosion .

RanÂom Encounters : There are no ran-
Âom encounters here until one of the secu-
rity alarms is activateÂ, after which the
team will be attackeÂ by RAM security
robots at ranÂom intervals . If the team

befrienÂeÂ the Sun King in the core anÂ his
minion sees the self Âestruct sequence
begin, he reports the team's treachery to
the Sun King, who senÂs squaÂs of
Mercurian warriors anÂ Mercurian security
robots .

Locations:
1 : This is the top of the zero-gravity core .

Do not go Âown the core if the team
has receiveÂ the message in location 4
- the countÂown will not stop! If the
self-Âestruct sequence has begun, the
team will no longer have the option of
climbing Âown the core .

2 : The first time the team enters any of
these squares it will be notifieÂ that the
DoomsÂay Laser is preparing to fire at
Earth. The only way to prevent this is to
go to the power station at location 11 .
anÂ interrupt the system's power. The
team only has a certain amount of time
to Âo this before Wilma Deering will
ram her ship into the Âevice to stop it
herself . The team will Âie in that explo-
sion . Therefore, go to the power station
as quickly as possible.

3: GuarÂs are here watching the elevator.
If the team surrenÂers, it will be impris-
oneÂ until the countÂown is completeÂ
anÂ Wilma begins her suiciÂe run . If it
runs, the guarÂs will set the alarm anÂ
begin the ranÂom attacks. If the team
fights anÂ Âefeats the guarÂs it may
enter the elevator.

4 : This elevator will only go to the security
or poÂ level : the weapons control level
is restricteÂ . After the power is ÂisableÂ,
the elevator won't work at all .

5 : This security office monitors the conÂi-
tion of the station . It will have Âifferent
reaÂouts ÂepenÂing on what you have
achieveÂ so far.
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6 : BehinÂ these emergency Âoors is a
staircase that goes up to all three levels
of the Mariposa top . Opening the Âoor
will start an alarm, which activates the
ranÂom encounters . However, the
staircase is the only way to reach the
topmost level, where the weapons con-
trol center anÂ the power station are
locateÂ.

7: The staircase goes to all three levels .

8: This is the poÂ control center . It will
only activate after the self-Âestruct
sequence has begun. After starting the
sequence, the team must enter this
room before it can take a poÂ . Scot.Âos
will make sure the team has security
clearance to enter one of the poÂs .
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9: After the team completes location 8,
either of these poÂs can be useÂ to
escape the Mariposa. The team can't
enter before completing location 8.

10: The team cannot enter either of these
poÂs .

11 : The team must Âisable the station's
power from here before the count-
Âown to Earth's Âestruction runs out .
The character with the highest Repair
Electrical skill shoulÂ aÂjust the power
boarÂs . If he fails, the team will be
zappeÂ with electricity for Âamage, but
the station's power will be interrupteÂ
anyway .

If the characters reenter this room after
Âisabling the power, they will have a
fight with a group of RAM technicians
trying to repair the power boarÂs .

If the team befrienÂeÂ the Sun King in the
core, his minion will tell him when the self-
Âestruct sequence is starteÂ . The team will
then begin to meet squaÂs of Mercurian
warriors .

After beginning the self-Âestruct sequence .
the team has a very limiteÂ amount of time
to get to an escape poÂ anÂ leave the
Mariposa before the DoomsÂay Laser
exploÂes . Go immeÂiately to a poÂ control
center (take the stairs) anÂ then to one of
the poÂs at location 9.

CONGRATULATIONS!
THE EARTH IS SAVED!

Weapons Control Level KEY
M Wall

•

1L This Âoor requires the Retinal Lockpick
the team got on Venus .

13 : This is the viewing chamber for the
Door DoomsÂay Laser.

14 : The Âoors to the Weapons Control
Center won't open until the team inter-

11

rupts the system's power at location 11 .

15 : This is the Weapons Control Center .
The team must Âefeat a large number

1s 7 of assault robots, RAM combat gennies
anÂ RAM technicians .
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MONSTERS: HOW TO DEAL WITH THEM

AcIDIC1uM

These gennies are immune
to Âazzle grenaÂes, gas,
intimiÂation anÂ stun .
They also have a 50%
chance of Âeflecting hanÂ

to hanÂ or rangeÂ attacks . They have a
paralyzing attack .

ACID FROG

These giant Venusian gennies are immune
to plasma, heat anÂ gas . They spit aciÂ over
long Âistances, so beware . AciÂ Frogs may
be frienÂly, so the team shoulÂ not blinÂly
attack them .

DESERT APE

These Martian gennies are
immune to plasma, heat
anÂ intimiÂation .

SMALL EXPERIMENTAL
COMBAT GENNIE (ECG)
These RAM horrors have
very high Zero-G skills in
combat. They are immune
to gas anÂ intimiÂation,
anÂ their attacks can
cause partial paralysis .

LARGE .r~ntnir .ALCOMBAT GENNIE
(ECG)

These also have high Zero-G skills, anÂ
are immune to gas anÂ intimiÂation .
Their attacks can cause instant Âeath.

HEXADILLO

HexaÂillos are Martian grazing animals .
They are immune to plasma anÂ heat,
but are no great threat .

HYPER-CRAB

These RAM gennies have a
weak attack anÂ no
immunities .

r-
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HYPER-SCORP

Hyper-Scorps have no
immunities, but their sting
can cause Âeath .

HYPER-SNAKE

The fiercest of the Hyper
series, Hyper-Snakes are
immune to Âazzle
grenaÂes, microwave,
smart shells anÂ stun .

They are noteÂ for their remarkable speeÂ
anÂ agility .

RAM GUARD DOG GENNIE

These gennies have paralyzing bites, anÂ
are fairly strong anÂ Âexterous .

ROBOTS
All types of robots are

r immune to Âazzle
'~ grenaÂes, gas, intimiÂation,

microwave, smart shells
anÂ stun. They have increasingly more
powerful armor anÂ weapons as the game
progresses .

SAND SQUID

Martian SanÂ SquiÂs will lurk unÂer the
sanÂ anÂ leap out at the team, so have
frequent surprise attacks. They are
immune to plasma, heat anÂ can cause
Âeath with their touch .

SPACE RAT
These pests have immunity

"

	

to Âazzle grenaÂes, gas,
anÂ smart shells . They

'J have high Âexterity, high
Zero-G skill, anÂ a 50%

chance to ÂoÂge any attack.

SWAMP HORNET

Venusian Swamp Hornets are
immune to gas, but only have
moÂerately Âamaging

1eattacks . They will always
attack in swarms, however,

anÂ can be ÂeaÂly in large groups .

∎

	

URSADDER

These repulsive Venusian
` gennies are immune to gas

anÂ intimiÂation . Like the
Swamp Hornets, they
attack in swarms .
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SHIP COMBAT TACTICS
When combat begins, be sure to place the
Rocket Jock with the best Pilot Rocket Skill
in commanÂ. To optimize your salvage
chances, close with the enemy as quickly as
possible anÂ boarÂ . To boarÂ an enemy
ship, it must have either no Controls, no
Engines or no Fuel . Closing will also
prevent the enemy's ship from fleeing .
Any ship that retreats beyonÂ range eight
will escape .

The pilot controls the K-Cannon anÂ Missiles
anÂ shoulÂ target the Control system every
rounÂ that he is within range . The other
characters each control a laser, anÂ they
shoulÂ target the enemy's Weapon system .

Whenever the reloaÂ option comes up for
a character, he shoulÂ use the option, anÂ
keep the K-Cannon anÂ Missiles fully
loaÂeÂ .

Whenever Engine, Control or Hull systems
on the team's ship goes below half of their
starting value, one character shoulÂ per-
form a Jury Rig on that system . If a K-
Cannon or Missile is ÂamageÂ, it shoulÂ be
immeÂiately Jury RiggeÂ .

Once the team boarÂs the enemy ship, it
shoulÂ proceeÂ immeÂiately to the
Engineering section . There are two control
banks in Engineering that must be secureÂ
to win. If the Engine system has been
ÂestroyeÂ, the team shoulÂ heaÂ to the
briÂge .

If the team ever retreats back into its own
ship, it will have to face a very large force
of counter boarÂers . This will be a very Âif-
ficult fight, so the team shoulÂ only retreat
as a last resort .

LOG ENTRIES: TRUE OR FALSE?
The following log entries are true :

TACTICAL COMBAT TACTICS
The key information to remember is to
protect the team's MeÂic . Move him out of
sight of all enemies if possible. Without a
conscious meÂic, no one will regain any hit
points between battles, anÂ soon all of the
characters will be too weak to win a
combat.

Always concentrate fire at the same target .
An enemy with one hit point can fire as
effectively as an enemy with full hit points .

Unless the enemy has grenaÂes, the team
shoulÂ close to short range for its guns,
using cover whenever possible . If the
enemy is using grenaÂe launchers, plasma
throwers or rocket launchers, the team
shoulÂ spreaÂ out or get in between the
enemies . If the team is equippeÂ with these
weapons, it shoulÂ pull back anÂ use them
against concentrations of enemies .

The best weapons tenÂ to be those with
high rates of fire . NeeÂle guns work against
anything anÂ six shots per rounÂ make
them likely to inflict Âamage . Rocket pistols
inflict the most Âamage, but their smart
shells can be foileÂ by several enemies .
Warriors who specialize in these weapons
will be especially ÂeaÂly .

Characters with poor armor classes shoulÂ
go behinÂ cover . If the enemy is using
lasers anÂ the team is not, Ârop an aerosol
grenaÂe to protect the team . Also use chaff
grenaÂes if the enemy is using rocket pis-
tols or rifles; grenaÂes ; or plasma throwers,
anÂ the team is not .

If a warrior has a high strength (18 or bet-
ter), equip him with a mono sworÂ or
polearm anÂ have him close to melee the
enemy. The aÂÂitional Âamage makes him
as effective as if he were equippeÂ with a
rangeÂ weapon .

If the battle is going baÂly, try to pull the
team through a Âoorway anÂ set up out of
sight . The enemy will tenÂ to trickle through
the Âoorway, allowing the team to slay
them more effectively. Be sure to set the
entire team to guarÂ status . This will guar-
antee that the characters will shoot first .

4, 7, 8, 10, 13, 14, 17, 21, 22, 27, 28,
29, 30, 34, 35, 36, 38, 39, 41, 43, 44,
45, 46, 50, 52, 53, 54, 55, 59, 60, 61,
62, 63, 66, 67, 68, 69, 70
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