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Background: During the long winter 
months, the Highlands witnessed the 
fiery crash of a silvery meteor into 
nearby Dover’s Peak.  Being superstition, 
they took it as an omen that the harvest 
would be particularly bad this year.  As 
the growing season began, however, the 
ill fate appeared in the guise of farmers 
going missing.  The PCs are hired to 
investigate the crash for signs of the 
missing people and a possible means to 
appease the heavens.   
 
GM’s Note: The meteor was actually a 
(crashing) flying saucer.  The aliens 
onboard survived and have been using 
local humanoids who farm the 
surrounding land for food.    
 
Encounter Key: 
1 square = 10 feet   
1. Entrance: A cave in Dover’s Peak 
makes the most reasonable entrance.  
Like much of the complex, this area is 
dark and smells like damp earth. 
2. First sentry: 2 Orcs stand guard in this 
natural alcove.  
3. Stasis trap: Walking around the 
corner triggers a stasis device (each PC 
must make a Vigor roll or be Shaken), 
giving the Orcs in area #4 and #5 a 
chance to attack. 

4. Sleeping quarters: This large cavern serves as the sleep and recreation quarters for 10 Orcs.  If the trap at #3 is triggered they 
will rush to attack. 
5.  Kitchen cavern:  The kitchen is a makeshift fire pit with various large metal pots.  Stores of rancid meat and other such 
supplies are stacked on the south wall.  A dry well in the northern section drops into area #12.    
6. Chasm: The cavern opens into a 40’ wide chasm that falls hundreds of feet.  The cliff shelf on the southern side is nearly 25’ 
lower than the northern cliff, making it a formidable obstacle.   
7. Ambush: If the stasis trap is tripped an Alien will wait in this alcove to ambush the PCs as they cross the chasm ( #6). 
8. Iris valve: If the players come from area #7 this will be opened; if they come from area #9 it will be closed.  If it’s closed, the 
doors will require a lot of damage to get through (Toughness 25).   
9. Open valve: This iris valve was damaged and stuck open during the crash. 
10. Closed valve: The Aliens keep this valve closed unless they’re disposing of bodies in area #13 (Toughness 25).   
11. Secret doors:  Two alien-looking handprints on the wall are all that indicates the 
possibility of these camouflaged doors.  Placing the hand of an Alien over the 
handprint will open the door.   
12. Below the well: The well in #5 drops 25’ to this area.  The chamber is empty but 
if the Toxic Mouther in area #13 hears the PCs it will begin chattering. 
13. Mouther lair: The Aliens have inadvertently created a Toxic Mouther (see 
below) which now lives in this area.  The creature will attempt to draw the party 
into the chamber in order to attack.  
14. Cockpit: This large metal room contains several chairs and consoles shaped and 
fitted to the Aliens.  Along the northwestern wall are six lidless coffin-like objects containing unconscious farmers, wrapped in a 
gauzy, web-like substance.  Three Aliens will be found here, guarding the inside of their ship, and their recent food supply.    
 



 

 

 

Aliens  
 
The Aliens are visitors from another world.  Even though they have a vaguely human form, they are shorter (4’ tall on average) 
and have a waifish, childlike build.  In many instances, people who encounter them say they appear to float or have a swimming 
motion when they move.  While nothing is known of their home world, they do possess advanced technology and communicate 
via telepathy (always active and never requires power points).  They are highly intelligent and will frequently rely on their 
mental abilities to scare, confuse or even control people before resorting to weapons.      
 
Attributes: Agility d6, Smarts d10, Spirit d6, Strength d4, Vigor d6 
Skills: Piloting d8, Psionics d10, Repair d6, Shooting d6 
Pace: 6;  Parry: 2;  Toughness: 4 
Hindrances:  Small (-1)  
Edges: Arcane Background (Psionics) 
Powers:  Aliens have 25 Power Points and know the following powers: Fear, Obscure (illusions), Puppet    
Treasure: None 
Gear: Ray gun (Range 15/30/60, Damage 2d6)  

 
 

Toxic Mouther  
 
The Aliens have a way of psychically stripping their victims as they break down the various bodily organs they prefer to eat.  The 
refuge – which includes an abundance of unused tissue – is then cast off as genetic goo that under the right conditions will 
eventually coalesce into a single, tortured organism known as a Toxic Mouther.  The Mouther appears as a giant, globular 
assortment of (former) human body parts.  The “creature” has no real intelligence, but it does retain the survival instinct that 
drives it to capture and eat prey, and is possessed of a malevolent appetite.  
 
Attributes: Agility d4, Smarts d4(A), Spirit d12, Strength d12+5 Vigor d12 
Skills: Fighting d6, Notice d8 
Pace: 2;  Parry: 6;  Toughness: 10 
Treasure: None 
Special Abilities 

 Chatter: A Mouther uses a chattering cadence to lure victims into its midst.  This works as the puppet power but lasts 
indefinitely. 

 Fear: Anyone seeing the creature must make a Guts roll. 

 Fearless: Immune to fear and tests of Will. 

 Swallow: A Mouther scoring a raise on its Fighting roll has swallowed its prey. The victim suffers 2d6 damage per 
round and is immobile. He can be released only when the demon is dead. 


