








open, they gape awestruck at the sight before them. �e tunnel 
houses a perfectly preserved city built from hundreds of stacked 
automobiles and train cars. �e deep cold has preserved the city 
remarkably well, though there is some rusting and pitting. �is 
vast ruin is a priceless treasure.

�e tunnel is about 500 meters long and both ends are barri-
caded. �e earlier occupants of the underground city had only 
one small exit which was built into the east end of the tunnel. 
�is is the only escape from the Marshals who are presently stor-
ming down the stairwell. �ere is no time to explore the scrap 
city. Fleeing through the tunnel to the exit is the top priority. 
Leibowitz and �iessen do not know their way around, but they 
do know about the passageway and lead the PCs in the correct 
direction. 

If you want, you can prepare a map for the chase. �e PCs 
may travel through tunnels of scrap, narrow alleys crisscrossed 
by hanging bridges, halls, workstations, latrines, and living-
spaces with faded photos. Plastic curtains rustle in doorways 
from a gentle draft. Cans and mugs lie unused on tables, next to 
ancient moldy newspapers like a strange illusion of life. What 
were the old inhabitants about? �e players will not �nd out 
since they have a bigger problem: the rift beast.

As the PCs dash into the gloom of the tunnel they hear the �rst 
group of Marshals emerge from the stairwell. At �rst they can be 
heard loudly debating which direction to go, but their conversati-
on soon turns into screams of terror and agony. A few shots ring 
out in the darkness before the tunnel falls silent once more. �e 
rift beast has pounced upon them.

Barely a minute passes before the rift beast has dealt with the 
Marshals and begins to pursue the PCs. It hides in the darkness, 
watching and assessing its prey. It is not silent: its claws strike 
the concrete sti�y and scrape across the metal husks of cars. 
�e PCs know something is out there, that it�s dangerous, and 
that it�s following them. Leibowitz and �iessen are clearly 
nervous, pressing the fugitives to hurry. Make the players 
anxious as they make their way through the underground 
labyrinth. Describe the noises of the creeping creature. Wait 
until the very end for the confrontation.  

When it is time, Leibowitz will place himself between the 
rift beast and the PCs, possibly even trying to disarm the 
characters. He is ready to give his life for his �son�. �e 
monstrosity, however, makes no distinction between its 
�parents� and the strangers. Lusting for �esh, it pounces 
on Leibowitz, locking its jaws on the poor Scrapper�s 
neck. With a startled look frozen on his face, the old 
Scrapper falls to the �oor. He doesn�t struggle and 
seems to embrace death like an old friend. �e beast 
is distracted momentarily as it devours Leibowitz�s 
mutilated corpse.

Up to this point �iessen has held back her emo-
tions�even as the beast devours her husband she bare-
ly reacts. She no longer has a capacity for emotion after all 
the pain and misery of her life. She understands the beast could 
not possibly be Zak, and sees the foolishness of her husband�s 
obsession. Now he�s gone as well and her life is meaningless. If 
the beast threatens to overpower the PCs, she will try to distract 
the beast from them. If �eissen sacri�ces herself, it will give 
the PCs time that they should use to escape. �ey may try col-

lapsing huts or felling bridges behind them, they might even be 
able to kill the beast.

Collapse Hazard!
�e PCs �nally escape the tunnel and emerge into the light of 
a setting sun. Still, they are not yet safe. Shortly, more Marshals 
will have �ooded the tunnel and discovered their escape route. 
�ere is a huge snow bank hanging over the tunnel exit. Can the 
characters start an avalanche to cover the passage? Or will they 
wait and clash with the surviving Marshals?

W H ERE    T O  NO  W ?

�is adventure can serve as a prelude for a campaign in the icy 
deserts of Borca or as a simple introduction to the world of De-
genesis. Perhaps the characters will return to the underground 
city to discover the fate of the inhabitants or dig 
for artifacts. Maybe there are more camps and 
lost tunnels hidden in the mountain range. 
Curious cults, blood-thirsty tribes, and 
ravenous beasts can be found throughout 
the world of Degenesis. �e 
future is now entirely 
in your hands.
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