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TEST FACILITY 3188 
John’s first adventure for Cthulhu Rising January 1999 

Updated for Cthulhu Rising January 2002 
 
 
 
KEEPERS INFORMATION 1: 
Background 
 
This Cthulhu Rising adventure is written for a 
squad level size party of soldiers, preferably 
including a Comtech and an Armstech. If one 
isn’t present amongst your PCs create NPCs 
to fill the requirement. 
 
The party shouldn’t be too heavily equipped or 
armed. Allow nothing bigger than squad 
support weapons and any standard equipment 
you see fit. The Comtech should have an 
electronics tool kit and the Armstech a 
demolitions kit. 
 
The Slipgate 
The powerful Motokatsu-Kyono Combine, a 
Japanese mega-corporation, has made a 
scientific and technological breakthrough in the 
field of interdimensional physics: the slipgate. 
 
The Slipgate allows matter to be transported 
instantaneously between two points in 
realspace, with two Slipgate portals acting as 
‘sender’ and receiver. It is essentially a 
teleporter. 
 
Unfortunately, the immense energies required 
to warp space and time, and the opening of the 
interdimensional portals, attracted someone, or 
something’s, attention.  Ancient alien beings, 
chained for aeons in other dimensions by Elder 
Bonds, stirred. 
 
Using the slipgate located at the Motokatsu-
Kyono research labs on Earth’s moon as a 
beacon, these beings opened their own 
portals, and sent their minions into our world. 
 
The research lab was taken over within hours. 
Motokatsu-Kyono have had no option but to 
inform the Federal Government, who have 
sealed off both the send and receive sites to 
contain the invaders.  
 
Test Facility 3188 
100km northeast of Area 51, located deep in 
the side of a mountain range, is Test Facility 
3188. It is the location of the ‘receiver’, the 
second of the two experimental Slipgate 
devices. 

PLAYERS INFORMATION 1: 
Introduction 
 
 
...An explosion rips at the underneath of the freight 
lift on which you are presently standing, sending you 
all reeling as a miasma of acrid smoke and dust fills 
the air.  The lift motors whine in protest and for a 
second it seems as if they might fail, then the lift  
continues climbing out of the lower levels of the 
complex. 
 
Lieutenant Christian, your commanding officer,  has 
to shout his orders above the garbled radio chatter 
and hissing static coming from the base Comms 
System: 
 
“Ok - we take this freight lift to Beta Level, and get 
to the hangars via Security Control and missile silo 
17, when we get there-”  
 
just then another explosion rocks the lift, and it tilts 
crazily to a 30o angle and stops moving.  Ionized 
dust particles fill the air.   
 
A voice cuts though the radio static on the Comms 
System, it is the voice of Colonel Verhoeven: 
 
“Now hear this.  This is Colonel Verhoeven.  As of 
04.32 TST I am assuming command of Test Facility 
3188.  General Yates is dead.  He was in the 
command centre when the enemy fragged Alpha 
Level.  The origin and exact strength of these 
enemy forces is unknown.  What is known is they 
used the prototype slipgate located in the labs on 
Level Omega to invade the Facility, and are 
currently using the same slipgate to reinforce 
themselves.  As a result, the security of this base 
has been compromised, and I am issuing 
Emergency Evacuation Order Epsilon 4 - all 
personnel evacuate the base.  The Facility will be 
sealed within 30 minutes.  I repeat - you have 30 
minutes to evacuate the facility.  Good luck, and 
may God be with us all.” 
 
The Comms System is filled with static once again, 
cut through with intermittent radio chatter.  Lt. 
Christian frowns and looks around at you all. 
 
“We can’t let the fuckers take the base.  There’s 25 
missiles in those silos, each tipped with a MIRV 
capable warhead – that’s 10 warheads per missile, 
with a 25 kiloton nominal yield for each.  If they 
manage to decode the firing sequences, we’ll really 
be in the shit.  So here’s the plan boys and girls:  
We have to cut through missile silo 17 anyway to 
get to the hangar bays.   
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(to Comtech PC/NPC) – think you can bring the 
mainframe on line long enough to get the firing 
codes for those missiles? (Yup, Comtech PC/NPC 
reckons’ s/he can) 
 
(to Armstech PC/NPC) - d’you think you can hot-
wire one of the MIRV warheads to detonate with, 
say, a 20 minute delay?” (Armstech PC/NPC CAN 
do this).  “Good, then that’s what we’re gonna do, 
use one of the transport craft in the hangar to get 
out of range then nuke the entire base.” 
 
Looking up, you can see the lift has stopped about 
3m short of the pressure doors that lead to the 
Security Complex.  You’ll have to climb up and 
manually winch the doors open. 
 
 
KEEPERS INFORMATION 2: 
Security Control (Map 1) 
 
1. Freight Lift:  
The lift pressure doors are usual sci-fi dull 
steel with the edges covered in those black 
and white hazard stripes.   To the left of the 
doors is a vacuum sealed panel with a keypad 
– once opened (Computer roll), the circuitry for 
the doors is revealed.  (Electronics roll) to hot-
wire doors to open.  The doors (7m diameter) 
open part way then the power fails and sparks 
shower from the console.  A 4’ gap has been 
made between the doors.   A Listen roll (if the 
Comms System in the lift is silenced) reveals 
the sound of computer consoles, and growling 
(zombie marines). 
 
2. Security Control:  
This 20x26’ room is on 2 levels, the freight lift 
opens into (a), where there are lots of 
computer consoles etc. 
(a) Command Area: Shot out computer 

consoles, sparking and smoking.  A small 
electrical fire burns on one of the consoles.  
4 Zombies stand over the dead body of a 
marine.  They carry machines guns (2) and 
shotguns (2).  They instantly attack the 
PCs.  Lt. Christian will get hit by an 
impaling burst of machinegun fire during 
the combat, and will die.  The dead marine 
is Pte. Lee.  He wears a flak jacket, and is 
armed with a pistol. 

(b) Lower Command Area: Visible through the 
large reinforced windows in (a), down 
some stairs.  3 marine corpses here, 
mutilated and stripped of equipment.  2 
Zombies armed with shotguns. 

(c) Pressure Door: 2 Zombies guard this area, 
armed as in (b).  the door isn’t locked. 

(d) Security Door: Large letters stencilled on 
door read ‘Power Plant Hydraulics’.  The 
door is armoured and pressurised.  It is 

accessible only with the Silver Security 
pass carried by the dead officer in (10).  A 
Special Electronics roll will bypass the 
security measures, but will trip a silent 
alarm in (10) and bring enemy running. 

 
ZOMBIE: 
Undead corpses of non-military personnel killed by 
the invading aliens 
 
STR: 14 MR: 3  RL: 1/5 
CON: 14 HP: 14  LL: 1/5 
SIZ:  12 DEX SR: 3 AB: 4/5 
INT: 09   CH: 4/6 
POW:  12   RA: 1/4 
DEX:  10   LA: 1/4 
APP: 03   HD: 0/5 
 
Attacks: SR A% DAM 
Pistol  3/6/10 50 1d10 
Bite  7 50 1d3+ Special* 
 
Armour: 
Flak jacket (4AP). 
Special: Poison causes extra 1d10 damage unless 
CONx5% rolled. 
Undead cannot die or be incapacitated – only be 
hacked or blown apart.  Bullets and beam weapons 
deal a maximum of 1HP damage after armour.  
Undead regenerate if only knocked to the ground 
(zero hitpoints without being destroyed). 
 
Notes: Non-combat military  personnel killed during 
the invasion have returned as zombies in the 
service of the alien attackers. Their corpses have 
had probes inserted into their pleasure centres, 
wired up so when they kill someone, they get 
paroxysms of ecstasy.  In essence, customized 
serial killers.  Zombies only know how to kill. They 
do not know the concept of surrender or retreat.  
Most wear armour equivalent of flak jackets. 
 
 
3. Corridor: 
Comprising seamed metal and steel 
bulkheads.  Flicking, sparking lights provide 
dim, erratic illumination.  4 Zombies roam here.  
1 is armed with a Mini Gun. 
 
4. Outer Office: 
The light in this room flickers strobe-like and 
buzzes.  2 desks and computer consoles.  
Filing cabinets for disks.  2xdead clerks lie on 
the floor, their eyes ripped out.  The walls are 
smeared with blood. 
 
5. Inner Office:  
Sign on door reads ‘Lt. Myers, Head of 
Security.’  The lighting is the same as in the 
outer office.  Lt. Myers is sat at his desk here.  
His head is missing.  The only way to identify 
his body is by his name badge and dogtags.  
His desk is covered in blood. 
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Search: A map behind the desk shows part of 
the western USA.   
Scan: Bloody, bestial pawprints are on the 
walls and floor. 
 
6: Storage:  
Plastic, dark green cryo-crates contain 
computer hardware.  All are sealed with 
electronic locks. 
 
7: Armoury:  
The door is marked ‘Armoury: Authorised 
Personnel Only’.  The door has been ripped 
open and is covered in deep gouge marks 
(claw marks?). 
Search: Inside is a mess.  20 minutes will 
salvage 3x shotguns; 3x pistols; 1x assault 
rifle; 2x shock rifles; 43 shotgun cartridges, 
200 rounds of 10mm ammunition. 
 
8: Corridor:  
These corridors are narrow, and slope down at 
a 20o angle.  Slits in floor reveal water 
beneath.  Patrolled by 2x Zombies. 
 
9: Corridor:  
Same description as (3). 
(a) Main Entrance: an explosion here has 

caused a cave-in.  The main entrance is 
blocked with 100s of tons of rubble.  There 
are 4 Grunts here, armed with Shotguns 
(2), Combat Rifles (2). 

(b) Security Door: Large Stencilled letters on 
the door read ‘Authorised Personnel Only: 
Launch Silo 17’.  The Gold Security Pass 
on the dead officer in (21a) is needed to 
access here.  Or a Critical Electronics roll.  
2xGrunts each armed with an Assault Rifle 
stand guard here. 

(c) A Critical Scan roll reveals a hidden hatch 
here. 

 
GRUNT: 
Undead soldier, minion of evil 
 
STR: 16 MR: 3  RL: 8/5 
CON: 15 HP: 14  LL: 8/5 
SIZ:  13 DEX SR: 3 AB: 8/5 
INT: 11   CH: 8/6 
POW:  11   RA: 8/4 
DEX:  14   LA: 8/4 
APP: 03   HD: 8/5 
 
Attacks: SR A% DAM 
Assault Rifle 3/6/10 56 2d6 
M71 SAW 3/6/10 56 2d6 (10 - 30) 
Shotgun  3/10 56 3d6/1d6 
Bite  7 50 1d3+ Special* 
 
Armour: 
Combat Armour (8AP) 
Special: poison causes extra 1d10 damage unless 

CONx5% rolled. 
Undead cannot die or be incapacitated – only be 
hacked or blown apart.  Bullets and beam weapons 
deal a maximum of 1HP damage after armour.  
Undead regenerate if only knocked to the ground 
(zero hitpoints without being destroyed). 
 
Notes: Zombie, Mark Two.  Military personnel killed 
during the invasion of Test Facility 3188 have 
returned as zombies in the service of the alien 
attackers. Grunts are outfitted in Combat Armour 
and are better armed than Zombies. 
 
 
10: Tactical Command:  
Large open-plan chamber.  LAN Servers, blue 
crates (containing cold-stored CPUs), desks 
and consoles are strewn about.  Bullet holes 
pock mark the walls.  4xZombies are busy 
dragging corpses into a pile in the middle of 
the room. 
Search: one of the corpses wears officers 
rank, and has a silver security pass on a 
plastic cord around his neck, with his dogtags. 
 
11: Power Room:  
Access Console for the Level Power.  It is 
currently running on emergency power.  A 
Spawn hides on the ceiling in here. 
 
SPAWN: 
Merrily bouncing blob of semi-intelligent raw chaos 
ooze 
 
 
CON: 40 HP: 25  Body: 5/25 
SIZ:  10 DEX SR: 2 
INT: 03 
POW:  12 
DEX:  16 
 
Attacks: SR A% DAM 
Envelope 5 50 1d8* 
*This damage destroys armour. 
 
Armour: 
5 AP hide 
Special: If reduced to zero HP, the Spawn explodes, 
splattering everyone within a 3m radius with acidic 
body parts.  Those in range are hit by 1d3 acid 
splashes – as for envelope attack 
 
 
12: Corridor:  
Leads 50’ to (26). 
 
13: Corridor: 
 upon opening the Silver Security Door, the 
PCs will be attacked by 2xGhasts. 
(a) Barred window looks down into storage 

room (16). 
(b) Pressure Door: 4xZombies and a Grunt 

stand guard here.   
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GHAST: 
Lesser independent race 
 
STR: 23 MR: 5  RL: 4/6 
CON: 14 HP: 20  LL: 4/6 
SIZ:  26 DEX SR: 3 AB: 4/6 
INT: 04   CH: 4/7 
POW:  11   RA: 4/5 
DEX:  13   LA: 4/5 
    HD: 4/6 
 
Attacks: SR A% DAM 
Bite  7 40 1d10 
Claw  7 45 1d6+2d6 
 
Armour: 
Tough skin (4AP) 
 
Notes: Ghasts inhabit caverns where sunlight never 
comes. These have arrived in our dimension from 
another, attracted by the smell of blood. 
 
 
14: The Walkway:  
This room is lit by red emergency lighting.  A 
walkway leads over hissing toxic waste.  Bulky 
powerplant equipment and piping protrudes 
from the walls and ceiling.  An entrance at the 
far end of the walkway is guarded by 2xGrunts, 
armed with Assault Rifles. 
 
15: Walkway:  
The entrance lead out onto a narrow catwalk 
around the ceiling of the powerplant.  Stairs 
lead down into the room (17).  In the centre of 
the room is the main power regulator for this 
part of the Facility. 
 
16: Storage:  
Dark, cold storage room.  Crates contain 
various machine parts for the power plant. 
 
KEEPERS INFORMATION 3: 
Waste Processing (Map 2) 
 
17: Power Plant & Hydraulics:  
The hydraulic power to the doors and lifts are 
offline, and power needs to be restored from 
here.  50x50’ room, 30’ high ceiling.  Walkway 
from (15) runs around walls near ceiling.  Lots 
of pipes and blinking consoles.  Emergency 
red lighting only is working. 
Denizens: 2 Ghasts hide in the shadows 
beneath the stairs from (15).  4xZombies patrol 
around room. 
(a) Main Power Coupling: From here a skilled 

ComTech could restore partial power 
(Emergency lighting and door power) with 
a Special Computer roll followed by a 
normal Electronics roll. 

(b) Packing Crates: Contain machine parts. 
 

18: Empty Sub-Chamber:  
Dimly lit room, 30’x30’.  Half a dozen 
rottweilers have been locked in here, and are 
fighting over the body of a marine. 
Denizens: 6 Rottweilers. 
Search: the dead marine is female.  She wears 
the remains of a flak jacket and carries a 
blaster.  Next to her lies and empty shotgun.  
There are 3 dead dogs in here already. 
Special Search: A trapezoidal metal panel in 
the wall conceals a small access lift up to (16). 
 
19: Access Lift: Maintenance  
Lift goes up to storage area (16). 
 
20: Ante-Chamber:  
Small chamber with low roof.  Crammed with 
machinery, crates, blinking computer consoles 
and such. 
 
21: Toxic Waste Storage:  
Large open room, light filters in from vents high 
up in the ceiling (ceiling is covered in pipes 
and tubes that hiss as they release steam). 
(a) Bridge Control: Controls to extend the 

bridge across the toxic waste.  Undead 
marines mill about here. Denizens: 8 
zombies, including an unhealthy looking 
Captain Keyes, who has the gold security 
pass for (9b). 

(b) Hidden Guard: An Grunt armed with a 
shotgun hides here. 

(c) Bridge: a retractable metal bridge across 
toxic waste storage.  Controlled from (a). 

(d) Toxic Waste: Green toxic waste fizzes and 
hisses.  Acidic. 

(e) Storage Crates: Large metal drums 
contain toxic waste. 

(f) Hidden Cache: There is a dead soldier in 
here – looks like she bled to death after 
taking shrapnel damage to her abdomen.  
Lying next to her is a loaded SADAR, a 
pistol, 2x grenades, 3x stimpacks, a 
submachine gun with 13 round left in the 
clip, 2x MG clips and a pair of IR goggles.  
She wears charred combat armour 
(abdomen section ruined – no helmet 
present either). 

 
22: Access Corridor to Freightlift:  
The Pressure Door here is marked ‘Freight Lift 
24’.  Unremarkable 10’ wide empty corridor.  
High ceiling disappears into shadows – 
emergency red lighting only. 
Scan: Scrape marks on metal floor shows 
heavy traffic (crates etc) passes through here.  
Wide ramp leads down to (25) 
Denizens: 4xFiends hide in the ceiling 
shadows, and will drop on unsuspecting 
marines. 
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23: Freight Lift 24:  
30x30’ octagonal freight lift. 
 
KEEPERS INFORMATION 4: 
Silo 17 (Map 3) 
 
24: Security Checkpoint:  
Circular security desk, static on comlink,  
flicking vid-screens show various locations in 
the base, notably: 
(a) Missile Silo 17: a view of the command 

centre shows Zombies and zombies milling 
around. 

(b) The Missile Itself: In a state of readiness. 
(c) The main entrance (9). 
 
25: Missile Silo 17 Launch Crater:  
The corridor from (26) opens out to the night 
sky, which is clear.   Large chasm, roughly 
circular, well over 300’ high walls. 
(a) Rocks, their surfaces fused like glass from 

intense heat. 
(b) Silo Outer Doors: The reinforced rockcrete 

surrounds and Plasteel doors can survive 
anything short of a direct missile strike. 

(c) Guardian: A Guardian is a static robot 
weapons platform. Unfortunately for the 
PCs, this one has been reprogrammed by 
the enemy and will open fire on any PCs 
who enter the crater from (26). 

(d) Armoured Pressure Door:  The doors is 
marked ‘Missile Command 17’.  2 
Commanders stand guard here, one 
armed with a SADAR, the other with a 
Smart Gun.  The door is locked and sealed 
– gold and silver security passes plus a 
quick Electronics hot-wiring will open the 
door (2’ thick!) 

 
COMMANDER: 
Undead soldier, minion of evil 
 
STR: 17 MR: 3  RL: 10/5 
CON: 16 HP: 14  LL: 10/5 
SIZ:  16 DEX SR: 2 AB: 10/5 
INT: 12   CH: 10/6 
POW:  13   RA: 10/4 
DEX:  16   LA: 10/4 
APP: 03   HD: 10/5 
 
Attacks:  SR A% DAM 
Smart Gun 2 80 2d6/3d6+2 
Plasma Rifle 2/5/9 80 2d6+2 
SADAR  3 80 4d6/3m 
Bite  7 80 1d3+ Special* 
 
Armour: 
Battle Armour (10AP) 
Special: poison causes extra 1d10 damage unless 
CONx5% rolled. 
Undead cannot die or be incapacitated – only be 
hacked or blown apart.  Bullets and beam weapons 
deal a maximum of 1HP damage after armour.  

Undead regenerate if only knocked to the ground 
(zero HP without being destroyed). 
 
Notes: Zombie, Mark Three.  The leanest and 
meanest of the military personnel killed during the 
invasion of Test Facility 3188 have returned as 
Commanders.  Commanders wear either Battle or 
Powered Armour and wield the heaviest ordinance 
that they can find. 
 
 
GUARDIAN:  
 
SIZ: 30 
INT: 5 
DEX: 10 
AP/HP: 15/50 
 
Attacks: SR A% DAM 
Minigun  3/6/10 50 2d8 (20-60) 
SADAR  4 50 4d6/3m 
 
The Guardian is a static remote perimeter defence 
weapons platform in use by the UEAF. It consists 
mainly of a tripod stand, with a battery pack, 
weapon assembly, sensor array, and ammunition all 
contained within an armoured turret. 
 
The Guardian has 360-degree fire action, and 
variants mount a wide array of weaponry – this one 
has 2x miniguns and a 5-shot SADAR launcher. The 
sensing suite consists of an infrared detector, lidar, 
light optics, and an ultrasonic motion tracker. If set 
to "auto-remote", the Guardian system will scan all 
targets, then classify them using an Identification 
Friend Foe (IFF) transponder, and take appropriate 
action. 
 
Unfortunately for the PCs, this one has been 
reprogrammed by the enemy and will open fire on 
any PCs who enter the crater from (26). 
 
 
26: Grim Reception:  
Security desk and dead marines.   
(a) Grunts patrol here.  Marines will rise as 

zombies 1d10 rounds after Grunts are 
killed. 

(b) Dimly lit corridor.  Walls are peppered with 
hits from small arms fire.  Exposed wiring 
sparks and small electrical fires flicker 

 
 
KEEPERS INFORMATION 4: 
Silo 17 (Map 4) 
 
27: Munitions Lift:  
Octagonal room, walls covered in masses of 
cables and wires running vertically.  1’ gap 
between corridor and the lift.  Controls are 
mounted on the far side of the lift.  The lift shaft 
drops 150’ to the loading bay (30). 
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28: Loading Bay: 
60x30’ room.  Staircase on left hand wall up to 
walkway that runs around ½ the left wall and 
the entire wall ahead (15’ up). 
(a) Cargo Lift: see (27) for details. 
(b) Staircase up to walkway. 
(c) Walkway: 10’ wide corridor, steel railing 

along side near loading bay.  The railing 
can be lowered at (g).  4xGrunts patrol 
here. 

(d) 3x Ghasts fighting over a marine corpse.  
Rocket launcher and 3 missile lie on floor. 

(e) Pressure Door:  marked ‘Hangar Bay 12’. 
(f) Power Loaders:  Remember Aliens?   

Powered Armour skill required to operate. 
(g) Freight Lift: Small freight lift 15’ sq. for 

moving munitions and such up onto the 
walkway. 

 
29: Empty Room:  
Sign above a staircase that disappears up 
from the far right hand corner reads ‘Command 
Centre – Authorised Personnel Only’. 
 
30: Command Centre:  
Blade Runner-esque command centre – dimly 
lit with red emergency lighting.  Banks of 
flickering consoles, garbled radio chatter and 
static. 
(a) Flickering consoles and dead personnel.  

Security codes for missile can be hacked 
from here with Special Computer roll.  A 
Spawn lurks on the ceiling here. 

(b) Windows to missile silo.  The missile can 
be seen beyond.  Blast shutters are raised. 

(c) More consoles.  Launch command is here.  
One of the corpses is a Zombie. 

 

31: Comms Control:  
Missile tracking and guidance is controlled 
from here. 
(a) Consoles.  A Spawn lurks on the ceiling. 
(b) Pressure Door: open. 
 
32: Outer Office:  
Commanding officer’s reception area.  A 
Commander lurks in here, armed with a Smart 
Gun, with a Fiend in tow. 
 
33: Inner Office & Meeting Room:  
Long room.  Office area and long clear glass 
table.  Lying on the table, face up, is the 
bloody corpse of Captain Reilly.  His heart and 
eyes have been removed and are missing.  
Lots of unknown symbols have been written all 
over the walls in the Captain’s blood. 
 
34: Access Lift:  
Lift up to Missile Warhead.  It will take an 
ComTech 20 minutes to open the missile cone 
access panel and arm one of the warhead.  
Plus a successful Electronics roll and the 
codes from the computer in the Command 
Centre. 
 
35: Silo. 
 
36: Hangar Bay 12:  
Locked airlock can be hot-wired (Electronics 
roll).  Sat in this huge chamber is a CMC 
Cobra class dropship, all fuelled and ready to 
rock.  Unfortunately, there are also Zombies 
milling around the entrance ramp.  Lost of 
missile racks, fuelling lines, crates of 
equipment and 2x Power Loaders can be 
found here. 
 

 
 
 
 


