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Bruised and lost, Seeker ran through the twisting sub-
terranean tunnels. He held one of the glowing crystals in
his palm to light the way. His head was still fuzzy from the
blow that knocked him out, making the narrow passages
shift before his eyes. Behind him, he could hear the
echoing howls of his pursuers. He paused to catch his
breath and remembered the strange events that brought
him here.

Only a few hours ago, he and the other Champions had
been battling a strange group of supervillains at the
nuclear power plant. The villains called themselves the
Darklings. The Darklings threatened to destroy the planet
with their “Subterran army” if anyone stood in their way of
collecting material to build a nuclear bomb. When the
heroes were closing in, the Darklings suddenly disap-
peared.

A quick search of the plant uncovered a secret passage
to a wide underground tunnel. Jaguar picked up the scent
of the Darklings and the heroes gave chase. The tunnel
was lit by small, glowing stones. Obsidian picked out a
stone from the walls for each Champion — ifthe rest of the
tunnel was not similarly lit, each would have a source of
light. The tunnel sloped downward, into the earth. The
chase went on for a long time. Too long. The Champions
marched for over an hour, deeper and deeper.

Andthen the army appeared. They were humanoid, but
not human. Their sickly white skin was offset by their
knotted black hair. They all carried weapons — from
hatchets to rifles — and growled hungrily. They pounced
upon the Champions, overwhelming the heroes with
sheer numbers.

Caged and chained, the heroes awoke as they were
being carried through the tunnel. If they had been moving
at that pace all along, they were far below the Surface by
now. With the use of his special martial training, Seeker
escaped his bonds. But he could not free the others
without being risking recapture. He would have to find
another way to save them.

After dashing through twisting passages off of the wide
tunnel where the Champions were being carried, Seeker
heard the howls of rage from the creatures. He ran
quickly, evading the creatures. Now Seeker followed
passages that ran parallel to the wide tunnel, allowing him
stay close to the rest of the Champions. And always he
went deeper and deeper into the earth.

Where are these foul creatures taking the Champions?
What happened to the Darklings? Can Seeker save the
others before this army of creatures terrorizes the surface
world?

C OVERVIEW )

Subterra is a land of human-like creatures, located deep
beneath America. The Subterrans were originally a race of
aliens who came to Earth in a starship, seeking a new home.
The starship’s computers were supposed to alter the genetic
structure of the aliens so they could survive on Earth. But a
passing comet damaged the computers, scrambling the
ship’s controls and transforming the aliens into savage,
subterranean beasts.

The result is a race of ant-like humanoids. They multiply
rapidly, live underground, and work industriously for a
common goal: to rule the planet and enslave or destroy
humanity! Their leader is King Earthwyrm, a powerful men-
talist. Earthwyrm also leads a super-powered cadre the
Darklings.




Invaders from Below

Unfortunately for mankind, the Subterrans are not as
stupid as ants, and they can't be crushed as easily. They are
as violent as they are industrious. They spend their time
stealing weapons from humans and steadily multiplying.
And they love the taste of human flesh. Soon, they will begin
their invasion of the Surface world ...

WHAT'’S INSIDE

Following the introduction, this bookis organizedinto eight
sections. The first section is the origin of Subterra and the
Subterrans; this background includes a timeline. This is
followed by a complete description of Subterra, the home of
the Subterrans and the Darklings. Next is a chapter on life in
Subterra, the details of the society, government, and specific
locations in the land beneath the earth. Next are two chap-
ters of character descriptions, first the Subterrans, then the
Darklings and King Earthwyrm. This is followed by a chapter
on campaigning — tips on adapting the characters and
situations in this book to your own campaign. Finally, two
chapters of scenarios are provided, each with maps, NPC
stats, and enough information to start an adventure or
campaign.

THE VILLAIN ORGANIZATION

Ina campaign, treat King Earthwyrm and his Darklings as
a villain group. They are unusual because of their incredible
resources: the Subterrans and the kingdom beneath the
earth. But, like other villain organizations, the Darklings have
a definite goal (to enslave or kill humanity and rule the Earth),
a roster of powerful individuals, and a leader, King
Earthwyrm.

NON-SUPERHEROES VS.
THE SUBTERRAN MENACE

In a Heroic-level campaign, very few changes are needed
to present the Subterran menace to your player character
heroes. The Subterrans simply become an evil race in a
hidden land, not an army led by super villains. The Darklings
can be reduced to the level of Competent Normals.

The scenarios can be modified to emphasize investigation
over combat. The PC heroes can discover the underground
lands and begin to explore, dealing with Subterrans in small
numbers. If the PCs are captured, they will be taken to King
Earthwyrm in Subterra. Unlike a Champions campaign,
where the heroes would fight out of their predicament, the
heroes can use their wits to escape a deathtrap.






