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Introduction  
This adventure can be run while the characters are exploring the northern parts of the North American 
continent, in the Great Lakes region. The party should include someone who can negotiate. Read the 
following: 
 
ñYouôve been travelling through hilly, forested domains for many days now with barely a few outposts of 
industrious beavers working in mills and some backwoods pig and cowtowns to ease the monotony. 
Youôve stopped for drinks at many a small pub and over toasts of the local moonshine youôve heard tall 
tales of a modern human city that still survives and is at the peak of its glory. The further north you went 
the more the locals insisted that such a place exists, and they all pointed you in one direction: 
Buffalotown. You were always skeptical of such claims, since many of them were traps laid by bandits for 
naïve merchants and travellers, but youôve finally arrived in Buffalotown, and youôre stunned.  
 
Looking down from a hilly spot you can see Buffalotown quite clearly perched on the edge of a cliff 
overlooking a vast lake and river. The town itself looks fairly normal, with salvaged construction and 
belching smokestacks from crude smithies and machine shops. Various mutant animals, mainly rodents, 
crows, beavers and deer, trudge through the mud to make a living. But itôs not Buffalotown that stuns 
you; itôs the gleaming, clean metropolis that sits directly opposite on the far bank of the river. This must 
be the fabled human city of Anthrotopia, the only city to survive unscathed through the Great Death! To 
top it off, a glowing field of energy surrounds the city and you can see some sort of encampment farther 
into the distance. A slender but solid-looking bridge connects the human paradise with the grungy mutant 
animal town on your side, though you donôt see any traffic on it. Giant glowing insects flit with pallets of 
cargo to the north, and numerous clouds of black birds gyre over a large island to the northwest.ò  
 
 
Locations 
Buffalotown ï big sprawling town of rodents, beavers, deer, ravens 
Anthrotopia ï big city of humans who trade with Buffalotown 
Wolf Barbarians at the gates ï massed army besieging Anthrotopia 
Squawk Island ï home of the raven nestgrounds 
Glowbug Drome ï airport for shipping supplies south to New Kennel 
Old Town ï radioactive ruins of old Buffalo, NY (uninhabited).  
 
People 
Rodin Silvertail ï  mayor of Buffalotown, Clan Silvertail [rat] 
Roger Blackwind ï General of Crows & Ravens in Buffalotown [raven] 
Catulus the Younger ï  chief ambassador to Anthrotopia [cat] 
Fred Anderson ï Anthrotopia ambassador to Buffalotown, minister in Fort Erie [human] 
Alita Prime ï android chief scientist of Anthrotopia, keeps the holodome working [android] 
Ragnar Furson ï wolf barbarian Warlord [wolf]  
Grom Skinhide ï wolf barbarian Death Commando, strike team on the bridge [wolverine] 
 



 
 

 
The Big Buffalo 
Buffalotown is a hive of activity and is actually quite prosperous considering its location in the far north. 
The Council of mutant animals, under the leadership of the Rat Clan Silvertail, has made a trade pact with 
the human city that has benefitted both parties. The humans regularly trot out large machines like tractors, 
trucks and bulldozers in exchange for food, lumber, metal ores and other raw materials. Squawk Island to 
the north serves as a nesting ground for thousands of ravens, crows, pigeons and other birds who are 
allied but not subservient to Buffalotown. Though a formidable aerial force, the Islanders tend to squabble 
among themselves and seldom present a united front, and have no ambitions for ground conquest. This 
stands in direct contrast to the Wolf Barbarians who have just recently invaded the Niagara region and 
wish to conquer both Anthrotopia and Buffalotown. The only thing stopping them is the massive energy 
dome that surrounds Anthrotopia (or Fort Erie, as the humans still call it) and encloses the Friendship 
Bridge, the only route which crosses the Erie River.  
 
The Wolf Barbarians of the Ironteeth Horde, under the murderous leadership of Warlord Furson, have 
laid waste most of the region west of the canal but were stymied by the energy dome. Their first assault 

 



disintegrated most of their strike force when they tried to go through it and they are still cowed by this 
technological marvel. Their attempt to cross the river on boats was a disaster and was easily repulsed by 
the forces of Buffalotown, lead by the skilled but cautious General Blackwind. The situation is a draw, 
but the wolf barbarians are daily gaining in number and may eventually overwhelm both cities. Already 
refugees who arrived before the invasion are heading out of Buffalotown and morale is not very good. 
The Wolfers are plotting to build insulated tanks to attack Anthrotopia and gliders to send a force to 
capture the Glowbug Drome. If they succeed both cities would fall easily.  
 
The Glowbug Drome is a primitive airport that is host to hundreds of giant beetles and dragonflies that are 
used as cargo carriers by the industrious rodents of Clan Flying Fur. These are the most diminutive of 
mice and rats who control the bugs through telepathy and ride them to destinations as far south as 
Cardania. Most of the giant bugs are not fireflies, but the glowing types are used at night as runway lights 
and positional markers on the trade routes, hence the name. There are currently only 28 cargo bugs at the 
hangar, along with 15 Deer Troopers to protect them.  
 
The Offer 
After the characters arrive in Buffalotown, when theyôve had some time to acclimatize themselves to the 
local scenery, read the following: 
 
ñYouôve barely been in Buffalotown for a day when youôre approached by a stern-looking deer military 
officer accompanied by two rat troopers. óThis is for you. 100 bucks if you just come and talk to our 
mayor. We need soldiers like you,ô he says, óand weôre willing to pay a lot of money.ô If the players take 
him up on his offer, they are escorted to a three-story building clad in steel plates and surrounded by 
barbed wire. A sign identifies it as Buffalotown Head Office. Inside you are greeted by a noble-looking 
rat with silver fur wearing mayoral robes and sporting a stylish hunting cap. Beside him you are also 
introduced to General Blackwind, a gruff and strangely-silent raven with penetrating eyes and a constant 
frown on his beak.  
Mayor Rodin begins his speech thusly: ñNoble travellers, we have seen the arms you bear and the 
strength in your sinews, and we wish to welcome you to our prosperous little town, one that is at this very 
moment resisting the forces of darkness and savagery. The Wolf Barbarians are besieging us and our 
allies, the most excellent nation of Anthrotopia, and we are seeking mercenaries and true friends to stem 
this tide of insanity. We know that your bravery is legendð ñ  Heôs suddenly cut off by General Blackwind, 
who interrupts by saying ñLetôs cut the bull. We needs experienced soldiers for a dangerous mission 
across the bridge to attack the wolfers. You look the type. Weôre paying 10,000 bucks to anyone who 
meets the requirements and goes. And if you can get the Anthros to cooperate, so much the better.ò . ñErr, 
yes, thatôs quite succinct,ò  says the now-deflated mayor.  
 
The mayor is willing to provide medical facilities and ammunition for anyone attempting the commando 
mission, but nothing is paid until the mission is accomplished. Buffalotown has money but most other 
resources have gone into the militia already. From this point on the story has many options for the 
players. They could attempt an assassination mission against Warlord Furson, a difficult enterprise at best 
as the barbarian is surrounded by hundreds of berserk followers almost all the time (the hunting pack elite 
sleeps in one big pile in the main hall of the race track). Only high explosives would take them all out at 
once. General Blackwind is willing to provide a diversionary military strike using his aerial forces, 
mainly ravens and crows dropping grenades and a few bombs on the wolves, but only during the night 
because the barbarians are good shots during the day.  
 
The Embassy 
If the players hesitate to take on the military suicide mission, the alternative presents itself on the second 
day, in the form of Ambassador Catulus the Younger. The ambassador is a fop and proud of it. Dressed in 
a black-and-white tuxedo with an elaborate gold Rolex watch (which he displays ostentatiously to 




