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Introduction

One day a large metal capsule
appeared, vipping a hole through
reality and crashing into the earth.

“That seems interesting,” you said,
before venturing inside.

Behind you, the formerly askew
metal doors shut, leaving you in the
dull red of emergency lighting.

The Capsule’s Outside

What crashed into your reality was a
fat metallic obelisk, perhaps six by six
good paces wide at the bottom and as
tall as five men standing on each
other’s shoulders. The doors hang
slightly open just above ground level,
until the emergency power turns on.

The Capsule’s Inside

A simple square chamber. Consult the
table for the details of this particular
world (starting at state 5). The exit
door shuts and locks after you enter.

The Control Room

A rounded triangular chamber with
three panels, two windows overlaid
with displays, and a main control.
There’s 57 fuel rods stored under the
main control.

Jumping States (as per the Notebook)
Each of the three binary states has its
own panel that displays the state and
has two slots for fuel rods. When you
press the start button, each individual
binary state changes as such:

* orods to drop to o-state

* 1rod toremain at 1-state

* 2rods to move to 1-state
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eertly in the hand. ( 1 Low World Breaker sword, extra effective vs. psychics.
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State of the Brain Slayer’s head. Talks about its powers.
Capsule. Give brain,
f please. Wide This is where you came from. Room contains
@ Low Homeworld |a dead sorcerer with the Notebook, inside a
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