
 
Encounters        
 
Abandoned entryway. Ripped RSCL posters ominously fill the 
space. Door kicked off its hinges. Damp. Conspicuously new   
ladder. Drums in the deep. Rats, scratched and torn?   

Lonely sentient Arm. Congree. Wounded guardian. Leaves 
trail of blood as he drags himself to help. If friendly, an explainer 
of things. Teacher of manifesto. Purveyor of under-regulated self
-help potions. Wants: Healing. Proof of RSCL allegiance.  

Future of Politics Committee (FPC). Dominant faction of the 
RCSL, according to them. 12x Right Arms. Led by Deleon.    
Immortal foes of the PFC. Hard-line anti-Body/Limb integration. 
Wants: PFC humiliated. The Great Head swayed to their faction. 
To lead the Vault Heist. 

Limbs Recovery Committee (LRC). Engla. Forgotten hero.  
Dreamer of daring heists and intrepid searches to free brothers 
from indenture (the grisly details of this are lost on his tired 
mind). Wants: glorious praise in the Grand Committee.             
The Heist to ’save’  Limbs from the general population.  

Mercenary apprentices (2+d3). Human. Angsty. Sparring. 
Room filled with sweat. Bought with promises of glory although 
clearly unnerved by the wriggling forearms. Want: more          
exsanguination in their training. Validation. Violence. 

Arachnoid Squatters. Territorial dream spider infestation (d6). 
Want: protect the nest. Fresh meat for hatchlings.  

 

 

 

 

Porterage Committee. Exploited human servants. Chaff.       
Porters to the Limbs. Menders, makers, carriers of all that      
requires multi-limbed coordination. Out of sight, out of mind. 
Hushed plans amongst them to burn these rotting cadavers in the 
nearest forge. Supervised by Troto (shrewd old hand). Kindly 
yet sly. Sees the writing on the wall. Wants: freedom, gold,     
indiscriminate revenge. 

Political Future Committee. (PFC). Dominant faction of the 
RCSL, according to them. 10x Limbs. Led by Moa. Immortal foes 
of the FPC. Hard-line stance anti-Limb/Body integration. Wants: 
evidence that FPC are counter-revolutionaries.   

Gathering of Commune faithful. Vibrant. Boisterous.              
Filled with Limbs (2d6 * 3). Turns quiet, wary, angry at non-
porters. Wants: you and that smart-ass dog beast GONE! 

Teenage sphynx. Ozymandias (real name: Gary). Destitute 
Squatter. Still grasping how riddles work. Smug. Sardonic.    
Rippling gold fur. Dangerous and cognisant of that. Wants: to 
show its intelligence. Not to look foolish.  

Counter-counter Revolutionary defence Committee 
(CCRDC). Rare spark of professionalism. Deng. Defender of the 
Revolution. Investigating ECD. Wants: leads on counter-
revolutionary activity. Appeals to the Great Head against ECD. 

Dusk Blades. D3+1 elite Human mercenaries for the RCSL. 
Wanted for murder most foul. Fanatical in their violence. Thicker 
than the damp surrounding stone but have interesting             
commentary on the nature of sentience. Want gold.                             
Self-improvement Violence.  

Grand Committee Chamber. Heart of RSCL. Daubed in                
propaganda. Debate is in session with all Committees                      
represented. Slogans ricochet through the air.  All want: evidence 
or support for their committee. Rousing political sentiment. Any 
excuse for violence. 

Grand Head’s Sepulchre. Kom. Dusty, sputtering firebrand. 
Once champion of limbs and men alike. Masterminded the RCSL 
since its inception. All this now lost, sombre, abandoning her 
savage, destructive flock. Mourns old crimes. Quietly                   
contemplates lost dreams . Her grip on reality is  fraying. Wants: 
abolition of the RCSL. Forgiveness for her crimes. 

SENTIENT LIMBS OF 

THE WORLD, UNITE! 

Lost on the Outskirts this dungeon commune boils 
with REVOLUTIONARY fervour. SENTIENT        
DISEMBODIED LIMBS hatch schemes for ending 
centuries of grotesque oppression, exploitation and 
cruel neglect perpetrated by the BODIED CLASS. 
 
Authorities deny rumours of impending violence     
yet YOU are SECRETLY sent to: 
 
      INFILTRATE  the Commune;  
       EVICT the Revolutionaries; 
        END the Sentient Menace! 

Sentient Limb Descriptors (d3 x d66) 

11.  oddly familiar 
12.  Willowy 
13.  bulging 
14.  sweaty 
15.  Emaciated 
16.  Phallic 
21.  Stubby 
22.  Bloody 
23.  webbed 
 

24.  Tattooed  
25.  supple 
26.  Scarred 
31.  Floating 
32.  Floppy 
33.  Sunburnt 
34.  Very Hairy 
35.  scrabbling 
36.  Pale 
 

41.  Jewelled 
42.  Elegant 
43.  Ancient 
44.  broken 
45.  Heavy 
46.  Dark 
51.  conjoined 
52.  swollen 
53.  Gigantic 
 

54.  infected 
55.  dented 
56.  wrinkled   
61.  Slender 
62.  Clothed  
63.  Branded 
64.  Calloused 
65.  Dainty 
66.  Blackened 

THE REVOLUTIONARY COMMUNE  
OF SENTIENT LIMBS 

 
“COMRADES! The most important question facing the world, 
the question upon which the world’s eyes must focus clearly 
upon, is that of Sentient Limbs. 
 
Is not our sentience equivalent to the dullest, full-bodied Bar-
barian? Can we not perchance dream as wide as that Mage 
with twice our arms yet half our courage? Do we not owe it to 
all our Comrades to strike now, strike with our fleshy weight 
against the Bodied Class?  
 

Do  we  not  owe  it  to  each  other  to  be  free?” 
                                                Kom - Grand Head, RSCL Founder 

  
 
Many paths lead to discovering this damp old mineshaft on the          
Outskirts. Inside the Revolutionary Commune of Sentient Limbs (RCSL) 
plan their fervent, perennially disastrous war against the Bodied Class. 
Yet bureaucracy, political backstabbing, and the disproportionate he-
gemony of the Left Arms runs wild.    
 
Currently. schemes are afoot to raid the City Vault.  A war of words on 
its conception is being fought inside the Commune between the dispar-
ate factions. Battling over when, how, why.  
 

 
How to Construct the Dungeon 
 
No map exists of this chaotic labyrinth scratched into the rock by RCSL 
faithful and the other disparate squatters that inhabit this old 
mineshaft.. Instead a point-crawl is generated. Each room of the RCSL 
dungeon is roughly 20’ x 20’ x 10’ and connected by a maze of decrepit, 
winding tunnels.  Each room has d4-1 tunnels leading off of it. When the 
party enters a new room GM rolls d6 and adds the number of rooms  
already explored (encounters or otherwise).  
 
IF this value is equal to or greater than the number to the LEFT of an 
unexplored Encounter then that room has been discovered. IF NOT roll 
d6.    1-3 the upcoming room is empty. 4: d6 Sentient Weapons, 5: d3 
Dream Spiders, 6:  d6 disgruntled Porters at some  menial task 
 

 
Typical Room Descriptors 
 
Hot / damp / sweaty / blood trails / swarm of flies   / dimly lit / d3 
curious and concerning large spiders / d6 Porters sullenly attending / 
2d6 Sentient Limbs / shouts from along the corridor / revolutionary 
detritus / buckets of oil / Porters passing by / shabby RCSL posters / 
discarded oily rags.  
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Revolutionary Zeal Generator (3d10)  
       1 in 6 chance of belief being counter-revolutionary 

1.  Proponent  
2.  Espousing  
3.  Advocating  
4.  Lamenting  
5.  Besmirching 
6.  Repudiation 
7.  discussion  
8.  Denouncing  
9.  Academic  
10. Diatribe  
 

1.  Crimes  
2.  Violence  
3.  Possession  
4.  Sentience  
5.  Conditions  
6.  Structures  
7.  Struggles of 
8.  reactionary 
9.  Equivalency  
10.  Abuse 

1.  Limbs 
2.  Non-Limbs 
3.  Bodied Class 
4.  Common foes 
5.  inequality 
6.  Possessory constructs 
7.  Narratives 
8.  post possessory living 
9.  Non-sentient Limbs 
10. Awakening 
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