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THE SCENE

The drums of the tribe pound out a special rhythm only drummed once every ten years. Ten young males and females stand in front of the entire tribe to take their Coming-of-Age ritual. If they survive the final test, they will be welcomed as worthy adults of the tribe. The chief hands them each an eight-foot long bone spear. The rest of the tribe cheers as the ritual begins. Each of the ten, a mix this year of mutants and pure strain human young males and females smile at each other. They have been working hard at their survival lessons for this moment. The parents of each of the ten come up to them. These relatives are allowed to give their young one useful piece of equipment. Pistols of the ancients, goggles of darkness, and healing plant salves are common among the ten given items. 

PLAY OF THE GAME

New players have just rolled up their characters. They are playing in a science fantasy game, hopefully it’s METAMORPHOSIS ALPHA. They are going to have their first adventure and it’s a coming-of-age adventure where they travel through a complex maze filled with all the types of encounters one can imagine for first time players. They are meant to have easy challenges. They are meant to be able to gain many different pieces of useful ancient technology and mutated items of power. During the course of the adventure, they should be able to pick up some type of pet or high tech artificial intelligence. They should meet enemies they will face again in the future. Maybe they discover an archenemy bent on harming their entire tribe. They aren’t meant to win over this foe. This is the type of enemy that would throw them away much like a fisherman throws away a fish that’s too small to merit keeping. The referee should encourage his players to be of all types from mutants and humans to robots and androids. 
TYPES OF SCENARIOS
Ability testing encounters: These are a series of encounters designed to work each of the ability scores of the players. The need to face a series of encounters that test their Constitution, Poison Resistance, Leadership, Mental Resistance, Dexterity, Radiation Resistance, and Player character luck. I would be doing this with a set of vegetation themes. Intelligent talking plants that are just trying to get themselves a little more in the way of minerals found in the characters flesh will be found among ropy thorn vines looking to grab anything while the radiated and poison seed pods are being tossed at the characters from plants with root systems two hundred yards away from the paths the characters are taking. 
In METAMORPHOSIS ALPHA, one of the most fun experiences is playing with the Item Complexity Chart. I give them lots of chances to figure out flush toilets, broken toasters, and ionic pulse rifles. During the course of the adventure, they must find robots that think they are human and lots of different artificial intelligences that have become insanely dangerous. 

THE-ALMOST-TOO-GOOD-TO-BE-TRUE Encounter

I have a bit that I love to do with new players. I introduce them to an overly friendly tribe of six limbed purple gorillas with six eyes and a strange intelligence. At first, the player characters are only too willing to gain these new friends. The gorillas are massively powerful and slavishly willing to help the player characters. However, after several encounters it seems there could be a problem. There are some things that the gorillas won’t let the player characters do, for their own good of course. There are some interesting bits of ancient equipment that the gorillas destroy as soon as they see these things. After a week or two, the player characters have their flesh turn purple, which really pleases the gorillas. Over time, the player characters change more and more and at first, all of the changers are highly useful: greater strength, heightened vision, resistance to poison and radiation. Eventually, if the player characters don’t get away from the gorillas they will transform into that creature which would be all right if robots and every artificial intelligence in the area didn’t want to kill them. 

