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Boxed Nightm ares 
The title of th1s bo<,k wlh inspired by the chilling cover pain l

mgs by Canadia n art ist Denis 8 eu11vuis. 

1bc content of lhe boo k deah wi th adventure~ into the ~·orld 
of the supem:u uml. I have made an effort lo create a varict) of 
d iffere nt stones 10 illustralc the man y differe nt sty les and moods 
applicable to the ,;upcmatura l genre . The aspect of horro r. and/or 
the \upcrnatui-al. 1s presen t in each , but one 1s a son of v.ho 
dunnll my,;tcry thal rc4u irc~ the characters 10 re~arch and piece 
together d ues . Another 1s a Jungle action a,h-emure with a 1wist. 

While ano ther 1~ a uilc of ,p m t/haun tmg and murder. lnc po~
s1b1h1,e-. for contemporary horror and the dcmcn~ of the super
natural are endle,;s. I ho[)C th1~ bool.. will help game ma,;lcr,; 
discover the i.eOpc of this rich wor ld of ,;u~pcm,c, intrigue and 

~"'" 
Yet for all the horror and my~tcry. tht·re is oflen a louch of 

the 1romc and 1hc ridicu lous. We have tried to capt ure the lighter 
~ide of horror with the addition of the jt,ke s1.1pcnnarket- type 
tabloid that 1s part of th1, RPG package . You know the ones· 
"Big FOOi lives m my back )'3rd ·· They arc pre tty outrageous. 
but can make for a fun read and can be a good source of idea\ 
for adventure,. Ju, t <lon "t take these article, ..criously, okay'> 

Of cour.c, the 1ablo1d cndo~d with this book i, ~areal 
newspaper or any l ind, but a fict ional clcvil·e to provide dues 
to the RPG adventures and a few laughs too. 

Disclaimer --- ------- --
Our world ,s a vast and myster ious realm Are ghosts real" 

Do M>me people really have Extra-Senso ry Powe~ (ESP): Who 
know~~ Neither thi s suppleme nt nor lk>yond the Supernat u ra l, 
or any of our other game~. arc meant to sugges t that any of lhcr.e 
thmgs arc rea l or true . Th is is a wor k of fict ion. We use myth 
and an occasmna l ,;cicnti fic theory to create a bel ic\·ab lc, but 
r.c11onal story and to ms11II a partic ular ITIUOO. All the prenmes 
pr-c~ntcd w1thm these page~ are fiction The magic is not rea l. 
Likew ise, 1hc momters , the people. and ploce~ arc but make-be· 
lievc phantom~ created to tam;ili ze your imaginat ion in role-p lay • 

ing adventure 

If the ~tor1es or c lemcnb. of th is or any role-p laying game 
make you unc()mfc,n ablc then do not play it; this probab ly means 
it is not the game or subject for you. Role-playing games are 
meant to unleash the imagination and to oiler hutm of fun with 

friend) 

The Element s of Horror 
Game Ma ster Tips 
and Story Constru ction 

Being Frigh tened , Ju st for the Fun of it . 
For M>mc rca',(m. people of all ages love to be frigh1cncd. 

whether ,t' ~ the thrill s of a roller coaster ride or scary ghost 
stones told around a campfire. Other source-. of ca~y M":arcs arc 
mons1cr movies or a ho rTOr nove l . Peop le love to be scared. 

Why? !leek if I know. Maybe it's just the ~timula tion of the 
mmd and nnag1nauon that people cnJoy. Or the chill that run, 

W:,wn the spine or lhe goose bumps that creep acm\\ the ,kin 

and the sudde n -.cream or twitch that comci. with being momen 
lari ly startled or frightened. Best of all, these are react ion, tha t 

arc ar1i.fkwlly induced by soch yam1, of terror . Out 1he nml 
important aspec t of a horror/monster st0r') ' is that it is make -be
lieve . For a brief time, pt'()f)lc su~pcnd their logic and le! them
selves be carried away on a roller coa~ter rtdc of a story. Tliey 
scream and tremhlc d uring the ride and enjoy the chills and 
thrill \ , and frigh ten themselves silly, but when the n del,1ory i1, 
O\"Cr, they go home. knowi ng that it wai. nc~':! real and that 
they, thcm sclve1,, v.cre ne,,er m danger . This is what make\ 
scary movies and novels so pop ular 

It is m1por1am to understand 1hat the monsters and magic m 
these )toric\ arc all ficuonal clemems designed to capt ure the 
illusion of the supematural and horro r. ·111cy ha\·c nc.,,er been 
real and can not \t.alk you after !he story is done, no r while you 
arc ac11.,,cly par,ic ipat ing in the ~WI)'. Reading. or v.·atching. or 
ro le-playing a horror or supcma1ural story doe$ no( mean either 
you, or the producers of the talc , believe in the monsters or the 
mag ic. It i\ certai nly not the praclicc "Satanism: · The ~upcr• 
natural elements. the «ii. the demo nic , are all simple story 
denients 1hat go back 10 ancie nt fears and superstitions . S(I don't 
let yo ur imagination v.,ork ownime. JU~t cnJoy the stones and 
the adven tures . then go home and curl up v. ilh a good book or 
your 1eddy bea r and sleep light . 

That all said, let u, take a elos.er loot. at the specific element~ 
that comprise most good talcs of suspcn-.e. homK. and the super+ 

naturali 

Examinin g the 
Elemen ts of Hor ror 
1ne Supcma turnl 
·111c fail 

The Horror 
The Myste ry/Suspense 
The Unknown 
The Final Cont1icl 
Good vanquishe s evil 
The Magic 

The Supernat ura l 
The supernatural is t he common thrtad of many mon~1cr and 

hom>r talc~. One is temp ted 10 s.ay that 11 1~ an c lement of the 
unkno~n. but that is not enti re ly true . Indeed , 1! you look at 

most horror ~loric,, the i.upcm atural elemen1S1rnonster 1~ vtn, 
kno·wn' Sooner or later, the mo n,ter gcti. a faee and a name. 

Early on in the talc. we -.cc hmts of its pov.er and origin. SQ 

the ~upcmatu ral element i'> hardly unknown, although hov. it 
works in our logical worl d of -.cicncc may remain a mystery 

lnstertd . the ~upematural elemenr is exac tly v.h at the v.-ord 
says it 1s: the .. super" and the "na tura1.·· 11 ,s a power or a monster 
that rc,-cmbles wmethmg v,.e know and cons ider to be common 
or "natu ral." but pos--c~'iCS pov,.cr~ far from nonnal 

t,·or example: We all know old v.omen who love and own 
one or more kitty cats . There i~ nothmg '\mnatural" about that 
Ycl 1,udclcnly, that mnoccnt and common image i, tv.i, ted mto 

r.omethmg sinister when we ,ay thal .a particular old women 1s 
a witch and her cat 1s really her demon familiar metamorphcd 



into the fonn of a c,11 S1.1Jdcnly. 1ht nor,,l(Jf bc,omc~ wmeth1ng 
not normal. and a 1:'111 l'rtf:htcnin,: Wh) 1 Putl)" bccau,;c something 
Y,'C know '-II .. c11. thal ,.c M:C aoJ do noc thin\. t'4iicc about, has 
been 1ransfonncd 11110 ,omcthina pot:en11.1lly fearful and dangcr
ou, Ju~ the odJ ~-ombmatlOf"I ol lhc fanuh• \o-llh che b1u1Tr 
begin, 10 ucate the mag" of fictmnal horror 

The ··..u~r·· u>mes mh1 pla) benu..c the normal ,ookmg 
V.om.ln pcw,c~se~ powe~ and J1tuh11c, that the ordinary human 
doc~ not. Thus the..e po,.ers arc unnatural or "wptrnatunil -
Tht \OUl'CC of lhc..c po,.cr. ma)' be from an:anc koo,.ledgc or 
from wme hclli<.h pact with creature, of C\-il Tilc n:a"°"s wh) 
she h.ts ba;omc a ,.11,h may be an bpcc1 of our other ~tory 
elcmems. 11-. v.e ~hall e,plore 

Tit, U4prrMhm1I fflOflStrr i, her ckmon cat A creature !hat 
may appear 10 be a normal v.·eak and innocent anunal. but i'>. 
m rcal,c)'. \(>me hideous fiend beyond human com~hcnsKin 
h 1s u MUI'•• natural a, thing, sci It has great and m}''ilenous 
power (maj,K. Jl')Chk:. or Olhcr pov,,cn that defy known science 
and laf:icJ Sooncrvr later. the ~unnatural- aspect of the monster 
1s rc"ealed m its full monstrou~ glory. and all s.hoddcr at us 
stnnre and ofttn hombk ., ,~~ Afttr all, the trad.100,W mons
ter 1~ . v.·cll . monstruu,. Often wmethm& huge and ugly, 
bcc:aui,e Wt 1\ ,.h.lt M'...w; people; ugl)', d1f(c.ren1:. big ("'hach 
usually mcan:1 pov.erfulJ. 

The £\ ii 
Oc,pue Y,ha( )OU Rllght 1h1nl. the n·1I IS DU1 ncce,'IAOI) the 

monster. Of course, the creature ma) be c,·il. especially if 11 is 
an in1elligen1 bein-1 who 1ntcntionally engage~ m acti"uies that 
will hurt othcn. Ho"'c,·cr. often the crca1urt 1~ a somcv.hat 
m1ndlcs'> predator. hke a wolf or uger It is oot nccesY.rily 011. 
but 1s a feroctOuS Cttaturt that ,s used for CHI purpose b) a thtrd 
part)'. It 1s this third pan)· that 1~ lhc rrur source of evil 

Lt-e's io back IO the example of1he v.1tch Her demoruc cat 
is the supcmarural mon~er, as are the demonic fiend\ she ma) 
pay homage to. But. ultimately. she is the source of e"il in this 
story. It is she .,ho has turned 10 e\-il, unnatural monster,, as 
her fricnd:1 and companions. and source of po1.1-·er 

While our heroes may ha,e to fight the demon cal or ocher 
supernatural mon~tcrs. lhc fight will nOt end until 1he witch is 
slain or othcrwis.c incapacitalcd. because she 1s the IOW"U of 
evil It is she v.-ho has sohc1ted other creature, of evil and has 
helped them \·ent their own brand of c"il, but they are KCond&ry 
characters II this point in the story. And 111s all a mauerof story 

In one story. slayina the demented old hlj ma, scnd her 
demon cat and the rcstofhcrevd mm,on, back to the non-human 
world they came from (some might call it Hell). Of course, one 
mu5' look II the enurc pteturc Depending on stOI'} pk)u .rid 
twm~. 1t ti. pornble that JUSC slaying the v.11ch wi11 IJQ1 put an 
end to the nightmatts she has unleashed (it depends on the story), 
and our heroes ml) ha1,·c 10 hunt dov.n and slay e1,·Cf')' mon~ter 
before they can put and end 10 the horror 

What 1s evil, anyway? 

The 1987 American Herit.aae Dkdon.ary defines e"1l as . '' I 
Morally bad or "'rong; wicked and malevolent an tnl n·rOJII 

2 Causing an undcs,~lc cond111on, such a, nun. mJIU")'. or 
pain, harmful or 1nJuriou, an e1,•1/ sugl(t$1tOM 3. Charac1eriltd 
by boding m1sfoc1unc; forclx:xhng; ormnow. t1,·,I Ol'l'lrns 

An tnfdorr u, dcscnbcJ as; "'A pen.on who docs e"il; a per• 
peu-ator ofcvi1 .·· 

I think 1hese definition, arc preuy &ood, I aencrall)· think of 
e1,1J as any dchberate actM)ns l&Lcn. or encouraged IO be taken. 
1(1 hun somebody else, either physically or cmot,onally. One ,s 
especially evil if he or she en)O)\ the pam and suffcnng they 
mnk:1 

Of\cn e"il "'ill Slffll from human emotlOOs Sadly, hul1W\s 
can orten be 1ncrtd1bly mean and evil . Such emotions as hate, 
spite. envy, grttd, jealousy. lusl. and rc1,·cn~ can lead a once 
good uKl.n-tdual down the trail of e"1l They arc great story 
clements Remember. not all !llOf'IStcrs and villains arc pov.tt 
crazed madmen seclm1 v.orid domina11on Often the story op
erates on a smaller. more fam1har s1agc, such as coosummi hate 
CN" JCak>usly. Rnrngt can ofttn be a mou,a11n1 faclOI" lhal ups 
tht balance and ~nds one plummc11na into the aby<,\ of "e,·11-
ncss.' 

S1up1d11y and selfishness arc also good story elemen~ for 
unlcashin& male,·olcnt forces ... Oolly. I didn'c mean to unleash 
unspcabblc evil into the ,.ortd, I was JUS! cunous and ignored 
everybody's warnings and did what they told me not to any""'•Y 
Now this horrible thin& IS 1ooK' and 1t'1 all my fault," Stuptd 
and selfish 



The Horror 
Hom'II' 1, fear, repugnaoc·c, abhorrence aod loathing. ll can 

al,o be an clu, ivc clcmenl. especially in a role-playing game. 
Generally. the homJr clcmcnti. will be drawn from 1hc terrible, 
l-.r poccntiall)· 1cmble: 1hm{!S 1ha1 arc happenmg as a result of 
ehc \'1llaini, · ac11ons and mlcnt1ons . The circum,;tancc, of C\'Cnts 
may be homb lc The creatures may look horrible. And the con
sequences of failure may be homfic 

Don't fall mto the easy. gross 'cm out. splauer film type 
,;,torics and visuals . Sure. thc'.'>C are hombl e/g risly images and 
make mo,;1 people tum 1heir heads and i,ay, "eccoouuu," but 
that 1s not horror Good honor is a blend of all (or mtl?.1) of the 
ckmen1s discussed m this section. Suspen,;c and anxious aotici
pauon for 1hc next shoe 10 drop arc just as crit ical as 1hc bloody 
knife and dmnernbcrcd corpse. 

The Mystery 1:1nd Suspense 
The most difficult clement of horror oflen seems to be '-'rcating 

suspense. Cenamly 1t i, a critical element in the i,tory and defi
nitely somclhing that 1he game ma.,,ter must instill. The short 
adventure outlmes and idea .. in this book can only begin to create 
a bit o( suspcm,c . the rest falls 10 the GM. However, suspense 
i~ not a:. difficult or as clu~ivc as :.ome might behcvc , and any 
good GM will ma~tcr 11 with lime. 

In role -playing. a great deal of suspense can be instilled by 
the atmosphere created by the GM. The ,.urround1ng environ• 
ment. a fog. the full moon. dad.ness. strange noises. will all 
add 10 the magic of the moment 

Along these lines, a good ~tory device (which you see done 
,n movies all the time) 1s ~umg the ~:haracters up for a false 
star1/attack . This is done by !>elling the mood and situahoo care• 
fully. The group is expecting trouble. They arc ready for a 
confrontation. Sudden ly. a nois.c1 ls there somethmg in the 
shadows? Just as <me of the character\ peers behind a crate . 
a cat leaps out of the shadow,.!!! It startles everybody! lbe 
tension builds. 

1-'o r Ex11mple: Don't JUSI say. "Yeah, )'OU guys ha\·e heard 
IOlS of rumors about this thing I.ha! stalks this town at mght, and 
your research ~hows that it is probably a "ampire. Well. ifs 
mghl and you hear a scream. wha'd ya doT' 

Sheesh. How flat. I'm sure nOC ,baking m my boot~- But how 
about someth ing like this? As GM, you've set up lhe baste 
vampire story. Fine. The group has heard rurnon, that ha\·e lead 
them to bclic\·e a vampire stalks this tO¥.'n. Fine. Now it's time 
10 p!ay on that and build some ~uspcn~ :md dread 

[)e~pitc what many game masters seem to think. secrecy is 
nOC the way to go. So many time~ I :.ee GMs withholding mfor• 
ffiation in the belief that this creates suspense and mystery. when 
all it often crcaces is confo,ion. I hh·e found that lening the 
player character.. in on what they arc up against can be very 
cffcc1h·e. actually building the ,.u.,,pcn-.e and the ine,'itablc con
frontation, Of course, timing. as m when and how they learn 
thi,; data. is equally critical in setting the mood. lJon't just tell 
people siuff a.s the GM, weave ii 11110 the story . 

Give the playeT'!i wmc juicy rumors about 1his vampire Re
member, rumun· are nOI truth. Of al lea'it not "whole"' truths. 
but often wild speculation and goi,!.1p. so throw in some stuff 
that is not true (like there are se,,eral nmpirc\ or they are the 
minions of some psychotic magc or cult, etc.}. It's not true. but 
it gives the characters i.omcthmg co think about and another hnc 
of investigation that they should explore. Have !>Ome lunatic {I 

love madmen as NPC~, the) are sodramauc) recount his peT'SOnal 
encounter with the vampire. The dialogue and tone o( the poor 
madman (and the fact that 1hc experience was so terrifying that 
ii drove him mad) will go a long way in sett ing the tone. Some
thing hke: 

"Yeah. Yeah, I lived. but I wish I didn 't, ·cau~ I know 11 
will come back for me. It ~id it would and 11 will ... What? .. 
What happened? I was walking to my car see. I ... I had to wori:. 
late an' ... well. I was walking 10 my car, about six in 1hc 
morning, and I thought I heard like ... wmg'\... hkc a big bird, 
but when I turned around. there was nothing there." He giggles 
and repeats. -Nothing there, Yeah. nght. Nothmg." 

The man begins t0 pcn:p,rc. his ~·oice becomes more frantic 
"5') I turned around toward my car and there he wa..,;, ju~t inehei. 
away from me . Out of nowhere he ¥.a~ there ! The only 1hing I 
really saw wa.., hi~ face. Oh god. (whimpers a b11) hke a corpse 
wi1h red eyes and these fangs. Huge fang~, red lips. Laughmg 
Just standing there and laughing. l. .. I was terrified and tried 
to run, bm before I could even take one step, 1t grabbed me 
around the neck." 

Oramalic pause here and de-.cribc him rubbing his throal, 
which, in lum, reveals some ugly lookmg scars, hkc from the 
claws of an animal. If a character a~h to c;,.aminc !he scars, the 
man will pull his collar up and hold it 11gh1. refusmg 10 let 
anyone get a closer look. (This can lead to somebody gomg to 
talk to the c.xamining physician later. The phys1c1an may be 
puzzled and frightened. or callou.s and dismis s n all a\ <wclf
mflietcd wounds , wh ich will force the characu:rs to draw their 
own conclusions.) 

lbc victim continues, "Hi,; gnp wa~ hkc a vi(.'C and 
know I hil him. Yes ... ye~. I remember hmmg and hillmg and 
lrying 10 break I~. clawing away . but he wa., lil e a damn 
statue made of iron. And laughing all the time (clutches his ea" 
as if to block out the sound of laughter). Tilen he like .. gasped 
and let me go. I fell to 1he ground I th ink I '"'as alrnost out of 
air from strangu lation. Everything was spinning and all I re
member is him saying. ' I be back. meat . You are mine.' And 
then ... I g~ss I passed out . The ne;,.t thing I remember is 1he 



morning sun m my e)'eS. a;. some paramedic lifted me mto an 
ambulance." And the story can continue or end arotmd here. 
What th1-. docs i,; gi\·e the players a very graphic idea of what 
lhey are up aga inst (assuming this guy is telling the 1n.ith). Note: 
Always '\how"' the story, n()( tell ii. whenever possible. Th is 
1s a very simple principle of good story-telhn11. whether told in 
writ ing or \'Crbally. A strong mental pictur~ will always be more 
effective 1n con\eying atmosphere and suspense than any flat 
\tatemcnt of fact. Remember, this is ··ro1e·• playing. not "rule" 
playing. The cmphasi, ~hould be on the story, the a1hcnture 
and ns many aspects. 

The Unknown 
1ne trick to using the unknown is to reveal a lot to your 

players, but alway~ leave them wondering about more. 

The element of the unknown is always a fllCIOr in good sus• 
pense. The questions of who, why, how , when and where, will 
often come mto play. The elemcn1 of the unknown adds to the 
mystery and makes many adventures more than just fighting 
outrageous monsters. h makes the im·estiga1ion and problem 
solving pan~ of the adventure have grea ter importance and can 
be a very fun aspect of any game. The degree of mystery and 
investigation will affecl the pacing, mood, and atmosphere of 
the adventure . Not every adventure should have the same meas
ure of clements . Some will be more suspenseful and •'whodunnit" 
type investigations, while others will be more s1raighlforward 
or combat oriented . But n=11ardless of whal the emphas is will 
be, some aspect of Che unknown is likely to be present. Utilize 
11, for it can bean exce llent 1001 in building mystery and suspense. 

I find a brief "close encounter" can often add to the tension 
and po~er of the ~tory. Such an encounter will answer many of 
the player characters' quc~tions and raise a few new ones. For 
examplt: It is night Sudden ly, our heroes see a co mmoti on, or 
hear on the p0hce radio b.lnd about an assault in progress. They 
arr1'·e at the scene in lime 10 see a police shoot -out as the assailant 
survives a hail of bullels and disappears into the night. His 
vicum. dead, throat npped out and blood drained. 

Or the characters arrive on the scene and see this large man 
in a now1ng trench coat menacing a ... (man. woman, child; 
fill in the blank), They shout (maybe fire a gun) and run to the 
rescue. 11w: man tum~. He lookse ,i;act ly like the Junatic'sdcsc rip-
1ion from the night befor-c; lhe red eyes, the fangs. etc. But this 
is ll()I the confrontat ion we've all been anticipating. This is a 
dramatic device to 11ive 1he players a better idea of what their 
characters are up aga in~t. The bSa1lant shrieks something about 
meddlers and d isplays some aspect of hi~ supernatu ral powers . 
Pcrhapi. he throw, hi~ vic1tm, like a toy doll, fifty feet, into a 
pile of 11arba11c or at the heroes. Perhaps he ovenums a car to 
block their path, etc. ThcGM may even let the characters cn11age 
in a brief combat (that may or may not: go well for !hem) before 
the fiend tums mto a mht or bat and escapes. 

Th1\ prelude to the big confron1at ion/baule accomp lishes. sev
eral things I. The players now definitely know what they arc 
up aga inst, a vamptre. 2. Will knowing what they must fighc 
make their Job any easier? More likely than not, they will wony 
even more and spend time prepanng themselves. The 1ension 
mounb. 3. The fight is now personal. The monslcr has a face. 
4 The encounter may also add an cmo1ional conncc1ion, because 
they '\ ·e had a tus\le with ii and they may or may not ha\'C been 

able co stop the terror from killing hi!'. \i<:tim (frustralion and 
anger). 5. Furthermore, it ackh to the urgency and the desperate
ness of the ~iluation. They mw;1 stop this thing before it kilh 
more innocent people. All this adds to the momentum and sus
pense of the story. 

Ahhh, but even armed wllh this data, there are still questions. 
stall elcmcnl.l\ of the unknown. Where does this monster hide 
during the day? How can they find it? They can't expect the 
pol ice to help them track down a .. vampire, .. they'd never believe 
it, so the group is on their own. Thcy'\'C seen how tough !his 
guy is. can they win in a fight? Maybe they can handle him. 
but what i f the rumors about .. severa l" vampires is true'! Then 
what? This will definitely serve to increa~ the tension and sus
pense as they track him down . 

Story options /sub plo ts: Foiling another assault or two, or 
the vampire realizing who they are (psyc hics, mystics, or super
natura l hunters) will cenainly make the characters his enemy 
and could lead to him attacking them (One at a time? All at 
once? Get a friend to help?). The hunten becoming the hunted 
is always a fun twist, putting the characters on the defensi"c 
rather than the offcnsi\•c. Or feeling that chey must act quickly. 
Urgency is always a 11ood mechanism for creatm11 fear and sus
pense. 

Also , familianty and lack of fear on the monster's pan can 
breed terror. Such as the vampire recogniz ing a particular charac 
ter{s) by name: "'Ah, the illustrious Doctor McTaggan, l '"·c read 
so much about you. I almost feel like I know you A pity you 
must die, we all found you !tO amusmg." 

About tear for a minute. In a role-playing game, the element 
of fear, in the sense of the players being frightened, is not an 
aspect of play . Rather, the story is much more of a Juspenu 
thrifler. An adventure mto the strange and frightful world of the 
supernatural. While the cht1racters may be scared, the actual 
people playing ~hould llOI be. After all, they arc like aclors 
telling a fictional story ind, while one may fear for the safety 
of his or her character, one should not fear for 1hemsclvcs. lbc 
object of the game is to ha,·e fun playing at solving mysteries 
and Momping monsters. 

The Final Conflict 
Well , this is it. The big battle and finale (although one never 

knows the exact outcome of a confrontation in a role-playing 
gilmc). All good stories have a beginning, middle, and end We 
should be approach ing the end of our 1ale. The end should be 
satisfying and dynamic; after all, this is what everything else 
ha.s bee n leading 10. It is also the time to introduce any final 
surprises. •·or exa mple : In the course of investigating the vam
pire story. our charac1ers uncover a number of 01her bits of data 
that may or may not have any connect ion. One such piece of 
infonnation is that a reclusive old woman, M~- Baker, is con
sidered to be a witch. The neigh~ seem to give unusual con
viction to the story, for these modem times. This is another 
place where word of mouth, tall- talcs/rumors/gossip can play 
a part. However, even if she is a witch, the story is about a 
vampire and there is nothing (at least thus far} m the adventure 
to imp licate her invoh·ement. The Game Mascer continues to 
focus on the vampire. Ho~-evcr, there is a turning point 1n the 
vampire story when our team of psychic investigators 1rack down 
the vampire's lair. It is an old Victorian house near the center 



ofcown But wait, didn't 1hey learn something about thi~ house 
earlier'> Ye~. it's the home of Mn;. Baker. the alleged witch 
Sudden ly. the s1ory take~ a new twisr and our heroes have a 
new problem . Do they attack like they planned or do they regroup 
and dc\'Clop a new ,;mnegy'! How docs this woman figure mto 
thi, vamp ire mystery? Is she really a witch? Or 1s she a hos.1age. 
another vic1im being u-.cd by the vampire? If she is a witch. i,; 
she re~pon~1ble for the ,amp1re·s presence and assaults'> If so. 
""hY is she doing thi~'! And what new dange~ might ex is1? 

Our ~,ory has bul lt into a -.uspen~ful climax All our villains 
are revealed. The an\\\oCr to "why" may be revealed through 
further 1nve~tigat1on (the town treated her like crapm·er this and 
that and s.hc blames the dea th of her husband on !hem. so this 
1s her revenge) Qr the answer may come out of lhc final conl11c1 
when the witch or \"amp1rc reveal the reason why in some drama
tic speech 

Nole: ~ most satisfy ing \tones arc stone~ ..., 1th an end. So 
try not m lea~e an ad~·cnture without a logical conclusion. Always 
lf'}' 10 wrap up loose ends. 

Good Vanquishes Evil 
Generally speaking, good should vanquish the e11il. I mean. 

this is "heroic fantasy .. and the presumably good player characters 
have ~pent days or weeks (hours of game time) reaching 1his 
point 10 the srory. However. success should be the reward for 
good play ing :md teamwork lflhe group plays poorly lhe villains 
will c>Cape and cootmue their evil works. Or the group may get 

cap1ured or seriously mJurcd (and now that the villains know of 
thei r in11olvcment, they may seek to destroy them) orc,·cn killed 
The Game Master should remain ncx1blc ::ind go with the s1ory 
·flow. One of the great things about RPGs is that cvcr)body 
playing contributes to the story and its de'wclopmcnt. Con
sequently. the ac1ions of the playe~. through their characters. 
can directly alter the direction of the story 

Vanquishing evil does nol always mean chmmating II Vs1ng 
our example of the witch and vampire. it is possible that the 
witch is never directly in\·olved in the conflict. The vampire is 
found in her home. but ~he nc,·cr joins the combat herself (or 
so it may !)(:em). She contends 1hat she wa-. a innocent viclnn 
oflhe vampire herself; 'Tm an old woman, what could ldo''" 

The \'ampirc 1s dcs1royed, but the witch remain~. Of course, 
the story can have her attack the group, they fight. ,he die~. 
But ~he can also rcmarn alive and free. The heroc~ may feel in 
their heans that she is the puppet-master behind this entire mes,. 
but if they have no proof. they may ha\·e to let her go. This tum 
of events can lead to future trouble in this town caused by the 
witch (pcrh:i.ps worse than e\'ef). Or ,;he could ~end lhmgs after 
the heroes as an act of vengeance. She could become a con1inuing 
vi1\ain that plagues the group m·er a span of time and numerous 
adventures. Or she could stop her e,·il mach1nauons, a, least for 
a while. for rear of their reprisals: waiting until ,he behe\"eS 
they ha,·c forgonen about her. 

The Magic 
I know many of our rcadcrslpla)'ers feel that there is no reason 

to go on and on about the fic1ional aspec1s of the game\ nor to 

prin1 our dis.claimers . However. ..... e get enough mq_uiries from 
concerned fani.. fearful that they arc being lured into the Satanic 
or occult. that I feel it wammtS my attention. 

The inclusion of magic. psychic powers, and ~upematural 
monsters (demons?) arc purposeful story elements 10 create the 
atmosphere of horror and the fantastic. ALL supernatural >·arns 
have magic. strange powers. evil. and demons or supernatural 
creatures. A running theme is human COITUption that lead~ to 
the villain's enlistmenl of fiendi~h monsters who can gi\'e him 
or her great power(or their desires). and corrupt them e'"en more 
(evil). II is all part of the hoTTQr genre l11t: baule bet¼een good 
and evil is the heart of most drama, from afternoon soap opcr!b 
to the C\ening police show. None of our booh arc meant to 
encourage or eomlonc Satanism or the occu\1 Pla)'ing 1hese 
games, with these elcmems of monstersidcmons and magic. do 
not make a person a junior devil worshipper. Funhermore. this 
isan fictional' The magic. the monsters. the powen. are all 
makc -belie\'e. One can not conJure up an entity m his basement 
because I There is no such thing as an entity. and 2. The magic 
spell rn the book is !!2!_ real!!! 

Please remember, this is a game. It is not a te,i;tbook for lhe 
occult. Okay? Good . Now let's ha,e some funi 



Supernatural Organizations 
Designing Agencies for the Investigation of the Supernatural 

By Erick Wuj c ik and Kevin Siembieda 

One of the quc,tion,; I am oflen Mkc<l i',, "I know our Beyo nd 
lhc Supcma1ural char..c1cr. can be anybody, from a ps)·chic 
mvesllgator 10 an C\'Cl)'day Joe, but how does the group get 
tog er her and why <lo they stick 1ogethcr'1" This question i!. inevit
ably followed by, .. Can·1 they fonn an organizat ion or join an 
organization 1ha1 inves11ga1es the JXmmormal?" 

The answers are )Cl. and yes. Here, let me prov ide some 
para1nctcr, for you to work with. 

1nc following rule~ arc based on trick Wi;fr1k's exullenl 
method for designing spy agcncic\ as found m the pages of 
Revised Ninjas & Su per $1pies. The ba~1c agency rules are un
changed; however. there arc some specific modifications and 
addit ions for creating a paranor~il invc~tigation agency or secret 
magic organ1z.a1ton 

Creating an Agency 

Agencies come m all siles, ranging from the one•man outfit 
over the corner l:mndromat, to the worldwide organ ila tions of 
international llllportance . What "'e provide on the follow ing 
pages arc guidelines and rules for ,·reating small and large organi 
zations al ike 1lic Game Master can sclt."'<:t :md build an agency 
wJth case. Or, at UM: Game Master's option, the players can put 
together their own agency, using the point system provided. 
This saves the GM time. and a~sures the players that their agency 
is S&t1,fac1ory. If the group designs the agency, it should be by 
consensus, with everyone agreeing to 1he way the points are 
distribu1ed 

There are six ba~ic types of agencies prese nted here along 
wi1h the toial available points one can spend on agency features . 
To dctcm1inc which one is right for your part icu lar game, the 
GM and player. ~hou\d 1aJk about what type of adventures they 
can expecc 10 be 1n\•olnxl in. Game Masters ~hould pay auention 
to the player,· gools and needs, hecause unlike real life. you 
can mold the agency around those nt.-eds. Also use logic. If the 
charaaers want a lot of freedom and de\ irc to be their own 
bosses. they are likely to be a pan of a smaller outfi t ; numbers 
1-4 If they are "4..""Cretive or empha..-.i,,e science and research. 
then numbers 1·3 are most appropriate. The bigger agencies, 
number.. 5 and 6. offer greater resources, but alw mean answer~ 
ing lo bos~, ,upervisors, and a~, of administrator.., a~ "'e ll 
a.\ company pohc,es and interpersonal re lationships with CO· 
"'orker::. 

Tiie game master can easily roll up bmh player and non•playcr 
agencies by 1he random. quick roll mechod. Just mil ID6 for 
each ca1egory. The GM can alw feel free to modify any of the 
re-.ults so the re.suiting agency will fit "'el l into the rest of rhe 
campaign "'orld 
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Step One: Determine Size, 
Orientalion , and Points 

I. Supern atural/Pa ra nor m al Prhate A11:ency . This i, a very 
small organization, usually consisting of about a dozen per• 
sonnel. including field operative ... llley expk,re all aspects 
of the supernatural, from E.S.P. and magic 10 ghosts and 
demons. These agencie~ usually run on a shocstnng and w,11 
ha\'e very few rc\OIJrces and C\Cn le,~ political power (vinu• 
ally none; considered quacks and charlat.ans by mo~I). 90 
f'OINTS. plu, an adduional !O f'OINTS for the library and 
IO POINTS for research. Note that the additional JO pomts 
must be applied onl) to tho!>C specific features 

2. Paranormal In ves tigati on A11:enc y. Thi\ group is involved 
in the sdenrific study of E.S_p_ and paranormal phenomena. 
An organization ~uch as this is frequen1ly the m<AI ~putable 
in the eyes of science .md the public. They will study E.S.P. 
and try 10 understand and dc\·clop the psychic abilities of 
indi\'iduals, invcstiga1e the supernatural in its many forms. 
and explore the concepti, of magic . However. magic is not 
taught nor encouraged at such an agency. The emphasis is 
on scientific research regarding psychic powers and 1he super• 
natural. Still, there can be an arcan ist or 1wo involved in the 
agency. These organ i,ation are somet imes funded by univer
sities or corporations, but are considered a bit eccentric and 
arc given low key attent ion; liule political power. 140 
POINTS. plus add an additional 10 POINTS for equipment 
and 10 POINTS for the research features. 

3. Secret Clu b or Societ y of Mag ic. This i.s an organization 
tha1 !(now~ magic and the supemamral 10 be real and who 
encourage its s1udy and undersrand ing. lnese are almost aJ. 
ways secre1 organiutions that are pnva tcly funded and/or 
co-financed through the wont c.if moulh marketing of their 
special services and abil i1ies. 160 POINTS plus 20 POINTS 
for the library and IO POINTS for the resean::h calegories. 

4. Crim e and Supernatun&I Bustin g Agenc y . An organization 
dedicated to fighting crim ina ls and unscrupu lous individuals 
who use magic and psionics for an evil end, as v.·ell as hunting 
down and elim inating superna tural monsters that prey on 
humankmd. 175 POINTS arc available, plus 10 POINTS for 
equipment and 10 POINTS for weapon categories . 

5. lnt ernati onal Cri me and Supernatur al Buslin g Agt'nc y . 
This organization is a larger \"ersion of number four, v.·ith 
international members and facih t ie~ scattered around the 
world. 230 POINTS are available. plus20 POINTS for offices 
and distribution and 10 POINTS for agency credentials fea-
tures 

6. lnternalional Psi- Espiona ge Agency . This group is involved 
in lhe contes1 between the world's supcrpo\\-CfS (the U.S. and 
the U.S .S R.). The "war in the shadows'" of na1ionaJ spies 
and coun1eMp1es shou ld be the group's major concern. Only. 
unlike many spy agencies, 1h1s one spec ializes in special 



tip:'fjll\es ,uth ,upcmalural po~er,;; ~)ch1Ci, parap. 

')dtoloe1~h. anJ an-an1sts. 350 PO l'l'T'S are an1labk 
,oce : lnc po1nh h,1ed uc the 1ocal au1IM>k poin1s for all the 
d1fferen1 agenc) futures Even ~uh 3.SO points. stlec11rtJ an 
«11en9 can be d1flic.:uh Remember that 1f no points are ~pent 
oo a panicular fea1ure. !Ml)' Internal Sccurhy. then the agency 
1u1on1,11acally has the \to-Of'St k\·d, I NO~E. 1n that feature 

Non-Paranormal Agt'DCies UC ~nK'fUred. bu diffett:ntl)', 
but \Clll fit 1hc general sue and .... ,ulabk points for the aacncics 
hsttd Hert arc some ba~1c rompamoni, Small ne"'~ agency is 
equal to #4, 11 large news agency is equal co #3, network T V 
•~ equal 10 #6 plus 100 POINTS, a liitge university 13. police: 
(Of'C'C #4. lab or rcw:arch facility ~ponsored b)' large un1vers11y 
14. small 1ndrprndcl'III lab Of" rcstarch (ac1hl)' #2. a larzc pn\'ale 
dtc«111,e agency 15 . a medium pma1e detective agency #3 Of" 

#4. and a small p,,...a1e dctcctne al('ncy # I Of" #2 . Note: G1\·e 
lJI ldJ 111onal 10 POINTS 10 all non•paranorma1 agencies 

Step Two: Agency Features-- --

A. Outnt.s. 1bc ,11nJMd cloching 1swcd by the agency 10 us 
member) Re~ar.:ement of any agcnq • issued outfits 11 au-
1omat1c. 

I . NoM. The cha:tKtcn arc rc~poni.1blc for thcirown clothing 
'° ttplacemem, of &n)' \and arc av11labk 
Arc;ncy Cw r--onc 
l. Ulilily 0u1n1s. The agency has a standanl uniform for all 
111 emp loyees. Thi s 1s typically a one-ptcee co\·crall, with 
pa1ches and shoe\ aho pro\'ided free. The agency h»s plenty 
of repJaccmcnlS, UI standard Sl1.CI, and also prD\'KkS free 
laundry set"\'tcc Quaht)' is equ1\;aknt 10 what you'd find in 
• aange foll o( mcdwucs 
Aacncy ~- 1 Point 

3. Open Wardrobe . A complc1e range of civilian clothes. 
1ncluchng disgu1~1 1md foreign umforms. is available 10 any 
a,ent of the or1anizat1on. Quality 1s comparable to lhe s1uff 
found 1n a discount department store or ,n a cheap mail-order 
cataJos Scrn yourself 
A1ency Cos1. 5 Points 

4. Sp«l alty C lothlna, Standard annor. protecti..,e cloth ing. 
pilot outfi ts, SCUBA 1ear. plus any other standard outfits 
are available. In add1t1on, the civilian clothing is fairly class)', 
equivalent 10 v.-hat'\ avatlable in upensl\·e doth1n1 stores 

~IOPoints 

5. Glm mkk Ck>thln a. A full range of clothes. 1nclud1n1 
1t1ndard armor, and up to $10,000 per outfit of clothing 
11mm1d:s/h1dden pockets. body armor, conceaJed silver bul• 
~s. CIC. The quahly is high-fashion, w11h designer labc.ls 1n 
the: \'ff}' lal.bt Sl)'ih 

~ - 30Points 

6. Unllml1 ed Ck>thlna. The agency offers an)· and all cloch1n1 
11mm1cks in any standard clodnna:, un1fonru; or spcc11.lty 
OUlfits Any quality level is available. and the world's top 
de\l&ncrs arc on call to specially make appropriate outfib (Of" 

any ~nt 
~ - ~Points 
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8 . Equipment. Th1, d(,1.:nbcs all the equipment and ~upphcs 
pn:>"tdod free of charge by the aaenc)· Replacement of tn)· 

lo\! or damaged a,genc)•1.s.wcd oqu1pmc:n1 1s automatic 

Sptdal SW: Unhle (lthn ca1tgOnh. 1115 po'i\iblie 10 pa) 
potnts for more than Oil(' of the followm1 featurn For eum
ple, by spending 15 Pomts, an aser"II:)' ~ould provide bolh 
electronic (#3) and medical (#4) equipment as dc-.cnbcd 
below 

I. None. The chatkters arc rc\ponMbk fOI'" tk.l)ang and 
replacing their o~n cqu1pmen1 
Agency Cos1. FREf 

2. Cheap Gear. Each character ha ... up to $800 of equ1rmcn1 
a ... ailab le for each mM1on Note rhat replacement C:Oits, at 
the completion of a m1\st0n, are ~ubtrtK:1cJ from the amount 
l\ailable for lhe A('~I ffllUIOO Se-ne youf"S('J( 
Arc;ncy COSI: 2 Poinu 

J. Eltttronk Sup plln . Up 10 $5.000 l'"orth of common 
sensory. recordma, communication andior compu1er equip
ment is available for each agent. No Olher equipment is avail
able 
AJency Cost 5 Po1nh 

4. \1ecUcal Equipment. F1nt•aid and paramedic 1ypc equip
ment and phannaceu111:ah arc a1,ailable . Includes ant1bto1k:s. 
pa1nkiller1. anc ... thetics. sodium pentothal (truth ~rum), 
EKG and E .E O mai;;hmc~. o,)gen, and one b.mc hfc 
support unit Up to S25.000. 
~!'KY Cost 10 Po,m, 

5. Sp«la l f,qulpment. Each aacm tu\ a budget: of S~.000 
for1&n) and all equipment ,,wed ,u .tn~ one tune . llus include:, 
s1her bullet~. ran: hl.:rb, and ma~x componenL, (a\·a1labll11) 



may \lat)'), ~pecial CQfhlnklMW'I (W modified cqu1pmcnl, "J)CC· 

iaJ optx:al enhanc.:emcnls. 5en50f) ,tern ... and c:qu1pmc:n1 usod 
by pcu111»,)·t:holog1st\ (sec HTS, pages 63 &. M. a.1, well as. 
c:qu1pmc:n1 ,;c:c11on). Rcplacc:mcnt of lost or damaged cqmp
menc IS Ml1I.Ml'\:llK, but lhc toe.al amount of ·~IIC)· '1-Upphcd 
c:qu1pmc:n1 can nc"cr c .. cccd S:",O,()(X) 

~("_~;251\itnts 

6. Unlimited Equipment. Ch.araclCTS can 1.U..e any c:qu1p-
ment, he~. ccwnponcnt-.. mah,.:al. electn,nic, opuci., cam
era, sun-c:1llance, g1mm1cks or mod1fica11oos. with a budget 
ce1linj of abou t S250,000 Note that th,-. docs nol mclude 
dothm1, \lehtdc~. <,r v.eapoo> Staff of 1cchn1cal ~W,.sts 
arc aho •" a1labk for analpmg specimens (chemical. optical, 
etc.) ~ part of 1ha1 quarter of• mil hon budi:ct. 
~ ~-~I .50 Point~ 

rroi?E.!@fCN 
-0 

C. "npon,. Tlll> ,ndudes all the wcapoo s 1~~ocd from the 
a,gcncy'\ armory. Any agency -issued weapons come with an 
unhm1tcd supply of ammunition Any upended ammo or 
damaaal -.-capoo~ arc n:pl~ automat1eaJly 

I. None. The c:h1111K:tcrs mu\t buy 1hc1r own weapon., and 
ammun,1100 No automatic replacement 
~_O\iFRr£ 
l. Amnnanltion. The agency pn:»-dcs ammunuion forchan1e
tcr weapon,. but no weapon, 
Agency C'OO'. 2 Pt,m1~ 
3. Armt«I Alf'nb. l:.ach agcnl IS iSMJCJ IWO (2) v.capon5, 
11,-1lh a maumum toe.111 nluc of Sl.SOO. Ammumuon 1s pn>
.,idod 

AJl!f\\:Y CO',t 5 Points 
4 . Mnja and Ancknt Wnpons. Any and all mn_p, nwt1al 
art\ and annenl weapon\ an: pro.,,dcd Th•~ includes ,words. 
bow\, 'lpcars, cr<l'l\bows and 1hc like. Ammunition is re• 
\tricccd 10 anuws. )hunkcn. slingshot pellecs and ~ fonh 
Tcul buJ,:ct 1" hm1ttd to SIO.OCX> 
~Ill.)' C'~ 10 Pomts 
5. The Arsen.11I, ta,h agent ,, allowed IO chooM: up 10 
S20.000 -.orth of -.c.11pons per assignmtnl AmmunitK'ln is 
pro•nJod. 1ncluJ1n,: \ll\'er bullets. malltt and wooden slakes, 
c1c. Plu\ one mag,c amulet of choice (!ICC HTS, page~ 122 
& 12]) The myMK charm can he exchanged fOf a differem 
amulet dcpcndm1 on the assignment and avadab.ht) (GM's 
control t\.lllabthty) 
Agency C'ost 30 Ptimts 

6. Ur:illmlltd Weapon.s. Characters bclon11ng 10 the agenc) 
can Lile In) anJ all na1bibk -.capoos up to S.50,000 per 
each awanmcnt .... ,,h unhm11td ammumuon and :i;pec1al fea
tures soch a\ \ilvcr bulleh In addition, one magic 11mulct of 
t:hm..:e 1'1 a"a,Jabk (-« RTS. paces 122 & 123). 1bc ffl)StK 
charm ,an he cxc~1cd for a d1ffercn1 amulet dcpendmg on 
the a~\l,nmtnt and a"a1lab1hty (GM"s c:on1rol ava1h1b1lny). 
And one wf,smtm " alw pro.,.i.-J<:d (availability of spells and 
~II lc\'CI I~ up 10 the game ma!>ler, "J)CII k\.CI IS 1cncrally 
hm,tcd t1l ,pc:11 k"cl-. 1-61 
Agcnq CO\I 60 Pt11nts 
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D. \ ehkH:S. Tran,.pora;non l"'O"tdcd h~ 1hc agcnc) 10 lhc 
ch.ux1er-.. Aho 1ndudc~ information on 1hc agcnq'11 Oecc 
of \ICh1dC$. 
I. None . Can)ou run·) Fl)'!S11,,m'! We: wrchopc w. because 
)OU·rc not going ffl &ct an) ._Ind of nJc from the a,t-ncy 
Ai,'<'11C) CO<J.. FRU. 

2. Publlc Transpo11a1ion. The agcocy has no \·chicle, of it, 
011, n and s.cnd.\ all agcncs out U'llnlJ t:ommcrrn1I iram.11 
fac1h11e, In other -.oros. the charactcn- can Ukc bu,o, rc,:
ularly M:hcdul~ a1rlmes, train,, and )hip,\ . It'~ al-.o ~) 1blc 
for 1hc chaructcn to hire taxicabs and rented "ehn:lcs, but 
they h.i\c 10 use lhcll o-.n mol'IC) and \111II be reimbursed 
onl) 1f the proper receipts and papcnulfl 1s. dont: 
Agency Co-.t: 3 Pomb 

3. Compan) •·1ttt of Vehlda. The a,ency ma1nta.1n, • fltt1 
of itandard. non• modified "eh1clC"i Small car.. m1n1•\.an,. 
small 1no1or and 5ail bo:m and I D4 propeller a1rpl.1nes arc 
ava1lahlc. All "chicks arc thcl:hcapest k1nJ available . Special 
tra\chna arrangcme~ and upc~ for c0111D1tn:1.1I airhfl(: 
fli&hls arc •"•ilahk upon authonzauon 
Agency Cost: IO Pomts 
4. Pcrsoru11I Vchlck and E,ipcnse Account. The c:h11ACtcn 
arc each gi"en lhc1r o-.n penonal .. -chklc:. worth up to a 
S22,()(X) value, H 11,cll as add111onal access to a 0cc-1 of cars. 
\llln>. 1rucks. ~mall private a1rpla.nes, hel icopters. and even 
small JCIS (subp:t to aiency-G\ 1 approval) and an C"(J)Clbe 
accoon1 for ,-chtclie nwntenancc, fuel, and rmtals, 1ndud1ng 
chartcml aircraft and boa1s. 1bc "·chick> art" of high qua11ty. 
but arc hm1ted 10 standard production hne version~. No fancy 
s.pons cars or lu,ury car.. 
Agency Cost: 20 Pomts 

5. Specialty Vchlcks. l..\ually lmlitcd to large automobiles . 
mini-vans. full 111,c vans, and trucks whith arc outfiued with 
special \.C'1150f)'. suncillancc. cltt1neal. and pannonnal 
cqu,rmcnt. Al~ a \lanety o( co,wcnuonal can and "ans arc 
a\la1labk, as well u spor1s cars 11nd lu11ury c~. hchc:opicn, 
airplanes., and small JCU Each agent car may ha\lc up 10 
SJO,()(X) 11,orth of mod1ficatton\ done to h1) ~ \thick 
Agency Cost. 35 Points 
6. Unllm.Jted Vehldcs. Any existing .,,ch,clc 1s a.,ailablc, 
1nclud1ng rare and eipensi\lC models (I'll lake a 1928 Duescn 
berg Model SJ). Any and all modifi,.:&1t0ns. 1ncluJm1 "q>CCial 
cqu,pmcnt and .. ,py" mod1fteauons (bullet-proof .... ,nc1ow,. 
weapon~. etc.; soc l\htjas & Supenples or Heron Unll• 
mitcd ) arc a.,,ailable; budaet 1s hm11Cd 10 about S150.000 
ptt H:hK:le. May include J»l·mochamc dcncn. 
~ncy Cose. 50 Points 

E. Communtclltioni. llus 1s a measure of how good the COm· 

mumcat1ons nct"-orl and devices are m the agency . 
I. No~. Ow-ktcn mu~ u>C publK phone\ and pay ror aJJ 
calls 001 of 1hcir 0'4'n pod.tis 
AJCl'IC)'. Cost. FRF.E 
l. Basic-Sci-vi« , The agency ha.1, telephones. tv.·o way radio-. 
and uses regular mail dclnc:ry 'lo~bleBorbu1 dctoc1oo 
na,lablc 
~nc~ 2 Pom,~ 



J. Secured Sf-nke. All the agency's telephones and radtO'l 
art: equipped ""Ith scnmblcrs. lmponant mcuages ,o b)' 
bonded pn.,a,e councr and umortd truck scrvice!i 
Agt;ncy CO!it 10 Prnnti 
4. Comput erb:ed, Top of the hne, full system telephone 
network. FAX machine and a compu1cr nctv.·ork link up 1he 
\·anous offices of the agency with the «ntral HQ. In add1hon, 
all radlO and telephone communK"ahons haH: soph1siica1cd 
comrutcr scrambl1n1 a..-a,lab~. 1lic ackhuon ofa ¥i/lrt )Ct'\<I« 
costs J Poml.\ more 
Aacncy Cose 15 Point\ 

5. S. tcllltt Net""'ork . In add1t10n 10 telephones and wire 
~n-,cc, there 1s 1he capability for insiam communications 
-.,th anyv.hcn: 1n the ¥>orld through a \)'Stem or ground.based 
ffllCf'O"'a\C tnnsmttlCI"\ and salclhtc relay Stallons Each and 
C\oC,Y 11w:hv1dual agent IS \l,Jrcd, \\oLlh I scrambled pn\lale 
signal channel 
Agency Cost 30 Po1nb 

6. UnllmitNI Commun ka tions. 'The a~l'IC) has a rnvatc 
wi1cll1tc nnv.orl ""''h 12 dedKatcd sa1elh1es covtnna the 
11obc. 115 own Pfl'oiltc lclcphone nc1worl., and a prt\lalc mail 
camc r system Plus a ""orldw1dc data llCl"'ork scr,,ictd by a 
supcrcompulcr at eac::h mam HQ. 
Aaency Cost; 50 Points 

F. OfTkts and Dist ri bution. Just ho .... v.idcsprcad arc the offices 
and ptl'M)nnel of the Ofj;amut1on') 

1. None. All agency personnel, inclllding the dirc,ctor, work 
('IUI of 1heir homes Then: arc no real offices connected ""•th 
the l.gCOC)'. 

~ . FREE 
l. UrtMin. All the 1gcncy has is one «ntral office (104+3 
rooms. about 1200 5quarc rcc1) in one building 1n one c:11y 
No remote offices 
Agency Cos1. 2 Po1n1s 
J. Rcpmal. 1ltc agency has office\ 1n 104+2 Cllte\ of lb 
o-n COUnlf}', ,u1h1n • 600 mik area F1dd agents CO\·ct all 
s1ratc&K: areas in 1he home cou.ntry or Male or Pf'O"lnc:c 
A&cnc:y Cost . JO Points 
4. National. The •gency has office\ and field agcna in one 
counuy only. Offices •nd fidd agcn1s are m 20 maJOf cittcs 
of thM country 
Avncy COSI. 20 PotntS 
5. lnt crnal ion1 I. Aacnc:y mainca1ns off~s and •acne, in 
I D4 x 10+20 ma1orc111cs m it.s nalt\·C country and 20 omces 
around 1he world. llas ricld agents m every capital ci1y, and 
1n most stra1egic locauons. 
A&ency Cost. JS Point\ 
6. Lbiq uitous. faery ma,or ell) 1n the 14ortd has an office 
or a field agent rcprtscntmg the 1gcncy. This agcnc:y 1s 
e\oerywherc. with their people co,·enng every population 
center of I 00.000 or more 
Aaenc:y C~1. 90 Potnti 
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G. MIiitary Po,1rcr . The amoon1 of military force that the •~ency 
can command directly . 'locc that dircc1ly muns JUSI thal. the 
•acne:)' can OJdcr around the unn ...,1thout needing pcmunton 
or authonzation from any other M)Utce 

I . None. The player cham1ers arc 1hc agency's main ~unty 
force 
A1cncy C~: FREE 

l . Stt urity Gua rds. A fe"" hared sccunty 11uanb v.nh re\ol 
.,en arc all the •~ncy has 
Agency Cost 3 Po1nh 
J. Flt ld Ruc uc Team . Thc agency ha!i a \pccial rescue 1cam 
or elt-m1htary and e11.•pohce pcrM>nncl ""ho compose a 12 
man rucuc team . All are 3rd to 5th lc\·CI and at least 1-.0 
\lo-Ill ha,·c PSJChtc po-.m and IV.O -.ill know magic The 
off.en art: also protCClcd by four la)al \CC\lnl)' guards 
Agency C~t 10 Po1nUi 
4. Mllltla. The agency can call directly on a 48 man fon:e 
of mercenaries; all 2nd level. They ha,·e access to standard 
m,lnary v.eaponnnd equipment Fe-.. 1( an)', v.111 ha\e spec-
111 po-.m 
Agtncy COSI. 20 Potnl$ 

5.Prt v, tc Army. A small unic of24 cxpu1cnccd men::cnanc\ 
and combat veterans; all are 6th lc\'CI . Ai, well as an addmonal 
48 low lc,·cJ mercenaries; all 2nd lc,·el The)' come complete 
141th ""capons and cqu1pmcn1 Coni.tanll) on dUI) and rtad) 
1omobll1u 
Ae;ncy Cost: 40 Po.nu 

6. Strlk t Forc e. One of the couniry·s commando battahon\, 
wuh up 10 450 soldiers, is ready to be air-hftcd, anywhcrt 
in the worid, at a momen1's no11ce. includes infantry weapon,, 
c1Jht tanks, and four an1llcr>· plCCCS, plu\thrtcarmcd hcl1'"op. 
lttS Note: AVJJlabk onl) IO £C)\ctnmcnt or mihW)' funded 
opcraoons and sp)' agencies 
AgcrK:y COSI: 60 Poma 

ff . Sponsorship. Euell) -.ho is controll1n1 the agency. pro\ id 
1n1 them" 1th thcirlcadcNl1pand their real soun:c o(f\11w:h ') 
I . Se:lt. The pll)CfChVIIClmarc the IJCl"IC)' They arere~p:,n• 
s1blc for paying all bill~ and financing field opcra11ons, \Cttlng 
goals. and runnmg the agency. This will u,uall) mean a low 
budae.1 11ndtor offer1n1 onc·s services for hire. The accncy 
v.1IJ be sub,cct to the Ja_,s or the counmc, they arc opcra11n11 ,. 
Agency Cost: None 
2. Stt rel. The player character agent\ ha\C no idea who 1, 
reall)' behind the or&an11.a1ion or .... hat hidden moti,,c~ there 
might be m thc:ir assignments. For the moment, they art: 1hc1r 
own bosses. gt\'en a frtt hand at ""hat lhe)' ""ant to do, 
pnr,,ided they SU1y-.11h1n the rramcwort of the agenc) . Thc 
reatures and cqu1pmcn1 of the agcnc)- are pa1d for b) 1h1\ 
m)'Slerious benefactor 

Add 15 POINTS for the purchase of addmonal fc11u~,. 
bu1 remember, you don·1 kno"'' ""ho )'OU arc 14ork1ng for or 
toward ...,.hat purpose. GMs ~Id talc ad\o111tagc of lh1s a, 
• cont1num1, srory wbploc 
A&ency Cosi: FREE 



J. MUllary. The agency 1s run by• unit of the military who 
arc ~1ftc 1lly cooetrntd ..,..1th m1hta:ry 1oah Spymg on the 
enemy, natt0nal :.cc.:un1y, •nd stealing military KCrtts an: 
always a top prionty 
Agt.ni.:y Coo 4 Pomls 

4. Prhat • lndu str ). The agcnc.:y 1s set up by a pn'-•IC com
pany v.ho e'-pttt, the orgamnmon to c11hcr show a profit or 
promote 1000 will Or the benefactor may have a pc"°'13.l 
1ntcrt"\l 1n the ,upcl'nililural and hai. the financial resource., IO 
csubh,h his own paranonnal 1n\•CUJgaoonircsean.:h agency 
lne company ov.ncr or board of d1rcc1ors will demand com
pick access to all data, pcnonnc l , facil1tic!!o, and scr1;ices 
The ,1wt.-.1crs m.t)' find thc:m..chcs S<nt on assignrMnts they 
do not v.1mt or rold to do lhmg, tha1 may comprom1-.c thcl1' 

moral, (1f1hc spon,onng agency i~ corrup1), such as indu,l.rial 
csp1on.t~ 
Ager'II:)' (.'O!,,t 6 Potnt!!o 

5. Go\Unmcnl. llll\ kind of agency 1, <ipon!;Ol'W by an 
official go'vemmcnt and is co1;crcd by lhc aovcmmcm's legal 
framrv.,>n. The group's cmpha~is can ranee from ~ientific 
rt"~arth 10 nat,onal 'l«unty anJ mccmaoonal sp)1ng. llus 
could 1n..ludc internal secunty, fcmlingout mole\ and traitoo 
m govcmmcm clcpjnmcn1.s, e,pionagc, and field mves11gr1-

'The agency IS n'M.W-C likely 10 be a s«ll:'t paranormal ln\'CS

tigat1on 8FCl'IC)' as.s.1Jned to CO\·enly investigate and chm mate 

supcma1ural dangc~ without frightcmn&, the public This 
agency -.ouJd mal.c • n:asonabk cxplanallon fit. hl.c ,,.amp 
gas. hoa,. t'.'lC' .. v.htlc secrelly solving !ht ttal 5Upcm•lural 
problem and clim1na11ng any danger. 

~l!.!~.L~~t 8 Pomh 

6. lnttrnaliooal Spy Orpnbation.. Spon-.orcd by an inccr
national body. the agency 1s free 10 set 11s own policies and 
lO wr1ge .. ar ag:un\t 1ntemjt1onally d1"tr1butcd l'ICIWl'lfkS of 
criminal actmt) :and te:rroris.m. or be a put of• cnmmaJ 
and/or c,.pton1gc l'ICt"'or\:. Enhtt v.ay. the charac1C:I'\ repre
sent• ~pcc,al team of opcrat1\·c~ who u11l11c magic and psych ic 
powers The organ11:mon may he good or evil, concerned 
..,..1th rmccrial lhmgs or the ~upcmatural 
~nc~. 20 Points 

I. Special Budlfl. Re~als the money available:. not for regular 
opcn11n1 CO\b, but for any k.1nd of spcc;ial pro,cct'i. In other 
v.·ords. how much money is available to "front'" an opcrallon 
for uampk, if the agents arc ready 10 fly off 10 Bra1.1I on 
an invett•~hon. this v.ould ck1tnn1nc JU~ how much cash 
the q<'!k;y has to r1s.k on soch an opcratmn (hotels, special 
cqu1pmcn1, legal e,;pen~s. c1c.) 

I. None. l'-io money available ror any special p,o,ect~ 
~-None 
2. Nickels and Dimes. Up to $2000 is available for any one 
operation 
A1t;ncy C~ 3 Po1ncs 
J. S mall Potatoes. Agcncy can dig up $30,000 
Aacncy Cost: 8 Points 
4. LIU'Je Loans. Agency has up 10 SI.S0.000 10 kid, into 
an) 1mpocunt m~,.,on 

Agency Cc~ 20 Po1n1, 
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5. Bl& 8U<":kJ_ A,enr.:y can ,ct up 10 s, m1lhM 
Age!k;y Cost; lO Po1nb 

6. Llmllk-ss. Agency has up 10 SI b1!11on available 
Agency Cost: ~ Pomb 

J. Administrativ e Co ntrol and the Law .This dctcnmncs JUSI 

how m!Xh frttdom the •~nis ha.\c v. 1th1n lhc lav.· and •1thm 
the agency 

I. RIJtld Laws, All agents mu,t always abide by the letter 
of the law or fa.:c pnson Likev.1§C, they fflU!>t obey company 
n.tlt:'s (If any). 
Agency CO!,,t: None 
2. Loose l ,.iiws. Agents ha"e 1ood connccuons with the au • 
lhorit1cs anJ can ~I away -.11h minor \'IOlilllOOS ttnffic of
fcn§Cs. hnenngJ. but mu!>l a\01d comm1mng any ..cn<>ui of
fenses 

Asenq Cos.I: 6 Points 
J. •·rtt Hand. C'hatxlerS v.ud v.11h the authontJC'> or ha\e 
such &ood ootu1t·c1t0ns that lhe) arc free to lnak: most laws 
m the p1mu11 ofoffic,al agcnq goals. Still hablc for damage~ 
(can be sued) and v.1II be held accountable for any a.:c1dcnta.l 
ckaths Ma) alw be \UbjCct to Jl«hC'CUhM for knOUt mmn 
~IJC'h as murder and .i,,;,ault ..,..1th intent to lull. mamlau&htcr. 
etc, lb 1well as federal crimes ~uch a .. k1dn,1ppmg. espionage, 
'ifl\Ugjhng. drug~. ccc. Only a l-28fk chance that .ncy 
.soun:cs can protc,et them from scnous allcJaltom l\ote: Un
lt:ss the agenC) I.!, c'-1Lcnmm11I, the pcupk 1n chu,e will Ml 

protect agent~ who blat.andy break 1hc law 1and endanger h\oes. 
Agency Cow: 30 Po1ncs 

4. Alffl('Y Protedion. The a,:ent\. •ill be protected by the 
agency at .tll cos1,, .. h1cldcd from any lcaal suit<. or ~u
cion 1-60% chance can e"·cn protect agent from mutdcr or 
fcdcraJ cnmcs 1'oc.e: Lnlc\ \ the •~ncy is e-.ilcrimuv.J, the 
people 1n charge v. 111 Mt protect agenb v. ho blaantly break 
the law and end.in1,tr h\'es. 
Agency Cost: 40 Points 

5. Uttnw lo Kilt . bch aF<"nt i, spcc1fi\:all)' authon,~ to 
break any and all lav.s in cxecuuon or their duty. Murder, 
a.,~assma1ion, theft, find illegal mtcnogatmn arc all allo.,..cd 
Nou: L1nutcd to 10,.emmrnt and ~PY a1,cncics onJ)"P 
~:4SP<lln~ 

6. Abo,.t the Llw. 'The agenq • i\ gl\'Cn authority ,bo.,,e 1hc 
lav.·\ of 11s country . Agcnh can do anything they v.ish Noc 
poss1bk m the U S . Clf ~, -.cuem dcmocr11e.Ci. but defi
nitely an opt100 m communist and rnos1 Ol"lt'.'ntal countncs 

Note: L1m11cd to JO\·emmcm and spy aaencacs only~' 
~ -Cost; 60 Points 

K. Internal Scc:urlly. This 1s the Je,.cJ or internal infil tration 
!hat the agency is 'vulnerable to. Note that this is the only 
thins 1tw pn:,cnh 'iptcs and ,poc::,b from alrcad)' h ... mg been 
pl~ 1n the org,an11.auon h \mes acc0fd1n110 the aaency"s 
sccunty measure~ Enemy aaents. moles, "1umcd" cmplo)·ccs 
and supcmannl interlopers can only be prc\ented v,.1th high 
k-.·cls of internal sa1.1nty 
I. None, No sccunly, anyone can walk in or out, and cmplo)'-



ec:s are not screened or gl\·en security background checks. 
25% chance of each and every NPC employee being an infiJ. 
1ra1or No supema1uml safeguards other than the charac1er's 
own awareness and powers. 
Agency Cost: None 
2. Lax. A r,ecuri1y guard a, each entrance checks 11isitors 1n 
and ou1. lden11fica1ion is simply printed and signed (no pic
tures or fingerprinis). 15% chance of each NPC employee 
being an infiltrator. No mystic safeguards 01her 1han the player 
character's own awareness and powers. 
Agency Cosl: 5 PoinlS. 

3. Tight Alert securily guards. cloctronic alarms and picture 
I.D. cards are all part of the agency's security system. A 
ng1d check of prospc<=tive emp loyees reduces the chance of 
infiltrators to I~. 

Supernatural safeguards include a secunty staff familiar 
with common supernatural occurrence and how to handle it 
(items such as silver crosses, garlic. and holy water arc avail
able). In addil ion. a psychic scnsiti\·e is on duty at all times 
(firsl or second level). This individual will sense for evil and 
magic and observe a pern>n's aura and so on. if an individual 
is suspicious. 
Agency Cost : ID Points 

4. Ironclad. Every entrance and exit is under com.tant 
\'idco monitoring. Everyone entering is checked for finger
pnn1s, signature, subjected to a metal detector and must be 
personally recognized. Clients are not subJeCted to finger 
pnnting. but arc isolated to one specific area. Only a 5% 
chance of finding a mole in any office. 

Supernatural safcgua«ls include an arcanist (2nd level), in 
addition to a psychic sensitive (2nd or 3rd level), as part of 
the security staff, at all hours. The arcanist-sccurity guard's 
spell knowledge must include sec the invisible, see aura. 
sense evil. sense magie.dctectconccalmcnt, IUmdead, imper
vious to fire. paralysis: simple. and mystic alanns. Other 
~asures of protection against the supernatural include motion 
dc1ec1ors, heat sensors, mystic alarms placed on strategic 
locacions. doors. and books. And lastly, a simple protection 
circle and a talisman with a negate magic spell in ii. 
Agency Cost: 25 Points 
S. Paranoid. Top security and then some; all the measures 
taken in number four plus. Suspicious characters may be 
strip-searched or denied entrance, and no one can so much 
as enter a bathroom withou1 surveillance. Multiple 
chockpoints and constant personnel checking reduce infiltra • 
tions 10 a 2% chance in each office. Several psychic sensitives 
arc employed as part of the security force . aii well as two 4th 
level arcan1s1s. 

Supernatural safeguards mclude two simple protection cir• 
cles. and the library and the agency chiefs room arc protected 
by a sanctum spell and several mystic alarms. Player charl:lt• 
ters may upgrade by adding superior protection circles, wards. 
and more mystic alarms if they have 1ha1 knowledge. 
Agency Cost: 40 Poin1s 
6. Impregnable! An insanely complicated barrage of tests. 
signs and countersigns. searches and (choose one) either X
Ray Chcclcing (comparing skeleton/dental patterns to make 
positive ID). Retinal Scans, or Bio-Chemical (chocking a 
person's blood type and genetic madtrs for positi\'e identifi-
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cation) for each and e,'el)' pen.on en1ering any office of the 
agency. Only a I~ chance of an infiltrator being found any
where in lhe agency. 

An arcanist or psychic sensitive heads taeh se<:urity team 
and check point (2nd to 4th le\·el). Each and every room is 
prolected by a sanctum spell. Wards of alarm, sleep, paralysis. 
and banishment arc placed at ~trategic locations.. Lastly. there 
are two superior protection circles on every floor occupied 
by the agency. and a ~tone golcm may be used asa watchdog. 
Agency Cos1: 60 Points 

L. Agency Credentials. Jus1 what is the reputation and authority 
of the agency~ The credentials detennine Just ho..., much re• 
spec! character agenh can command. 

I. Hunted . The agency is assumed, by the public, to be a 
group of c.riminals. outlaws. or fanatics. Feared and not 
trusted. 
Agency Co~t None 

2. Unknov,n. No one has e,·cn heard of the agency. They 
get no cooperation and recei.,,e no anention. 
Agency Cost: 3 Points 

J. Faceless. The group is regarded as rich boys at pla)' or 
just ano1her bunch of scientists or gm'ernment empl0)'CCS 
sponging off the taxpayers. Cooperation from authorities, 
pariicularly police, will be slow and reluctant 
Agency Cos1: 5 Points 
4. Known. The agency is known as a reputable scientific, 
private busines~ or effccthe and loyaJ go\·cmment agency. 
Police and local authorities will help with matters that are in 
their jurisd iction 
Agency c~c: 10 Points 

5. Rte0gnlzed. Agents are knov.n as "good guyf· v.-ho dc
sen'c all 1he help they can get Police, foreign go\·emmcnts 
and bureaucrat~ will all help and cooperate to their fullest in 
any investigations and operations 
Agency Cost: 30 Points 

6. f,~amous Heroes or Villains. Characters arc kno""n as 
bigger-than-life heroes fighting agains1 mys1crioos forces of 
evil. Any official, and an}' citizen. would Jump at 1hc chance 
to risk their lives helping the character's agency. They aJ...,ays 
recci,•c favorable press and are. swamped with fan lencf'$. 

Or .,,illains thal arc k.nown to be no1orious fiends by 1he 
public and authonties alike. Ci1i1en-. and law officer$ will do 
their ulm~t to crush any activity. Or those of famously bad 
reputation . People and authont,es dislike anybody associated 
with agency and ""ill do little if an)'thing 10 help. 
Agency C~t: 50 Points 

M. Agency Sa lary. The amount ofmonc)' received weekly by 
the player characters. 

I. None. The character mus, get a day job and wort for the 
agency as a volumeer. 
Agency CO$t: None 
2. Freelance. Agems are paid at the complet ion of each 
assignment. Pncc can vary, but generally it's abour SSOO per 



week; whelher expenses are included or not will depend on 
the agency . fapcnenced freelancers may receive 104 X 100 
dollars more per wed •. Nole: Thi, is not full-ume employ
ment. but by the }Ob 
Agency Cmt: 2 Poml\ 

J, Pittan ce. The agency employs the characlcr~ on a foll-lime 
bam. but is ~trapped for money. Agents ge1 paid S300 per 
week . Payrncm for expenses and equipment is made depend
mg on the type o( agency. The agency runs a 5% chance per 

week of experiencing a money ,hortagc or labor strike 
Agency Cost . 5 Points 

4. Good Salary. Character- rccci\·e a weekly salary ofS500, 
but work long hours . The }Ob doc~n·t pay as well as some in 
private mdustry, but_iob \Ccurity ts solid. Experiencedchar.te• 
lers may make as much as double . Expenses may be paid by 
the i'l~ncy depeodmg on ils size and r,mgc of features. 
Agency Cost: 10 Points 

5. Exttllenl Salary. Characters receive a weekly ~lary of 
$1(0)' fapcrienced char.icier) can eam as much a~ double . 
BOfluscs of 2D6x 100 dollars are gi\·en out for a job well 
done. Thci.e charac1en. can afford 10 dress well, cat wel l and 
hve upper-class li\'CS. Expcn-,cs are pa.id depending on 
whether o r no1 1he agency is set up that way 
Agency Cos1: 20 Pomb 

6. Outrageous Sa lary. Want your characters to hang around 
with Jackie O and Princes\ 1)1 and the rest of the )Cl $Cl? This 
feature pays 1hem a v.~kly ..alary of $ 2500! Experienced 
characters can cam as much as triple, and bonuses for a job 
well done are common (ID4x lOC() dollars). 
Agency Cost: 50 Pomts 

N. R~arch and Inform ation Gathulng.lbc available re
M)Urccs and methods of collecting. collat ing, scoring. and 
acce,s rng information 

I. None. The characccn. are respons ible for buying the ir own 
books. new~papers. computer:., recordmg equipment. and 
paymg fo.-researchlinfonnation faciln,es. They must do their 
own foot work at libraric~. etc . 
Agency C~: None 

2. C hup Resourres. Each character has up to $20(XJ of 
computer equ ipmem. a~ well a.-, a TV, VCR. police band 
radio, and commercia l radio. The agency has I D4 national 
and one intcmat1onal cl 1ppmg \Crvice. Note 1ha1 replacement 
cos1s, al the comp letion of a mi~sion. are often subtracted 
from the amount available for 1he next mission if the equip
ment i~ destroyed Serve youro,,elf. 
Agency Co,;t: 2 Points 

J. Good Con nections. The agency hu SIO,OC() v.orth o( 
compu ter equ1pmem, two modems. is on line with a dozen 
na110nal and mterna11onal computer networks, a score of clip
pmg serv ices, both national and international (with 1D4 ~taff 
.s-0'1mg and updating data). and has a source at 11)6 major 
new\papcrs. allowing access to newspaper files/records and 
wire serv ice<, 
Agency Cost: 10 Points 

4. Excellent Connections. $30.000 computer system with a 
computer aod !nodcm for every field operator, h•on line with 
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40 national and 20 international CQmputer ne1v.orb. I D6 X 10 
cl 1ppmg s.en•iccs. a staff of 304 leg men to do research and 
momtor the new.-, services. Plu<,, connect10TI1, at 4()6 different 
major newspapers and 104 TV stations nallonwidc and I D6 
foreign news agencies 
Agency Cost: 20 Points. 

5. Superior Co nnection s. Has twice as big budget, services, 
new.<,connections and Slaff as dc,;cribcd in number four. Spec
ial Conneccion, include Interpol and ~veral police force,. 
scienrific agencies, aod universities across the globe. Has 
reasonahlc access to laboratories and research faciht1c, at half 
price (ageney picks up all lab and rc!>Carch fees). 
Agency Cost: 30 Points 

6. Unlimited Connections. Massiverc'ioearch and 1nfonnat1on 
network with full-time -.raff monitoring till dnta. up to the 
minute up•da1mg. assistants and private research per.wnnel 
for grum '-"Ot'k. Staff of 1echmcal ~pecialists and labora1ory 
facilitiei, are also available at key cenrers around the world 
Connections: 206 x 100 news agencies around the globe. Jn
ccrpol. the nuhtary, and spy agencies. 
Agency Cos.t: 50 Pomts 

0. Librar y. The archi\•es of books and information kept by the 
agency. 

I. None. Only whatever each character may bring into the 
agency over the years. 
Agency Cost: None 

2. Sma ll. A mostly insignificant library m the -...ay of magic . 
Popular books on thcoccuh. the paranormal, ghos1s. legend~. 
UFOs, myslerious happen ing;, all of Victor Lv-Jo·s books, 
and newspaper clippings. Also included are r.everal recent 
world atlases, dictionaries and orher common scient ific and 
geograph ic refereoces. 
Agency Cost 3 Points 

J. Good J,ibra ry. An imprc~sive selecllOTI of (lvcr 800 books 
on the paranormal, supernatural . lore. E.S.P., magic, and 
magazine arcicles that span the last 100 years. Included arc 
many rare and hard 10 find books (I 5%). Also an excellent 
reference library on the subjec1s of religion. geography, his
tory. and science. Al)() contains aJI articles and data from 
clipping J;Crvices (if any). Approximate val~: $75.0C(), 
Agency Cost; !O Points 

4. Exce llent Library. A va.-,t selection of nearly 3000 books 
on the usual sub)Ccts. spanning the la~t 250 years . A few m 
reproductions of rare, anciem tomes and diaries . Appro,: _imate 
value: S225 ,000. 
Agency Cos.t: 15 Poinis 

5. S uperior Library. A large library of over 50C() books on 
the usual subjects ..-panning the last 500 years. Also newspaper 
clippings that dale back 200 years. 20<k. arc extremely rare 
and valuable ilems . Approx. value: $500,0C(). 

Agency Cost 25 Pomts 

6, Library of che ArcaM. A large library of about 4000 
reference books on magic, the supernatura l, legends. and 
lore. Plus an addit ional 2000 rare books. private diaries, orig• 
inal le1ters and scrolls on the ..-ub,ects of magic and the paranor
mal. 11\C rarest authentic books conta in imtructionsoncasting 



-.pells 11nd ntual nuJk'. mu.ah l'ole: The G\ -1 fflll) select a 
total ot 20,;pclh from bcb. 1-~l&enerall)' the more common 
ones) anJ 11. total of e1gh1 (R) rnual"vc1rde~ !>elcded from 
k"·cl\ ,. 12 Appro1t111UIC \·aloe ol !he hbr.uy IS four m1lhon 
dollan. 

~-9!',~ 'iO Pl"l1ni, 

Other Informati on 
Lach t'"Ja111,uu1on ,hould al~ ha ... c a name. and p,:rhal"\ an 

m,;1gma and ,ymbi)I Ifs al\lO a l?ood idea to come up with a 
director. an 1'fCnt'~ C\ec.:u11,-c officer, and a fc.,. .. t«-hmc1an,. all 
• NPC,. 1,11hcn pl;a)'mg a 1..,-ge agcn9 Remember that intcrcsc
ma gu:mh. -.an: 1anc, and fellow tor !oCnior) agent,, can male 
an agency a lot mon: 1111cres1mg 

Agency Example -- - ----
·rhe Afler Midni~ht News Agency 

Herc's m ldc;a of how dcs1gn1ng an agency m1gh1 v.ont Thc 
l'IC'Vlspapcr 1, noc. entirely a pannomw m..,e,u1aung aacnq· bu1 
11 falh into that general category. Although the foaturt'!t arc the 
wne, some of the cho1<.:es fall in bct""ccn the si.indard offcnngs 
The AOtr \fidn le.hl nc1,11s agcnc")" ,s the ~U1'¥alcn1 of a #4 
C'nmc anJ Supernatural Bu~tin,t A~nc)' 

A 9'ulfih # I "<inc 

8 ~!{'fflCnt. #2. ('hc;ap Gear 
C ~apcm, I I r-..onc: th!\ " ,1 nc""spaper 
O Vehicle, N-J. A l11111tcd nee, 
E. ~omfOunKalM>fh #4 Good, 

0 Prnnb 
::! f>oUl(S 

0 Pomt, 
10 Points 

C(•mpu1cr "'rt !oCl"\'l<.:c 18 Points 
I- , Ofll,;c, and D1,tnbut1on ,tl4. National 20 l'omh 
Ci. "tJ1l11ary Power II I , ~one .' Points 
H ~,..~ 14 Pn,atc lndu,IJ) h l'otnL-. 
I Bud,tc:1 15. 81,: Bud.s JO Pmnt> 
J_ Adn11m,1rao"c CMtrol: 12. L<,o-.( Law.~ 6 Po1n1s 
K ~al ')ccu!1.!} #2Ln ~ Point,, 
I ~('fk:_J°frcdent1.1h #6 Famo,1$ SO Points 
M ~en<:~ #4 Good 10 Pomh 
N. Re~ar,;h and Info #4 . Lii,i.:cllent 20 Poma 
0 ~ol_!l: I'.\ Good HI Point, 

TM An.tr \ f idnight , c•-s A~nc-) Total Poinls: 190 Puuus 
lnc IO pmn,~ for v.c.1pons ...,,a, ni.'lt useJ, h.)1,11e,·cr. '1l'k:e the 
J\.lpcr 1~ not really a paranom1.II igeocy , 1t received the 10 11on
pu,IUIOf'l'ff(1J f.l.(rnn· po1nh: 5 point, "ere not u>Cd anJ .trc pcr
mancnll) k~t 

The After Midnight 
News Agency 

1llC foll(lWmg is '-Orne backgrouoJ infomrnt1on about the pub• 
h~ nf 1he nd1,.:ui<,u, -.upcrmarlct ubl0td lnov.-n a, AOcr 
Midnlghl . The nc"''J'lafJCf 1s puhll'hed b) the giant media con
alomer.uc (;,u.,tw:in Mrdw Corpt1r<i1wn,""hu:h i~ a muh1-m111ion 
dollar corpora11on wuh 11e\ all over the v.-orld llokhng, include 
a ma,or k&lllmatc nc1,11,papcr 1n Georgia . 28 racho \lat,om, one 
nallOQI tek\J<;l('ln \l•tM)fl (c;ible r'IC1V11wk). IVIO nallonal pnnters. 
• bool puhll,h 1ng houc,c, aoJ panncnh1p m a mcd1unMi1e 
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Cahfom'-1 moHC company \lcd1;a and IIC'll,i conn«llc.lfll> lll'C 

1memattonal 

The flamboyant and contrm·er.a,d owner anJ CEO 1s Willuim 
Rl'nnl'I Gna1n"n \1r Gnau)OO created 1he Aft er \tldni R.hl 
tablOMt for t1,110 rc;a-.on\ one. big hucLs, v.hw;h he has ~n from 
th1i. popular medium of )'cllow ,oumali,m. and 11,110, ba:au...c he 
has a real tnlcrest 1n the paran~nn.il. Unfonunately. he pu1'ues 
lh1i, 1ntcrc<,1 h\.:e nX>SI c"·erything el,;,c he dot\. loudly, ;,u,ogantl)', 
obno-c10Ui,ly, c-cpk,111,cly, and "'"n~aoonall) Thus. rather than 
promote lhe ..criou, Ktentifit.: Slud) of the un ... nown, he only 
fuels the flames of d1,hehef w11h h1~ paper'\ 001lan<hsh s1onc~ 
Of course. he doc) not sec thing~ 1h;a1 wa) and bche, ·e, that one 
day he " 111 be heralded ~ • pt0ne1:r of p.aranormal tt)ta«h at 
lca5t equal to lhe liltC Viclor laLIO 

The publisher 1~ a fa_,;;t 1.11ll1ng. quicl thinking 1mm1grant 
from Gtnn;,ny by the name of Henn.._ K~\ HcnnL ha, found 
that people lo..-c the ~upcmatunl and the b11..mc, so he cJp1tahz~ 
oo 11. He personally docs not bchcH~ m the \upcmatural one bit. 
but he is "°llhng 10 n11lk the foolish and misguided kV e"el'}' 
bock he un JCl· lmnically. Hcnnk IS a nca•·P\)ChK CIOl:h k,cl 
JOUmahst IOo. with • aood head for managemen1)! 

"The p,1pcr has a ,taff of suppo\Cdly psychic and mysuc m,·cs
t1g.at~. but lknnl often hires freelance J)',)'Chic lfl\C)llgalori 

.as1,11c\l. 01 i.:our-.t, he 1h1ffi1hatthcyattallqu.M:ksand'Ae1nb.. 
bu1 !he) bnng him ShJl'lt\ and 1haf1 all that matters. H1\ feelings 
of di~am toward thc-.c charlatan, i.:au~s him to treat p<.ychit\ 
and Rl}"\IK\ 1,111th Jt c.:old fflOUIJcr and v..1th c-ctreme rudcncs\ 
Henn.._ I\ ,11 bull) 1n the first pl~~ mxl lhc..e oddballs ju\l 1um 
his ,1mnai.:h Wh), 1f 1t w,rcn·1 (or the money mvoh·cd. he'd 
mo~e on to • more n::,pcc1able tabloid 

AlthouJh the paral'l(WnW 1n\c~1g;at~ bnn,: home the f;aci, 
and ma} c,cn VIJIIC 1hc SIOI), the.: it111dc, an: a/,unJ n::1,11n1ten 
hy a ,~11led ,,an wrncr to cJpturt that perfect feehng. You 
knov., t1tlc\ and d1.1\ogue that 1,11,Jl really ar.1h the reader. like. 
Btg h)Ol \tMried \I}" Daughter. CN" I.hi ) Pre<.cl)', Clone 

l.1Hnp. 1n C-111\:mn.1111~ 

The more "'iolcnt or ,trange a s1ory the hcucr There" nothing 
loo ou1Jantl1~h• J'l;n1h1ng~! The t•nl) '>lone, thJt ma) ~ pulkd 
att Qnc, 1,11hcre the 1n,c-.11gat,in and the p.apcr m,ght he 1mph
ca1ed m '(Jme illegal al·li\11) J\;ov. Hennk doc'>n't mmd hi~ 
pc<Jplc bending the lav. or ncn bttaking the law. l1le ,tealmi! 
cviden,:e Of breaking .and emcnna. to get • good "'Of). he JU~t 
Juts not arrn:c1;t1e h1\ rcpol1cf' ,-c1un1 c;au1ht .al 11 

frttl a ncrrs ofall l,;1rnh are hired from t11nc to time, e,pci.:1all) 
paranornu.l 1n,c~111at11r.. Fretlar11.e~ art p:i11d per as,1gnmc:nt 
111 a rate of about S2:V) pcr 1,11cd. 1,11uh ,11 bonus of ID6x 100 
dollan CJ.;h for a }'lh 1,11ell done, and on ~hcJulc 1f there i-. a 
deadline The paper ;1]50 pay, tor all rca\Onahk e-cpcn-.c, 

f rtt fanct photoerap h) I\ nnt ti m dcm.nd and p.a)mcnc " 
hm1tL-J 10 pubh\hcJ phot°" (Ancr.all). S~ lo SIOO 1\ !he u,ual 
ra1e; ho""c"cr. scn~allon,tl photoaraphsca.n 11c1 J'> mu..:h a., S6000 
each Gnahson Corp purcha!tC\ C"CdU\I\C nihl\ and all other 
nghts a},,ni 1,111th 1he ncg.amc .. • Ph(}(os ~~ al!.O be pun:tuscd 
for rclcrcrxc fik or future f'tlhlu:at1on P.i~ mcnt i, u,u,1II~ SIO 

to S25, l;lut can be fl\ much a\ a hundred or (v,,o if unu\u.tl. All 

The folkt1,11mg ~ "'-lfflC' 1ntcm.tmi "tln-Pla)et ~-tel'\ 
(NPC11) who v.·ork al lhc ncv.-,papcr 



Raven Davenport 
Reporter and Lalenl Ps)·chic 

Al~mt n l: Arwthl\t 
1111 POtnlJ: :u S. O.C.: 20 Mak 
\\ dg ht: lt,O lbs Ht lght : 6 ft Agt: 28 
AUribul t1: I Q 14. M A 7. \1 f 10, PS 15, PP 18, P E. 
12 P 8 I~. Spd 11 
t l:pn'kftC't l ..e,d : ,,h Lcnl l..a1cnt ~)chic & Rcponc:r 
Magic kn o~·led~: Demon and Mons1cr Lore 65%, Gho<it and 

Faerie Lore 65%, and Religion Lore~ 
Plyc h ic Po•trs: La1cn1 ~ychic: Sense C\'il, clatn·O)ancc, tOW 

rt:eall. mind bkx:k.. rcs1,1 fat11uc. summon inner ,tttngth. 
P.P.E .: IJ 1.s. r .: 6J 
Co mb at Sklll s : Marual Ans; three ana<:k, per meltt, karate 

lm,:-k oot, 1D8 damage 
Bonu.sn:: +4 to w,~c. + 5 to pany and dod,c. and + 3 to roll 

Attnbutc bonu..c\ included 
Weapon Pron citn dts: w .P automattc p1scol. W .P knife. both 

11 third )c.,.cl profo.:1cncy 
\ \t1 pons : PS Walther (206 damage, 8 ffll.lfkh), sv..nch blade 

(106) 

Skil l$ of Note : Trade §Choo! education JOt1malism Slull Prog
ram C'omputcr c,pcrw100 90C\. mtclhgcnce 68ct, pholo
graph) 80't-, research 804. and wntmg56'1. Tcchn,cal Skill 
J>roaram; The three lores listed under ma&1C, history, and an 
Secondary skill~ Palol: automobile 96%, ptlOl motorbollt 76~. 
S'41fflffllnJ 72't. martial uu. pick locks 5511. 

l>tst ripUon: Ra"en D1\·enport 11 an obnoxious and arrogant 
blow•hard who bchc,·es that he is god's eift to women and 
the '4orld Hc struts around the offia hke a pcacod .. with 
tus ptl'J)tlUal cnn and perfect '4h1tc ictth . He IS cold and 
1mptrwnal, with a nasty hab11 of in.<,ul11na everyone around 
him. especially fellow psychic\, invcstieators and reporters 
To no one's surpn<ie, he i~ a boothck:Cf of those in pos11ioni 
of po-.cr and 1uthon1y 

What makes matter!> ""or..c 1\ that Davenport Is a da mn 
&ood in~c,t1gat1,c rtportcr. with an e)·C for dcuuh and • 
,~ular mtm(lf')'. He's aho • fairly ,000 writer. by After 
\1 1dn l,thl standard\, and is one of the few m,·cs11g11ors aJ. 
lowed to occasionolly writc his ow n '>!Ones for pubhcalion. 
mos1ly because he can cap1urc the flamboyant wnung St)lc 
of the 1ablotd rather than any lJUC wntm& ta.lent. lluo; h.as led 
to hts wntmg thrtt ra1hcr prtpostcroo\. books. all pubhshed 
by the Gna1ison Publish.Ing Group.: one is the Best of After 
\1ldnlah1 . another book is about h.aunted house:s, called 
Ghost S tories for Aftu Mktn.l&bl , anJ • Kffll•aulobiog
rapfucal book rtcoonung his~, hair-raising m,·esuga11ons, 
entulcd Ad vcntur a Afti:r Mldnlaht . All arc prc:lly trashy. 
but CAaUent sclle.n 

Da,cnpon ~ notOOOUs for ~1eaJm1 the hmthaht , credit, 
and §tone~ He,~ a 1ncky, back-stabbm& C"werp. not e~pecial ly 
liked by most of 1hc Afi~r Midnight staff, but he is a star 

lo"cd by the pubh~rand w 8 Gnat1son(hc's a money and 
nc,u maker) 

<..c:r"'G-

111111111111111 -
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Jul ie Star 
Staff Wriler and Researc her 

Ali~n m"nt: !';crupuloo, 
llil Polnb: J~ S. 0 .C.: 20 
\\elgh l: 100 lbs ll t-lghl: ~ ft 5 1nche!> Agt: 27 

AUribulH: IQ 20. MA 8, ME . 18. P.S 7. PP 9. PE 
10, P 8 14 Spd 9 
faptritnct U,d: 6th le,el J0Umahst1v.n1cr 
M•Kk knov.·led gc: Lore,. -.cc ~k,11, of note 
~ yeh lc Pov.en: None••• 
Com bal Sk ill.§: Nooe!! 
BoflUSft: t.Q. apphtd to ,kill,;. + 2 to -.ai,c "" ps,ychic auack 
(hlJh \1 F.) 
Wc•po n ProfkN':n<'~: W P Blunt 
We111pons: None as a rule, blackJack (104 damage) m pu~ 

when mchc field, ba'ICballbat ( ID6damaac) m trunk of car 
Skllb o( Note: BachclOf'' degree 1n J0Umlh.1>1n. Journalism S.._111 

Prcisnim. Computer ~ration 98Cl. miclhitnce 6811. phoo>
sra,phy 9811. ~att:h 1/ll'l:.and v.rit1n184CI. TcchnKal Sl1ll 
Pro@.ram: Demon and Moos,er Lore 8611-, Ghost and Facnc 
t..orc l\6't, and Rchg1on Lore !11 ll-. h1,1ory 96%, and art 

861l. Language Skill Program: English (native language), 
Spam,h. Fn:nch, 1nJ Japanc,;c all al 98".t. Scconda.ry :skills 
Pilot automob.k 98C'.I-, pilot airplane 964. sv.1mm1na 98~. 

fcnc1na. dancing 711l-. smamg 714. and coobng 86CJ 
l}e§cripdon: Ms. Juhc Star1\ 1he paper·, rci.1den1 ps)·ChK; expert 

and ~)chic !ioen!.1t1vc, except that ~he ha<,, no psychic powers 
what-.oevcr! She 1, a child of the ,tan, a mclitphyMClll RU1,ma, 
who bthe.,_-cs m rc1ni.:amat1on. cryS1al po-wer. horoscopes, 
F S P • U.F.Q.,. ftU&k;. ghost!.. dcmoos. Atlanb\, the Lod,c 
1',;c,, MOMlef, th.t U\-b IS ah .. c, anJ the hq goes on MOSl 
1mponantly. Juhc bthc.,_c~. 100 pcr«nl, that -;he is a J)'l)chle 

\Cn\1l111e "attuned to the cO!>mic v1bra11on\ofthc paranonnal. ·• 

She 1~ a well mcamng fruitcake who lm'CS a my\tcry 11,s 
mlkh ti she lo\'e) peop le She wnte> the paper's horoscope 
and spmcual 11:h·icc columns. She alw \C'f'C, as the teehnical 
ad11t',OI" on man)' of the art11des anJ 1!. an e1tccllenc )()UJtt for 
~n,ng aocurate thN..ncs. kgcnds. and dau. about che ""°'Id 
of magic and the ,upematural She ha:. 1mmcr.;cd hcnclf 1n 
this uuff and knov.\ 1t inside and ou1. h's noc her knowledge 
1h.:11 1s flav.cd. but her applicalion of 1hat lnowlcdge aod her 
personal 11, 11d ronchblOn!. 

Juhe IS. chat1trbo-.: v.ho c.an u.lk at a \peed thal txuk\ 
(he ~n~s. c~pectally .. hen she IS UC1tcd Although 11,,·cll 
meamna. she can be annoying and has &otten herself and 
fellow rcporten 1n 1mublc by ge111ng involved in paranonnal 
s11ua11ons that she could nol handle Julie has a crush on 
Ra,cn Davenport. v.ho W think, .., • 1cn1us and• hunk 
Raven th1nb \he ,. a kool and m>uffs all her ad"anccs, bu1 
Juhc has no11 ll"'Cn up hope yd 

Walter Zarrcn 
Freelance lnns tigator 
All~ I: M1.Krut1t 
1111 Poinu-: 37 S. D.C.: H 
\hi& hl: I.SO lbs Height: 6 ft Age: 2S 
Attributes: IQ. 12. MA 10. ME . 14, PS 19, P.P 17. P.E. 
17,PB 9, Spd 12 
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E~perim,ce Lc.--d: 4th Lc\C) An::am~ ln\c~1s;a1or 
l\.lagk knolliedge: Bhndin& flash. death tr&n1.:e. \CC aura, 'ICC 

the mvis1blc. fear. lc11,1auon, tum dead, 1mpcrv1ous to poi~. 
brcalhc without air, mvi,ibility: simple. tclcl1nc(is and mul-
1,ple ,magc 

Ps)cllk Pollen: None 
P,P.E.: 40 
Combat Skilh: Expert; 1'4-0 attacLs per mclee , karate kKk doc\ 
108 d~mage 
Bon usts: +3 to strike. + I 10 pan)' and dodic, + 3 to roll. 

+4 to dam•~. ,. 4 co 5ne vs maaic. • 4 10 sa11·c ,,s OOtror 
factor, +4IOYI\C',,•J)O\~~IOn. 1..a,e\\~)Ch1Catu1d, 
Annbutc and sk.tll bonusci included 

Weapon Prondcndts: W.P automa1ic rts1ol,. WP autom.ittc 
nflc. and W.P k.nife 

Weapons: Colt 45 (406 damage, 6 round\), 7 65 PP Walther 
(206 damage, 8 round,, concealcJ), anJ • (urvn·al kmfc 

SkJlls of "'Iott: AJI kw-ts at 9()'1,, research 9()Cl., bod) bu11d1ng. 
Stage \1agic Program Concealment 66'1 . palming 6()Cf , pick 
locks 6211. sleight of hand (Stt BTS. paac W) , Phy,,1ail Sl1II 
Proaram: Body build1na and general a1hle11cs and eApert hand 

10 hand 
~ r lpUon: Walter 7,arrcn is a scum b,ag v.ho u~s the ncv., 

papa- for his ()11,,n purpf1'\es, as "'ell a, making $Ol'OC c,tra 
money He hb been accul!Cd of ~i.auh. breal.1ng and enU}-, 
theft, ektortion, and of ,cagmg his O"'n supernatural ~,one-. 
and photographs. Hov.c\·cr, he is ohcn employed by the pub
hsher because he gels 1h,n$S done 





- Adventures -
Trouble in Old Town 
(A Detective or Crime-Busting Style Adventure ) 

Ta bloid lie-in: Moni,ter Trashes Drug Hou:.c. 
Note: This adventure should he played before one plays South 
Ameri(a,1 SkufdugJ<t',Y. 

This story <.larts at 1hc end of a story . That i,; to say, the pla)·er 
group arTl\'C' to 1nvcst1gate a number of ,trange occurreocesjust 
as the police announce that they ha\'C so lved t he ca'-<:. 

Or have 1hcy? 

The Setting 
The setting can take place m any city through out the world. 

n.e paranomul events cemer around the older. poorer section 
of thal particular city. llle place that transients. the homc le,i,, 
bum<;, drug sellers, Junkies, and gang~ inhabit. 

Story Background 
The homeless 

In recent wcekl.. lhe media ha)Jumped on the "Satanic" band 
v.,agon Devi l won.hip and the occult alway~ mtcrcsts the publH:. 
cspc<:ially when connected wi1h murder. Over a six '-"CCk period, 
the media ha\ had a field day. 

Tbc story actually begin;, a year earlier. w i1h the dil>COVCI)' 
of a slain elderly man kno""n m be one of 1hc homeless in the 
area, Sadly, the quiet deaths of these 1ragic souh are rarely head
line news, and this was no exet:p11on. The man died as anonym
ou~ly ~ he had hved The on ly thing lhal mart.ed his pa,;.sing 
was the coroner', report senl 10 the homicide da\·i;.ion of the 
pohcc force. In 11 was revealed lhat the derelicl died from knife 
wounds llov.-ever, the wounds were not normal ;,,tabbings, but 
surgical or J1;,scc1100 s1ylc cuts. Wor.;e, the !her and kidney 
11,erc removed TI,e file ()n this grisly and unusual murder v.as 
buried and forgonen under a pile of more pressing cases . 

In fact, ii wa_\ a local television reporter and his news learn 
who v.<klld late r uneanh 1hree similar slayirtgs of other derelict;,, 
o"er a sixth month period. Each ¥ictim wa,;. cul in a !>uch a way 
as to suggc~t surgical procedure and each had organs removed 
(allhough the type of organs differed). The media coverage 
sugges1ed a i.crial killer . 'Ille fact that the pt)hCe had O\'erlooked 
the connection of the 1hree other murders was a significant cm 
barrassment to the police department. 

The anima l gra~eyard 
Dunng this same period, ummaf th,ft was on the ri,;e. One 

local news station e,·cn did a fh,e part investigation on the theft 
of hou'iChOld pets, spec-1fically dogs and ca1s, and 1heir sale tu 
rcl>tarch facilitie,. However. the pubhc wa~ hQrrificd when a 
group of children playing in an abandoned house disco,,·ered an 
animal (!r3Ve)'ard. The rcmam;. of 86 were identified, ~tly 
dogs, but alw included were 21 cats, 11 squirrels, 4 ravens, 5 
ground hogs. 6 sheep, an iguana, a boa constnctor. and what 
appeared 10 be parts of a horse. This is when the l>pec-ler of 
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.. dev il wor<.hip" came into play. Suddenly. the nev.spapcrs and 
airv,aves were filled with headlines hke. "Satan ic Cult Tcrroni.c~ 
Homeless" and "'Murderous Cult Plagues City; Police Baffled" 
and Ml on 

An eyewitness to destruction 
1nc supernatural aspec1 came into play ag:11n when a reputed 

Crack drug hou-.c wa;,, the target of a gang land a:<osauh. The news 
reported that nine members of a po-.,..erful drug gang v.erc '"brut 
ally slain in what appear. to be a ma!>;.:tere."" The images of 
bullet riddled v.alls and carnage splashed acr~s the 11 o'clock 
news. The report had an cyewitncs~. one of the ne,ghbors 

"I heared shooting and ~reaming. man I hid underneath my 
bed an' prayed. Shit, I had three o' them bullcb .:omc through 
my (--Bleep--)in" window. I gucs~ wmcbody called the police, 
'cause I could hear their sirens . "Bou1 then the !>hooting and 
!>Creaming stopped an' I sneaked out my bad: door la gu a look 
see. Shi! man, I seen 'boul four bfochers hop inta a black car 
and peal ouua there, down 1he alley. I figured they mus1a hit 
the house, man . Tbcn like, I hcared this cra~h an' the {·•Bleep--) 
in' i;Crcen door comes flyin" pa;,t my head. I slipped an' fell 
an· looted back at the back door and there 11 ~l()(>d, man. This. 
thing I Big! I mean huge. Like some kinda (--B leep--)in' demon• 
It leaped off the porch and s1an.ed 1a run at me. I 1us1 covered 
my head. Thought I was dead for i.urc. Shit. I must a been scared 
ta dca1h. 'cau<ie they tell me I was still screamin" 'when the police 
come. Lookit. man. I'm still ,;.hakin' ari· kin hardly stan<I up." 

The young man'l> report was. of cour,;c, d isregM<led. The 
authorities v.·ere quick 10 point out that the 22 year old male had 
enough drug~ m his s)·i.tcm 10 kill a ho™!. And v.a~. in facl. so 
doped-up that he Wti unaware. at the time of his TV inte,-,..iew, 
1hat he had been \hot in the rig.ht shoulder and wa;, i.uffenng 
from a gash m his forehead. (GM Note: Caused from the flying 
:.creen door.) The lm,sofblood from both wound, v.•a, the reawn 

why hi\ tx>dy 'w3S trembling and he had difficult)' standing 

The next day, ncwspape~ reponcd that two huge and monstr
ous footprint~ v.ere found about IO feet () m) from the back 
por.-:h. Authorities insi\t lhal the foorprims were a hoax created 
by teenager)> who had seen the witne)s · ~!Or) about a monst er 
on the prc,·1ous night"s new-.cast. The Pohce issued th" official 

statement: 

"Ahhough there is wmc evidence that a cult of ~me loll(] 
may exist and be imohed in the ritual \acrifieing of animals, 
the w ild stories of mons1er.; and mag,c are unfounded and , m 
the opm1on of 1hi,;. office, ridiculous. Furthermore. la!>t night's 
incident on the 2400 block of Kcnncl,,.,orth is en1trely unrelated 
to 1he possible octiviuc~ of this cult . II \\-as an 'a1yp1cal" gang 
connict o, -er dii.putcd drug temt o ry. The rtpon.s of a rnons1er·s 
footprinb found at the ,;.c:cnc arc nothing more than a prank."" 

Gamt Master' s Note: llowe\·cr. the pohce took photograph,;. 
and a pla.~tcr casting before rubbing the prints out 



The monster 'itrik es again 
"lly,tcria The unprofc\'iiOf'lal JOUmalism \loe have been Cll• 

prncncm1t tu.~ r.rc,1tcd ~~ h) ~a Thc:rc is an air or terror 
on 1he streets that stem, not from fear of a murderer who r.an• 
domly an.-:b our homde». hut from the wpcrM1tt00 and m1\· 

dircc1ed rear thal \ur.h misleading and exploita111,e JOUmal1sm 
al~a)s m.itcs People a.rc sccmg hell 1,pav.ntd monucrs 1nc,ay 
shadow_ Let th 11, office repeat there arc no monsters or crazed 
cuh1~ .stalking our Slrttl'i. The only monSICtS 00 lN)§C Sllttt! 
a.re the drug dcalc~ v.-ho pollute our )Otmg~tcrs v, 1th their poison 
and the c.;llous _J()Urnal,m who will ~IOOp 10 tc-nifpng an ,nnocent 
pubhc 1n ooicr 10 sdl .-.cv,\ A '1a1ement from the Chief of 
Pohcc 

Indeed, h)UCna seemed to gnp many 1n the cit) In the last 
few months of the murder and cult ,n,·e,tigatioos, ialk of mu.r• 
dcrous dc .. 11 v,or,h1ppcn ... 00000. curses. and mon§lCD fillcd 
lhc mncr1.:11y su-ce1s and the headlines Hundreds of calls flooded 
the polk:c department and lhc local ncv. s agcnclCS rcaanhng 
s1ghungs of ,had0W) liaurcs, ghosh. monsters. 1nd e,,en space 
a.hens. The poli,,,;e v.erc accu~ of e\Cl)thmg from Stuptd1ty 10 
1nJ1ffen-oce Hov.e,er, the pohcc 1.:oold not e<,<:apc the i.pecter 
of the supernatural 

(her the ne-1 month, sc,·eral 1,u1,pcctcd drug hous.cs met with 
one •·acc1dcnl'' •rter ano1hcr All ""ert places open.too by t.he 
same gang Thrtt v.erc set on fire. one blew up from• natural 
ga\ pipe rupture. and another""~ the ~enc of an assaulL Th1\ 
tune. th(rc v.ere only 1v.o fa1ahucs, a tv.-o-b11 drug runner and 
an undercover cop. Rumor has 1t that the dying officer's last 
""ord~ v.-crc. •·11 ,,. real or COUl"\C, mosl anumcd he vr..ts refer• 
nng to the: monster 

This hnc or canjCciurc was g1..,en more crcd1b1hly v.-hcn • 
member of the Srrttl M"n gang, Emanuel Lopez, a small•limc: 
dealer, came rorv,anl. offenng 10 pro..,tde state's C:\lidcoce 1n 
uchangc: for Federal pro<ecuon. Accordin_g 10 l.opc:7, a new 
dnl& P-"I calhna 1tsclr the Dtmon Fus ...,as ,n..,ad1ng their tcmt• 
Of)' oo a v.-ar•path of hlood The new gang was v.cll orgamzt-d, 
v.·ell funded, and poss.csscd a great deal of fircpov.·cr lbcy had 
already w::1ud 65% orthc Street Men ·s temtOI")' and had, accord• 
1n1 to Lopez., allegedly killed of€ 23 Street Men, wounded 
another 40 and closed do-An 'ie,·cn crad .. hous.c1 lhat lhe poltet 
knew nothing about To the aulhoricics dismay, Lopez also 
dauncd that the (Nmun Fut v.-erc uuli.zinJ .. §Of"RC kinda .. 00000 
and a monster" He claimed that while he had never pcrson1l\y 
1ttn the moostcr. a dozen of his gang buddies sv.on: they had 
seen 11. m some casts, fou1h1 it 

1bc creature fi1 the earhcr descnption: eight 10 ten feet tall, 
hunchbacked, hzard-hkc u1 appearance. If not for Mr. Lopez's 
\llll.llblc data rt1ard1n1 ilkaal dnls opc1'111i011S, the Fedl v.ould 
ha\·c sc.nl him packma One DEA agcn1 would later comment, 
"Ir there really is this so-<•llcd monster, my aucss is that It's 
\OCTIC kind or costume dc11gncd 10 rnit,1cn the oompeut1on. 
Ke..,lar plate, or e..,en steel plate, Ind paddina would uplain 
,.hy this 'mon..u-r· 11 satd to be bulkt•proof .. 

Ape-napping 
Thc next 1nc1dcnt V.H the eapiurc o( two members of the 

DtWIOfl Fu, p.ng v.-h1le they were auempung to steal • pair of 
ch,mpan,tts from the zoo. 1lie 1v.-o teens ms1.Mcd tha1 the altemp-
ltd theft v.-as a .)Oke and not g.ana rclalcd They currtnt.ly •""•1t 
tnal 

Some members of the media ha,c v.-ondcred 1r this 1TK1dcnt 
did noc relate to the oihcr an11nal abductions anJ ma~s ara,e 
The authonoes bclic,·e the 1TK1Jcn1 1s unrelated 

The Crim~ are sohed 
t. The allq;ed murderer or the derellch v.as l1llcd during 

a cha!>C b)· the pohce The disturbed )OOn& man anackcd 
•n undc:rcm-er officer d1~gu1scd Ha ngabond The assailant 
.. as pursued mto an abandoned btuld1ng v.-hcrc he rell 
1hrough a rotted stau-cas.c and ""a"' killed by the faJI (broken 
neck). The )OUth ""as 23 year old Kalvm Years!, an e,-mcd
,cal ..iuden1 ex pd ltd for drug atlusc. He h..d • h1"-IOf) or 
mental 1\lncss, includmi schizophrenia Spccul11ion is that 
his ncllms, all cider!) men. v.crc sub\111u1cs for h1\ rather. 
""ho he blamed for many or h1\ problem'>. A sur,.11,;al kn 
was found at Ye~·s apanmcnt. akina v.1th tr11CC, of the 
mos1 recent victim"s blood and hair, a~ v.ell :,;s a collcc11on 
orncv.-)papcra.rode\aboutthcsla)m!\- ThcCa-.cisc~ 
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2. Tht Cult. T""o da)'S later, than'-s to an anmr_\·trw,u tip. the 
police raided an east•sidc: home v.hett !he) found m robed 
1ndivtdua1s 1n\·0J,.cd m a ntual ceremony All h.t\·e bct!'I 
arrested and av.-a1t formal charge, llttte oun..:es or opium, 
SPt ounc-b of manJuana. and numcrou, other chcm,c.;als and 
herbs were also found on the premise, and arc likely IO lead 
to drug chargCi a\ v.ell. Tbc allc;ed cultists 'lflSLSI thal the)' 
follow the practices of an ancient dn11d1c sect that docs 001 
partake in the ~nficc or In-inc crea1urc, In f~,. the~ 
claim 10 ha,·e been tr)'1n110 sol\'C the puzzle oflhe monster 
usint their ov. n macic 

3. An end 10 lhe gana ,·lolence. Thanks to Mr Lope,'1 infor
mwon. the pohcc v.ett •hie to make a §tunning am:.-..()( 
the Strce1 Men gang's leaders 11nd confisca1ed over one 
million dollars v.Ofth of cocaine and er.cl. o,er one hundred 
1housa.nd dollars 1n cash. and a ..,,nual annory of ..... eapon\.
The Strut M,n aang is permanently out of bos1nt\S and 
the gan1 violence ha\.-come 10 an end . ?,;one oft he allegations 
rc1ard1ng the DtmQn Fut iarli him: bctn sult-tanuated, al· 
though an ongo,na m,e1.11gation continuc-s 

4. A side nolt: A larae lil.ll'd-like clawed hmd from a costume 
was found float1n1 alon& a mer bank . Police cite it as 
evidence of the possible •·mon~tcr hoax ·· 

Our Stor y 
Begins 

E\·erythmg h.u been wrapped up ma nice, neat little pKkagc 
Ac fi.rs1 s)ance, 11 appcan that the pla)er characters N1,·c: made 
the tnp for nothmg. However, ir the)' examine any of the facts 
in this case they v.ill find 10\'nC d1s1UJbm1 tnconll.1olCl)CICS 

nrst. and most obvious 10 a group ,,er~d in either arcane• 
stud)' or the ~I. is the so.called cul11su lllcy admu 10 
bcma membco or the Celtonic R1bvunum Seel, which 1s. JUSI 
L\ lhc>· claim. completely non•violcn1 11,c uad111ooal members 
art \'egctanam, and pac,frm They ~ partake 1n blood sac
nfi,,,;es 

A mm,mal amount of in,·eslJgauoo will uncO\·tr that these 
people are definitely card ca.rryin& Celtonic::: R1b\.-Wlum Drua<h 
dedicated to a peaceful COCllilSten<.:c '-"ilh O'l()(hcr earth. 1llcy can 



not be re:.1xms1ble for the ;1nimal ,anificci.. l'he opium and Ol:her 
herb, may be illegal but are used for medicinal purposes. Ni,te: 
The r1utht,rit1es arc under a great deal of pressure to solve this 
ca..e. Rc1wccn 1hc1r imllal bungling of 1hc ser ial killer case aod 
being ,·aught in the middle of a crime wa ... c (with the killer, 
gang wal",. and alleged cult act!Vlt)'), they have not looked toc, 

good m the eyes of the public. Solving lhcsc problems one, two, 
three. has helped 10 rci.lOrt their 1111agc and promote a great deal 
of peace on the meets. Consequcnll}', they will 00( take kindly 
to outsider~ 1clhng them that the dnud~ are not responsible for 
the ammal ~laymgs 

Secon d I), the "monster" question has not been solved at all, 
but ~wcpt under the carpet by a wave of cnthu~iai.m and hype 
regarding the end of the gang war, an impressive bust, and 
re,tored peace. The question remams: is there. or wal> there, a 
monster stalking the ~,rec1s'! And if w, why was 11s target always 
1he Street Men gang'! Could the Demon Fist actually be invol,,.cd 
with the supemau.mil'f Note: Again. the author111es will not ap
preciate anybody trymg 10 breathe hfe in10 that issue_ They are 
glad the entire mon,;1er incident i~ being accepted as mass hysteria 
aodlor a hoax. and desire to forget the whole matter. They 
honeMly belie-..e that it was all hysteria; after all , there are no 
such chings as mon,ten;, 1, there'! The police will~ release or 
show the photographs or pla~ter casting:. of 1hc crea ture' s foot~ 
J)fints that they have on lilc. 

Lastly, are questions 1hat ue to the fir.I two quest ions. If !he 
druids a,e not re~ponsablc for the animal slayings. then w·ho is':' 
Cen:unly the evidence points toward blood ~acrifices (as did the 
murders of the old vagabonds). Rumors of magic and 1he monster 
seemed to inemmnale the Demon Fi5l gang . Nobody ha-. suffi
ciently investigated thi, angle 

Part One: 
The Investigation ___ __ __ _ 

Tbe characters should find enough Cl)ncem, to engage in at 
least a mmor mvest1ga11on. This will, in IUrn. lead to a number 
of disturbing data and our adventure unfolds. 

1bc following i,; a presentation of infonnation. The Game 
Master can use any and all of 1t and deliver it in any way and 
order he or hi\ group desires. Remember. a colorful (but nOI: 
bonng) del ivery will add to the SU\pen<;c and atmosphere .-

The Police 
As s1ated previously, the police will be of little help. They 

feel pressured and hounded by everyone. They are not going to 
lake kindly m a bunch of "nut cases ~ho believe in ghosts" Of 

especially. m,,.estigators for the infamou<;ly exploirn.ti,,.e national 
tabloid After Midnight (or any reporters)! They view media 
reportcni and outside in\'estigators with paraooia and will offer 
only short "official" stalemcnts . Even characters with police 
connections will no1 gam accei.s 10 information, files, or pho1os 
involving any of the cases. 

Police rumors art: also ~urpris1ngly sparse. t\11 that can be 
learned IS .. 

1) Other gangs and peop le on rhc street attnbutc the o~mon 

Fist gang with voodoo and magic. 
2) Many people al,;o seem to believe that the gang docs ha\·c 

a monste r to ehmmate i1s competition and troublemakers. No
body ha<, challenged the Demon Fist gang in any way. 
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3) Many of the Demon hi.t lc<i<!ers are not from 1he area and 
it may be a South American organ ization c\tabli,hmg new mter· 
national connections 

4) 11uce new incidents of animal mutilations ha~·e betn re• 
ported and kept secret. There 1s inconclusi\·e evidence 1hat the 
animals were butchered after the am:s t of the dn11ds. who art 
presently in cus1ocly. awaiting bail. 

5) A known derelict on the opposite side of town has re(Cn1\y 
disappeared. While there was no evidence of foul play, the 69 
year old man left all his pm"iCssions. m the li1tle shanty he had 
buih behind an old warehouse. People fear the wor..l 

6) 'There was an e,-ewitnc,!> lo the death of serial killer Kalvm 
YeaNt; however, the police ha\/e suppressed th1\ fact, because 
the case was resolved and did not require the festimony or state• 
ment of the witness. l•unher diggmg will re\'eal that the police 
did not believe him 10 be a reliable witness (he's an akoholic 
known as Willy •·the Mooch" Carlye) 

The Missing Witn ess 
Findi ng the witness to Kalvm Yearst's demi'\C will be a dif

ficult task. This Willy Carlye i\ another vagabond who makes 
his home on the \trcct. Since the Years! incident, he has dii.ap
pcared; no foul play is suspected. Talking to Willy's acquam-
1ances will take a long time. both 10 find and to get any "a luabk 
infonnation. However. a few dolla~ and -.omc b<)o£C can go a 
long way in this leg of the investigation 

Data about Willy: 

I) Most people don't like Willy. He ha~eamed hii. md.name, 
''the Mooch," by pestering e\·crybody for handouts. He is infam• 
ous for mooching a person's booze. food, cigarcnc-1., etc. , always 
with the prom1.se of paying his pal bad. later. only Willy ne\·er 
seems to have anything to ever pay back. Few an: Yid to r.ec 
him gone. 

2) Willy'\ disappearance is not unusual. He has come and 
gone off and on for year, 

3) Sen'.r.tl people will confirm that Willy is a drunk given lo 
hallucinations and wild stories. They will abo recall tha1 Willy 
seemed spooked a few days after the Yearst incident and talked 
about some tall "Mextean" being after him . Something about 
him caflin,: him in his head . They dismissed 11 as Willy gomg 
throu gh DT delusions again 

4) Old Tom, a buddy of Willy's, will recount the following 
story for ten dollars and a bo1tle of wh1~key. 

"Yep, thct Moocher thought he wuz some kinda hccm or 
!oOmethin', 1alkin' to the polc-lea,;c, an' cvcrythin'. Said he'd 
seen 11 all. How this big shadow Jil>t came alive an' grabbed lhel 
killer 'fore the pole-lease coulda git 'em. 'Cording 10 Moochy, 
thet shadow jist picked thct feller up, ,napped 'is neck real 
loud snap he !,;lid an· pushed 'im right through them roued 
stain. 'Course noneofusorthe pole-lease believed the! ol' foo. 

"Hell, he wuz alwa)"S spmnin' some wild story. I remember 
one story 'bout Martians. Moochy wu:r ,urc he'd lotto Martians 
an· ... (GM~ may elaborate on this mcandenng 1ale or get Old 
Tom back on track.) 

"Anyways, couple da)"~ later. Mooch> comes up ta me. beg• 
gin' fer a drinL Said some Mexican wu:r after 'im . Some genl 
in a 1housand dollar suit who had bought ·,ma bol:tle earher thet 
day an' a.,led a bunch of questions 'bout what Moochy had seen 
thct night the! crazy killer got hi\-.clf kilt. O'coufie. Moochy 



tells ·,m c"cl)'lh1ng; wish )'OU could shut thct ol' boy up when 
he got a talk1n' wmeumes. Well, he says 10 me, 1hc1 1h1s here: 
dude m the thouW\d dollar su11 comes bad... an' ji$t s1aods 
OUISkk the: bu1khn', not say,n· I -.ord. but \fooch)' 5a)'l> he km 
here ' cm calhn' ·,m 1n his head Says he know 1hct hc'll 1oend 
the mom,1er af1tt ·1m mo. Shn. I a1n·1 !>tup,d. I could sec Moochy 
~hak,n' from no dnnk He ,,1,d he wuz shakm' from scared, but 
I \Ccn 'im like th1, 'fore an' told 'im he wcrcn'1 &min' mybocllc, 

•v. ·cn, ncu day Mooch) wuz packed up anJ 1,onc- Old Tom 
scra1Chc\ h1\ head and take$ a Ion& s-...1g ofv.h1\kcy. "You know. 
funny thing 1s, I )«n this fancy dude, didn't look Mexican 10 

me though. la1cr thee night. ,111,n' 1n a Caddy hmo (Cadillac: 
hmooMnct. 11st loolun· at the bu11d1n· v.-hcrc \toochy u)oed ta 
\tay While lak"r. lhct Caddy 1~ l(lnC an' the bu1ld1n' 1s oo fire: 
Kinda wanic, ch~ But thc:n theJ,C bu1ldin'.s arc alv.ay actun' 
1on:hcd by dumb folk or fer 1n\Ul'1ncc.'' 

Note: Old Tom doesn't koow anythma else of value. The 
poh,.:c hue ched.cd the bu1kJm1 for s11n\ or anon and the 
\IAAharc cha:lr..\ out dean Apparently the fire ""IS caused by 
~pontancou\ combu~hon TilC C'ad1llac and 1he nch dude ha"·e 
not been seen 1o1nce 

Willy the Moo1.:hcr is m h1dma. If the pla}er character, arc 
pc~1,1ent, the G\1 may allo"" the charac1m 10 track him do"-n 
11• • ncighhonn, Cit) wburt,. bu1 he mill) can't itll them any 
mote than Old T(Kn Willy d1J no4 ac1 a good look a11hccrca1urc 
nor docs he remember rhc Mc,rn,.:IUI gentleman he -.poke 10. All 
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Will)' C.ul add IS uw., the mon~cr ......... big. about ten feet ti.II. 
II ,,mply SICPJ>Cd (IUI of the !>hadcr•s for ,UJ m\l&nl. I.died the: 
man. and disappeared b;1ek ,mo the ,hadows. /\e1thc-r he or thc 
police knew it was there and there v.-a:, no trace of 11 later. 1bc 
"!>h<:k Meittcan Dudc"-.-.asa tall (6 fi)('lt \OfflC 1oc~1o), handsome 
feJlo,,. ,,.ho spoke """ha .. ,1c'ii..:an· ;k:<.·en1. and dre,-.cd ,cl"} 
e,pcn~\el) lluf\ 11 

The Fir st Mon ster Sightin g--------
Go,na to the sue .... ~re 1he monster ...,a,._ first s«n v,,11! re,·cal 

linlc. Olhcr than 1he ma,onty of the nc1ghborhcx,d bclic"o that 
thc:rc really v.-u a rnr,n,tcr and ~ C\-II and magK arc al v.orl. 
lllc) v.-,11 talk about rum(")r,ofthe Demon Fist gang u~1ng ,·oodoo 
and of a police co, ·er-up rcgan.hn& 1he footprmh----

ACl:e):, into the old drug house 1s s,mple. a, 11 hh bttn broken 
mto numerous lime\ b)' 1he cunou\ Mid ,andal\ The ph)s1cal 
eHdcncc includes the police marlung, ""here bod1e, fell and 
walls riddled with hundred, of bulle1 hole\. Blood C0\-cn. the 
fl()()r1 and wans where the battle 1oc.1k place 

A P,.)'chic -.ensi11,e -.,11 De unable 10 dclttt an)thing unusual. 
a., thcrc is no lmgcnna supem.,tu1111I e,11 or mllk.: HO't\e,cr . 
the: pllk.'C 1s a gnm ,1sh1 and v.1II fill all '\\Ith a -.en....ation of 
foreboding. Only an obJCCI reitd or clnu'\o·oyarn:c while 1ouchma 
the bloodstained v.-alh or floor v.-,11 rrov1dc any forthcr 1nforma• 
uon 

A GE~E RAL ob.Jttt ttad ror lmpr«SSkHls(lflhc house .... ,11 
md,catc th.it the houi.c v.-as used for 1he sale of druas and for 
hidma drugs and munitions. The psychic will also i.cn-.e evil. 
pain. dci,pair. fear. death. and the ra,t presence of , upcmatural 
C\-11 maatc. Tbcrc are no hn_gc:nng ~p,ri1-> 

A lhorouch ob.Jttt rnd for lm•sn "ill dcfin,tdy TC\eal the 
l1J,t traumaric banlc: 1n the house' 'Inc emo11onal 1mpress1ons 
arc i,upcmatural evil. hale, sadi'illC pleasure from death, surprise 
and terror 

Jmaies include ,,uppeu or a frenzied gunfigh1 -.,lh thugs 
shoot1n1, and scrcanung, M\\'hat 1s 1111 \\'hat ,s 1111 • Help'! God 
U\-C us!!!" Stlddcnly·, there 1s an unqc or a man droppmg to 

his knees, clutching his stomach. which has been tom oot The 
image: changes to show othen attemptmj to scoop up drugs and 
money. lhcn gunned dov.n in a hail of bulkts Soll othtn art 
caught off auvd and are killed before the)- can make a mine 

Aaam. the imaae changes; Tbere arc: 1hrcc gunmen m"a<len 
. .. a rival gang . they arc drcs,cd m leather, their faces can 
not be seen, bul their 1ang colon <riuddenly fill the ps)'ch1c'1 
1mase. the clenched cl,.,.. of the DtMOII FU, 1ana . An 1nstan1 
laitt, the fist traMfomn into lhc scrctthing fttt of 1he crcarun 
Blood and saliva flyma from its mouth; a mouth filled v.-1th hugc 
teeth Burning red eyes sparkle wnh glee 1ne 1magC> stop11nc 
scnsill\'C will be momentarily weak and visibly ,hakc:n by the 
expcnc:net: 

Jr the psychic ha:.• klK>"lcdge of demon and moo,;1cr kn. 
he (If" she may be able 10 1dcn11fy the crea1urc; roll under lore 
skill A failed roll means the image v,,•as 100 bnef and starthn& 
to make an idcn11ficauon Othel"lll-11>C, all the scns1t1\-ecan confirm 
1s thal the mon~tcr h,n a hz.anl-hke htad. huge toothy maw, and 
1s dc:fin11ely §Ol1'IIC '-Oft of supcmatu1111I pttdator 

Sensln& th~ p~nl "ill rc,·eal only the: irnate of a hand 
w11h a large. blood red i;apph1rc; no1hing more 



Succes.s ful Ch1lr,·oyance will Oood the psychic with a feelin g 
of impending danger (not 1111,ncdiate), and he s«s a bloody 
sacrificial knife laying on a stone slab. A man's hand reaches 
down 10 p,ck ii up. The on!y d1st1ngu1shing feature is a large 
sapphire rtng 

Success ful Oi, ·ination v.·111 re1,·eal a 1noos1rous clawed hand 
and a comparall\·cl}' tmy human hand (ma le, wearing a red nng) 
wrapp ing a thid,, chain around the 1hroa1 of a Junkie. There is 
laughter and a i.cn\C of power and nil. The diviner will conclude 

that a human has jomed "' llh supernatural evi l to acquire po"'er. 
1nc human's power 11, ~trong. He grows ~Lronger hy cnsla\·ing 
his victims (thro ugh drugs and magic) and has no fear, He will 
be a dangerou~ foe 

Word on the Street 
There is an uneastness on the streets. Many will not talk 10 

strangeo. Tho~ who are willing to 1alk , speak of voodoo. magic. 
and monsteD. Nobody knows a IOI about the Demon Fist gang 
other than that they arc a new organiza1ion 1ha1 appeared about 
eight months ago. Rumor has ii thai they are fina nced and 
supplied by a Columbian drug k ingpi n. Some belie\·e 1hat the 

Demon Fist gang 1s the cause of the magic mumbo Jumbo . All 
know them lo be responsible for the destruction of the Street 
Men gang. For the moment, the Demon Hs t seem sati~ficd with 
their huest cooquest, but the other gangs are filled with anx iety 
and many prepare for v.ar. Other~ believe 1ha1 a terrible creature 
stalks the streets and that anybody cou ld be ,ts next vic11m. 
including the Demon Fi~t. St ill , the maJOrity believe that 
monsters and magic are nonsense and go on with their li\·es . 

Part Two: 
Tackling the Demon Fist ____ _ 

Our heroe!> may find thcmM:lves in a bit of t rouble . While 
they may be fa11ul1ar with combating the supernatural. 1hey are 
not hkely to be prepared lo wage their own war again~t drugs. 
Tht people they wil l be interfering with are cold, calcula ting 
killers w1lh a smal l army of ·'wldiers" al their co mmand. (Nott: 
The 1enn ·1,oldicr~· refer.. to the netv.oii: of drug runners, dealers, 
Ind enforcers/thugs invoh'ed in organ i1,ed drug gang\.) How• 
ever. any char:mcr of a good alignment will not be able to tum 
!us back on thl) situat ion. especially knowin'gthat evil magic 
IJld blood sacrifice ~ arc im·1>h·cd. However, there are a couple 
of approaches one can take other than ou1 and om comba1. 

One such op tion wou ld be to unco1,er evidence linkin g the 
Demon Fist's leader(s) to the an11nal sacrifices and better yet, 
the murrlers of the homcles~ men. Along the!.e lines, proving 

kidnapping. cxtonion, and the sale of illegal drugs would put 
thcst guys away for a long lime . Although ou r heroes are not 
policemen, they do ha\·e invC)ligative skill s and, most impor
taritly. poi,sei,s psychic powers (and possibly magic) that will 
Jive them an edge. Certam ly, they will be far better prepared 
for the supernatural. 

Another tactic would be the elimina1ion of the mystic aspect 
of the drug organization. This could be done by focusing the ir 
efforts on gemng ridoflhe arcanist leader(s?) of the gang through 
e-,·1dence and 1mpriw nmc::nt, or by the much more ex1reme meas-
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urc of actually de\troymg the mage and hi!, mon,1er The Jailer 
case may be 100 violent for "ome, although the group ma)· be 
forced IQ face this life and death confrontation whether they 
want to or not 1ncl>C arc viciou-. criminals fighting for their 
hve!, and livelihood. They v.-ill not Cbt a fncndly eye toward 
troublemakers.. 

Our hetO(!, will aho have to be careful not 10 break the law 
thcm')Ch·e,; and land in Jail. If the}' are smart they will only M11d 
the law and Ul>C tht'ir ~pedal abilit ies and unique knowledge to 
foil their foe. Also. while the police- arc resi51ant to know -it-all 
snoops. they are !:!£! the bumbling incompetents the media ha~ 
recently made them out to be. Con~equcnt ly, the y will no1 ignore 
substant ial C\'idcnc:e or a threat of serious injury to other~. Un
fon unat ely, it ma)' 1ake some .,.ork to get them on che right track 
and moving . Any pre!>entations about magic and monsten will 
not be effect ive and are hkely 10 be di~mi,sed ... ithout funher 

consideration. A helter tact would be focusing on m01t tang,b\c 
evidence and less radicaliridiculous ~peculation (even physical 
evidence of a mon, tcr or mag ic 1s like ]} to be dism issed a, a 
hoall; working for the After Midnight tabloid v.-ill reduce the 
character·s credibility even more). 

Tracking the Bad Gu)'S 

Once our imes1igators are on thl' right track, they v.il l ha,e 
little trouble following the activities of 1he Demon Fist gang oor 
tracking down the ir leaders. The maJorit) of the legit1ma1e gang 
mcmbc~ all wear black leather ;ackets wnh a monslrOlls <:lawed 
fis1 on the back M~I are hoodlums recruited from the local 
ne ighborhoods. ~lowe\·e r. the big boss and most of his lieutenant, 
are South Amer icans (not 1\-k xican as Willy the Moocher be
lie\•ed: to him, \-lexicans or South Americans are 1he same) 

There are a ha lf dozen significant ~trcet comer. and crad, 
h()U,es ,cattcrcd ove r a 10 mile area that mark maJor tactical 
locations in Demon Fist territory. All an:: localed in 1he old 
~lion of 1ov.n A few of the lieutenants hve m this lt'n mile 
area. but the big boss h,.es in the wcalthic,t '\-IX'lion of lown and 
is seldom seen slumm ing m old 1own 

The head of this drug ring is a nati\-e of Bra,i\ by the name 
of Alon,o Diaz Chapa. Senor Chapa 1s a tall, handsome man 
in hi~ m id-th 1n1c~ and a lwa)'~ the epitome of fa,hion He is ,aid 

to play the stock marke1 and is independent\}' wealth) . He ha~ 
al~ exprcss.cd an interest m the plight of the homele~5 and urban 
crime and deca}'. Al a recent 1housand dollar a plate anti-drug 
fund nuscr, Chapa announced thal he would like to help re\'ilalize 
the community of his adopted home cit). 

Checking into hi, pa.,t .,.ill ,how that not much is known 
about Chapa . He comes from a large fami ly m a small village 
m Brat.i i. Hi, grandfather was a shaman said to ~!;Cs~ great 
mysuc knowled ge, but who v.·as ~la,n by hi!> own village people 
for relea~mg ··evil spirits" mto 1he1r land and causmg the village 
grca1 hardsh ip. Shonly after thi!,, young Alonzo Diaz Chapa 
moved 10 Co lumbia. where he was educated and became a sue. 
CC!>~ful bus1nc!,,man (but far from wealthy). He has ties with 
se\'eral families and imponers suspected of smuggling and drug 
dealing 

Chapa h\·es on an estate isolated by 111,en1y acres of lightl) 
wooded land. The en tire e\l ate is surrounded by an eight foot 

iron rail fence and guarded by a private i.ccunt} force of a dozen 
men. The securi ty force and hi5 chauffeur live in the sizable 



-.cr\·ant,' hou'\C an ar.:re or Ml away from !he mam houM:. The 
main hou'-<: i, a mansion rhat ii> mhab1tcJ by Chapa, his current 
m,stres!>, and two of hi, mo,t rnmed lieutenants (alw Sooth 
American). No other pel'!>Onnd ,tay at the mansion, althoogh 
SC\'Cral :-erv.lnh aOO a cook are employed . He entcnains a select 
irotJP of friends and bu~inc,, a"oc iatcs (his other heutcnants 
and wealthy d1ent'I) frequently 

Poli ct'/D F.A file: su~pected of narcotics trafficking. Known 
a.~sociatc, mdudc ..cvcral intcma11onal drug dealer\. Suspected 
of murder and rape. although hoth charges were later dropped 
(lad, of C\·i<knce). Behcved 10 be the head of rhe Demon Fb,t 
gang; msufticicnt ev idence. No known aflihation with n:hgious 
or occult ~ec!S or pract111oncr.. 
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Game Master Data-------
Thc ~tage is set. I leave the rest up 10 >ou G.i.mc \1as1ers 001 

1herc. Elaborate as much or as lilllc a, )OU wish The followmg 
arc some final conflict plot ,uggcsnons. additional informauoo. 
and villain data-------- -- - -

A confirmation of magic 
Ched.ing out the \'ariou\ drug hou,.c., Y.ill not provide 100 

much more info other than confimung that Alon7.0 Chapa is 
definitely the leader of the cnme organi1.ation P1-)·chic readings 
will also confirm thal Chapa possesses my,tic knowledge, is 
pmbably an an:ani\l, is at lea)I mid-le\·el. and definite!> ev,Jt 
Getting an objecl from one of the crime heutenanb (m<>\t arc 
South Americans) and object reading 11. will produce a variety 
of images, from bcatmg up somebody 10 counting money, bu1 
the mo~t frightening image will be that of the lieutenant par• 
tieipatin g as a mcmhcr of a CO\'Cn. drcss.ed in rohcs and about 
10 murder an old man rn a ritual mag,c ceremony! The~ gu)'s 
are all evil wnh a capilal "£ ., 

The psychic may also get an image of the lieutenant actom• 
panying Chapa to a n..,aJ drug house. The t...,o men and anoiher 
(in shadows) arc in a car near 1he hou~. Chapa I) muttcnnll. 
the lieutenant smile~ and pa11en1ly wait) . Suddenly, the psychic 
reahtt.-. he is casting a spell. an instam later. the house bursts 
into flames; the image ends. 

'!be ~ychic may also get a picture of an unpubhci1.ed assault 
oo members oflhc rival drug gang. 1nc crime lieutenant watche$ 
a~ 1hc monslerterrori,.e.-. the dcaler5 before it tears them to pieces. 

GJ\1 Option: Through objcc l read, clain10yance. d1\lination. 
obs.crvatmn. by stakmg out 1hc mansion, or a reliable tip on the 
slreel. our hero:, learn 1ha1 anochcr human sacrifice is about to 
be made (tomght or tomorrow kind of thing). Remember the 
recently mi\')ing derelict'? If you recall. the reason foul play is 
suspected is bc::cau-.c the old man disappeared. lea..,ing his belong• 
ings behind. An obj(.-ct read of his possessio n~ could provide a 
great deal of infon11ation (slill ali\·c, healthy. scared, prisoner) 
Likewise. a seanc..-c might reveal pertment data (talking to one 
of the prc\'ious vic11ms). Explore the possibi litie~. lnen ask 
yoorself, will their ~MOping arouse Chapa Of' one of his hen
chmen ? Will this cause an cncoumer,.,. uh thugs who will try to 
scare or ~trong-arm 1he group·! Will Chapa use his magic against 
them or send the monster? Probably not yet . Not until he realizes 
the full danger they reprcsen1 10 him. 

Possible Endings 
Thi~ can lead to a coup le of different \L'enarios. 1ne group 

can anempt to sneak inlo the mansion (the guard" arc half their 
usual number and seem carelc .. ~ tonighl). Once m. they can try 
co find the intended victim and rescue him without a major 
confrontation and/or uy to get evidence of this and other crimes. 
This cou ld make the villa ins a,.,.·arc <Jflhe player characters and 

cause all kinds of in,idi ous problems. magic or monster attacks. 
or a ,hake-down.lauack by thugs could happen shonly after their 
bold mtcr\·cn1i1m. Chapa and his men will definitely seek 10 
eliminate trooblcmakcr~. especially psychic or m)·~lic interlop
CN. 

Or, ooce inside the mansion, the pla)er characters find 1ha1 
e\·enl\ have gone too far and a maJor confrontalioo. fighting 



hooth. magic. O'KH1,tcr and Chapa. ensues (GM's option). They 
...,111 mn1tabl)' ha\ 'e to figh1 the mon~tcr and pr()bably Chapa. 
al ~me d imacl1c porn!. 

GM "lote: Sec the ~•arious NPC charac ter and mons1er dcscnp. 
11um for more dala regarding magic and mon\ters. Also note 
1hat nenhcr Chapa or any of his henchmen or known aswciatcs 
wear a red ,apph1rc nng . That reoccurring psychic image appears 
lo be a dead end The psychics 11i.1II have 10 conclude that the 
rtd ,apph 1rc rmg wa, )ymOOlic of 1he blood spilled by the crim 
inals to auam their >wealth; blood money and blood sacrifice. 
Then: arc no leads on anyone else invoh·ed in 1his drug organi 
z&ttoo However. this advemure ties into the ad"c nturc: Sou.th 
Amuican Sku./du.ggu, . 

Chapa 's Mansion 
The playeD shou ld already know about 1he es1a1e owned by 

Demon Fist drug bo~s Alomo Dia1 Chapa; $e~ Tracking rhe Bad 
Guyi. It ts a large, fashion able es1a1e with SC\/eral acresof ligh1ly 
wQOded land patrolled by a half dozen guards at all times (the 

other half dozen art found at the servants' house). The guards 
are armed with 9 mm pislols and a shotgun or as~u lt rifle. 

The sm a ller S(>n, a nts' hou se , located closer to Lhc main gate, 
is where Chapa's dozen guardsfgunmen li,•e , Other th an a small 
arsena l of weapons and se,..eral automobi les in the attached gar
age, there is nothmg of imponancc 10 be found m or around 1he 
building; no drugs, no magic, no mcnmm atmg evidence. Most 
or the gunmen arc loyal South Americans who have served as 
Oiap a·~ prOtCC-I0rVmu\CIC men for many ycan. lney know that 
their boss believes 1n magic and they arc some11mes asked by 
him to partake in strange mystic ceremo nies. Howc,•er, none 
have seen a monster and none understand the reasons for the 
ri1uals (oflen there i~ no immed iate rcsul1 or effec1 from the 
ctrtmony) . Mose Ii.now their boss to be a cool and cunning crime 
lord with the potent ial for greatness. They also acknowledge 
tha1 he seem~ to posse,~ certam un ique abi lities and unc.anny 
luck. Whether this is a result of magic or the ingenuity and luck: 
of lheir 00)5 is unknown lney really do n 't care, either. loey 
do not ask questions, 1hey JUSI do or die 

1be gunmen al\O respect and fear the bo~s· two mam men , 
Alvaro and Rivera, both of whom lh·e 1n 1he mansion with Senor 
Chapa. They will obey order,; frnm the~ two men as unque~tion• 
1ngly as from Chapa h imself 

The ma nsion is a large and luxurious brick manor house. 
The ground floor conta ins a sizable entrance sitting room , con
necun g dinmg room and a con necti ng living room. Down the 
hall is a prhale den/study and bathroom, across from which is 
• library . On the opposite side or 1he house. near the dinmg 
room, is the huge kitchen and walk-in pantry/storage. The second 
Ooor is alt bedrooms (8 in all, eoch is huge and all have connect
ing pmate baths). One of 1he central bedrooms has been con 
vened into a den type room that coneeaJs an armor)· of automatic 
w~pons and a wall safe containing a quarter of a million dollars 
m cash, and twice that a.mount in wome n '$ jewelry, Chapa's 
coded drug files. a silver ceremonial short sword ( 106damagc), 
and an Ingram sub-mach megu n. The safe is connected to lhe 
silent alann system. Only boss Chapa. his mistress, and Alvaro 
and Rivera li~·e in the house and occupy this floor. The third 
floor is a ballroom. as well as. 1wo servants' quarters (not in 
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use), and anothe r denfstudy area (seldom u\00) . Nore that no 
servants live in the hou~c. allhough a chef. hi:. ki1chen help, 
four maids, a secretary and four other :servants are prcsc.nt 8 
a.m . to 8 p.m. daily. 

The atti c is the fourth and final floor. It is locked at all times 
and is connected to a con("ealed alarm system that quietly buzzes 
in the bedrooms of Chapa and his two main men and the down
stairs den. The attic is divided into three sections, 1he firstquaner 
is obviously storage (nothing of value; only personal items). The 
second half is accessib le only through a metal security door 
(door .500 S.D.C .. lock 100 S.D.C.) which is 10 be locked a1 
all times, but is lcrt open 12% of the rime . Inside is a chilling 
sight right out of an old horror rtl()vie. Along one wall are 13 
pegs, hangil'lg rrom each arc 12 black. hooded robes and one 
red silk robe. Along the same wall, neares t the door. is a large 
sta inless stee l sink, 1he washtub type usually found in a basement. 
On the other end is a beautiful and ornate oak and glass cabinet 
containing a variety of herbs and componenb, a pair of sih ·er
pla ted ceremonial daggers, pair of ceremon ial gold gobleu: 
(wonh SSOOO each), an ornate, gem studded, gold crucifo: that 
looks like an antique (value is $50,000), a hand -held mirror, 
chalk., charcoa l , paint brushes, dip pen, six ceramic bowls of 
varying sizes. bronze brazier. two dozen candles, 1011i.cls, 
washcloths , a .45 automatic pistol (loaded with silver bullets; 
plus two clips of additional silver cartridges) and two concussion 
grenades. 

In the een1er or the room is a ten foot long (3 m) marble altar, 
or sacrificia l slab, complete >with run-off groo"es and concealed 
conta iners for blood (ick) . On either side of1he altar arc six foot 
call iron candleholders (hold six cand lc!i-each) . Nexc to the altar 
is a small pushca rt that contains a sci of keys 10 unlock the 
manacles and handcuffs, a small, gold ~rificial knife , and a 
number of diffcrenl knives. ptcks, and torture devices, lwo pair 
of handcuffs. plus three black body bags, each neatly folded 
Just beyond lhe altar ,s the place where the ~n:cn:r stands 10 
conduct the terrible ceremonies. It is denoted by lhc circle of 
Si.pe rior Protection.' Beyond this are se"eral other magic circles. 
which include : con,train being. summon lesser bcmg, protection 
circle (lesser). and dom1na11on. 

Along the opposite wall is an ornate tapestry of mystic symbol~ 
(all design. oo mystic significance; JU:ot looks good) and three 
sets of steel manacles built into the >wall 10 accommodate special 
gues1s. lnere is also an unlocked che,t 1ha1 co ntains a half dozen 
ex tra robes. an e11.tra set of keys to unlock manacle~ and hand• 
cuffs, two sho1gun~ (one loaded with a mi:-: of herbs and spice~ 
along with rock salt; inflicts 206 damage ), a sub-machmegun, 
another .45 automatic pistol al~ loaded with siJ\·er bullets. and 
a flame -thrower[ 

There is a ~ecQnd door directly opposite the entrance. It leach 
lo the lase quaner of the attic. The windows have been sealed 
and the room made soundproof. This is the chamber where 
prisoners and sacrific ial \'ictims arc kepi . There arc three ~h 
of manacles built into 1he 11,,all. T11i.·oco1s. a toilet, and washbasin 
are the only other items in the room. GM Note: Depending on 
when the player characters arri\'C, the old derelict or other pris
oner will be found in this room. Also note that if the heroes 
arrive during a ceremony, the creature will be guarding the front 
pan of the atlic and Alvaro will be >wearing his full rim armor 
under his robes; see NPC description: Weapons 



Alonzo Diaz Chapa 
Align ment: Diabo lic Evil 
Hil Points: 35 S.D.C.: 21 P.P.E.: 43 
WtiJthl: 190 lb\ Heigh t : 6 ft 4 mchcs Age: 36 
AUributes: LQ 15, M A. 20. M E. 17. P.S. 14, P.P . 13, P.E 
12. P 8 19. Spd 15 
Experience l .e"e l : 6 th level Arcamst 
Magic knov.ledge: Sense magic. sense P.P.E .. 'iCC aura. see 

invi~ible, dealh mmcc, befuddle, conccalmcnl. detec t conce 
alment. fear. tum d<:ad. ignite fire. fue l flame, 11npervi0\l~ 
to fire, unprcssion, charismat ic aura, blind , calli ng . domma• 
lion, e,capc. heal '-lloun,h, horrific ,llusion, superhuman 
\lrcngth, call lightning. 11,,•ords of truth, cons train being, sum
mon les'iCr bemg. aod both protccoon circle\ 

Pi.)'chic Powers: None 
Comb11t Skills: I fond to llaod Expert. five attacks per me lee 
Bonuses: + 2 to strike, + 4 m parry and dodge, + 3 to roll with 

,mpacl, • 5 ..a..,c v~ horror factor, +2 save vs psi-attacks. 
+ 4 s.avc \'S magic and po-;se,;sion 

\\capon Profidtnc ies: WP Shon Sword. W.P. Dagger. W.P 
Automauc Phtol. W P Rifle; all at sixth level skill. 
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Weapons: Always carries a .45 Co lt automatic pistol (4D6 dam
age per bulkt. l,iit ,hot clip) . H,, ar.cnal at the man,1on 
mcludes lthica shotguns. a \'ariety of sub-mach incguns, and 
additional handguns . He has these weapons in his bedroom 
and in the attit. 

Skills of Nott: All Lores 85%. Research 98%. Chenmtry 95%. 
Chcmi,try: Analy1K:al 90'1, , Mathematics 98'",f . Compu1er 
OperatlOn 98'\. Dance 90',l, Sing 85%. Fi:.h111g 951){, Ar
chery , Prowl 90%. General Athlet ics, Pilot Au1omobile 98%, 
Pik1t Mc>torcydc 85%, Pilot Airp lane 95%. 

Description: Alonzo Diaz Chapa is evil. tic cra,es power and 
wealth over all else and will stoop to whate,cr mean, neces
!>m'Y tu gain them. He hal, learned the m)'~lic art, from hi, 
grandfather. who was a good man. but called on force~ he 
could not control and paid lhc price with hi, death . Hi, grand
papa's murder turned AlonLo's heart to stone . At an ear l) 
ogc he decided that he would oot follow in the footsteps of 
hh kind mentor, bu1 wou ld u..c hi!> magic for hi!> own !>Clfish 
purposes. 

AlonLO r.ees most people a,. ~tupid ,hecp waiting to be 
sheared. I le respects intelligence nod cnJOys a good challeng e 
as long as he wmes out the winner in the end. He i~ rold. 
calcu lating and ruthlcs,.. While he doe" not cnJO) killing, he 
sees murder as a means to his encl and will not hesita te to 
kill. Indeed, he i~ rc~pon~iblc for a ~ore of death, in Old 
Tow n, added to a previous 1wo dozen over the years as he 

climbed to lhc top as a drug dea ler llis hard life in South 
America and the too often 1011, regard for human life there 
has helped 10 mold his killing ways . 

N(lte: Julio Alvaro and Pepe Rivera arc Chapa·, two mrn,t 
trusled lieutenants and li,·c in the mansion, each with thclr 
own suite and arwnal. 

Julio Alvaro 
Chapa's right-hand man and chier lieutenanl 
Alignment: Aberrant Evil 
Hit Points : 58 S.D.C.: 39 P.P. E.: 7 
Weight: 210 lbs Heigh t: 6 foot Age: 52 
Attributes: 1.Q. 14. M.A. 12, M .E. 21. P.S. 20, P.P. 14, PE 
18. P.8. 8, Spd. 10 
Eitptr ienet' Le\o'el: 9th le \lel criminal (equal ro a mercenary 
wldicr) 
Magic knowled ge: Knows only some Jore. 
Ps:,·chk Po"·ers: None 
Combat Skills: Hand to Hand: Assassin. six attacks per me Ice. 
Bonuses: + 3 save vs psychic attack/horror factor .... 2 s.a,·e vs 

magic and poi..on , +2 to ,trike, + 6 to pany, dodge and 
roll, +9 to damage, knockout/ stun on natural 19 or 20 

Weapon Profi ciencies: W.P. Blunt, W.P. Knife. W.P . Automa
hc Pi,tol, W.P. Rifle, W.P. Automatic Rifles. w P. Sub
machincgun. and sniper (+I to strike): all arc at 9th level 
skill , WP . Cha in and Heavy Weapons are at 4th leve l profi
ciency. 

Weapons: Always carries a .44 caliber auto- Magnum pistol 
(406 damage, with an 8 shot dip), mini -U1i (206 damage. 
25 rounds), switch blade (1D6 damage. usually in Jad:e1 
pocket). survival knife (106 damage, concea led in boot). 
Manril.i - Gu!>ari ( IDH damage , weighted chain~). and a br:bs 
knuckles (104). Note: Will wear Ke11lar riot armor if he 



kno~·s he will be under heavy a1>sauh. and always wear- it 
under his robes during magic ceremonies and around 
mons1er.;.: AR 14, 180 S.D C., full suit. 

Skills of Note: Dcmolit1ons 98*, Demohtions Disposal 98%, 
Detect Ambushc~ 98%, lntclhgencc 98%, Wilderness Sur\'i
.,.al 98%. General Athletics. Boxing, Climbing 98%. Prowl 
98%, Sw immin g 98'k; Pilot Automobile. Truck, Moiorcycle 
aod Motor Boat each at 98% . Lore: Dcmoos and Mon,;tcn. 
60%, Lore: Religion 55'l. Speaks Engli.,h, Spanish. Por
tuguese. and ltali&n at 98%. Speaks French and Chinese al 
75'l 

Oestriplton : Julio Alvaro is a tough, old g&ngster who has been 
a wldter. profcNonal mercenary, military as<;a~,;in, and 
smuggler before _J01ning Chapa's drug ring as his ··Enforcer." 
He ha.,; been with Ch.ipa for !,even )'Can. and loves him dearly 
(hke father and wn). Julio will do anything to proi:ect or sen·e 
Chapa L1l.cw1~. Alonzo Chapa will OC\'er abandon his dear 
friend {except m a tachcal retreat). Ir Alvaro is caprured, 
Chapa will definllely use all hi~ resources to free him. If 
either man is killed t)r s.enously mJured, the other will go on 
a rampage of ,,cngeance that will be a blood bath. 

Alvaro i~ cool under fire. a quick thinker, and an excellent 
1ac11cian He is a deadly ma'>tcr with numerous weapom. a~ 
well as h:md to handcomba1. He loves intrigue and espionage. 
His favorite weapon 1s 1he knife, manrik1-gusari chaiM, and 
sniper rifle , although he 1s equally expert with most automatic 

weapons. 

Pepe Rivera 
Another Demon Fist Gang Lieutenant Close to 
Chapa. 
Alignment: M1M:reant E.,.il 
Hit Points: 27 S.D.C.: 24 
P.P.E: 14 I.S.P.: 54 
\\'tight: 154 lbs Height: 5 ft 9 inches Age: 30 
Attribule!I: 1.Q. 15, MA 9, M.E. 12. P.S. 18, P.P. 17, P.E. 

13. P 8 10. Spd. 14. 
Experience levt l: 4th level 
Magic knowledge: None. other than allowing an arcanist 10 

dnw on his P. P.E. 
Ps)chic Po,..·trs: Latent Psychic: Sixth Sense, Astral Projection. 

Ectoplasm, Bio-M.impulation (evile)e). and Electrokinesis. 
Combat S kills: Hand to Hand: Basic. three attacks permelee. 
Bonuses: + 2 to save vs horror factor, + I sa,·e vs magic, + 5 

save vs possession. + 3 to strike. +4 to parry, dodge, and roll . 
Weapon Pronciendes: WP. Blunt, W.P. Automalic Pistol. 

W.P Sub-machmcgun. 
Weapons: Alwayscarrie!i. a .44 auto-Mag(4D6damage, 8 sho1s. 

concealed under jacket in !i.houlder holster). 7 .65 mm PP 
Walther (206 damage, 8 shots. concea led on back hip). and 
a black1ack (104). An Ingram Model 10 sub--machinegun is 
always nearby (back !.Cat or trunk of car. under bed. etc .: 
41)6 damage. 30 rounds). 

Skills or Note: Escape Arfot45 %. Pick Locks 50%, Pick Pockets 
45%, WildemessSun•ival 55%, Basic Electronics 55%. Auto 
Mcchamcs 59%. Communications Skill Program ( + IO'l: to 
each), Genera l Athletics. Running, Swimming and SCUBA, 
Languages; Spamsh 98%, French and English :11 80%, Pilot 
Automob1le 88'l-. Pilot Truck 72%. 
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DcM:ription : Pepe Rivera is a yoong 1ough wi1h a great deal of 
cunning and a knack for mech.inics and commun icationi.. He 
is extreme ly obi.crvan t and always alert ( + 2 on imt1atJ\'e 
mils) He is no< the murderer that some or the other gang 
membeN are (he"s only killed twice), but he will no< hesitate 
10 hun or kill 10 sa\'e his skin He is loyal to Chapa and ~s 

him as a potentially grea t criminal kingpin and secs himself 
a_,;, one of Chapa's generals. He is currently con\1dcred to be 
Chapa's right•hand man, :,,ecood only to Julio Alvaro {whom 
Ri,·cra both respecls and fears). 

Rivera findi. the u~ of magu: and the supern.itural as clever 
and 1nnm·ativc . His own psychic pov.cr- lend thcms.ch-es to 
such an operation very ,moothly. Pov.ers such as Evil E}e. 
which i.Cem magical. only adds to the mystique of the Demon 

Fist 

Typical Demon 
Fist Gang Lieutenant 
Alignme nt: Miscreant 
Hit Points: 20 S.O.C.: 20 
Wtight: 160 lbs Height: 5 fl 10 inches Age: 27 
Attr ibu tt'li: J.Q 11. M.A. 13, M.b. 12. PS. 19. P.P 14, l'.E 
12. l'.8 9, Spd, 10 
Experitnct Len l: 5th level lal!hough a few arc thmJ) 
Ma gic kn oll ledge: None 
Psychic r owen: None 

Co mbat Sk ills: Hand to Hand: Expert. chree attacks per melee 
Bonuses: +2 to ~trike, +3 10 parT)'. dodge. and rol l. +4 to 

damage 
Weapon Proficiencies: W.P Knife. WP. Aulomatit· P1\tol. 

W P Automatic As5ault Rifle 
Wtapons: .45 automatic, M•l6 or AK-47 or similar :mau\t 

rifle, .;ub-machinegun (any). and knife. 
Skills of Note: Pilot Automobile. PilOt \1otor00.lt. Chemtitr)', 

Chem 1\tl")' Anal)'lical, Chemil>lry: Pharmaceutical. Pick 
Locks(sccondary skill). All are fluent in Spanish and English 

Description: l.:suall)' Hiipanic, preferably South American, but 
a couple are black and a couple others are whire nam.·es of 
the city They arc usuallydrc\~d ine:w;pcn~i,c C!Othing. suits, 
:md Jtv.clry. Mo~c are e;t.tremcl) loyal, and a bn fearful. of 
their sorcerer leader. All arc regularly mcludcd m c:cremomal 
magic at the mansion. 

A Typical Demon 
Fist Henchman /Dealer 
Align menl: M1~crean1 Evil 
Hit Points: 18 S.O.C.: 20 
Weight: 200 lb\ ll f>lght: 6 foot plus Age:20 
Altrlbules: 1.Q. 6- ID4. PS. 17+ 104. P.P 12 . P.E. 
10+ 104. all other. are a\crage. 
EJtperlence Le, ·el: Second Je,·el thugs 
Magic know ledge: 'lone 
Psychk: Po'-'·trs: None 
Combat Skills: Hand 10 Hand : Basic. T...,o auacks per melce 
Bonuses: + 2toparry. dodge, and roll, + 2 or more to damage 
Weapon Pronciencies: W .P. Blunt or Cham. W.P. Knife. W P 

Automatic Pi\tOI or Sub-machmegun 
Weaporu: Automatic Pistol. Assau lt Rifle or Sub-machinegun 

(not usually around m public). and knife 



Skills of Note: Pilot Auiomob1le, Pilot Motorcycle or Trucl, 
Body Building and General Athle1ics. Few speak any language 
<)(her than Engh,h. 

Otscrlptlon: Always wear their colors. the black leather jacket 
v.ith the nK,n~Lrou, clav.ed fi'it on the b.ick. Tbe majority arc 
yoong, bitter, poor. cocly, arrogant and aggress1H~. They 
view a life of crime as rhe way off the street and the sman. 
easy way 10 richc~- fow are v,.cll educated (M'.lme arc ilhtcr.tte) 
and have learned 10 u~ their muscle and cunning to get what 
they want 

Few of 1he Demon Fist henchmen know anything about 
mon,tcr-., magic. or blood sacrifices. All they do know is 
that Chapa and h i\ lop men arc tough. bad mother., who 
ha.,.e the ~1rec1s fearful of 1he Demon Fists. and that's cool! 
II mean, power and ,trcngth, or ,o that is how they see things. 
Yes, they ha~-e heard wild rumors about Chapa 1.nJ Rivera 
beini "\Ome kinda wii:.ards using voodoo or some1hin, man. 
R1gh1eolh1 A couple of bitd a!>~ dudes , gonna talc thc-.c 
streels, man. and make 'em all Demon Fisl turf."' Few really 
\!Op to think atxx.it how Chapa get, things done, they simply 
enJOy 1t A, for n10n\lef" and magic .. . 1f Chapa can put the 
fear mlQ people, all rhc helter, wheth er ()r not it's true doesn't 

really matter. Of course , there arc all sorts of nJmoni and 
s1ories about Chapa possessmg superhuman strength, causing 
fires with a glance, and eonsor1mg with demons . Ri"era is 
lnown for having e)·CS 1n the back of his head (sixth Seni.e) 
and p ivmg people the e\'il eye. "llell. who knows, man. 
Maybe the~ dudes arc i.upcmatural. All I know i~. they ain'I 
people you mess with." 

The Monster 
A mythical beast know as 
the Devouring Horned Lizard -Beast 

Horror 1•ac1or: 12 
Alignment: Drnbohc Evil 
Size: 8 10 10 fttl call (2.4 10 3 m) plus 1ail. 
Weight: 600 + lb, 
Armor Raling : I 0 
S.O.C.: 204 X 10. 
llil Points: 2l>4 x 10, but regenerates. 
Attributes: 1nc number of six -sided dice arc indicated as fol

low'\': 1.Q. 2. M.A I. M.E. 4. P .S. 5, PP. 3, P.E. 4, P .O. 
I. Spd. 5. 

Natural Abiliti~: Rcgencr.1tcs 2D6 hit points C\'Cry two mc:lecs, 
mghtn-.1on 600 ft (183 m), shadow meld at will (same as 
spell), can tdepon (10 mileJ16 km radius) once every 96 
houl"\ (4 day,). trad, by smell 30% . smell blood up to half 
mile away, uack blood seem 60%, climb 70%, prowl 40%, 
and can leap 20 ft across and 20 ft (6 m) straight up. 

Magic Abilities: None; prcdalor 

Psyc hic Po"'·ers: None 
I.S. r.: None P.P . 1-:.: 2D4 x 10 
Attacks per Melee: l;our: claws mflic1 2D6 damage plus P.S. 

bonus, bite doe~ 3D6 ( no P.S . bonus). Never uses wcaJ)(mS 
other than an occa~aooal club or thrown object, including 
throwin g bodies (does 3D6 damage) 

Bonuses: In addiuon 10 a11ribu1c bonu~c<;, + 210 strike, + 4 to 

parry and dodge. + 2 sa..,e ..,s pMonics. + 3 save vs magic, 
+ 8 to sa.,.e h florror Factor . 
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Description: The Devouring Homed Lizard-Bea!tt (the literal 
lr.inslatlOn from Spanish) is a supernatural prcdalOf that fcedr. 
on human Oe~h and blood . The dread creature ii. known in 
Brazilian legend :l!> a demurer of man and beast. Many arc 
the talcs or the..c horrid lizards found feeding on canl e or an 
unfonuna1e fanncr. 

Accord ing tt} legend, the devouring lizard-beasts are noc 
of this world and must be summoned by an e..,iJ magc . It i, 
a willing servant to evi l and will loyall} obey its summoner 
as long as it b allo"'ed to engage in wanton de'i'lruction and 
murder. In ancient times, the lizard-beasl wb usually !>Cnt 
down upon a village a.,;. temble re1nbu11on for some offense 
to the gcxls or to the ruling powcr..lwrcerer lbey would 
slaughter cattle. destroy crops., and murder ,.,!lagers m the 
fields an<l Jungle. S<,mc would c\·cn grow w bold that they 
would roam the village, hiding in the ~hadow~. Becau..e the 

mon\tcr'i· ,pccial pov.cris melding into shadows, !hey seldom 
auack during the day. bui an: nocturnal prcJato() 

Lizanl -bcasL\ arc hunter\ who lo\'C to the drink blood and 
eat the in1emal organs of both man and bca.,t 



A Slice 
Out of Time ---- ----- ------
(A wild illusionary Adventur e into the Bizarre) 

Tab loid l ie-in : Jack the Ripper Captured by British Bobby! 

This ad.,·cnturc is sunable for any number of player... It is a 
§Uptma1ural !.lug•fef>t 1ha1 will carry our investigators into an 
ahen duncnsion and 10 the brmk of insanity 

The Settin g 
The settmg can take place m any city throughout !he "'orld, 

but for the bel,t effect and atmosphere, lhc characters ~hoold be 
in London, England. --

In l!ngland, a man claiming to be Jack the Ripper h:b been 
apprehended by au1hori1tcs. The pla}'er team will be called in 
as consultant~ or attracted to mvesi1ga1e by the sc\lcral super

natural qualnies about rhe individual. In circles that deal wi1h 
lhe p.tranonnal, word ha~ i.prcad about the myi.tcry man, and 
Br111sh authorities are presently asking for assistance from repu
table paranormal mvc~tigaton. and p\ychics ahkc. The After 
.\tld n lgh t tabloid will definitely smell a story and send its team 
ofparnoorma l imest1gators as ;m offer to help (and 10 get a greal 
itOf)') 

In general. the media has not. yet. been attracted to this story. 
allhough word ha'i. leaked that a mental pa1ient believes he is 
Jack the Ripper This has led 10 a few tablo id articles, including 
a brief one in Aflrr Midnig h t, that have focused around the 
man's delusJOns of bemg the famous serial k iller of the 19th 
century. 11m obv iously can not be true since the murders were 
perpetrated over a hundred years ago and 1h1s man is in his 
mid-thirties. Most of the details regarding the individual are 
baffling and have been wi1hheld from the media. 

The Stor y Background 
Brnish authorities apprehended a man in the old White Chapt"l 

area in London. where he accosted a middle-aged prosti1u1e. 
There is nothing particularly strange about such a crime, except 
1hc perpetrator i,etm<. quite insane and not quite human. 

The individunl . simply known a~ "Jack," is a complete mys
tery. 1nc man has no 1dcnufication and insists tha1 be is Jack 
the Ripper. When apprehended. he was weanng authentic itl1iclcs 
ofdothing from the 1888 period. ~otone item was modem era. 
Furthennore. he can not be enticed to provide any information 
whatsoever about hi) family Of" true identity. hngcrprints ha\·e 

drawn a blank; oo prtviou" fingerpnm record. And photographs 
di.slnbuted 10 mental in'i.litution.s, as v.-ell as minor media cover
age, have failed to produce anybody who can identify the poor 
soul 

Jack ha s been preliminarily diagnosed a, a paranoid schizop
hrenic who is predominantly in a depressed and despondent state, 
refu'i.mg to talk fO anyone and ei1:h1biting SC\'Crc mood swings. 
However, he 1:,; subJCct to unpredictable eruptions from his quiet 
state with fits of violence. During these periods he is incredibly 
alert. ea~ily agitated, aggres'l.1vc. given to violem temper tan
trums, and possessed of seemingly superhuman strength. 

Physically. the palient presents unm,ual anomalie~. While awake 

JJ 

and act ive. all vital signs are comparatively human. although 
blood pressure is high, the puhc unusually fast, and adrenaline 
pumping . When asleep (which is about 3 hours a day; seldom 
sleeps at night) or doci le, the body temperature drops ten to 
rwenry degrees below nonnal and the metabohstn slows to an 

almost h1bemativc state. On two separate occasions, ordcrlie~ 
thought Jack dead. But there is more 

Jack seem" to be in"en"1tivc to pain, virtually impe~·ious to 
drugs, impossible lo hypnotize, and heals a1 fi\•e time~ the normal 
rate. He has a phobia about fire that will send him into a bcscricer 
frenzy or rage. On one occasion, he awoke from one of hi'I. 
)Cm1-,lceping, dcpre,;,ed cond i1ions. leapt up and nearly bca1 
an orderly lo death because he had produced a lit cigarette lighter 
to light hi<. pipe. A t-econd incident mvolved a pallcnt who had 
stolen some matches and .s1an.cd a fire in a ""a"tcpapcr ba~kct 
1be tiny fire sen t Jack imo a frenzy, causing him 10 literal!) 
climb the walls. The cn1in:: incident la"tcd le$s than two mmule$ 
In that brief period of time, Jack tore down 11,,1ndow curtains, 
)ma~hcd furniture. shattcn:d widows and nearly battered through 
the heavy iron meshing !hat bars the windows with hi~ bare 
hand,. He has been isolated and monitored 24 hours a day ever 

Even more disturbing i\ Jack' s unei1:plainable escapes from 
ltis locked and monitored room On four occasions now, the 
patient h.,s been found wandering the grounds . Once, he had 
managed to trave l 15 miles (24 km) within an estimated ten 
minute period , on foot. On each occasion his room was locked 
and completely secured. II is as if he had "impl)' telcportcd 
himself from the room to the grounds outside his window. When 
asked how he escapes. the man smi les and sap only, "Tm Jack 
the Ripper. an' my work calls fO me." 

Jack is unshakably rcsoh·ed that he i\ '"the"' Ripper, as in the 
genuine and original amclc. To give his delusion credence. Jad. 
bean a remarkable re!>Cmblance to two of the original suspcc1s 
(who also resembled each other). M.J. Oruit and the Duke of 
Clarence. Jack aho know,; evcrylhmg about the ancienl murders 
to the 1iniest detail. He even knows details tha1 h:we been kept 
secret by Scotland Yard all these decades. One police mspector 
has been reported as sa)'1ng. ··Blimey, o'cour.e th1\ man thinks 
ee's 1he Ripper. I half believe 'im mesclf" 

A ps)'chic. sometimes rccnutcd b) the police, wh brought 
m to do a read ing on the mystery man. The moment she entered 
the room she wa\ staggered by what 'I.he later reported as incred• 
iblc evil energiei., After a few minures in the room she demanded 
to lca\'C. OuL\idc the room the p~ychic was physically shaking 
and faint . Her brief i.iatemcnt wa:., quote. ··what manner of man 
is 1his, ifhe i,; uuly human . His 1houg_hts .. ltis mind ... un.speak
abl)' evil. His cn11rc e~sem.'t. radiate\ hate and a lu\t w mutilate 
and kill I'm wn-y. but I can not go back m there agam ." With 
thow words she left and ha_,; rdu-.cd all further request~ to help 
in this mvestigat1on The pauem seemed elated, saying. ··voo 
~ce, \he know\ me. She rccognn:ed me 1he moment she saw 
me. Why can·1 you?" 

Th1n.een hour\ ago, Jack escaped. 





Game Master Information 
The chase is on -----------

lllC Brit1YI au1hon11t:, will welcome any assistance on lhl\ 
case by 1my koown or rcpo1ablc psychic or parJps)·~hologist, 
even I~ cmplo)cd by the Labloid II/tu M,dniRhl (ahhough 

they will ~1 a k:ng1hy kx:iurc on tiema d,"m:t. cooptratmg 
•1th lhc law. and lx,n, rmfoli~lon.tl) bCl)thmg rre~ntcd In 

the >Cory backgrouRd will be prest"nlcd 10 !he clwa,.:ter'\, uM,:lud• 
1n1 ~U':\) 10 cum:nl polM."C files (OOI the -.«rel Ripper file,) and 

Jacl'~ pcmxl clochmg -- -- -------

b11e1ly how 1he pl11)"cr chan,,;:tcrs trad, Jade down 1, up to 
the Game Mas1cr Our heroes can trad, the fiend dov. n usmg 
fflalk.: or ~)'Chic pov.c" or. ultmu1cl7.1hc group can '4akc-.<>v1 
the Whnc Chaptl an:-a tnd run mlo him one n1gh1 Tt11, ,, more 
likely than one m1~h1 m111ally thml 

Th,., lad. the Ripptr ,s a 'lupcmiitural creature 1ha1 1hmk\ 11 
t\ "'lhc"' Ripper (St'I" Jm k ,ht' Ripp,r, Cl IJof)pdgangu l-.,111h") 

11.s hm11cd mm,ory ,s 1ha1 of 1888 London The chan~cs of the 
la~ hundred ycan arc 100 \Ubtk for 1hc ahcn C'R'aturc" 10 nolK.'C 
h ••II act on the mrmones. emottOf'I,;;. and madnessof1hcona1nal 
Jk._ lhc Ripper. only 1h1, Ripper 1) supplernented bysuptmatunal 
po-wers nnd even more C\<11. Firs!, 11 will rc-uca tc the cl<Nhes 1t 
remcmbcn. (a strange combmation of molecular manip1.1latmn 
-.,th tttoplasm), ""' the \<1llam v..111 be a h11 rnn~KUOU) m a 
tum of the ccn1ury SUII and Cape, Second. 11 'wlll be less Sttrcl.l\C 
and~ ob\<IOU'> 'The UHlUtt ha<i a~ 1n1elhgcncc and func
tion• mofC on the 1ns11ncts of a supcma1ural predator 1han II doc~ 
on human-l ike cunning or mgenu11y llowe,·er, i1 ha~ natura l 
power'\ that will make up for 11s lack c:,f de,·emess 

Th1, Jack lhe Ripper -will be al'iO be ea.\ter to find because 
the Cl't"aturc mu~ reed ~ e,i::ry 72 houn or- begin to kH" 
concrol over its ph)',1cal form and rill; shwmi back t0 it;, n.atvral 
d11nen,ion 'The em,ty hu no need for r,h)'s1cal food. but mu,1 
con~ume 1he P.P.E. of 11~ vict ims at the moment Qf ckath Con
sequently. the R1pptr...,11l Malk new preye\'cry 48hours 0cc:mc:c 
II lhmki- II IS lhe ong1nal Jad: the Ripper, II .. ,11 Jlf'C)' on \o1Ct1m~ 
1J1.-1th1n and around the old White Chapel d1~n,,:1 e,du)l\el)'. 
arrn,,um■acly a four m1k an:a (6 km). l ie \lrtU anad, only at 
night , bc1wcen 1he houn. of 10:30 p. m and 4 JO am , ar'ld his 
vicom~ will always be v.·omcn. preferably middle-aged prtKl1 
lutes. bul a hungry enuty 1s likel)' 10 make an exception and 
anact. any 1,1roman 11 can find. It 1~ aho hkely 10 stalk 1hc exact 
Wffl\'artas of the 1888 murders sun ~ memories art the 
most .,. .... idly dcl11.:M)U) G.\1 Note: Lnk,, the pla)tt c-haracicn 
act quK.ldy. lhc:n: \lrlll be a new murder \<KIJm approX111'131Cly 
e,ery 48 hours. 

Pi.ych1c scnsmve chal'll(;tcr. also ha ... e an add11ional edge. The 
scnsm..,e·s mnate ab1h1y to sense supematuraJ evil will v,am hm1 
'whef'IC\ltt Jad, 1s 1ot1th1n l(X) ft (91 .5 m) Abo. he will ~n11c 
Jack' s d1.s1mct1,e encrgie~. so he v..111 be ccnam that 11 1) the 
supema1unil Ripper The sens1ti"e can alw use Jack's clothe~ 
(pohcc evtdence) to tl"kk the fiend The J)'S)'Chic will 1n,1antly 
sense: the iupcmatural nature of Jac k's hr~t set of clO(h1ng. 
confoca1cd when ar('ltthcndcd by the p,l1ce . 1be ck,the,;; nKhalc 
as be1na both wpcmaluraJ and magtc-. F,·en the c~ncc of ,uper-
n■1ural c\<il can be au1M\ah1 .. "'lillly fell by the scns,o,-e. ha:au-.c 
the clothes a.re a ph)',tc ll c,ten:.1011 of 1he actuaJ cn:aturc As a 
resul1, 1hc p,;1-!>Cn!>lll\oe can track the entity b)' u~1ng ob)CCI read. 
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clairvoyance , ~nsc maaw.:, !>oCn.-.c evil or empathy oo any of rhe 
am,~ of c-lo<hmg 1be hn._ bcrv.un them and the SUJX"TUIIUraJ 
Ripper I) )oO mlCmc lhal e~n simple P,,)\:hK ~~ng ~111~. 
lite sense magtc-, 1ot1ll 11,·e lhe sen.s111,e a J)S)\:hlC flash, slw,v,1n1 
lhe R1ppcr'il ~Sent location and a ,.cn,.c of how close he may 
be; "Cry near (a few blocks), neat (within a mile). oot 100 far 
(v..uh1n fhe mile..,), or fair (o"er 10 mile..,) The clodun1 are 
physical manifestations c-reated by the c-reature and linked k> 1l\ 
ui..c~ _ 1bc pol1CC .... ,n allow the ~)1.h...: '° born)-., an 1111,:lie 
of dOlhmp ~ long as he s""~ t0 retum 11 undamagN ('\ote: 
'The clo1hmg. a~ 11,ell ,h Jai.:k·, bod)' • .,., 11! d1,appe.ir lhc moment 
the entity's phys.Cal fonn 1, destro)'Cd 

Howe"er. lhc hard pan will ~ be find1n1 Jack. The hard 
pan of th1, achcn rutt will be dc)UU)1ng him .nJ """I 10 tell 
the 1.1.k Stt the df'scri pUoo of Jack IM Ripptt for detail~! 

Jack the Ripper 
A Doppelganger Enllly ------- --

Thi\ cum:nl man1ft:!Ut1un o( Jai.:._ 1he Ripper 1, a rare 
Doppleg.anger Ent ii), a supema1unil crc•turc th.! 1.an 1emporar• 
1ly l\~ume a complclel) hunt.tn fonn tor neatl)· human) The) 
arc :.Hnided by ~ych1;,: eneru· and powcrtul cmollOfl~ The)' 
are especially attracted to e,,,I. v.h.Ch 1\ 1he1r natural es,.cni.:e 
After a plca:..1ngl) C\'11 1ndl\tdual i) found. 1hc cntit) a'l,\UfflC) 
1he ph)SKal appear.an..:c 1dentll) of the 1nJ,.,.1duaJ and empmt\1-
call) anJ 1ekpalh1ca.lly •~ a cena1n amounc of the peN)I\ ·.., 

memor~s and pe"°'1aht) fu,ually- rocu:..1ng on the e"1I and 
1raumat1c). The mdmdual bemg duph\:;dW nc,cr lnow, any• 
thing hh happened and aoe, atxiut hi, bu\1ncu ,n blissful ignor 
ancc In th1~ partKular Clioe, the crca1ure encou ntered J.11.:k tht 
Ripper back m 1888 It 1mmcd1.a1el) a,~umcd his ldent1I)', ab
SOfb1n1 portion~ of tnrfflOr) and msat11I), and bc1an to imn.tt 
h1 ... Cr'lllcd obsession 10 ... 11 miJdlc-.iged f""l',,tllUtc-~ 

Th" would cxp lam the 111..:1dcnts of September JO. 1888 On 
that Sunday morning, between the h<"ll.ll" of 1 00 am and 1-4~ 
am. the Ripper wJ) crtd1tcd for two sla) 1na, m ()fie night Tht 
fir.I body v,as found ma n.a.n-ov, roun).n! ofl of Bemer Slltt1 
"-'hen d1'Cmem:I, the bl.,d) Wb Sllll v..rm. meaning th:11 lhc 
Ripper had been ptt\Cnl llfll) momena e.i1hcr 11nd h.tJ mana,:cd 
m slip av.ay mto the dJrlnc,~ 

Al I :45 that same Su!'Kla)· mommg. a ~onJ body was found 
1n Mitre Square. She ttx1 haJ been slain onl) mmu1e,; before her 
bod) 'wl.\ found . This 1sOOC\lmcntcd beUU\,C ii Bobb) p.tttOlled 
the Square. makmg hi'\ n'lllnd., e,tt) 15 minutes. At I '<>am 
1he -.qua~ \lrll~ empty Al I 45 a .m the R1N)Cr"'i ... ict,m Iii) 1n 
a pool of her own blood :md cntr.ti1' lbe double- slaying ha\ 
alway, hccn a pcfTllcxing Hk.:ldent because 11 defied the Ripper', 
prev1l-.U\ p:mcm; I) ht had nc,-~r killed twice ,n the same n1ah1 
2) lhe ~ Y.omafl 'wih lhe onJy one of 1he Rippa's \olctlm, 
not .. ,lkJ 1n the Whale Chapel aru. hul 1n the: UI) of London 
prop,, 

Thtn there was the que\lmn of how the Ripper 1.:ould gel from 
one place 10 the other, appro.i:.1111;itely four m1lcs a pan (a r111r 
di,1ancc 10 trncrsc 1n JO mtnU1h while .i,·oklmg the: authon!IC'J, 
and cleaning oneself from the pn=,k>IJ.., lwl dttd. eo;pec1all) 1f 
on fooc ). &nd ~Wn cnou,:h l'Offlpoqlfe IC! find. lull. and mc-lhod 
icall)' d1s)Cct yet anolhcr victim, 'wllhl"ll.l1 ,.,tnes~ f.quall) 
d1s1urb1nc 11,a., that tx,.h murder "ict1m~ h~ been 'ieen 11,1lh a 



man around the age of 30. who stood S feet, S inches tall, fair 
complc:uon, darl. hair, thin, brown mus1ache. broad shoulden.. 
and dressed m dark Jacket and uoui.cr. and a black cape. Both 
descriptions matched perfect ly 

The two women had been killed imtantly by a six inch cul 
to the throat. Both women were brutally d1ssccted, <h was the 
Ripper's trademark Al 1hc time, lhc police e\·en considered a 
cupyca1 killer, bul dismissed that notion (thb wa, the first re
corded ~nal l.iller m modem hi,;tory). 'Titc appearance of the 
doppe lganger entity now expl ain~ how the ,ame man could be 
at 1wo places at about the same hmc. Tbe doppclgangcr would 
imnate 1he real Jack the RipJX.'r a., closely as !X)Ssible. thus the 
pa1ented Ripper rnutila11on. But the Joppclganger is never an 
exact copy of the pen.on it impeT$0nates, thus it did not follow 
the real Jack the Ripper's pattern of making assaults exclush'ely 
in the White Chapel district and strayed into London City, a few 
miles aY.ay. II Wb coincidence that the two '-truck on the same 
night, around the ...ame time. but then both are essentially the 
same person 

Whatever happened ro the human fiend knQwn as Jack the 
Ripper may remain a my1>tcry, but the presence of the doppel
gangcr may Cl{plain that as well. When a doppelganger efllity 
enrers our duncn\iOn 11 must assume 1he identity of a living 
creature from this new world within 48 hours or slip back to it\ 
natural dimen~ion It is this physical manifcsiation tha1 aochoN> 
it 10 our world. Once 11 has assumed a human identity, it can 
el{ist in our dimension indefinitely. The identity it has assumed 
is its only memory. lne crea1ure has no n:collccttOn of its pre
vious exis tence what',()C\"Cr Thus. 11 lives on in our dimension 
as that person might h\•e, only cruder and more evil 

Two thmgs can send a doppclganger entity bad. to it~ own 
dimension: dcstroymg its physical fonn, which can be extremely 
difficult. or by confronting it wi1h the person it has impcl1i0nated. 
The shock of s«mg 11self make, the entity wild. Its immediate 
reaclmn is to kill 11, other self, which 11 will alway s try 10 do. 
Bui the experience, while often fatal to the human. will u~ually 
cause the entny to reven to ,ts energy fonn and disappear. back 
to its own dnncnsiQn . The ent ity will retain a lingering memory 
of its previous mcamation, but usually forge1s those mcmoncs 
when it assumes a new fonn. Fonun a1ely, doppelganger emi1ies 
are increchbly rare and the ..arne ones seldom reenter our world. 
Thi\ entity is the excep11on. 

One late night in <klobcr 1888, the doppelganger. on the 
prowl for a oew victim, encountered 1he man wh~ idcntily it 
had taken, Jack che Ripper. Perhaps the two fiends were eve n 
s1alking the same woman as 1heir next victim, 1hc symbiotic 
relationship they shared cou ld have accounted for such a coinci
dence. Both man and monster stared with disbehef at the copy 
of himself that stood before him. Suddenly, the entity screeched 
and attacked. The real Ripper may have been slain, his idenllty 
as fad: 1he Ripper never discovered. Or lhe en_gagemen1 may 
have driven him complete ly inro 1hc abyss of in~amty, and he 
lived out his years a~ a madman in an asylum. As for the entity. 
the e~penencc automa1ically repelled him back into its own 
dimension. The madnei.i. of Jack the Ripper 11,as over as suddenly 
as i1 had started. 

As fate would ha ... c it. the entity has returned to our world 
for the first time m over one hundred years. The dimcnl>ion of 
the entity 1s n()C like our own. so a hundred ye-an may seem like 
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a week I() this supernatural thing; the Juicy memory of its prev,ou, 
life slill vivid in ils mind . Sudden ly. Jack the Ripper i, reborn, 
and a supernatura l menace stalks the ~trcc1~ of London Ju,t a~ 
11 had begun four genera1ion~ earlier . 



The Power of the 
Doppclganger Entity 
A trip back to 1888 ----------

In ikk11tu,m to its superh uman slrength and other natural 
.bilnK\. 1hc creature~ 1he pov.cr 10 1mposc 1u perception of 
rc;1.h1y 1'\fl 1hosc around 11 Presumably. Chi~ I\ \OmC ~ ofmyM1c 
1llu)1on or forn1 of mmd control. but no one know) for cen.un 
Tlm. 1\ partly bn:.au~ thtre ha\·C btotn only foorcncoun1cn. ...,,1th 
• dopptlJ•an~r cn11t,-m the last 2(X) year;, and panly because 
the c,·c11ts seem ..o real GM Nocc: Characters do not get to 
.u.,·c \Cl'\U) Uusa u.-ck Thcdfccuarcautomahc and 1mrned111c 

Tht- flnal oonfrontallon between Jack and the player char-.:
tcn. will m,,olvc ,och an aitad c One morncnt they will be s1and
mg 1n the dan.L (lfttts of modern London, the next ~nt, 
London I 8881 1'llC chanccen can be )!)read bk>cks apart, 11 does 
noc mancr. 1My will all be M:cm1naly tran)portcd back in time 
1bt 1lhh10n (1f 11 1\ an illusion) 1,1 w reaJ chat no amount of 
med11at1<N1, mind block, or denial can erase ,1 (no uvmg 1hro14• 
either) l·.,·cn the people m the illusion will seem real, to tile 
poutt that they ..,,II rcac1 to tht characier'1 ~range dothcs and 
acrenh Our hcro,es will feel. hear, ,;cc, smell. and ta\le c\.·cry-
1hmg a, ,f 11 were real. They will also feel pum. bleed and die 
as thty ..,oold 1n the rul -...ortd 

S111/, "'h1lc 1h1, world sums rc,1J eoou&h, chcrc arc dcfinnc 
difference~ For one, llmc 1-. d1stoncd. For example, 11 w,11 be 
dcmally mgh1fall ,n Jack\ wOf"IJ Oaybreal. will never come 
rcgardlc\, of v.hm rhc characters' wristvi-aldtcs may tell them 
London may only be a mile away. but they will find thcmsclve~ 
runnmg 1n a 1-...0 mile circle of the White Olapcl area I .1kcwist, 
llmc and C\/Cnl~ may repeal them~lv«, Ii.kc a fragment of mem
ory cauiht in a loop. For uample, 11 may have been summer 
or winter in the real wo.-td momcnli ago, bu1 m Jack's Londofl 
11 n Fall II may h.l\·e been mldmghc ...,_hen the chuaci.cn amvc 
and they may spend houn,: on 1hc run or fightini; hclc ...,_hen 
sudck-nly. 11 l.!i m1dn1ght apm. and the aJley...,.,y 1ha1 ihould put 
them 11 the bank\ ofchc River Thames. place~ them on Ute strc:ict 

they fif\l am.,.cd at when lime changed. This ,s Jack's rcahty 
A s.hvcrnf mclllOf)' 1v.1stcd and manipulated by an ahcn mmd 

TM croup'.!l major disadva n~ 1s 1h11 the doppclganger 
cnmy I\ the master of 1h" world. He can i,cnsc th111 1hc group 
s«lc\ ht) lk.stru,.;1100, so he must destroy them first. Worse. JUSI 
as the ps)i.hw: \C:n.,1t1\.·e could sense Jade 1n modem London, 
the supcrnacural R,ppcr crm ~nsc him or her m his dlus,onary 
-.o,id o( 1&88 London. only he doc) noc need an an,de of their 
clodung 10 find chem Fortuna.tel), ahhough 1hc V.'Ofld 1s twisted 
like a nightmare, the en11ty is tied 10 the memories or Jack the 
Ripper and his pcrcepc,on\ of the human rcal11y. Thus, the entity 
bclic,·c\ 1ha11t can be hun and k.iUcd JU~ hlc the hum.an Rapper 
Howe..,cr, 11 v.1II 1ns.11nc11'"cly u:.e ,ts supema1ural ab1hoes. ,n 
eluding the po¥,·CJ" 10 heal and rd:,,old Jl!iClf. eXCCpl ln\lCad o( 
healing fi"c 1,mc, as qu,ddy. ,t can hcaJ and rcgentt11le ,n a 
matter of mmute1 m lhis 1llu"onary v.orld (lhc human chara.:tcn 
do not CO.JO)' 1h15 ]u.xury) 

To slop the ttt11ture. 11 must be capcun:d.comcrcd and de 
slroycd llun,ng 11 and allowmg 11 to c~ape will ah~·a)'s mean 
that 1t v.1II momentarily rc1um, compktcly heakd and ready fur 
romba1 It -.,II try to kJWMC members of the group to a.ttad, 
chem one at a time or 1n pair.. If unsuccessful. 11 will auack: the 
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Jn)Up, stnkmg al one°' 1-...0 and then tlcc1ng. This h11 Ind run 
lacllc can be le1hal aaa1nst the characccrs (who can not rc,c:nera1e 
lilce their supema1ur11l opponent) 

The n11Habilily ol •rcapons is limned 1o the 11trm. the group 
had when they ...,_ere lnlflSportcd into the entity's domam and 
those they may find in 1888 Whne Chapel Guns -.ere not 

common. \0 they do not e\l~ 1n lh1s ,.ond Howc,·er. sv.oni~. 
canes. clubs. k.n1.,.c1, 11:,Qh, ml lamJ)'I, and~ on, arc ai.:cc~s,ble 
and effcc11.,.e against Jack Note: 1bc laws of Kience e:.:1~11n a 
funda.menltl -...·ay; ron~ntly. swun& a fire c..-ould >Cl • bui1d-
1ni abla,e and coulJ lill 1hc group, a_, well as ~m,ngly kill 
innocent by-standers. L1lcev.1-.c, the people ,..,JI rear.:t u they 
m1&hf tn 1hc real "''Ofid Shooting some-bod) "-!II llll him'hcr 
and hlCI) to cau~ a lynch mob to flU1'UC our heror\ A fo,t 
fight with an indiY1dual w·ho 1s not Jat:k v.1II ~1111 cau~ Jas.1in1 
damage 10 lhc pla)tt charac-1cr HOV."e\.-cr. -...hc:nc\.'tt JM.:l t-n• 
gages Che chuxter(,), there ._,II be no 001~1dc 1nterfrrence nor 
wunc~!\C!> 

Jack is 110C i1n lr,rl!Mt and has • great •nitnts.s. F"ttt 
Whether the fear of fire stem.$ from the entity or from some 
traumat.c memory 1t ,10Jc from the original Jack the Ripper. 1i; 

un1mporta11t. What mancn 1s lhat Jack 1s dcathl) afratd of fttt. 
although 11 will not pre"·cnt h,m from at1ad.1ng for k>ng Ho11o·• 
ever, this fear of fire is so s1rona that 1hc entity bcl1e\es that 
fire c.an dc,iroy 11. rhus all fire allad.s anflK1 tnplc ~ 
Scmng Jack on fire (w1thou1 an)· means for 11 to put ou1 the 
flame,:.) will destroy the en11ty'i phy~ic-aJ link 10 oor W(')rld and 
plunge II bkk 1n10 ,u o"''" d1menstC1tt 11IC momm1 lhc Jad. 
the Rapper persona 1s dcmoyed. the characters v.111 find them 
>elves bad, in modem London; 104 minuces of real time has 
paue,d fM C\'Cf)' hour in the IIIUSMlNI")' ¥,·orl,j of the eOfll) 

GM Nole: While Chapel, London, 1888 
1bc follov.mg is a bnef dc\Cnpcion o( London'~ White Chapel 

area during the day, o( the Ripper 
The While Chapel ~ v.a., moi-e of a suburb of lhe I.II)' o( 

London found m the "East End.~ In 1888. unemployment "'a., 
001 of control and the dispa.nty bct"'ccn the rich and the poor 
-.&1. 1mmtnsc l1'IC F..a~ End became a rlace for the outcast. 
unemployed. loafers. the \Cmi-<mplo)ablc. crim1nah, and 
homc~s) 11 was said that c~cryone m 1he East l·.nd "-Ol'C a black 
C)e. It I\ • rough 1111d rumbk- slum v.hett l..ondon"s J)O(lf" and 
dc111tute h\.ed ,n .squak:N" and ruined bu11dmgs The buslneSs area 
was compnscd of"'archou~s. furrieri and slaughterhouses. Cal• 
tie '-Were herded do"'n the street,. adJ1n,: to the rcfus,c already 
found there. The stench was av.ful 

The Ea-.1 End J)al.;lccd a populat ion of abouc 900,000 1n10 its 
Cf'O¥,Jed ~lrcets. The Whnc Chapel area contained J()ll of lhc 
East End', p(lplllauon. abouc 90,000 of the poortst Arr,o~,
macely 84 11o·crc homeles., and unemployed. another 8c:t v.erc 
unemp.lo)cd or occastOnally empk>)ed fofrcn 1n wlor ,11o-ea1-
shops, 15 l.iborcrs ,ho"·cling coal. and in slaughlcrhouSC"), abou1 
40% were dirt J)O()r bot scraping by on k.,s than 30 sh11Jmgs a 
v.ecl, the remainder were che poor and lov.·tt m1dJk class 
(fflO'llly shop owncfl)_ Pru<.111u1~. homck'iS. and l>OOUndrcls of 
all sons huercd the !otrects all hour. of the day and night This 
-.aj the hunting ground of lhe Ripper. nch v.nh hkcl)' prt:)' 



A Ooppelgang cr Entity 

ll orror F"'1or: 10 
Aliinmenl: \11~rcan1 or Drnbuh( b il; J~k "Diabolic 
SIie: ll uman; •" Jad, the Ripper 5 ft 5 rn.;he) tall 
\\ti1thl: llunun, 3.) fad. DO Ith 
Armor Ralina: 4 
S.l>.C.: 204 11: 10 tl il Points : ll)6x 10. bu1 regenerate.) l\olt: 
'The fad, the K1r,pcr entity has 70 SD C. and 40 H11 Points 
Allrlbules: l'hc numlx:r of \IX-,;idcd dice art 1ndtCated as fol• 
lo-..., 1.Q 2. MA 2. Ml:. . 2, PS 5, PP 4. Pl:: 4, P 8 
\-~~; u\Uall)' 1()6, Spd 4 
J ack !ht R.ip~r Enti ly Allribults: IQ 8. \1 A S. \1 F. 7. 

P.S . 25. PP 20. PE. 21, PR 9, Spd 19 
'1111ural Abllllle<i "" the PhJ ~lcal Pla11e: llc ah h~·c times fas1er 

than a normal hum.an. 1mpcnious fo drug,ichcmicah, can 
tdcpon up 10 (>ne mile CI fl kml. but n1tl\l be hnc of ~1gh1, 
llf'ICC t\Cf) 4M hou"' for 1mmcJ1atcly after fcc=dmgon P PE.) 
Al-.o ha,; the pov.cr to pull v1ct1m, mto an 1llu.)ionary .... orld 
{see prcv1ou~ dc<ieription and explanation I Th•'> po.,..er can 
only be u~d once t~cry 4R hoors 

Abo !.CC PS auribute for 1ni.:ttd1bk ~trcngth. bonuses for 
rt\i\lantt 11• mind contn~ 11) pnos1s. and ps)'l'h~ pov.~rc 

Jack the Ripper Ski lls: Prov,.,! 544, ,uraical skill equal co 
Medical Doi.·tor 60%, biology skill 8''l:-. ride horse 66%. 
\11<1m 1,q , and hand to hJnd BasK f4lh le\·el). 

Addilloaal abUiUH oo tht Illusionary PlaM : Compjelcly ft"· 

JCner.MC\ all S DC . and II P after 204 mmutc, of med1ta
t1on, ~ighlv1\IOO 600 ft (181 m) 

Mllglc Ablll11t'\: None; predator 
l'sychic Po,-en : lmpcrvi<Kl, 10 p:,ison. un~rvKXJs 10 cold, 

re~1._. fau,:ue, -.cnsee~11. \Cn\C magic.~ the 1nvmble. med1 
t.iuon, cmJMllh) and empath..,; uansmiu1on k:ar ONLY 

1.S.P.: 204 x 10 P.P.E. : I~ X 10 
As Jack: 60 I S P and 20 P P l:. 
Atta cks per Mt:lee: Three; hand/punch mfl11:h I 1)6 damage 

ptu, P S bonu\. orb)' "AC:,q,<)n A.s Jack the v,lla.in ha, h1,; 
tavonte 12 irK:h lnife(I08damagc). I-Ao,,,;a)pels (lD6d&m· 
•iel. and 11 \"Aord cane (I D6 damage as I cane/blunt a1tok;k 
or 2D4 a, a \"Aord) 

Bonuses as J111ck : In add11ion to aur1bute bonu-.c\, + 3 to stn ke, 
+-51oparryanddodge. • IOtodamagc. +2sa,evsps1oruc\, 
+ 8 10 ..al\C \\ mind conuol ( 1nchKhng h)fK'IO'\IS). +4 to 1,1\e 
v~ l-lonor hidnr 

Description : Prev1ou~ly de.)<.;nbcd 
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The Box 
(An ad'"enture or hunting and capture ) 
Tabloid llc-in: Zoo Keeper Tom 10 Pieces by Ape' 

Thi.) •hcnture I.) ,u,tahle for an)' "',e group that', ready to 
play hide and -.eek v.uh the supernatural 

The Setting 
'The 'ICmng an be In all) C!I) ,-1,e,r there I.) I ,oo. A SU2n&e 

and homblc ~th ft'\¢ah tha1 a mon,1mus bcasc hai. been 1nad
\.·cr1cncl)· unlca_,hcd into the mid,-t of cnili,.auon 

The player chark tcr, may get Ln'"oh·ed by imcl>ll&atmg the 
!.tOf)' for one rea_"'°" or the other. or be called m by zoo admims• 
tDIOO lo U'iC their JfNOOI abthhn lo d1'iCrcetl)' lon11e a m)'ilm• 
ou1 and m1)!.ing an1n1.al 

Story Background 
The tragic and homble dealh or Doct<W Carl \b.\ek has 

splbhc:d atTOS§ the headhncs . The good doctor,.._,• zoologist 
who had held 1he JXb111on of assis1ant roo director for the last 
.)Cvcn years. li e wa, well liked and aood natured A hard worker 
and an excellent adm1n1'trator. lie h;td ,pent mlkh ofh1s youth 
uplor,nt the ,-ortd· ~ areal f~..-1s and 1ungln m the uudy and 
pre~auon of ,,umal hfe 111§ grui, unanarncd dream -.as to 

d1SCO\.er a ncv. ,pec1ts of amma.l ll1\ e.11penence ,n the field 
and mammal ~afctylhandhng make, his untimely dcnusc all the 
more puahng 

Dr \tuck "Aa.-. arpartnd) w,membered b) an animal III tht 
confine\ or one of 1he ,oo's laboratonc, Whac make, this odd 
i, 1ha1 1he doctor wa~ al~ay~ careful and an unhkcly candidate 
for grievous mJury from an atuma! mauling. There arc also other 
di§qu.Ctmg facts in his death. No ape) or other amma.ls had been 
pixed an Dr Mavcl 's charge. Nor are any of the zoo's arumab 
ffil§§1n1 or blood <iplattered 1be h~h was so de.Wucuve that 

11 1s 1mpo1,~ible 10 ha'"e been a human attack . L1Le,..ist, no 
animal, including a crazed baboon, which has been suagested 
by M>mc (the zoo tw no baboons). i;oold have becn respon~ble 
f(JI'" the onsla.ugh1. because the body "Aas IOO ,i<.:MJUsly ravaged 
Each and cvcry hmb, and head, tom from the body A normal 
ammal ,-ouJd stop 1u attack tht moment 11s prey ""ti dead 
Although the body ~hows sign~ of be1na binen, no pan of it ha, 
been e.tten 

Tht police arc puriltd. but ha,·e discounted murder The zoo 
1s under m\·csugaooo One of the polk.:c's map concerns is dial 
, ,-1Jd anJ dangero1.b animal may bc on the loose 1n the city 

The Zoo Cover-up 
The 100 admin1)trahon kno,-, a bi1 more than they ate wd.lJ.Oa 

to adm1l lO the authclnllC.S. HO'o\e,er. the) V.lU only disclose 1h11 
rnf1,rma11on 10 chllraKtcf'\ who are w0r\.1ng for them. The only 
other way player charac1en may acquire the information is from 
a too official ,uffcnn1 from a guilty cooscienct: Ont wa)· or 
lhc other the fol.Jo"A1ng "Aili be re,talcd 

An old colleague (\f Doclor \ta,eL ·, d1"K:Overed a strange new 
form of animal 1n the outback of Tasmania. Ht was able to 
capture a ,;pecimen and M:nt it co h,s old pal. and pnvatc sponsor. 





Or \.ta,..d, The anmwl .t.m\td the afkmoofl of the doctor's 
1cmble dca1h ~uma~y. thc: bca..\1 inside c\Capcd and killed 
1hc doclor What ha1, the 100 1ernf1ed is that the creature. v,,ha1• 
c11cr II is. c\Capcd' They arc afraid that the 1.00 and its adm1n1S• 
11111ton '<1111II t,,e held rt--.pons1blc for the be.1St'~ «cape and any 
dama~ or 1nJury II may mflK:t Ideally, they'd hl.c the: thing 
'-·apcurcd and,·or <k,troyed (as d1<t,trce1ly as J)O'l\ible). Unfortu• 
na1ely. the)· do not l.now ""hal they arc dealing ""ith So they 
tw,c no a.Jc,1 ... ha1 II\ habus or habuat m1cht be The other 
prubkm "1ha1 there may be two of the-.e animals on the loose 

'"The crc.i1ure "a complete my~tery. According to Professor 
l:. C Gairwe\, Dr 1\111 ... ek's associate m Tasmania, the animal is 
\Of'llC son ol r,tdatory pnmate. If noc an apt:, a kmur pt:rbaps. 
lie c,cn speculated tha1 11 may be a missing Im~ m the c,·olution 
of human, l!o-.·cvcr, Professor Games is well . 11 seems 
the profc,~ 1, m1ssmg. w he can be of no funhcr help to us " 
A m1cmcn1 issued by 1he t.oo 

Professor b C. Gaines 1s on an expedition m the Tbmaman 
001bad. and has not been available for comment It ~n\S that 
h1, ,ma.JI upcdmon ha~ been ha"mg nldt0 trouble and can noc 
be nuscd by that means. The ,.oo has a pan of local hun1i.mtnl 
1u1des on hi, trail now, and cxpccl 10 ha,..c h1m back in the real 
world 1n a few day\; a week at the latest 

The: J"oo·s offic:.als and most profe'-)iona.l~ 1n that field hnc 
lmle regard for Professor Caine, . Gaines 1s a nalurahsl v,ho has 
oonsislently fa1kd 10 conduct h1m-.clf by the standards or his 
p,ofes>IOII lie ,s s«n. ai best. tian unconventtOnal and reek.less 
ecccntnc -ho coo11nually defied con,'Cntl()fl ...,.1th ou1land1sh 
methods, craiy ~sand unsupponed speculation,. Mosl con
>1dcr hm1 a harmless. old nomadic dreamer, living 50 years in 
tht past. lfo career 1s marked by dozens of blundcn and foolish 
WppoillK)fl\ 

Professor Gau..e,•, ~, famous blunder was the 1959 Sas• 
qua<ch (81g Fooc) of India scandal He had contended that he 
had proof tJw a crcaiure ~mbhng the Nonh Amencan Big 
fool le-gcnch custed 1n a secluded Indian JUnJtk. He bclic\·ed 
the beast ... as II lowland cousin to the mythical Abominable 
Snowman of the Hunala)'a Mountain:<.. He ,pcm 1wo and a half 
)'e&rS coll«t1n1 an 1mp.-c:SSi\C (!hough unsucnufic:) amount of 
C1'1dcncc 1h.-1 1tl("ludcd nearly a hundred plaster cast footprints. 
hair sample, found 011 chc branches of shrub\, feces, and a half 
dozen fuuy vr ~ilhoucued pholO"I of the elu,1,..e beast, ...,h,ch 
he had s;worn he'd \ttn on a dozen occulOI\S ....,,th his own C)'N 

This ull11na1cly led to 1he mfamou~ 16 mill film taken by one 
of hi.s pone!'), sho,..ma a pair of the creatures caung \·c1ctat1011 
,n a deanng before running av.-a)'. Gaines presented the slX 
minute film as COfk.•lu\l,..e e\ 01dcnce that the Indian 81g f'()()( -·as 
real He had wrmcn volumes on h1\ spccula11on1,ofthc creature's 
u1stcncc and the eu~tcncc of \1mllu humanot<k, and c,..en a 
new theofy of hum.an c,-otuuon Shortly afta his prcs,cntation 
to the sc1cnt1fic communtl)', an 1nd1spu1able amount of evidence 
was d1sco..,eltd, pR,1\Jlni that the creature was a hoax. A handful 
of Indian\ confessed that they had faked the entire mounta.tn of 
C\<adcncc The hand can-ed art1fiual foot used to make the fake 
footpnnb, the fur 1,amplcs (the hair of a hoc), and C\·Cn the 
CO>tumcs worn by 1wo men m the film ""ere all uMarthcd. as 
well as s11ncd confessions. ProfC\sor EC Ga.i~ ....-u a 
laugtung\toclr. and an embamlssmcnt to the sc1cn11fic comnwn1ty 
lie had 5,quandcrcd nearly three ycarsofh11; life, a ~mall fortune, 
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and dcstro)td hb rcputanon He vr,ould nc,er regain h1\ uatu> 
1n the .... -ortd of ~1tncc 

His one ~upponcr wa~ Doctor Carl Muck, vr,,hohad befriended 
1hc v,.ell meaning cc:«ntrie on an oped111on ,n South Amcnca 
dunng h1\ college )Car; The tv,.o mtn rcma1ncd fnc,'kh for hfc 
1-rom umc to ume. MaH:k would help raise money to fund one 
ofGa 1nc,'s wild goo,;e chasci. Often, the maJ<>ril) of the money 
....-oold be from Mud. ·~ personal -.a,·ings Gauwes·s Ta\martian 
upcd1t,on "'li one suc-h cn&.,·or, onl) this tune. Gaines found 
~lh•ni real. 

GM Note: Evcn1ua1ly, !.OmCbody wi\1 coogh up 1hc letter 
from Profcuor Ga.in« that accompanied the crate 

Game Master Information 
1bc zoo officW.!i hue kept ""hat hnk they""°""' " ,cry hushed 

up. Ot,ly a dozen 1nd1\Jduals Ir.now an)1h1ng al all about the 
incident Only a half dozen know about the shipping crate and 
the kner that came ,.1th it. Unfortunately for p-,)·chK '-Cn)ni,·cs 
1n the sroup. the offic:ials ~ the crate brolen mto pteen and 

burned t\·cn 1hc ti.hes ha.,c b«n discardcJ 1bc metal cage 
pm1ion of the box has been sold 10 another ms11tution and 1.s oo 
longer m the country 

ObJCC1 rcac:hng U) of Doctor \1a\'Ck's doth1ngor pobe\\lOIII 
.... 11 n:..,cal nothmg0<herthanacon1cntadm1n1strator. The clothes 
he WM kil led in arc m lhc ~.!>C~,ion of the polK:c and 11bsolutcly 
not a"a.ilable 

The onl) Other physical evidence 1n the ,oo·s f)m)C\'ilOII li a 
letter that accompamcd the box fmm old Profc,wr E.C Games. 
Its c(,ntents will be of some \'aluc, but a ps)chic: rcachna vr,11! 
iell nothmsofthccrcaturc(s). Ho_e,·cr. a check on therond1tlOl'I 
of Proftl'l,Of Ga.inei will re,cal that he 11, not in good health 
(r;criously hurt) and Still in the wilds of Tasmania 

The Leiter 

"M y Dear Fnend, 

"O,.·er the long )Car'i. only )OU ha,e noc abandoned me and 
our drt:anu to find new mystcnes m th11o C\kS world 11111, tune, 
I have rcally found something An ammal that dcfie\ any lnown 
gcnu~ or ,pec1es 

··J came upon the hllk dc"d ""'Mc m,·est1gatmg the compla,i.nts 
of local farmers and ,hcephcrdcn thal: a strange predator) an1maJ 
-.as fcuhnj on their h\·estock. I was 1ntngucd bythcireons1'itent 
comn..ems rt:Jardma the cunnmj of the animal No traps coold 
catch it and the bcaSt a,·oided J)Olsoncd bait (pcrbap\ bccaus.e 11 
only feeds on h1,1n1 creatures and avoKb dcadrp.-cparcd mcac) 
More cum,us, was that the noccumal hi.inter vr,as seldom seen 
by human eytS. ~ few ,..h<, had seen 11 da11ncd thac the 
animal vr,as a CJn) humanotd or apt·hkc anunal . All the ~ 

··o,..cr the ITlOflths. I ha\'C collected do1cns of ca,un&s from 
bolh hand and fooc, but ttsohcd noc to submit ahem 1n10 c,..Jdence 
until I had the elUSI\C beast 1Uelf I am not the fool people 
bchc\'e me to be aod I am not about lO repeat myearl1crm, .. 1a.kes 
To a,·01d scandal by \lOOrd of my activitLC) lcakin& out. I h.ant 
nwnta1ned the ut~ scc~y. lr.ttpin& my finds c,en from )OU 
I had no desire to 1mphca1e )(Ill m &n)' of my nonscnw: ,f thmgs 
vr,ent a111ry 



"lntCl°i:)!1ngly enc:mgh, legend tells of a small demon or devil 
that would appcJr from time 10 time in 1h1s ~luded regtOn. 
The 01.')h-eaung demon\ >were said 10 appear only after certain 
e"enh of a\tronom1cal significance and preyed on the crea,ures 
of the land During drought~ and periods of poor hunting, the 
demon~ would prey on 1he beasts of man and sometimes, man 
him-.clf. In the lat1er case, the demons would slay only the old 
and ~,cl. and arc M)R)(llmes ca lled 1hc Hounds of Death. 

"At last, rve captured the damn thing. A real Tasmanian 
Devil 11 wa, too. not the camne ~a,·enger, but like the whirlwind 
m the cartoons. This thing has raised ten kinds or hell, killed 
two pack am mah and ha~ given me and a few of my men some 

na~ty ..car, to remember ii by. 

··t can not put 11'110 words my reeling~ of elalion over the 
capture ul 1h1.s animal I have ne,·er seen anything hke it. To 
call 11 an :,pc,~ m(ht defimtely inappropriate as the animal canno( 
be cJa_,-.cd as an)' known specie~ of ape. Certainly it has many 
ot the char;ic1eri,t ic~ of the primates, but ii is no ape or monkey. 
The feet are neither human nor ape -like, though more human 
th;m ape. The creature can stand erect (about four and a half 
feel tall) and can walk erect on legs and feet deve loped for 
roaming the ground . Still. the anima l runs in a loping movement, 
using all four-. The: powerful hands greatly resemble a human's. 
with folly de"eloped HUMAN features. The body is mostly 
hairless e:ii:cepl along the back and pelvic regions. The body is 
thickly muscled and the animal is easily twice as strong as a 
man. It has a long hairlc~s t.ail that resembles Che devil's right 
out of catcchNn The head is chat of a goblin·s. with a pair of 
huge, pcnnted ears, large, flattened nose (wmewhat ape-like), 
uny. round eye~ spaced widely apart and pronounced eyebrow 
ridges . II has virtually no forehead which curves into a long, 
sloping cran ium. Its mouth is large and filled with teeth that are 
neither ape nor quite camnc 

"'The bca~l is exttcmely aggre,~i,·c and shows no f~r toward 
man or fire . Although intelligent by ammal ~tandards. it exhibits 
oo mk lmg ()( human intelligence, althoug h II is difficult to tell 
under these condition~; all the animal does i~ ~narl, attack, and 
try to tear free of ir..s bonds and confineme nt. Carl. you tell me 

what this l11tle devil is. 

"I will leave the examinations and cxplana1ions lo you. my 
fncnd. as you arc infinitely more qualified. I will also gi\'e you 
the privilege of naming our gob lin It is you who funded th, s 
and so many of my other cxpc<lmons. I know it i,;: your fonde~I 
dream to have a part in ~uch a find, I am glad thal I was able 
to bring that dream to reali ty. For n)C, 11 is enough to know that 
I am the SCIE1'.TIST to discm'er and c.ipturc this hellion. 

•·1 ha\o·c pulled a great many ,tnngs, and ar great expense, to 
~mugg le the an imal oot to you I do not rcli,h the though! of 
having our thunder stolen by Ta,manian bureaucrats. You should 
ha"e h11n delivered to ytMJr doorstep<, in less than 36 hours. I 
know 1he ,·iciou~ httle bastard will cai.ily ~urvivc the lrip. 

··A-. formy~lf, I am off to a village th:it, I am told. is plagued 
by a pack of1hese de,·ih. I can nOI resist seeing if1he-.c creatures 
do indeed exh1b1t w,ne son of "()Cial behavior. I'm afraid if I 
wau, the creatures may slip back into hiding with the commg 
rainy season . The lai.t llmt' I can find any record of these devils 
was back in 1917. I will wire you my findings posthaste. Till 
then. my fnend. take care ·· 

Signed: fa·er Yours. Evereu Charles Gaines 
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··r .s . Great new,, uur luck has changed once and for all. Just 
chis night we have captured 1he linle devil's mate. We have 
packed them both securely and ~nd them 10 you. A mated palt 
of creatures, what good fom.met One for the history books." 

G1xxl old E.C. Gaines may have seen this as good fortune. 
bur it only spells trouble for our heroes. They must find and 
catch or eliminate both creature~. If both are hunting together. 
as a mated pair should, they will be far more dangerous and 
will protect each other. 1llc long term trouble is the possibility 
of the female g iving birth lo more of the fiendish predators . A 
pack will be far more deadly than a few. 

To Ca pture a Little Devil 
Exactly how game masters wish 10 conclude or expand this 

advenlure is. as usual. left to 1he GM Herc.~ some tips and 
ideas . 

I . \,\'he~ are they? The Ta,manian Devils could be anywhere 
On 1.00 ground) (although they haven't been sighted), m 
the city or suburbs. or on a freight 1ram to Columbus. Ohio 
Here are l'iQffil' 1mpurtan1 factors: 

The creatures arc vel')· territorial . Once they have selected 
a lair. they will ~ta)' there until driven out by hunter. or 
olhcr 1hrcatening conditioos. They will prey on animals and 
humans within a 20 mile radius of the lair, seldom venturing 
beyond. 

2. The Huntin g Zone. The hunung zq,u, will be rich in prey 
Wherc1,·er 1he pair is. animal pets w·ill \lilrt co disappear. 
first. Next will be people. Note that 1he penned animals at 
the 7()() ma) be ea~y targets for 1hc bea~ts, although house
hold pets and humans will he JU~t as easy . Only the smallest 
prey will he takcn bac!.. to the lair. All others. which are 
rn<))t, will be devoured on 1he spot of lhc kill, or dra gged 
10 a ~luded locatitm nearby. 

On\)' one of the pair will do the hunting, 1n this case, the 

male. Bui the mate will always be "'atehing nearby and 



au.ad. 1f the <1lhtr 1<, endangered Ork.:e 1hc prey 1, killed, 
lhe tllher v. 111 ,.,.n lhc hunler llnd fttd 

.l. The rcma le is 1>ttgna nt! l'lm 1s v,.hy 1hc male 1s doing all 
the hunting, Th" alw means the male will alwa), be near 

and ,cl) prot«11,e of her. He v.111 fight 10 lhc death 1f ~ 
IS l'aptur«I or k1Ucd The female v.1II Jl\'e bmh 10 104 
)'ouna m 1hree weeks. She will \tay al the lair w11h 1hem 
for the following c:1gh1 ,,.,ed.,, until the )'OUng art 1udy to 
JOln the parenb t,n hunting e,pcJ1t10ru . Lnul then. !he male 
v.-11\ hunt 'iomal\ !'ft)' and bnng 11 to the lair. The yoong 
rcai;:h full ma1uruy '-"llhm ooc )·car, but mu .. , fend for lhem
-.clvc~ ahcrei1?hl months. l 'nul 1hen. rcdu,ce nonnaJ <,lai~:a1-
tnbvlC\. hit poinh . .and ab.hhe-s by half A mature female 
can JI\C birth C\Cf} L? month, 

4. Th~ l111lr can be ,ubtcrraocan or not The only requirements 
v.-1II be a ccn.un amount ol )ttlus1on. tMTkult actti!> for 
IU1ff pre<bl(ln, l1lc hurrn11n), and 1t'ibc1nadryandcomfon
abk. Thu~. 1t cou ld be a bai,cmcm, an abandoned bt.uldmg, 

a seldi.•m used warehouse. the 1m,1dc of a car or uvcl at a 
Jl.lnl);&N, Clio: 

5. Hndin~ lhc! lair can be aa.-omphwd by triangula11ng the 
loca11ons where 1he remain\ ofptcyfv1c11ms have been found 
or pcb n.a,·c d1'S-apptared Or magic CN" p<,)'chic pov,eri may 
help Or from an actual <,1ah11ng; MMommy. Momm)'. a 
moo\ter monkey (or goblin) leaped do-..n from the garage 
and killed M~. Abnaas1's poodk. Then 111umpcd over the 
fen,,;c anJ ran dov.-n 1hc aney v.1th the poodle 1n 1b mouth 
Yccuu...-. II v.--as ~ Jimmy and I follo14cd II 10 the JUR• 
lyard iona1ln-' tr11d1, or ), 00111 gOI av.-ay. Boy, could 

1t run and Jump " 
6. TM last 111d m 1h1s lank: drama i'i the fight v.-1th the enl ttts 

G\h can add v.-hatc\tt other clementS or dnlma, 1ntngue, 
or plot Imes they want. Forcumplc: perhaps the l11tledcvils 
arc <,nun enough not to kill the Doberman ptnschcr'~ that 
guan.l thcJunl)ard (the dog\ ~-e IO protect them and their 
lair alter allt Th1\ might rule OUI the Junlyard as a l1kcly 
fair,"'° 1hc group !>kips II for a '4hilc . Later. the characters 
may h.i11c to figh1 the dog1, to sec 10 the crca1urc'i (lhe T D.s 
might be Ck:\·cr Cf'IQUgh to feed the doas a part of their kill 
and 1n "° domg, become the dogs• fncnds or ma1,lrn.) 

Will 1hc Ta\lll:tn1an Dc111h gc1 away? Will they become 
the pa""ns of other supernawral forces 1n the arta. hlc a 

cull or v.-,u.ard k>olmg for lesser supernatural bctn1,s,. M~ 
l1lcl) than not, 1ht group will ha\·c to d(1,1roy the creatures, 
if noth1nj cl-.c, so that they do not fall 11110 the wrong hands 
and be u-.cd for 011 purpose~ 

Stor y Opti on -- ----------
Th1s talc c.in conunue. 1f pl.1)c" and G\t w,..ti, by ao1ng to 

l'C"iCUC Profc,-.or EC Games in Au...rn.ha. 1be good profe-.sor 
has gone 1u 1n\·cs11ga1c the repon'i of a pall of these SO<allcd 
Tasmaman Ocvih lie and h11, group of explorers have. indeed, 
found 1hem and ha..-c been attacked Profc,"-Of Games ""a.' hun 
,n the baulc and thr« of h1!1o ~ ha\c been lilied Ga111ts 
and fhe of h11, people arc holed up m a deserted. My, c1gh1 
bu1ldma, 1own. Appm•imacel)' 10 of the creatures roam the 
area, u"IU;ally 1n padr,\ of four In l~che P04). In this desob.lc 
land and mammg ,n lar,c pad,. 1hc c~aiures arc u!J'Cmcly 
•ure~~IH" Aboul II d,,u,en prowl Che town, WlUllftg (or lhe nght 
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mon1tnt 10 anack anJ l1ll the Profc$SCN' M'IJ his men 1thc1r food 
anJ v. ;uer .tre runmna lovr. J 

A d11ncns1onal r,ft 1w1II open up w11hm I D4 ~<."Ck~ and the 
devil~ \\-1ll m,tinc11,cly SCfll>C: II, follow the P"')ChlC eman.aUOM. 
Jcap ,n, and be lr.ln,porteJ to an ahen v.orld G.\ I ,ott: If the 
pla)er charac1ers hlllo-.. them 1n10 the nft. you can pop the 
charac1ers into the huure ~-orld of Rifts , However. if you do 
this. I'd \UC~)! that th" ad\-enturc be pla)cd last. -.o that )'OU 
can cnJOy llll the ~hcntuw. 1n this, bQo,l., 

The Tasmanian Devil 
Also known as lh e Hounds or Death 

ll orro r f ltCtor: 9 
Align .ment: Ml!>Crt3nl Evil 
Size: 4 10 S feet u.11 (I 2 to I ~ ml plus tail 
\ \ 'eight : 90+ lbs (40 kg) 

Arm or Ralini : 6 
S. D.C.: 204 x 10 
Hit Poin1,: 104 x 10 
Attr ibutt): The number or \1x-,1dcd dice arc md1cated &!. fol
lows: IQ 2 (animal), M.A I, ME. 2. PS 5, PP 4, PE 
4, PB 1 Spd 4 
f'iatura l Abillt~: N1gh1,11,100 600 ft {18J m), sec the 1nv1s1ble. 

tracl by smell 6.S't, climb llnd rappel 70'l, prowl 66%. and 
can leap 20 ft (6 m) across and 10 fl (J mJ straight up 

\1agk AbilltttS: ~; pmblor 
Ps-)thk Pov.·tt1: Hcaltng touch, tncrealltd healing, 1mpen·t00s 

to cold and fire. empathy. ,1,i;th sense. 11nd summon mocr 
~trtnJlh 

I.S.P.: 206x 10 P.P.E.: 306 
Atta(' k..~ per l\l l'ltt: Three; clav.-, mfl1c1 I D6 damage plus P.S 

bonu~. b11e does 206 (no P.S bonus). Never u-.cs weapons 
or cools. but can figure out how to open doors and simpk: 
k>cb wch as shdms bohs Ch1gh ammal IQ.). 

Will prey only on livina animals. preferring med1um-s1ze 
mammals, includ1n& cats, do&,, groundhocs, callk, sheep, 
even horses. May auac l humans (akinc or 1n pain) v.ho art 
old, v.-ell, d1ublcd, 1n1urcd, or slccl'"n&, May al~ attack 
children Remember, 11 is a predator and functions much like 
the prcdatOf)' bi& cats of the 1ungk. only this predator will 
prey on humans 

Bonuset: In add1t1on to attnbute bonuses. + I to stnke, TI lo 

parry and dodge, + 4 s.avc vs ps1onic,, +2 sa.,e ','Ji magic, 
+ 10 to save v, Horror Factor 

Description: The n,~rMJura/Ta~maman Oc\'11 is a wperhwnM 
prcdat<W that date"' back to prch1~onc umes. Unhke many 
supernatural creatures, the Tasmanian Devil possesses no 
magic nor great P"i)Ch.ic po~cn; hov.-ocr. it docs possess 
some p<;)·ch1c pov.cr. v.htch help 11 \Ul'\'1-.e in the v.-1ld and 
vr.-11! male 1t a form1dableOfll)OllCnt for humans. Though small, 
the crelilltures lll'c utremely po\\,crful. roog.hly twice as strong 
as the avera,c human (~otc: Minimum PS should be 19 
and this 1s a runy hnle dc1t1I ) 

11\cy att predators 1ha1 do function much like Jungle cats 
They arc u~ually nocturnal hunters. stall 1he1rprcy. and ofttn 
a1111:~ from an ambush loc,,uon such as from behind. front 
above. etc. lllcy cat v.hat 1hcy k.1II and wdl cat only prey 
that they ha,-e killed. 1bc Ta~manian Devils will find the city 



habi1a1 an excellent env1ronmen1, for it offers numerou~ h1d1ng 
and hunung places; high up on rooflops. below in sewers and 
basemenls (nice caves). in abandoned bwldings. and along 
dark strecu and alleyways. not to menliOfl the more familiar 
trees and underbrush of parks and neighborhoods. 
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South American 
Skulduggery 
(An all-out magic and monster stomping adven
ture) 

Tabloid tle-ln: South American plantationowneroffersaCOOL 
"11LLION tQ anybody who can rid him or demons. 

Thi<, achcnturc is ideal for a large or experienced group and 
the bombastic use of magic and psych ic powers. Game Masters 
may wish to modify the ,·illains and mons1ers (beef-up or cut
down) 10 best accommodate the nct.-ds of your particular player 

group 
1'ote: For more ,1ory intrigue, it is be~t if the adventure , Trouble 
,n Old To•,•:n, i., played sometime before thi!; one. 

The Setting 
The 'lClling is Sou1h America. 1be gerieral area should be in 

C<1lumbia near the 8raz1han border and near the Amar.on River, 
or 1n Bra11I near the Columbian and/or Peruvian border (within 
a few hundred miles) and near the Amazon River. 

The actual locauon is a coffee plantation in an M"Ca that is 
s11II w1lderness and Jungle. There are some signs of civili,.ation 
,uch as the huge sect ions of the rain forest that have been oblit 
era1ed by lumbtnncn. The nearest real town is the lumber town 
of about 12.000 people; 11 is a mere 150 miles away (240 km). 
n\Cre are also other tmy towns and ,·illages s.caucrcd throughout 
1hc area, but these arc all comparall\'ely primitive. Most do not 
have indoor p lumbing or e lectricity. Few have more than 500 
residence,; lbcre are oo paved streets or highways, only dirt 
road, anti pathways ~heed into the jungle . This place is one of 
the la.'>! domain,; on Earth where nature dominates lhe land and 
human life 1s the rare intruder 

fhc player characters will defin itely realize how pell)' tyrants 
and land barons could establii,h their own litt le k ingdoms and 
do as they please, e,·cn kill, without the (JUtside world be ing the 
wi,;,cr They ~hould also reah1,e that they are very i solated from 
the world they know and cu uld easily disappear 

Story Background 
The JuarelJO Plantation (pronounced Wa-Z-arrow) is under 

"egc by what locals call "evil spiri ts." The family h;u; offered 
one milhon US dollar\ and all expen-.es to any perwn or group 
who can rid them of these evil wirits. 11,e player characters 
may ha"·e come to anise the Juazeiro family and 10 collect the 

million dollars by elim inating the dangcn,ui, ~upemarurnl forc6 
that seem to threaten the area andior to investigate a nujor 
paranormal phenomenon. Or the group may ha~e established a 
reputation that has led the family to contact them directly, beg
ging for their help (the one million dollars and all expenses srill 
offered). Or the player group may ha,·e bc(:n sent by their 'iJ)On• 

soring orga ni,..alion to do what they can, Jnvestigaton. who arc 
sponsored by an orga nization will not receive the full m1llion. 
but split 30%, while the rest bclongi. 10 the company 

If that organiza t ion 1,. the After Midnight ne1wspaper. the 
paper will pay for all expenses. During I.heir ass1gnmcn1. the 
individual characters will receive their regular paych«ks and 
al l rta')()nab le expense,; will be paid by the paper (and the Jua,eiro 
family). If the group solves the supcmaiural problem, ttic> 1,1,ill 
not be allowed to keep any p011ion of the million dollars, becau..c 
the newspape r was the sponsor. Conscqucnlly. it is the Gna11wn 

Company that receh'es the million dollar reward A ponion of 
that money will go tow ard reimbursing the.company forexpen-.c.,, 
('hhich suddenly triple). anot her tiny pon1on will be applied to 
bonuses of 10,000 dollars to e.ach member of the 1n\esti gatmg 
team, and the rest will be donated to chamy. 

Th e Juazeiro Famtly Estate 
Heitor Juazeiro, the cumnt owner of the plan1a11on, is a weal 

thy landowner who is trying to bring the 20th ccntuf) 10 this 
part of 11,·orld. The Juaz.ciro family has grown coffee and rais.ed 
livestock here for nearly 200 years. But it has boen He1tor \\·ho 
has tried to ''civilize the Jungle:• as he calls it. He hlb made I.he 
plantation an icon of technology and wealth wnh independent 
and st.ate o f the art elect rical generators, full e lectri city, wdter 

pumping and pt1rification, indoor plumbing, central air--wndi
tioning, satellite televiston, and all of the nc1,1,·es1 appliance) and 
comfons. There are private tennis courts. five swimming pools 
(three enclosed in an air-conditioned gymnasium), a minialure 

golf course and driving range . Five smallish mansions ~n ·e as 
luxurious lodgings for visitors. The family home is a 46 room 
manor that is staffed by 40 servants 
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An OH-6A Cayuse light observation helicopter and helicopter 
pad are located about 300 yards/meters from the main hou:.r 
1ne garage contains a Rolls Royce spons car and hmoosine. ten 
jeeps . six four-wheel drive pickup tracks. three 8 ton cargo 
trucks. two campers, and 1wo M-113 M1l1t.ary Personnel Carriers 
(Ma~. spoed: 42 m~67 km, A.R. 14, S.O.C. 600, 11,eapons 
include a .50 caliber machinegun/1D6 damager per round. can 

carry 11 people) . 

He has also helped to build a sort of workers' village, 1,1,ith 
a small hospital. school, library. pol ice fon:e(more ofa non·pro
fessional milit ia of about a do,.cn well -meaning men), recreation 
center, autOOlOti,·e garage, and housing with many of the 
amenities of the modem ci11es: population: ISOO. He employs 
over 4000 laborers, virtually the entire workers' village and 
hundreds from a score of neighboring vi llages over a hundred 
mi le radiu$_ He represents these people's only mea.ns of income 
other than the ancient ways of fanning and hunting. Wage,; and 
benefits are exceptional for the area, higher than all othcn.. but 
still far lower than a comparab le operation in North America 

He1tor is aho greatly responsible for the lumber operation and 
owns 41% of it . Furthennon:. he has his hand m mos, of 1he 
land development. It is I.he lumber mill and land development 



endca.,.ors that many people suspect to be the rooi of the Juazeiro 
fanuly's problems Many believe that lleitor is pushing rTJ()der
nilalion too hard and 100 fast for some pc0ple 10 understand 
l'hc r.iptd change, of hfc ~tylc and cnviromnenl frightens and 
confu\.C\ them . The modemiwtion i , l'h1mgmg a way of hfe that 
has exiSled for 1housand-. of )'ears and 1s destroying the rnin 
forc,1. Rumor has 11 lhat a fanatic group opposed to the changes 
1s the cau,;e of the evil spirits 

Still, He11or 1s loved and revered by his employees and 1he 
maJ0r1ty of the local 1X>J>Ulal1on. He has a repulation forkindncs.~. 
Mrengih. m~ight, compassion . charity , and an awareness for the 
plight of lhe people. 

The Man in Charge 
Presently. Hc1tor Jua:uiro and his immediate family are on a 

business mp m Rio de Janeiro. lncy are not e;,;pcctcd bock for 
weeks. pcrhajM even momhs. The man left In cha~ is cousin 
C11rlos VarR11S, a d1Shngu1shed lookin g genilcman with greying 
temples and a deep, soft voice. lie has been educated in the 
United States and sp::ah perfect English. It is Varga$ who over
:,ces the opcr.1t1on of the plantation. It is alM> Vargas who 
suggested wlic111ng paranormal inve'itiga tors and the offer of a 
million dollar reward to solve their supernatural problems . 

He 11,ill imply tha1 poor Heuor ;., ~ concerned a11d stressed 
out 1ha1 he wa!> forced to get away from the mounting crisis or 
suffer a nervous bre akdown or worse. His family accompan ies 
him to add comfort and 10 keep them safe from attack by the 
evil force!>. Vargas believes that 1he supematuraJ crisis is growing 
in magn11Ude and will sooo entp( with deadly consequences. He 
is convinced that 1he Cult of L1gh1 is responsib le for all their 
trouble~ and that the cull is about to do ~nething extreme. ;,I 
rear that my cous in , his family, and perhap!> hundreds of innocent 
people may be . well, killed by thcS,C madmen. I pray that 
)'OUrown uhmm .. special powers can prevent adif>!lster." 

Investigating th e surroundings 
First of al l , the group will need a translator, unless they can 

speak Spanish. and a guide when travell ing beyond the confines 
of the plantation or the neighboring workers' wflag~ (abou t 1800 
people). The Juazeiro's will gladly provide as many interpreters. 
guide,, drivers and/or \'Chicles. and poners ~requested.Every
body, from their hosts and guides to the villagers. will warn the 
charac ters not 10 venture into the rain forest unescorted for fear 
that they wi.11 get lost. hun or killed. fa·en the guides will only 
tnvel so deep into the jungle before refusing to go any fanher 
(about IO miles/16 km). Such e;,;pcd1tion!> will usually follow 
narrow paths that connect the l)mallcr, more primitive villages. 
Travelling into the ram forest will always be on fOOI. There are 
only a few din r()(l(il suitable for ,·chicular travel oonncctmg 
some of the larger communi ties. All others are pathways travelled 

by fOOI or by animal. 
The genera l sen tim ent of the people 1s that Heitor and his 

family are good, well-meaning folk who ha,·e done a great deal 
to help them. Some have reservations regarding thcde,·elopment 
of the rain foccst. but will admu that life is now much impro,·cd 
Mos.I have only the highest pra1~ for the Juazeiro family, and 
Hc110r m particular. facrybody will ha,,.e a theory about whar's 
going on. Just a,, many will have stories of strange happenings 
(GMs, feel free to add as many !>IOnesand rumors ai. you desire). 
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Storin of st range hap pe nin gs will include tales of sudden 
and terrible storms. eerie sounds and voice$ that come from the 
trees (no other vl~ible ',Ourcc), spoiled food and water, livestock 
s laughtered by demons, damaged and deruo:,·ed propcny (usually 
owned by the lumber compan)' or the Juaze1r0\), di$3ppcarances 
of people (especially al night, near the plantation). an occasional 
murder (u~ually brutal and not of human origin), curse~. bad 
luck, banshees. ghouls. and evil spiriL,. 

lndh·ldual theories about wh at is the ca use of the st range 
happenin gs are endless . About I 0% auribute the troub le 10 the 
destruction of an ancieni burial ground where the Juazciru plan
tation now sits. 20% believe the evil ~pint:s ha, ·e been sent by 
angry gods or jungle ~ptrits who do no( wish 10 see the r.i.in 
forest destroyed. 60% atcribu1e the problem$ to a group of fanatics 
known as "the Light" or the Cult of Light. The remaining JO% 
don't know and refuse to comment 

The Light 
Without a doubt. the finger of accusation will poin1 the fanatic 

cult known a~ tht' ligh1. The cult 1,; lead by a tribal shaman of 
great repute. El Lampiai.1 or "the Lantern", Many will in,;i~t that 
in calmer, happier time~, the shaman was a gentle, wise man 
who could see the future and heal 11,ith a touch. li e was quite 
a figure of power and a ~p1ritual leader among the villages in 
the region. He was known to pos~~~ gn:.al magic power and 
said to ex.orcise or control evil spirits and calm the ~lorm. He 
was both respected and feared by the peop le and was a great 
influcn<:e in their lives. l\fany will ~till speak of the Lampiao in 
great reverence and in a hushed \'Oice, Many can not believe 



(h;U lhc,r beloved Mlama.n would tum to wch evil v.ays, )'Cl lhcy 
an: certain that he is rtsponv1ble Again. there arc many tales 
of his ma,ic, pai,t and prc:,,cnt, !hat ha\·e t:i«n alkply w11nc\;;cd 
by seottl of v1llagen throujhout Lhc land 

'Tlie most 1ncnmma11ng (circum,ian1ial) evidence is the well• 
knov,,n 11.mmos11y bttwttn the shaman and lle1tor Juauiro. A; 
the w:,ry ,~. 1hc lu11e1ro r,mily were once dear fncnds wnh 
lhc Lantern and ra,tron, or his cult Hcitor wti e\·en tutored by 
LamJ)lao, vr,ho t\ quite educa1ed in both the "ays or 1he lanJ 
and the 1cachmg, of man, a~ well as magic. However, troubk 
"-lt1ed .. hen He11or returned from colkge 1n a d1~1 l•nd ,.1th 
new and oppo,;1ng views of hfe. The Cull of Light bchcved m 
lhc 5p1n1ual harmony of man and his wrroundmgs. lbc old 
shaman was very rnctaphy\1cal and locked 1n h1s dn11d-likc be· 
lief\ lllC tvr,o men had a q~I or some MK1 and "ere never 
as dose a, chey had once t:i«n Over the next two decades, the 
rift betvr,ttn the Lig,h1 and the Juauiro famil)· v.idcncd 

llc11«vr,ould speak or progress and change, while 1hela.mp1ao 
11100kt speak openly of h1\ disapproval of such change . ~ 
Juau1ro family. under the aMute 1u1danl.:e of He11or. began 10 

upaoo and modcm1Le. Soon Heitnr had replaced the Lantern 
u the \p&ntuaLpohucal k:adct" in the heart.~ of the people. The 
rtud of words conhnued for years, but suddenly changed IO 

outnght attaek a few )~ ago. lllC Lampiao "amcd that the 
Jua,,c1ro family was rnpmg the land and the people for their own 
selfish purpose, 'That Hc1tor. in partlC\llar. had been corrupted 
by weallh and a lust for power. Thal he preyed on pc<:1ple's fean. 
and weaknesst-' and offeKd lhcm somc s.ccm,nJly 1mp«sS1ve 
re,..atd 10 compcns.ate them, bu1 1!> only buying time to hurt and 
dc-.troy more ll\·cs and more r.un forest 

Thc Lamp1ao wamcJ that the people had been blmdcd by th is 
so-called rrogrc,s and new wealth That He1tor v.as evil and 
v.ll us1n1 lhcm all. He admorm,hcd thal someday the people 
would suffer ,:reatJy for He1tor's sins against nature and man. 
The speech v.a!> unmually mten~ and v1nd1<:U\e. 1ho5e "A'ho 
witnessed the shaman's spc«h \ay Iha! the skies turned du k. 
black clOlld!> appcattd 1n a \unny sky. and lhuodcr boomed 
overhead as 1f the very sk.1cs were rencct1ng the old man's inner 
tunnod Lamp1ao pau~ for a moment. a grcll liOffOW wtihcd 
O\'er his race, looked 1owatd 1he heavens and placed a curse on 
the Juv.c1ro ram1ly. He lhcn looked down at lhc frightened crowd 
and swore to stop the Jua,.c1ro family even 1f 1t cos1s him his 
hfe! A terrible storm of poundinJ nun and pelting hail bcaan 
momcnt1 laier and la\lcd MX da)'!> damaging 40% of the plan1a
t1on 's crops Shortly aftcrv.ard, the Cult of Light disappeared 
into the for'C!,l Evil "Pints and m1sfor1unc have bcs.cgcd the 
land ever since (about three year,;} 

Tbc healer and teacher Ol'k,"C revered by the people ,s now the 
symbol or terror and misfonunc . The Lamp•ao and his Cult of 
L1Jf\l arc blamed for all the e\111 and bad luck that occurs The 
Jua,.cuo family is always quick to point an accusing finger and 
pubhcly condemn the shaman. "Aho they now can • madman 
pc,MCsstd by evil The Jua,.c1ro family h<1pcs 1he player char&e· 
ttB can find ind neutralize the L11ht and its in,;anc leader. TIICy 
have decided 1hat they can only fight magic 1111th magic (and 
p\)'Chic\) of their o,..n 

Game Master Section 
Supernatural Encounters -----

The Banshee ----------
w,wn fMy~11ht hourS of our heroes' amvaJ. lhcy ,..111 have 

the d1sturb1ng experience of encountering a banshee Indeed, 
the very first mJht they may hear a du,tant hov.linJ or mourrung, 
like a dog in a trap. If they ioqu1re as to 11.s source, Vargas or 
thcll' guide will md.c the s1g.n of the crosi and ,.h,,q:,cr. ""The 
Banshee. she has ho\·ercd over the village for O\'Cr 1 111eel.::." 

Tbe ncii:t day am~~, "A·ilh lhe rumor 1h11 the Cult of Light is 

planning 10 unleash an unspeakable evil in101hc worlus' village 
Vargu will insist that the group spend the night 1n lhc v11Jace. 
alert for danger and magic. Vargas may even accompany them, 
armed with a aold crucifix medallion around his neck. • .38 
caliber revolver loaded with s1h·crbullcts, and an AX-47 assault 
rifle. 

Shortly after m1dn1&ht. the ramihar •a1hng bca:ms. Follo ... 1n1 
the sound, or p,ychic stnsations. will lead the player characters 
to a small. well kept house Thc 1nhab1tanU •.-ill not open the 
door unless Vargas is with them. Crymg and oomfor1mg voices 
can be heard fN'lfflmsidc. l fVarp!i t5vr,1thlhegroup, thehu~ 
and wire will ans .... er the door, 1be woman 1s sobbmg uncontroll• 
ably, the daughters try to comfort and pull her away from the 
door They be& and plead that Vargas do something. Tbe 
wretched creature has been at their baclc gate for lhree ni&hts 
and they~ mad with sorrow and terror No nc1ghbc:w-s v.tU give 
them shelter for fear that the ban~hce and death will follow them 

.. 

The v.aihng 11commgfrom the ttarofthehouse . Su.re enough, 
there is a banshee. The crcaturc appean ~ a scmitraf\Span::nl. 
ghost -like figure that vaguely resembles a "'oman dressed 1n 
lonJ. nowing sheets or a gown. It hovers &.bout four feet above 
the back porch. g&zc'I at the eharactcn and hmes at them 1n 

defiance. Then the creature Jets loose with a long, loud moan 
As usua), e\'Ct}bodY v.1dun 60 feet (18.3 m) of the ban~ •ill 
be automaucally as!>11lcd by a fc.chng of sorrow and must make 
a save vs psychic anack (sec Beyond the Superutural, pases 
tS4 & 1$5, for Banshee dcscnpt.JQR and pagc87 forthcEmpatluc 
Tronsmmion psychic pov.enttaelc). A failed sav1n1 lhrow 
means that the \IICtim 1s emooonally dmraughl, -2 10 pany and 
dodge, and there is 11. I ·SO% chance the individual will leave to 
the front of the house. s.obbinJ uncontrollably for 606 m1nuics• 

The banshee looks at them, usin& empathy to read their e~ 
tJOns. and moans v.onh. thal sound hkc, MDcecclh oooohhh, 
swccccct dccecccth wa,t . .. dcccceth coooomcs ·• Unkss 
ochcr,v11ie threatened, the spcctBI bc1na sun.ply hoven at the 
back slau'S, soflly wh1mpcnng 10 itself If asked qucs11ons. the 
banshee .,111 repeat over and over again, "Dceecth cooomcs 
50000000fl mooouch . . mooouch dttecth to dnnk 
mooouch . oooooohhh " Em.pelhy .. 111 ooly show the usual 
sadneu and frustrahon felt by these creatures 

To remove the baMhcc from the back of the house and give 
the tormented family inside some peace. 1hc characters musi use 
magic or pslomcs 10 encourage it to move elv:-.here . The family 
will be thnllcd and our hcroc5 will have won the fint step 1n 
conquenng the hearts of the people. Vargas will be dcliahted 
and encouraged; "At last, someone who can stand up to these 

inhuman nightmares!!" 



Momcn1s later, a bloodcurdling scream shaners the rejoicing. 
Running down the street 1oward lhe SQ\md of 1he scream is a 
crowd of gathering villagers. Two arc consoling a weeping 
woman, the Olhet$ stand transfixed in horror. Dangling from a 
large tree arc four village men, suspended upside down, ropes 
1ied 10 1heir ankles. The ir bodies arc horribly slashed. Each is 

a foreman a1 the Juazeiro plantation. One is already dead. his 
right arm binen off at the shoulder . The 01her three arc near 
death, beyond medical or psychic help. As they arc lowered to 
1he ground by their fellow villagers, one gasps for air and hisses, 
"Ghoo ls and demons." Another says only. "Ltmpiao" and both 
slip away 10 death The thml coughs and dies. 

1l'IC banshee hovers overhead. invisibly, sucking up the escap
mg P.P.E. and purrs in delight, "Deeceth .,. oooohh .. sweecet 
deeeeth .. more ... I waaait ... •· 

Ghouls in the Graveyard-----
For 1he next day, the village h abuu with the tn1gcdy of the 

night . There i~ talk of magic and madness and of flesh ea1ing 
ghouls. Vargas expects the group to investigate the graveyard a 
half mile (0.8 km) northofto""n laterthal eve ning. Anycharac1er 
who has ever seen the victims of a Dybbuk will recognize the 
ghoul's handiwork on la,., night',. four victims. Object reading 
or similar ~nsmg of rhe dead men's cloching will reveal images 
of torture and shadowy figure s, human and non.human. There 
is also a J.30% chance 1hat the name Lampiao will be revealed 
(mainly because 1hat"s who the ,·ictims believe is responsible 
for their 1or1ure) 

Th :.it night , II visit to lh l" g.ravli")ard rc,·eals a great deal of 
vandalism . A handful of gra,·estones have been knocked down 
and graves dug up and corpses exhumed. Many of lhc bodies 
show signs of having recently been removed of their flesh. 

Suddenly, a pale. than figure dans from behind a 1ombs1one 
or bush. II lea~ mto one of the recently dug graves. If the 
characters rush over, they will see a gnive ghoul burrowing into 
the ground to escape them. Fifteen feet (4.6 m) away. the eanh 
visibly moves and undulates as if a giant mole v,as making its 
way through 1he din ; another grave ghoul. A third cringes in 
the shadows of a large tree, hoping nobody will notice him. 
Notli": Grave ghouls arc no1orious cowards and will 001 fighr 
unless cornered. They represent little danger 10 the Jiving 
populace, although their disgusting prcsense only confirms Iha! 
great supernatu ral forces and dark magic are al work. These 
ghouls arc not responsible for the tonure of the four village men . 
(Sec Beyood the Super nat ural, page 167. for details regarding 
Grave Ghouls.) 

The grave ghouls have little to offer in the way of information, 
although a careful and cagey group may be able to extract 1he 
following data from one or more. 
I. The Lampiao has sent !hem to feed on the dead with the 

promise of more fresh dead to come. 
2. The Lamp1ao killed and 1or1ured those men. Lamp iao and 

his dybbuk. 
3. The Dybbuk is curn:m ly on the prowl for victims to eat; 

probably in town 
4. They arc s1up1d scavengers and reaJly do oot know where 

the Lampiao or lhe dybbuk are. 

Our heroes can leave them lo eliminate later or dispatch the 
ghouls wilh rela11ve e.ase. 
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The Dybbuk --------
Arri\'i ng Hack in lh e Village 

The 11illugc 1, m an upmitr The brother of one of the \lai n 
fon::men h.a.., i:onc lx:ncrk, auad,mg h1,; dead brother's "")(k)w 

The madrrwn ntatl)' liUcJ her (<J;he·s m the hMp1tal), and lnJUrcd 
t•oofthc fhc men 11 lool corull him off the woman . 'The man, 
Ju.n, 1,; only )7 )'Car-$ okt 1nJ known 10 be qu1c1 and ~cnt lc 

Thi~ display 1, not at all l1l.c him Juan C'IC'apcd 11110 the night 
/'liote: ChanM.:tcn. wuh a ._nowlcdgc of supernatural cn:.ttures 
,..,II rcmrmhn that the d)·bbul. can 1nhabo 1hc body of• recently 
\hlln \'K"llm h I\ pos51bk: th.II poor Juan fdl "'lcttm 10 the demon 
ghoul and tht ghoul now pos.St~~s the dcaJ boy's body . Th1i; 
woold cxphun 1hc strange behavior and ,uperhum.an \ln:n ath 

hndm J JuiU\ v..111 take hoo~ Varga,; or one of his men will 
1nW'\ICl the 111lla~rs t0 go home and bolt their doon. TIie mea,:cr 
pohcc f<Mtt of about a doun men and the player dwactcn will 
be 11vcn the rc<;pon1,1b1l11y to hum down Juan I D4 hoors later, 
our hcroe\ will hear a slurpmg and slobbcrmg no ise from behind 
a barn or shtd Sneakmg behind ii or char1 mg around, will 
rt"eal a ~..,,_kd Juan. face and body covertd in the bk>od of 
the pohtt ulfk:cr he (the d)bbuk) tw. rcccndy lulled and IS 

dnnkmg his blood 

Juan will jinn and sprmil up, dropping the corpse of the pol1ce
m.ui "'Ahh . )'t)U arc the forc11ncn summoned to uvc Juv,cno 
and his pa-.n, Ila' You arc fooh Ld u~ toe how \Nell )'"(JU fair 
lj!llllR me "' W11h these \lotird, the crcatun: leaps tov.ard the 
ncarc<.it i.argct The demon ghoul, 1n the bod)' of Juan. will fight 
IO the dcaih , four attack , per melce, 21)4 + 7 10 dama.11c. Note: 
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See &)ood ltw Supcrnalural, tBTSI pa~s 157 & I~. for• 
foll ~nptKJn of the D) bbuk . Demon Ghoul 

Juan the Dybbuk, Demon Ghoul 
Horror Fa~tor: 14 
Ali&Juncnt : Di.abolk: fa il 
Siu: 7 feet u,)I (2 m). monster fOfm 
Wrix,hl : 500 lb\ (225 kJ) 
Arn~r RMtin.g: 4 
S. O.C.: 100 Hit Points: 40 

Attributes: IQ 9 M.A 5. M f 19. PS 21. PP 15. Pf 
II.PO 3,Spd 9 
"iatura l Abi lit ~: N1ght\'1i,,"'l'l 600f1 (183 m). «< the 1m•is1blc. 

1r.t1.k by smell 81'l, dig ~111. feet ( 1.8 m) per minute, imper 
vious to oold, firt rl.',i~tant (half dam.agel . Also ~ BTS 
pages 157-158 

Ma,k Abilit ies: 'lone; precb1or 
~,ch k Po'ften: None 
1.S.P.: None P.P.E.: 7 
Attacks per Mt'l tt: Six m natural form; has four anm In human 

form, four (4) attacks. ~ l\lo() h11 cl.awi. 1ntlic:1 206 dama~ 
plui. PS- bonu1. the:: UNJI armi. do 106. bttc doc\ 21).l (oo 
PS bonu,) In human fonn the fiend mflKIJ> 2DI damage 
+ PS. bom.1, 

Bonuses: Includin g anributc bonu~,. + l to parry and dodge, 
t 7 to dant.tj!C, +4 sa,c v, m.a3u:. +8 10 sa,e h HOC'TOf 

t·-.:lor 
"lotc : Oa}h&hl mfl11:b dama,c; \tt BTS, J)llt 158 

The Spider Demon------- -
nu" can be uoc of the mou deadly coc:ounters our heroes v. 111 

tia,c 10 face, beuu-.cofthc magmcudcofmag,c 1heyv,J1Jcombat 

One of 1hc v11Ja1er. will report that he h-ll> follo...,cd tv,·o 
mcmbcn of the L1i?hl 10 .... tu, he bchc,·es is the lair of the 
Lampi~. It IS I c.i,e nestled ~ IR the rain f~I ~"' 'here 
'The Trc-cs Lay Dov.n" This 1s I locaoon kno""n to all locah 
and " ~aid to be haunted by ev il , p1nr ... He will g ladly lead the 
group to it, bl.It will not stay 10 -.cc -.hat h.appcn, 

Var1as 1s dch&hlCd ""uh lh1, Re\lo'> and pro, ·1~ the group 
with .. ha&e,·cr v.eapon!i. and pro,1i.M)f'IS the)' ml) rtqUCSl He 
will al,;o prov,dc u many u e1gh1 men to accompany them 
~h I'> armed with an AK-47, ■ 9 mm p1i,,tol, and one hand 
grenade. 'The men arc not professional ~ldien, but wort.en at 
the plan1atKJ11. ■II att: frightened "lotc: Al least the ant usual 
gutdc ..nd one gunfflllll will be -.cnl -.1th the dwxicn v.hcther 
they v.ant them co go oc-nQI 

The J ourne)' 
The trip to the Place When The Trcfl Lay Do-.. n I'> 1 

d1fficuh trtL chmu,:h near!) 60 nukl> of r.am forcM 'The journey 
..-ill rcqull'C 8+ 104 hou~ oo ft'l(M Tht: guide 'AIII Wggest they 
lea\·e a, chc crack t>f d.;.wn (aboul 5:.lO a.m.) and pitch a camp 
five Of six mib from the su~pectcd cul ti<;.b' hide-out and au~ k 
the l'IClllt morning This IS ooly a \US,C'SllOO, 'IQ 1he group can 
pttiSOO\loanl-.. 1thou1 much rompbint from lhc 1ukk or the men 

Along the Vrrl)', the tn,elc-n arc anacLed by one lone hdl 
hound , a huge and ckfonncd dog-like supcminural bcasl (!« 

Oe)ond the SupernaluraJ, Pill!:C 168) The cursed momtcr 'Aill 



attack a non pla)·l'r charnc1er (NPC) firs t and fights to the death. 
(; M Note: If the player group is especially large Of" powerf ul. 
GMs may add up to four more hell hounds . 

A lJ pical Hell llound 
Hor ror 1-"acto r : 16 

Alignm ent: Mi:,creant Evil 
S ize : 4 feet 1all (1.2 m), 4 feet long (1.2 m) 
Weigh1: HX) I~ (45 kg) 
Arm or Rat ing : None 
S. D.C. : .ID Hit Points: 20 
Attribut es: 1.Q. ammal, equal to a real dog't. 
Natur al Abiliti es: Running speed 20 mph (32 km). nighrvis i()II 

400 ft ( 122 m), ,rack by smell 71 %, and never tire; M:C BTS, 
pa¥C 168 

Magk Abili t ies: None 
Psych ic Power~: None 
1.S. P.: None l'.P.E .: 6 
All acks per \1elce: Three; bite doe"I 2D6 damage, claws do 

106 damage 
8onu .st'S: + 2 lo ~tnkc, + 2 10 dodge, + 10 lo ~ve vs liorror 

Factor 
Nol e: Vulnerab le IO all physical anacks. 

The Lair of Evil --- --- ---- -
Thc Place Where The Trees Lay Down ;.., a strange portio n 

of forest where 1hc tree~ in a half mile circle all grow at a 25 
dcgn:e angle. l'hey arc all healthy and undamaged, but for some 
1ne.-..phcable re.ison , all lht tree~ arc laying down, The area 

radia te\ with magic energy. Any arcanist m the gro up w ill rec• 
ognire the area to be o n a Icy line. As fate would haYe it, Lhc 
suspected lair rests on a Jey hne nexus (three small, mile long , 
Icy lines intersect here). No te : This means that an::anists and 
other u".>Cr. of magic can draw oo an extra 10 P.P. E. points 
c11ery melee (See BTS, p;:igcs 132 & 133, for Icy line bonuses). 
Beoe.ith a canopy of flattened trees is the open ing of a cave. 
Ju,t outside the ca\'e 1s a talisman to ward away intruders. Check• 
mg for footpnnl'i revea ls n umerous large dog fOO(prints (about 
6 or 8 hell hounds), a pair of human foot pri nts, and some 
sttange markings 1hat look like holes made with a stick. There 
i i an unu<,ual amount of spiders and thei r webs under the bent 
tree~ and in the mouth of the cave. The cave opening is about 
five feet tall by fi\·e feet wide (1.5 m), enab l ing two people to 
enter simultaneously. brushing away spiders' webs and vines. 

About \i x fee t ( I .8 m) in. the c.ivc tunnel expands to a IO 
fool (3 m) ce 1hng and slope~ gently downward The. smell of 
decay and death fill~ the air. Anothe r 20 feet (6 m) down, the 
cave widen~ 10 about 12 feel (3.6 m) wide and 20 feet h igh (6 
m). Along the wal!~ 1s the grisly sight of a half doz.en human 
skulls ,mpalcd on st icks. Sp ider's web laces them together like 
a tapestry of silk. Sixty ket (18.3 m) deepe r , the cave ends in 
the giant, circular cha mber: a huge naturn l cav ity which meas ures 
nearly 1()0 feet (30 m) round with an an::hed ce iling 90 feet (27.4 
m) overhead . The ground 1.s littered in bones and bugs. The full 
skelc1om of at leas1 two do1.cn hu mans lay scanered along the. 
walls. h 1~ impossible to tell how old the bones are a.s they have 
been picked clean by scavengcn; (gho uls?). In the ce nter of the 
chamber is a 20 foot (6 m) long, five fOO( high boulde r tha t 
could be used as a na1uraJ alter . The rock appears black. buf on 
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closer inspection, the examiner will Ix: horrified to find that the 
dark color is from the caked blood tha1 oo,·ers it! 

Look ing up. one can only see clearly about 30 feet. the rest 
of 1he view is obscured by a latticework of ~p1ders' ""eb~ that 
cm ·cr the ceil ing like a tent. A hundred tar.mtula si£C spider.,, 
ca n be seen mov ing along the web nenmg . Closer examination 
of the floor will also show a variety of c ircle~ (an arcan i\l may 
recognize some of 1he more common ones). 1ne inhabitant al• 
tach! !! 

The inhab itafll of the cave is no11he Cult of Light. but a Death 
Wravrr. spider drmon. It has been quietly obM:n-ing from its 
comforta b le nest along a comer of the ceiling. It will first anack 
by casting a/rar spell, quickly followed by 11n apparition ff}l'/l 

(see HTS , pages 110 & 111 ). The appari1ion will be some .super
natur al horror, most likely a malig,wus demon ur a boKholu 
Of course, it is really an illusion. but to all v.ho fail Lhcir ~ving 
throw. the monster will seem very real! 

Spkl er Tact ics. The spider demon may fire maiic energy 
bolts from it$ concealed vamage place on the cei ling . It i\ a 
smart monster and w ill not stay m one place. Instead, 11 \\•ill 
use its power to adhere to any surface and grea t .speed 1ocont 1nu· 
ally change its locatioo on the ceiling and walls. When needed. 
the mons1er will use a force field to protccl itself. a~ well as 
superhuman speed . It will use shadow meld 10 effect an escape 
or 10 mome ntari ly hide. Note : ShOO(ing mto the ceiling v.ebbmg 
with assau lt rifle) or sub--machineguns will cause 2D6 tarantula 
type spiders 10 fal l on each pe™>R in the room \\·ith e"ery 
onslaught. The spiders are not dangerous, but a dozen large 
spiders falling on top of and on all sidc'.'I of a pcrwn 1s frightening 
and repug nant The natural and automat ic response i~ to be 
startled and immediately knock the things off of yourself The 
result is being fll()mentarily di~tracted, disgusted. and los ing a 
mclcc attack spent brushing the spiders off c_mc!)elf or mov ing 
ou1 of lhe way; the equ ivale nt of a horror factor of 13. Roll each 

time . 

The death weaver's most devaslahng attack will be the anima • 
tion of the skeletons laying around the cave lloor . The damned 
monstrosi ty can an imate and co ntrol a total of 10 skelelons . Sec 
BTS , pages 112 & 113, for full informatk>n about the ,pell and 
the skeletons· .slats (80 S.D.C.). 

1bc spider's most decep11ve ploy will be a mctamor-phosi'> 
into a human (into an insect only to escape), The human fonn 
it assumes is that of the L.unpiao' The crea ture will make a brief 
appearance as Lampiao, make some threat like. "Fools. those 
who dare to defy the Lampiao shall suffer his wra1h," and di\ 
appear into the shadows or make a run for it The creacure·s 
true nature will be known only if 11 is killed or if cornered . It 
will as~ume its natural fonn if cornered, to better tcmfy (horror 
factor 16) and fight. Of course, p~ychics may sense supernatural 
evil, but so much is happening. it is d ifficult to prnpomt the 
source of the evil. Still, it may make one su~pic1ous 

Game Master 's Note 
The euct taetic~ and methods of attack arc lefr to you, Re

member 1wo things: One. the spider will try to Leep i~ ov.n 
P.P.E. in reserve, alw11y~ fin.I using the IO Nexus Pomt P P.E. 
e,·cry melce round. T\\ ·o. 11 has been instructed 10 a,sumc the 
shape of the Lampiao to incriminate him as the source of e..,111 
Stt th t- G M Story Oat.a section in thi s adn ntur e. 
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If the group is geumg the tar beat 001 of them and they look 
like they may be killed, 1he spider is likely to allow them to 
escape (figuring that 1t may have scared 1hcm inlO lea ving 1he 
country and establishing a need to use dead ly force agai nst the 
shaman), bot Ollly aflcr they have seen hi m in lhe guise of 
Lampioo. Or you can have the ru1l Lampiao rescue the player 
character.., but all NPCs arc slain Again, it is bcs.t that th is 
happens only after the mon~1er has made its appearance as the 
shaman . I suggest )'OU only ha\·c the Lampiao enter the scene 
if absolu tely ncce\sary, as II will dramatica lly change the course 
of the ~,ory. If the Cult of Light convinces the m that ,~y arc 
the pawns of evil. the groop will suddenly find the mselves on 
the wrong side of lhe law. 

To find out what's reall y going on, and as GM you should 
know, read the Story Dat a section ~hich follows after the 
Demon Spider data 

The Dealh Wea\'er , Demon Spider 
Hor ror Factor : 16 
Alignment: Diabo lic Evil 
Siu: 7 feet tall (2 m). 8 feet long (2.4 m) 
Wd ght: 800 lbs (450 kg) 
Armor Ra tin g: 7 
S.l>.C. : 30 Hit Points : 60 
Allrlbut es: I.Q. 13, Spd. 22 (15 mph/24 km). all others not 
applicable. 
Nalural Abilities: Climb and run on all surfaces and at al l angles 

at max spd 22. Nightvision 200 ft (61 m), prowl 88%, and 
spins web: see BTS page 172. 

Magk Abilil it'<,: Spell level eq ual lO a 5th level arcanis t. 
Spell knowled ge: See the invis ible. cloud of smoke, extinguish 

fire, fear, blind, energy bo ll , energy field, shadow mck1, 
superhuman speed, toogues, animatc/oon[n)! dead, wind rush. 
me1amorphosis: human. Ritual mag.ic: Impressio n , negate 
poison, astral projection, mult ip le image, domination, trance, 
horrific illusion, apparition. enhance memory, tclcport (les
ser). constrain being, hfe drain. second sight , banishment, 
exorcism, immure en111y, negation, locate, spoil. metamor 
phosis: ,nscct and human. summon cmi1y, summon rain, sum
mon s!onn. rcs1orat10n, and superior pro1ection circle. 

Psyc hic Po~ ers : Presence sense, tOlal rocall and suggesuon: 
equal to second le'"cl p~ych1c. 

I.S.P. : 14 P.P. E.: 40 
All ack.s per Melee: Three ph.ysical or two magic. The mandible 

b1tedocs 3D6damage, ~trike with a leg docs I D6+ 2damage. 
Bonu ses: +2 to strike, +4 10 p:my, +2 save vs magic, +3 

)Bve v.1, p~ionics, + 10 lo save \'S Horror Factor. 
Note: Vulnerable to all physical auacks. 

STORY DATA.---- - ---
" 'ARNING ! Players should not read this section 
because vital plot twists and information is rea 
vealed?:---- --- -------

Th e True Story 
1be player cha.racten arc bcirig used as pawns by the Juazeiro 

family. Heiior and 1hc whole family .1.rc rotten to the c~. Heit<>r 
1s the head of CJne of the larges t and fasttst growing illegal drug 
cartels m the world. 



Yes. he is m\lolved m land de\·elopment and coff~ bean 
markeung. bu1 his mam revenue come) from crops of cocaine 
and manJuana As :m excellent bu~inessm:rn. he ha~ n.-ccnt!y 
expanded hi, operations to include 1he full range or drug markcl
ing. t-le grows the plani~. prucc,~s the drugs. smuggles them 
into 01her countries, dimibutes the drugs. and, now, sells 1hem 
on lhc strecls, too. H1, la1e~t M'.hcme ,~ to utilize magic and 
supernatural forces to iWe him an edge m the \'Cry competitive 
American mark.el It 1s He11or who was the j:W)WCr behind the 
Demon Fi~t Gmw (~ the Old Town adventure)! In fac1, Chapa 
and a handful ofothen. around the country have been specifically 
trained a, }'oung arc.ims1s to head his s1rce1 operations. Note: 
When llc1lor finally make, an appearance. he will be wearing 
a large sapphire rrng If yoo recall. the p:;ychic flai-hes in the 
Old Town ad\·cnlurc: ~howed a man•~ hand with a blood red 
sapphire ring as the source of the 1rooble. Ifs Heit()r Jua.-:ciro. 

The ent ire Cult of light and Lampiao scam is a double-crossing 
fram.!-up The Lamp1ao d1..covercd what Hci1or i$ doing. bul 
made the mistake of confront ing his old friend and trying to 
conv1nec him to gi\'e up his evil ways with an appeal of words 
and compa\sion Of course, Heitor refused, The drug kingpin 
then tned to cnli,1 1hc Lampiao m his forces, there was a violent 
argument that ended ~-11h both men threatening 1he other. The 
Lamp1ac1 vowed that he would not lcl Heitor des1my his people 
nor the people of the world. lle11or swore that nobody, including 
lhe powerful Culf of Light nor ifs famous leader, would slop 
hnn. The cult finally had to go underground to fight the Juai.ciro 
family. for Hcitor had grown more powerful in the mystic arts 
than the Lamp1ao had 1111.ag1ncd. Furthcnnott: , Heitor had been 
~rctly wbvcrtmg the cult's influence O\ 'Cr the village people 
for )'Cars It i~ llc11or whOm they now trust atxwc all other... To 
increase his hold over them. he has ma<ie them all dependent 
on him and hb g1 .. cn them a ta~tc of the good life , which they 
will lose 1f something happen s 10 the family business. 

lkitor h~ successfully fooled the people. He is perceived as 
the great and bcne,..olent benefactor; an almo~, saintly person. 
Meanwhile. he has been able to make the Cult of Light and 
Lamp100 appear to be the jealous and insane villains. The Lam~ 
p1ao and his tmy group offollowcn: represent the only real threat 
to lleuor's corrupt emp ire. Thus. they mus1 be elimmated , 

The ghou ls. hell hoonds. spider demon and other supema1ural 
menaces ha\le all been unleashed by Hcitor Jua,:ciro. Howev er, 
He1tor is so cunning 1ha1 many of these crtaturcs honeslly beJic,..e 
that they have been summoned by the Lampioot The spider 
demon hb been m,tn.uncntal m thi~ deception by metamor. 
phoswng m10 the form of the Lampiao and then summoning. 
d1rcct111g and contmllmg the diabolical rnon5tcrs 

Important Game Master 's Note: ,\s the person who must 
mle play Hcitor and hi\ ins1d1ou~ mmions, yw musl try your 
be~t to continue to frame the Lampiao, ye1 at the same lime g ive 
the playel"i an occa51onal cll.M: O(hcrwi<.e Hcitor's ult1malc goal 
is to ha\'e the player charac1crs (his pawns) find and kill the old 

shaman Or at least capture him. This way the shaman can have 
a deadly accidcnl 11,•hile in captivity . Hcitor would eliminate the 
old man himself excep1 that 1he wily Lampiao has been able to 
elude capture and conlmuc, to dcstmy hi~ drug CrQJ)'> and wreak. 
havoc on his operations. Also, it may look bad if he or his family 
had a direct hand m the ,haman's dcmi"ie. However, if foreigners 
were responsible, the family woold be clean and oould mourn 
a long with the re~! of the people. 
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The scheme then became thi,: hire good intentioned oub idcrs 
to do the diny work. (Vargas' idea). The Larnp1ao would be at 
a great di.\.advamage for three reawns : I) He would 001 know 
thc!>C people's IX)wen. or methods . 2) He would reaht.e that they 
are good people being used for evil mtent by the Ju:v.e1ro·~ 
This means the Lampiao would no1 u!>C deadly force again~, 
them. as he has againM the family. In facl, he 11,•ill II)" 10 a\'o id 
hurting them in any way; a great disa,hantagc, especially if that 
l)J)l)OSmg force !tee, the Lampiao li evil incama1e anJ may not 
hesitate m use deadly force againsc hun 3) The Lamp,ao no\.\ 
has two mysoc eocm1c~ IQ contend 1-\ith. the duped fore1gncn. 
and He1tor'?> minions. Plus, the people themselvc:~ have turned 
againsl lhe shaman and will defimlely not give the ured old man 
assistal"ll'C or shelter (than l?> largel y 101he propaganda campaign 
of the Juazeiro family) 

lle1tor is presemly m Rm with hi~ wife and family for reason~ 
other than business. He wishes 10 be far away when 1he Lamp1ao 
is killed (it asr.cns his innocence). Also he is cagey enough 10 

reali1.c that the foreign mystics and psychics might get di~parag• 
ing readings from his aura and crea te suspicion. He1tor <will 

return when he has received word of the shaman·~ demi~ . He 
will greet and thank the pla}'cr characters personally_ As usual. 
he is wc:mng lhc red sapphire nng. Any ~ychic who has ~n 
1h1s ring in the Old Town ad\lenturc will inslant ly rccogniz.e It 

and be washed with the sensat10fl of great evil, magic. and dread 
lbey will know in an mstant 1hat Heitor is the force behind the 
Demon Fist drug operauon 

Heitor will also return 1f the group tum, again~! him and-or 
throws in with the cult Qf Light or begins to question the cult', 
guilt. 

A major slory change or wntinuation of the ad~enture 
will occur when the player characters rcali,.c that Heitor is the 
source of evil. not the Lamp1ao. How the group reacts. and ~hat 
1hey do will depend greatly on when and how they find thi~ 001. 

It is very. very likely that they will find and kill or capture the 

Lampiao before they suspect the truth. To d1'ieover that they 
helped lO dc~lroy an innocent man will be de\lao;tat1ng. To rcaliLc 
tha1 they were the pawns of evil forces is ano1her blO\.\ 

Are they so demoralized that they go home v.ith tl)e1r tails 
hctwccn their legs. or do they sta y to desl!Oy 1hc e\lil .' Bear m 
mind that this means they must titCkle the armed might of the 
crimina l forces (yet unseen), magic, and ?>upc:m,11ural mimon~ 

of the Juaze1ro family. Heitor can be much more blatant m h1~ 
attacks on ··\oco foreigners" posses?>Cd by the Lamp1ao'\ e\lil. 

e!.pccially if the ,haman is dead (no longer a factor m thi~ 
struggle), This can tum in10 a n:al ~lug-fc~L'war 

It is important 10 note that no government or outside au1hor1t1e) 
will get invoh·ed in any1hing happening in thi~ di~lant and '-CC

luded httle wilderness community. This gives both the pla)'cr 
characters and the ,..illains a fn..-c hand in 1his conmct . Also note 
1ha1 if the story takes this twisl (and it IS \"Cr) likd}' 10), lhc 

characters and thcir~pon-.oring organi1.a1ion will lose 1hc million 
dollars and expenses. and are likely to lose the story 100. Why? 
6ccause the ?>lOfy i~a) too unbelievable. and b)too incrim inaung, 
the characters will definitely want 10 maintain a I<>~ profile 
Note: Rca."°'1 b) leave~ open future stories of revenge by surviv 
ing. members of the Juazeiro family and/or mcmbcN of the drug 
cartel 



Thu plol hne cu continue into ochrr ad••cnturn of supcr
n.t\nl mme buwn&. ()Jr heroes ~ill lcffll that the Inmon Fm 
Gang 1s opcraunc 1n \D6 other c111cs in the Umtcd States (South 
America 100?). Each 1.s htadcd by an artanlS1 dru& lord who is 
u,1na map.: for c~il Fortunaiely. none are yd as powerful a-. 
Aloru:o Dia, °"'P' (they Vt; lhml and founh ievel artaDl!iU). 

so 

Som, important plot factors 
I TIM: one guMk (and Vlfil\) contmuall)' ai,"gncd 10 the 

group has order. to loll the Lamp1ao at the be~t opportunity. He 
h:b bttn warned INl the Lamp1ao 1s a ~,er of dccei1 and ma} 
be abk 10 trict the sulhbk fon:11nc" mco J01nu1.g h,m or ocher 
folly Thui,, he 1i 10 lall the c, 11 Wman no m:mcr ~hat tuppcn, 



TIIC 1uMk: b of a good ahgnmtnt. bu1 bchevn his emplo)·cr and 
w,11 ddimtcly 1ry h" best 10 kill the ~haman 

2 TM slunwi anJ h,~ cull me~ v.1II try kl n11id the 
group for fear of unnecc)~ry conn1c1 :md 1nJury. Thty don't 
bchc\·c: 1ha1 1!1c:y need their help Howe\'cr, the La.mp1ao v.111 
.. ttpln C)COf'I 1hc1ra..:t1ll1hCS. He v.1II be tmp,c"-Cd b) coura~. 

hone,ty, and cmnpas~1on lfhe belie"e' chem 10 be good people, 
he or OflC of h1) follov.crs w,11 secrt1ly try to helplpr()(ect 1hc 
1roupfromt1mctotm1t,e\cnthoogh the) pose ■ threat 10 h,m. 

3 At ;;omc pomt, Varga, will rc«,vc accura1c mfonnation 
on tht whettabouli of tht Ufflp1ao and will send the group and 
the u,ual 204 gunmen to confronc him Thi, may h.arpcn two 
or thrtt: tmlts before the ~ha.man convinces the group that they 
arc the pawn\ of Cllll or he t\ \lam 

4 Vargas and his )upcma1ural 1assoc1atcs m.ay ,tage other acts 
of e..,,1 and d,.s.,uter to pro, ·c the shaman 1s b.cl 11nd that the lc\'cl 
or danger hH ~-ala1ed 10 deadly proporttom 

5. Take a look at the NPCs 11,orling for Hc11or. including the 
~r demon mcnuoned ptt'IIJOUSI) Uw: the\C charac:1cn. 10 

enhan(:e and dc\·elop the ronnic, TI,ey aR: powerful and may 
potentu1lly O\'erwhelm lhc group, but a compen,a11ng factor will 
be 1hc arroga,.._~ and O\·cm,nfldcnce of Hc11or and h11 ~upcr• 
natural m1n1om This means lhc ..-illa1ns may JCI cattlen ant.I 
undcrc~1mate their opponent~ Also. chc group may ict occa 
sional intcncntt0n (a'la the uh.ary 1n the n1d, of umc) from 
the Lamp,ao or other member; Df the 11ny cult. This can include 
sanctuary. hc:.ihng. and assistance. Reward the ~aycn,;' clever 
ness w 1th carclc!oSntS5 by their opponcnli and ,~s 1n theu 
charac ters vanqu,shmg the villains. 

6. The Cu ll of U cht has been reduced 10 a handful of men 
and v.omcn who continue to fiaht al their mentor's side Other 
cull mcmbe:r'i ha..-e been slowly hunted down and tcm11natcd by 
Juv.t1ro', gunmen or monstcn Presently. the cull ha, fourteen 
mcmbcn, mclud1ng che Lamp1ao. Tv.o ha"·e KCrctly 1nfiltnted 
lhc Juau,ro nuninal operation as laborers on the coca111c plan 
uoon Both arc SCCOftll lc,cl arc:am~s with minimal mag1c.: 
knowlcJge. A 1h1rd \PY IS a '\Cl"\la.nt Ill (he manslOO She IS a 
follower w1lh no m.agk: powe~ (but much 'iCholarly knowledge 
1n the ,u)s or magte) 1n order to a,·Otd dctect100 by the mystJC 
fon:cs II work thc:n:: Thrct: llOCond lc,·cl an:amsts stay al the 
Larnpiao's sMk: at a.ll 11~ 

A s1J.th k:vcl an::an1)1 anJ the l..amp1ao's heir appattnl. is a 
28 )'ear old by che name of Bernal Velu.qucz. He 1\ofscrupuloos 
alignment. snw1 (IQ 17). an e1.ccUcn1 taclte1an. am equally 
ucellcn1 leader, and fiercely pas,1onatc. Bern.a.I le~ the 1tmain
mgcuh members (1st 10 3rd lc"cl)on nud~ and operations agains1 
the Juvc1ro drug opcnt1Ms and helps 10 keep the hoodlums off 
the '1-haman•~ tr-.11 Bcmal Jo..,e~ the elderly shaman like• father 
and will become an a,·cnging fiend if the L.ampiao 1s killed lnc 
death of the \haman may be .-.o de\asta11ng 10 Bernal th.at his 
alignment may chan~c to unpnnc1plcd or anan;h1s1 and he will 

take e11trtmc and deadly .-chon againsl !he Jauu1ro famdy and 
all "'ho \tanJ in his way 

The magic ~IIOwledge of the Cult of L,~ht is generally hm,ted 
to n.alutt ant.I hu.hng powen, few, if any. are duutly offensi\"e 
~lls. 11._e fear. encray boll, paralysis ortranee. Only the Lam
piao and Bcm,11 Vela,qucz J)O'J.Css arcane knowledge 1ha1 lets 
diem summon and oontrol ot.htt crcatu.tt1. and magK' lhat Cad 
be u'ICd to hurt other""i 
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The Ju azeiro Cr iminal Opera tions 
Approx1ma1cly .SO mik, (kO km) west or the cofttt planaoon 

1, a ~- sn-ialler plantauon conc-calcd in the nun fon:st The 
dru_g plantatlOO A mode<.t manor hou!.C 1s the rtJ>ldcnce ol the 
\11~1tmg Jau1e1ro fam,ly. ~carby .uc four kmg. camouflaged 
butldmg, where the drugs art proce\-.cd anJ ~,orcd I .uther b.tl.:l 
,s • g.u-a,:e that hw~ a dol.cn ~ and a "':on= of trud, i,. A 
clc,mng alonx the "'oods ~n·c~ a) a helirnptcr pad . I "'o mile!> 

cas1 1s ad attStnp .nd another camounagcJ huilJm, for more 
drua crool\ 

The plantatlon 11,. obvi()IJ\ly a tmy coffee hcan operation, but 
~,tccrcd •II around 11 att a hundred i.mall. c.-moufla~ patchc, 
of cocaine and mar1Juana c~ Abl)IJt 200 men wock the plo111-
Ulhon, another 50, the druJ proc:c"mg and rclirung All lul'f'C• a 
foll knov.lcdgc of wh.d 11 1, !he) ~ do,ng 

The supernatural ..owk1 rT'1dc, m 1he manor h()IJ...c, talmg 
1he form of the hum.an supcl"\l1sor known only li O1ahlo. l'hc 
iupcn-1~ amwe" on.I}' 10 Hc11or, F.rnt')IO, anJ Carl..-~ Juvew 



II 1\ "'*d that c-.·en Va,ga> ,md Gc,,;el fear thi::. man D1ablo is 
lno,i,n lobe a pov,erful maie, but fewlnowthat he is not human 

There llfC o-.·er40mak mrmbcnoflhcJuau1rofam1ly, 1r11.:had
m,: i.:-ou)1ns, mn>h·cd 1n the dru,: m.Jc 1ne: -.omen arc not 

ll\:t1~e pan1c1panb m the hu,ine\:, and arc cxpcct«i 10 busy 
them<,elvc, w11h child rcar,ng and hou-.chold maucrs. Thcthurac
tcr dc\.CnptlOf'IS that follow are only 1he n)()<.t important member, 
of the Juau- 1m bu,1nc" All other\ arc fir,110 4th leH:I cnmtnals 
OfCM'Upl bus1ncs .. mrn Only !hose h:,tcd hc:rt Imo-. an) ml&k: 

Heitor Juazciro ------- - -
Allgnmen1: Miscreant 
Hil PolnU: 53 S.D.C.: 30 
\\riJhl : 200 lbs lft.l&hl: 5 ft 9 1nchc:\ Alt(': 5 1 
Attributes: IQ 17. MA 23, \1 E. 20. PS ?2. P.P 15. PF.. 
14, P B 9. Spd 7 
Exptrlcnce Lne l : 9th lc\•el ArcaniM 
1\la(ck Knowliedge: UndtNand) magic 94<!. read:, magic 98Cl>, 

\Cn..e mag.K: (au1omatk:) 120fttt(36 6 ml. rccogn1u:ench.an1-
mrn1 9()((- _ Spell ~ngth 1s 14, meaning that oppoocnb mu"' 
roll a 14 « h,~r to sa,c -.tnu\ Henor's spell\ 

Spt ll Kno•led ge: Globe of da)light, '!I« aura, sec the 1nn~1ble. 
\tn<,e P P E .. conceahncnt, detect concealment, extingu1~h 
fire, lu1tat10fl, my,11c alarm, ward~, rum dead , breathe with• 
out a,r. 1mpcn-KJU, to fire and po1!o011. negate po,~. L"\lre 
minor d1,;orden, heal -.ounds, 1mpttss10n, '\CCOfld 11gh1, m• 
-.-i-.1btl11y: s,mplc:. chansma11c au~. enhanced memory, 
1on1ues, e)'t:S of Thoth, swim as fi,h. c-.cape, ny. sleep, 
lll(ta1norph~,~ tm1mal. negation of magic. protcc1100 c1rtle; 
\lmple and supcrmr, transferal, summon and control cnmy, 
immure en111y. ,ummon lesser bcinJ. ba1m,hmcn1. COO~lra1n 
be1na , c11..on:1<,m. \;llk:lum. remm·c cunc, and create ,omt-~ 
OffeMht spe lls: Ag<1ny, befuddle, lire 0011. para))>!> -.1m 
pk. supcrtiuman \trength, call hghlnina, energy d1srupoon, 
multiple image, repel animals, compul<.K>n. trance, \ICkness, 
lu1::l curse, phobia cu1"\C 

h)chk Po~er s: N~ 
Comba t Skills: Hand 10 Hand 8a::.t1.:. 4 attacks per mckc Judo 

throw and kt1.:l attad;'> inflict 1 D6 dam.agt> each 
Bonu.ws: + I to ,tnkc. + 2 10 parry and dodge, -+ 2 to roll, 

~ I.J to damage, ~r11Kal ~trike on natunll roll of 18-20, t 4 
10 ,ave v, mag ic, + 4 \Jvt vs JM>si,.ession, + 4 ~ave vs horror 
f:ti.:-tor, +4 !>a~c v, pi;ychk: attai.:k 

\\npon ProlkieMlts: WP Shon s~un1. W.P Au1oma1K 
A\\ault Rtflc, WP R1fk (huntm., 'boh-acllon) all at 9th 
lt:-.-d, W P Automatic Pistol at 4th lc-.·cl proficien9 -

\\ capo ns: In comb.it lk1tor will use any ~-capcm available, but 
prefer,, lhO',C he ha\ a \I.Capon profictency in . On the plant1-
11on. he -.111 often ta.ff)' an AK-47 and;or p1s1ol 

Skills ol ,oce: Radio: h.a,ic 98%. llld10. ~lt"f 98'1. optic 
\)'\lt:m~ 98'1. T V .-.k.k<) ~4. CT)'flloCJ'&ph)' 884, read sen
Wf) tqu1pmcnt Y81l, pilot hehcoptcr 98Cf>. pilot au101nob,le 
98'f. w1ldernc1,s 1urv1-.-at 83%. land navigation 75%, forgery 
73'f, and bodybu1ld1ng. Language, include Spanish, Enah,h, 
Ponuaucsc, f·rench. and Cuban al 984:l-All lores and re~arc h 
Yij'i-. chem1\tr) 9.lfl' 

DHcription: Ht:1l<lr Jua,c1ro 1s a c:han,;matK: tnd1\iJual •ho 
llld1a1e:, strength .nd cooftde~. an ob-.-M)Us leader He ,s a 
,~11lcd liar and d1plom,u He i5 a cool and ca.k ulatm& lhmkcr 
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and ■ maQer planner He en.JO)·, a d\a.llfflgc and k>vt"S the 
competition as long a, hc: can .,.,,n He has grov,,TI tu-ed o( 
1h1\ king and per\Oflal .,.,.ar bc1wecn h1m-.clf and the Cull of 
Light and wishc!. 11 lo end soon . He ■l'Kl loves to manipulate 
people and events like a master chc.!>S player manipulauna 
h1~ pll)tng p1tt'C~ He ,sob>e.!>scd \I.Ith !)()>ACT and isbepnnm1 
10 behew lha1 he: 1!, un,roppablc lme1alonw11.1 \Ctun1 tn) 

DHpi1t all th1~. He11or 1, dedicated 10 h1,; fanuly and ~ ,II 
a\·cnce an)' wrona done 10 them, tncludmg his ~onhlcsi 
brother, F.mesto and cn11)' Uncle Car~ , 



Ernesto Jua.i:eiro- 
The ,o ung er brother of Heitor 

All14nmenl: O.aholk: 
1111 Points : 41 S.D.C.: 20 
Weight: 200 lb~ flel1thl: 6 ft 2 inchc) Age: 44 
Allribul r<i.: I Q 11. M A 9, M E. 12. P.S 15, PP 10. P 1:.. 
11. PI) 11. Spd 14 
f''°ph'Wna l~, d : '\rd k,-cl Arcan1S1; 6(h Jc,·el hoodlum 
l\1aik Knowledgt : l,ndc-r\tands ma11e 78'1, rcD magw.: 86'.t, 

1ren\C mag1c(autorna111.:) 120fcct (36.6111), recogn ize enchan t• 
ment 60%. Spell ,trcngth is 12. 

~ptll Kno1o1iedgt: Globe of daylight, 'lee 11uni, see lhc ,nv1s1blc. 
~n~ PP E .. k\·1t.1hon. mystic ala,,n, ~the v..1thou1 air, 
1mpcn,,ous 10 fire and poi,;on, nrsatc pot-.on. heal -..ound), 
~ond sight, 1n\ 1\1b1h1y \ 1mpk. toniucs. swim as fish, es
cape, ny. sleep, mccamorphosis: anima l , pro1ecuon c,rdc 
\lmp le, tum dead, immure entity, ban1,hmcnt, and exorcism. 
Ofl'cmhe spt lls: A&ony. befuddle, fire boll. paralys1~: s,m. 
pit. ,upcmuman \trtnJth. all hgh1mn1. n:pd ammal\, and 
trance "llote: All ma&K taught to him by lkuor 

P's)chk: Pow~: N~ 
Comba t Skills: Hand 10 ll and; Basic; 3 auacks per mclec. Judo 

throw and kick anacb mnict I 06 dnmage each. 
Hon~: + 1 IO \lrl l C, +2 to pany and dodge, +2 w roll, 

+4 lo S,l\'C \Ill ma,K. +4 S,l.\e \I'\ ~~S)IO!l. +4 5,a\e vs 
horror fac1or. + 4 ""'·cu psychic ¥tack 

" npoa Profkimdn : w p Shon s ... cwd. W.P Au1omat..,; 
Anaull Rifle, W P Sub-Mach1negun all at 6th level, W r 
AulomaltC Pi .. tol at 2nd le\'el proficiency 

Wupon s: Alway, cam e, an auto Dcrttta 9.SIR 9 mm p1,1ol 
(21)6 damage. 10 rounds). a conccatcd 7 65 mm PP Wallher 
121)6 damage, 8 rounch. ,1h·c r buUcb) He ,.,IJ ofkn carry 
an AK-47 and mkhete "hen 1n lhc field 

Skills or Note: Malhcmaucs 98'(. . chemistry, chcm1stty: analyt• 
11.:il, chem istry: phannaccuhcal. biology. 

llHcrl pOon: An am,ttant and lazy bully 'who wi,hc s 1all his 
need~ and des,~ "ert tirough1 to him on a sil,.er planer. He 
1, a cod.y smart mouth "ho always underest1ma1c, h" 
enemies. He 1Clllh co act "1thou1 thmkm&, then he "hmc.s 
alkl wh1mpcn when thmg, go 11.ga1n~t him. Vargas ,~ alw 
.:orm:1 m his a~!ie\Smcnt that Emcsm 1~ a coward and a lymg 
cheat whose loyally 1s IO himself If pu,h came to shove. 
l.:.rm=,10 would inform on hi~ own brolhcr without hesuation 

lnsanllteS: Sch1rophn.-m..::. hears a VOk."C tdlmg him how mlK'h 
htucr and dcscf\i1n1 he 1s than an)IJl'IC cl!.C. This mat.cs him 
Jumpy and shoJt tcmpcnxJ He 1s also • Junky hooLcd oo 
\J)Ced (1mph('lllm1nc~. uppers) . Onnk, too much too and oc• 
ca,moally snorts coke 

SJ 

Uncle Car los Juazeiro 
Drug Plantation Boss and Lord of lh~ Zombi~ 

Allgn1ncnl: M1scrc.1nt 
Hil '°'nlS : 53 S.D.C .: ]() 
"eight : 2!0 lbs Hriahl: 6 ft Agt: 71 
AUribute5: I.Q. 14. M A ~ - \1 £: 13, PS 14, P.P 11. PE 
12. PB 8. Spd. 6 
E):perlcnce Level: 5th level An:ani,t. IOlh Incl thug 
~1agk Kno,.ledi.t e: lJn<lc....,1an1h magic 90'l. reads magic 95'l. 

S.CA'loe mag1C{autonu,tt.:I 120 feel (36 6 m). reco,gni7,et'fk:h.nt 
mcnl 7.S'l Spell stttntth I\ n. mcan1n1 th.11 oppontAIS mu~I 
roll a 13 or higher tu ..,."c ,cn,ui, Cart°' • \pells 

Spdl Knowledge: Sec aura. ,;ee the 1n-.Nblc, -.cnsc pp l:. .. 
dclcct concealment. comgu 1sh fire. 1c~1lolhon. m)sllc alann. 
1mpcf\'1<K1'> to fire ,uld po150fl, neg:ue po1\(m . 1.·urc mmc>r 
d1'>0f'dcn.. heal ~ound-.. 1mpi-e .... 1on. lnH\lb1hty simple. 
1onauc-.. e).C'\ ofTixlth. \',\Im b fish. Ck:llpc. fly. ,Jttp. IW11 
dud. coru.lr■Jn being. uomsm. metamn,r-t1,,'>1'> anmu.l. nt· 
,,uion of magic. pml«IKlfl circle . Mmplc and superior. ~um. 
mon and control cntll)'. immure cnuty. rcmo"e cun;c. ~·n:atc 
1.0mb1c. Offensln spe lls: Agony. fire boll. paralys is sm1ple. 
call hghtmng. mulupk image. repel anunali, trance. ~icknc:,-., 
and lu.:L cur..c. "'iOIC: L,crythmg he Lno.,., ahoul ma111. "b 
taugh1 10 him b) He11or 

Ps)c.hk Powers: /'lionc 
Comb11l Skills: t-land to lfn nd : E11:pcn { 10th lc,d); 5 aua,;ks 

per n,elee. Judo 1hmw and Lick attacls mflict 106 damarc 
each 1>imcd weapon) 

Honu.sn:: +2 10 stn l e. + .l lO parry and dod,c. •210 roU. 
+ 3 10 d.amagc. cntk'...t i,tnLe oa natural roll of 18-:!0 . .. .a 
io•,,nc\'>magK. +4sa,evspos.'IC\\t<lf'I. t 4sa\e\lihorror 
fa.:to.-. + 4 save v, l)'i)Ch1c attack 

WHpon Pl'1)ficiendes : W P Shon Sword (machete). W P Au 
tomatic Assault Rifle. W P Rifle (huntinJ'boh -actionJ all 
al 10th lc,cl, W P Aulom.ati..: Pistol and Knife at --.,h kH:I 
profK:K"n<) 

\\upons: On thccoca 1ne pl:antauon. he al"a)s can')· an AK-47, 
4~ p,~101, and a pair of machetes (boch \lh·cr plated) 

Skllh i or '\jote: Computer opera tion . firsr aid. mtcrrogauon. de· 
tccl ambush, land nav11aoon. and w1kkmc:\> i,un,i,·&I. Ln • 
Jlhh. and Spam.YI. idl Ill 98'l 

OescrtpUoo: Generally. Carlos is seen as the agmg: cwmlcr 
and boss of the pb1nta1ion All an,.,.c-r to him. 1oclud1ng 
O1ablo. The only cxccpiion is He1tor li e 1s an exccp11ooal 
manager. clever. a"-rt~s"•e. and slX"aly. He hai. gro .... n crud 
and a bit msanc wnh aic He lo,·ci, 10 c,·okc fear m tho!.,c 
around him 

lnsanU.ic:s include: Ph.lbta of confinin1 en.:~~ and l)'>)..:hK 
stranacn. obsc»i,'cly kl,e!i danger• He IS IOO'l k>)al 10 h11 
IX"phcw lle1tor. v.ho he admires abo,-e all other'$ 

Carloi; al<;(, comnutlkl) an anny of 40 zombies (his fa\Jonle 
~pell) .,.,ho urclcssly ~·on. lhc fickl\ and iUard the a1ntnp 
He IS af',1,l)'S accon-,panlCd b) 1 .. 0 .wmbte pnx.cctors ',1,flO 
,..,II not kt an) body nu~ a hand 11,a1n~ the okJ man and 
another 1"0 guard his 11..,mg:qua.rten a1 all 11mc). Sec l.Offlb,c, 
m RTS, page 123 



Diablo, The Sowki,--------
Horro r Factor: 14 
Alignment: Miscreant 
Hit Points: 80 S. D.C.: 20 
Wtlght: 3001~(136 kg) Height :7ft(2.I m)Age: Unknown 
AUributes: LQ. 17. M.A 21. ME. 20, P.S. 18, P.P. 13, P.E. 
II. P.B 7. Spd 10 

Natunil Abilities: Superior vi~ion, hke a hawk , 1h1rd e)C can 
see the mviMblc, fire res1Mam (half damage), and spc-aks ALL 
languages. 

F.xperlentt U,d: Equal to a 4th level arcanis1 
Magic knowledg e: Calling , invisibility; simple, paralys is: sim

ple, bhnd, sleep, agony. and mclamo~i~: human (often 
disguises i1self as Lampiao, Uncle Carlos, and C\'Cfl Heitor), 
summon les!.Cr lx ings . Illusionary Magic: Death traru:e. con
cea lment, dc1ec1 concealment. charism atic aura, multiple im
ages, m:bk of deceu, horrific illusion, apparition. and halluci
nauon 

~y chk Powers : Mcdita1ion, mind block. sense magic, speed 
reading, sugges1ion . summon inner strengt h and rocal recall . 
All arc equal 10 a 1h1rd level psychic 

Combi.i t Sk llh : 3 attach per mc lee, fots!claws inflict 2D4 t.lam
age ( + P.S. bo nus), bue does 2D4 damage plus poisonous 
toxin does another 206 damage unless he &a\ 'CS versus poi'iOn. 

Bonust s: + I on initiative, + 3 to strike. + 2 parry and dodge, 
+ 3 10 damage. + 3 sa \'C vs magic, + 2 sa,.·e vs psychic 

auack. + 8 save vs horror factor. 
P.P.E. : 60 J.S.P.: 21 

We111pons: Likes 10 use the machete and enJoys using a .38 
cal iber revo lver (WP. 3D6 damage. six rounds). 

Des4:rlption : A mas ter of decept ion and subterfuge. the Diablo 
is enjoying his association with Hei1or Juazciro immcn.sely. 
The damnable creature has been ac Hcitor's side for almos1 
four years now . It is fairly loyal and subservient to Hc1tor 
and will remain \0 for as long a,, he allows it to ha'le fun 
manipulating and hurting people . The sowki will obey Carlos 
Jua1..e1ro bccau ,;e 1t is truly fond of the old man, finding him 
10 be delightfully intelligent, crea1ive . and insane: the two 
arc oflen seen laugh.mg and talk ing 10 each other. Diablo is 
also subsen,1ent and gentle with Emc\ to (Hei1or's brother ), 
noc out of friendship. but because he rcahte~ that Ernes to is 
a fool and may become a va luab le pawn in the future sh()uld 
He1tor tum against him. Sec lkyond the Supernatural , page 
171 for a full descripcion of a -.owki. 



Cousin Pedro Juazeiro -----
The son of Uncle Car los 

Alignn lf nt : Abcrnnl 
llit Polnb: 22 S. 0 .C.: 30 
\\tlghl : 170 IM. ll righ t : 6 ft A1,t: J6 
Altribuln: I Q 12. M A ID, M F 13, PS 18. P P 14, P b. 
12. PU 12. S1)U 10 
b~rM'nce UH•I : 2nd k\cl Arcam:sl; 6th lc,el hoodlum 
\la gic )l.no¥1-ledl(e: Undcntand!> m:tglC 74'\, reach m.tgic 831J, 

sen-.e mag11.: (11u1oma1H.:) 120 feel ()6.6 m). rtcogmz~cnchan1 
mcn1 '\'\4. Spell strength.,. 12 

Spdl Kno"led~ : Glohc of da) light. M% •ura, see lhc tn\'mbk:, 
lcv11auon. 1mpcrv1ou:s to fire and poison, hc;d wouOO,. inv1~i
bthl)' -.1mpk. IOO)l!UC\, ,;v,1m a) fi..h, C'l('apC!, fly, \lccp, pro
tcell(lfl cm:k. ~1mplc. IUm dead, and C.IOf"Ci'i'm OfTttlShC 

spe lls: Ududdlc. fire bolt. panaly,1s: simple, ... upcrhuman 
.. ln:ngth. and c:JII h,rhtnmg ~otc: All magK' 1a1.1g.tu to him 

by lk11or 
Psychic row en.: J',;onc 
Comba t Skilb: Mamal Art'I.; J anacb per mda: . Jump kid, 

(cnt11:al wil..cl mnict.s 208 damage. Cnucal s.tnke on na1ural 
18 20 

Bonu~ : + 2 to ,trike. + 3 to parry and OOl.lge. t J 10 roll. 
+] 1od.am.lgc:. +4 IO'l.11\"C ',S ma,K.'. t 4 \a\'C\'Sp()S!.OSKN'I, 

+4 l<il\'C ..,,. horror (kt(,r, t 4 ,a,·c \IS ~)t·h ic anack. 

Wrapon Protidtndb: W P Fern:mg. W P Autom.toc A<i\Juh 
R1fk,\\ .P Sub-machutcgun,WP Re,oherallaa6':hk\cl, 
W p Aucom,mc P1~1ol al 2nd lc"cl profic,ency 

Wupons: Al .... .a)\ carric~ a .357 Magnum revolve r (406 d.un 
a~. ft round,. ,iher bulleb), a conculed 7 .M mm PP 
Walther C2D6 damaae, 8 rounds). He will of1cn carry 11n 
AK-47 and machete .... hen in the field 

Skills or i-..otc: M<1lhcm;,ha 98%. d1em1,try 85'1. chcm1..try 
anal)'ti;;al !Sl¥l, chcm11,try: pt,annaccutKal 75<-", biology 
75-l, 

l)t§cription: Pedro 1s lhc vm of C~ Ju.w:1ro and hclp<1, hi\ 
fither run the drug plan1a11on He ,s concerned th;11 his father 
1s becoming a bit rC'anrric (crazy) and cruel, but 1s steadfast 
in h,, loyalty 10 bolh h1, rather. cou,in lle,tor and 1he Ju.azclfO 
family_ Howe,-er. he dt'lCs noc entirely u,1st cousin Carlo,;; 
Varj!a\ and Jc,pisescou<,m Emc~lo. whom he sec, as slo"enly 
and WJlgerou, 10 the family 

Pedro ha., a 1v..is1ed rode of honor and lo)'llty, but 1s as 
ev, I and dangerous a.\ anyone 1n the family He 1s intelligent, 
strong .... 111cd, and c.apable, but has little ambition for po-.er 
or wealth I le doc, -. h,11 he ffiU\l fOC' lhc family 

Cousin Car los Vargas -----
First Cousin and llcitor' s Right-Hand Man 

Alignment: Anan:h1st 
flit Polnu: 39 S,O.C.: 3~ 
Wd&hl : 150 lb\ IIHg_hl : S ft 8 1l'k.hes A~: 39 
Auribults:IQ 14.M.A 15,\ 1[ II.PS 15,PP 14.Pf 
10. P 8 12. Spt.l 10. 
Exptritna Le,tl: 7th loel cnnunal ma)lcmund 

Mqk kno1111ed~: Demon and MonMtt Lore 70'l 

55 

Ps)t hk Po111-~: ~on,: 
Co mbat Skills: Martial Art\; three aua..:h per mclcc: Paired 

.... -capons. cr1tKal ,lrile oo natur.iil 18-20. karate l1..:L doc, 
108 dJmage 

&nuSCll: +2 10 ,trike. +3 pany and dodJ!'C. t J roll or pull 
punch, 

\\n.pon Prolidtnrin: 'w P Own.\\ P Blunt.WP s .... ont. 
W P Automatic Rifle. W P Rc,·oher. All at 7th lc..,·el pro
ficiency 

\\ npom: .357 \bgnum rc,olvcr (406 dama,c; thrtt of the 
SIX bullel'>att alway\ sih·erandca1T1es add1t10nal sil .. erbullcl\ 
v..11h him). pair of null\:h;iku (often concealed). Camh a pair 
ofmachew.andan /\K-47 1nthc fteldMldoncombat m1,,100s 

Skl lts or Note: Rad 10: Ba~•c RO'l • Rikl10: Scrambler 70'l, Radio 
Sa1elhtc 65'l-, T V ·video 80'1:. cryrtogniph) 804. rud sen 
SQr)· cqu1pmen1 K04. p1lu1 hC'hcoptcr 94'l . p1kit anplanc 
98<I. pilot au1omobilc 98'!, ...,1\dcmess sun-1val 70'l , land 
na ... igat,on 66Cl, forgery 604. :and bod) bu1IJ1np:. L,mguaies 

1ncluJc Spanish 111nJ f.nJh.sh 98't plus l\-.r1uri,aesc. i:;rcnch, 
and Clban at 8cn: 

OHcripUon: A ~lnHlg. soft·\J)(>ken man who 1.ttnu Ill C\udc 
confidcnr.:e. He 1\ .... en cJl.k.:aled. 1nh:lh~nt llnd capable. bul 
mo•wa1cd by greed aod • lu1,t for power Varga1, 1, Hc11or·s 
right-h11nd man and fronls for the legit11T1Jtc portion of the 
famil)' bu1,nx,., The innocent coflee plan1auon .... otters and 
\-1llagct'\ all lno-. and hle Varaa,. althou&h they Cltn,1der 

him a bit arrogcuu and aloof 
He 1, comp&ctely loya.l to his C('IU,ut Hc11l,r and a~,1,b him 

m e,,ery ,bpcct of lhc bu~1ncss It ...... , VarJh ..... ho de\·clopcd 
and c11.ccu1ed the plan 10 frJ.mc Lampiao anJ ha••e foreigner\ 
hroufl:hl 1n to k,11 lhe Wrnan and h1, follo-.«:1' 
t-..ot~: Hates and fears Ou1blo. the so-.l.1. and hate, F.mes10 
Juazc1ro. who he ~c as :in arrogant. catties, and ~tup1d <:ow 

"" 
Cousin, General Bernardo Geisel-
Head of lhe Private Army 

Afiltl)JIMnl: Abcmnl E\11 
lllt Points: 40 S.U.C.: 40 
Weight : 192 Hi:ighl : 6 ft 1 inches Age: 45 
Allri bu ti:s: IQ I~. M .A 14. \1 E 12. PS 23. PP 19. PE 
20. PB 14. Spd 18 
Experienct Le,tl : 8th lc,·cl mercenary 
\1a&k knowled~ : Ocmoo and mooSte-r lore 7:'\<l 
h)°chk Po111·rn: None 
Comh111l Skills : Martial Arts; 5 aua.;k!. per nltlec 
Bonuws: + I 10 ,tnlc, + I 10 parT) Mid dod,e , _... 2 to roll or 

pullpur-.:h, +81odam.,c, +ltoi.a,-c\·sma11.;andp01!>00 

Wtap(ln llrofldencies: WP Knife. WP Autom.a1ic Pmot 
WP Aulomat,.,; Rifle.WP R11lc. WP Hcn-y-aJla13lh 
k,·i:I. W P. Sut-.-mach1ncgun and ,-.·ord arc at 3rd lc\·el 

Weapons: Alway!. L•arTics rn1r11-u1i (206 dam;ljlC, 25 rounds). 
45 modd IS 1encraJ offll.--crsaut11ma1tc p1,tl>I f406~ . 

7 round\), .38 ,p«1al f'C\ohcr ( ]06 damage, 6 s1l\·cr bullcti I, 
~urv1.,.,d lnif e ( 106 dan1a~e) and a cooce.tlcd 1hro-.1ng kmfc 
(s1h~r plated I and a ror.:calcd .... (ll.)Jcn l.mfe C 104 <bmagc) 
In lhc field and into comb.al the general u\u:all,-use-, a \1-16 
with a M-79 40 mm grenade l;1ufk:her (\Cc HTS pa~e~ 2J7 



& 239J and• nt..., mulll-\hl,t 1-:ombal shot:3un {506~
'\0 rounJ,)' 
l'lio1c: Bod ) Armor 1s a R101 Jacket, A R 10, S.D C 60 

Skills ol~ot c: hp,onagc Skill Pffillnim• mlclligencc. land na..,i• 
g11ion. tr.K:kma, pick loch, dis£uisc, :,,n1pcr. Other Nk11t, 
dcmoh11011s. dcmoli11ons d1spo--al. Langui~,: Engh:,,h, 
Span•~- Pllf1UjUC~. aJI 989 

Ocsc riplion : Bernardo Ge:u,cl "11 mastcrl'ul \lratcg.lst and &ood 
lk lll:ian lie 1\ especially ,;.killed in gucril\1 v.arfarc and C\ 
p1onage He 1\ bold, confident, alen, and willing to take 
~-harn:c, lo 'loC11c the moment. v.-uhout bcina rcekJc~. General 
Gc1~1 ha, 'IC'l"cd m ,•anoui armed rotttS O\Cf the I~ 26 
)Can and h.i., earned the ofl1<.·1aJ utlc or colonel . 'The dcs1g• 
na111:,n of Rtnt'rul ha.s been 11,..en h1m by the Juv.c,ro family 

He IS loyal to Hcnor and lhc family but finds cousin Emtsto 
Juazciro 10 be a ,pu'lelcu v.urm and is «ruun lmt he v.-1II be 
1hc §OU rec or 1rca1 trouble_ Ccncn.l Gc1SC"l 1s aJso uncomfon 
able v.11h the U'-C of zombie~ {Olhcr mon\lCI"$ do not bochcr 
him as much) and is conr..-emcd 1hat h i~ old mentor, Uncle 
Carlos Juruc 1ro, 1s quite 11l)anc Sttll. he rc,pects the old 
man. as ...,ell a, COU\ln Pcdro, and v.ould 11\·e his life to S,I\C 
them 

General ~1-.c:I coord11i.11c, the defcn~ of 1hc plan1auot1' 
and 1hc smuggling of dro@:~ He alw arranac\ the clim1na1100 
of compellt1on and mhcr troublemakcrs I ll~ troop$ arc 112 
men ...,ho ha,·c !ought with him for )Cars All arc 3rd to 5th 
le,·cl mcn:cl\;UlC'> He abo uuli,.es and ,ncorporar~ :,,upc:r
n,uural fon:c, at He,1or·-. d1\posa). If nttdcd, the ecneral 
l.r,ow~ an arJ,,htiooal 500 mcrccnartcs he can call upon at 
v1nually any tune. The general and his rncn arc rcspotb1blc 
for 1racJ:maJown and k1llm117 mcmbcrsof1~ Cull ofL1ah1 
anJ O\Cf a hundred S)mpath1z~ 

Lampaio -----------
Shaman or 1he Cull or Lighl 

Allgnfflffll: Pnoc1pkd 
1111 Points : S9 !,,O.C . : 28 
Wtlghl : 142 lbs lleight: 5 rt 7 inches Age: 6S 
AUrlbul es: IQ 15, M.A 24, ME. 20. PS 17, PP. IS.PE. 
18. PB 9. Spd 9 
1-.,pt rie ntt 1..c,t1: 12th le\cl Arcam!il 
P .P.E.: 82 l .~. P.: None-
Mag ic Kno•l ed1tc: Undcn.land\ magic 98'.t, reach magic 98%, 

\Cnse magic (automatic) 120 feet (36.6 m), rccognittcncham • 
ment 98~- Spell \lrength 1~ 15. meaning lhatopponenu. muSI 
roll a 15 or h11hcr to ~,e \erws Lampiuo·s ~lls:. 

Spt"II Kno•l edgt: Globe of djyh1ht, see aura, see the mvmble, 
M:nse evil, ..cn'>C magic, ~n\C P P.E., thunder clap, ianuc 
fire, cx11ngu1-.h fire. lcv1ta11on, m)'SIIC alann. tum dead. 
breathe ...,10l«-.ul .tir, m,1~1b1hty: simple. 1mpef'\'100.:s to fire 
and pot!.On. ncga1e p01-.on. cure mmord1sordcn, cure illncu. 
heal woun,,h. punfication, remove cufliC, 1mprc~~K>n, locate, 
orade, '1-(X:ond ~•Jht. chamm1111c aura. cnhanced memory, 
memory bJnk, worili. of truth. hx:ate, 1onguc .... eyes of Thoth, 
,...,1m 1s fi~h. e~ape. fly. a~tral pro,.1tttion. mctamorphou~ 
animal, nc,..iK>n of matt•..:. protectKN'I c.:1rcle sample and 
wpcnor. tran,feral, amulet, animate and control dead, )Um• 
mon and comrol enmy. immure enrny, ,ummon Jc,..ser being, 
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¾lmmnn greall'r bcmg .... ummon 101. \Ummon rain. )ummon 
\IDml. calm \l(lf'ffl,. ban1~n1. con,1r.un bein1, norc1sm. 
\&nl:lum, and re~cora11on. O" en ... he spell~: Befuddle, fitt 
bolt. par,1lym Mmple, supcrhunu1n strength, call hghtmng, 
cncr.i> d1.,rupcion. multiple mtJje, n:pcl an11n.1h. trance:, 
~Jeep, ,;.1ck:neu. J.00 lud. cur.c 

Ps)c hk Po•tn: 'Jone 
C omba t Skills: Hand \o Hand B.1,,1c; 4 a.tucks per mcltt Judo 

throw Jnd kick 1111acks mflict 106 damage each 
Bonu .',tS! + 2 to stnle. +3 to parry and dodit., +4 W-ro\\, 

t 4 10 damage. cn11cal Slnlr.c oo natural roll of 18-20, +4 

10 !141\C VS fflalK:, +4 l,.,11\C \S l]O\\CSSIOl'I. •4 "-'e VS horror 
factor, + 4 U\C \\ ps)ChK'.' at1111Ck 

Wra pon Proficien cies: W .P. Shon Sv.ord, WP Blunt. Rifle. 
WP Rifle (hun11n£,'bolt ac1ion) all at I Ith le,·el. WP. 11:

,·oher ;11 7th le,cl profic;cocy 
\\ capons: In comhac ...,,11 USC' any ...,e.,,pon available. but prdm 
~ he has a ...,capon pruficicnC) 1n Is usually Sttn with a 
matchcnc and knife hanging on his bclt, and a qua.ner staff 
used a~ a walkm& s1i,k 

Skill~ or 'Jotc-: Pilot au1omobilc 98({. p1loc :sail boa1 98'l, cook 
9Mct Dance 98'1. fi-.h 98'l. sc .... 8()tl. \mg SOC.-. ...,11deme$.s 
\U,....1\al 98'l. land na .. i,:auon 9gq:. e,,c;1pe 1r11S1 90'l, 
paramedic 98~. general athletics and body bu1ld1ng. Lan
gu<1.11c, mcludc Spani,h, Engli,h, Ponuguese, I rcnch. and 
Cuban at 98~· All lores and rc~illCh 98't 

Ocsffip don : The OkJ \haman i\ I (~O\m:&UC 1nd1'V1dual •bo 
,~ ...,Jlhng to ~lice h1"' life to help his people and lO put a 
:,,top 10 1he unspcal..ahle horrors that lhe Juaa1ro family 1s 
inll1ctmg with their drugs and black magic. He clever . caJ
culaMg, fa<.t thin~ma, resourceful and compa.,;.,1onate 

Bernal Velazquez --- - -- - 
The Light 's Second in Command 
AliKnmenl : Scrupuloo., Hit Pmnts: 29 S.O.C.: 36 
Allribut h: IQ 17, \1.A 15. \t L 17. P.S 21. PP 14, PE 
16, P 8 II, Spd 12 \\ tig ht: 160 lb\ Heigh!: 6 ft A&e: 28 
P.P.E.: 43 I. S. P.: \lone PS)Chk Po• e-rs: None 
Exptrlt:n et: l ..e"el : 6th ]e\•el Arcam~t 

Magk Knmded gc>: l,;nderstand~ m.aa11.: 'l, re.ad~ ma11c 98':I., 
'.iCnSC magic (autnmau,::) I 20fcct {'6.6 ml. rccosn1zecnchanc
men1 98"l. Spell ,trcngdl ,s 1 J. meamnc dial opponents muSl 
roll a I J or h11hcr 10 -.a\'e \C'n.u~ Bemal's spell, 

Spell Kno•l cdge: Globe or daylight. \CC aura, M!C the invisible, 
scni.c evil, '.itnst: m.;aic, scn1.C PP E .. 1hundcr clap, ig_mtc 
fire. uungui\h fire, lc\·1tatto1L tum dead, bn:..t.hc v.1thout 
air. Jn\Nb1lit) -.1mpk. imJ)Cl'toU\ 1ofircand poison. negate 
po1\(1n, CIIJ'C minor <lhorder... cure illness. heal ...,oonds, ora
cle, charismallc aura, enhanced memory, memory bank, 
words or truth, tongues. eyes of Th()lh. sv.-im as fi\h, escape. 
fl)·. a)tral PfUJCCl1on, rnctamorpho<,1\ aruma.l, ncsahon of 
nu,t1.:. pro1ecuor1 c1rck \1mpk. anunuc and control dead, 
-.ummon and control cmil), immure enmy , ,ummon lesser 
bcma. summon fog, ,ummon r:un, \ummon ~tonn. calm 
storm, banishment. con,1n11n bcm&, exorci5m 

OfTcn3'~c spdb: BcfoJJ5e. fin" bolt. paralysis :i.,mple, superhu
man \lt'Cngth. caJI hghtmng. cnc-rg) disruptton. multiple 
1ma,c. repel animal\, slttp 

Combat SkUls: fland 10 Hand Basic; J attacks per melec Kick 
attl:ICh inllic1 106 dama_ge each 



Bonu.JH: + I to -.tn .. c, + 2 to pal'T} and dodi:e, • 2 10 roll. 
-+ 6 10 damage. c.:n11,al \lnle on I\JIU1'111 roll or 18·20. • 4 
lO y,.e .. s nug11.:, -+ 4 \.I\C .. ~ po,,;,c~\lflfl. +4 !.a\e \~ h..>n'o,

factor, + 4 Sa\'C H Jh)'ChlC altk .. 

Wu pon Pron el4:nclc,.: WP Shon Sv.·ord. W.P. Blunt. R10C', 
WP Archery, WP R1nC' all at 6th lc\lcl 

Y..t:apons: In combat w1II use any v.capon a,.a1lablc. bu1 prefers 
those ~ hll a 11,up.m proflCICl'IC) 1n I\ u-.ua11) !,CC'n ,.1th 1 

~d)C1te. kn1fC'. and v..-hamm« han.,:1nt on his bell. and 
a bow and anov., on•r h1<: \hould 

Skill s of Nol~: Pilot IIUtomobik 96(t,, pilot \311 boat 804' fir~, 
aid 70%. cook 90'l, Oaoce 80'l. fhh 95tf, .,_,.ilderrie!l .. sur
"'" al 98'1c, land I\J\llj!alKm 70':t, c-.-.:.tpc Mt1,1 65''4:, general 
athkt~'i. runn1n1. w.1mm1ng 91!. and bod) buikhng Lan
gua,es include: Spam,h 800 Purtuguc\C 9Rll-. Enih,.h. fn.-rk:h, 
and Cuban at 90'l All lores and rc<,Can:h 85't 

Onc:rlpUon: Berna! "Jt..-J1ciittcd tvt he ,ham:m v.ho Jo,c, hkc 
a ra1hC'r Like hi) mentor, he 1s resourceful, and compa,,ionate 

Plantation Worker /Evil Henchman 
Allgnmt.nt : Any Cio<ld °' Anarchist ahi.nment if a v.orkr or 
,.,llager, Anarch1~ or \hv.rt:a.nt 1r a .,...1Jhn1 pan of the drug 
opcn111on Hit Poln~: 16 S.D.C.: 18 
Wtla,ht : 150 lbs ll clg.ht: 3 foot 9 1n<;hc~ Age: 20+306 
Allribut cs: I Q 6-+ 106. PS l,H !Di PP 12. PE 
10+ 104, all othcn are 11\erage. Expu lcncc Le-\t l: S«ond 
h )c hk Po,o1.-~: "<inc Magic kno,.ledae: '-ionc 
Combat Skills: 11 .. nd 10 lfand: Basic, t•o allacb per mclcc 
8onu ~: +2toparry,dodge,androll. +-2ormorclodirmagc 
Wt-apon Proficlcnclc,: W P Blunt or Shon Sword (machele), 

w p Kn,re. \\ p Rifle (and w P Au1omatic P, .. 10\ and 
Auto Rifle if drua hcrk:hmiU'IJ 

\\ n pon.s: AU1omallc P1,1ol, AM,aull Rifle or Sub-mkh1ncgun. 
usually for e\·1I henchmen Boll-acuon nne or shotgun and 
knife or club ror -...orlers and v1llage"' 

Sklll.<1 or Note: Pilot Au1omob1le, Pilot Truck. General Athletics 
Few speak any lanauage other 1han Span1~h. 504- arc l1te1"21e 

OnnipUon : The , maac folk arc ) ·our t)l)l(al Col:umb1an pc'"· 
ant,1abom" cb'-S. A\ a pcopk:. thry arc brown skinned. black. 
twrcd, &enen.lly lh,n and muscular (from labor). ~ men 
tend 10 wear .. hlte, light blue, and h1,h1 tan pants and shins. 
and a wide brim hat to block the sun . Women alw we:ir hght 
colored clothrn&, generally ankle len&lh dresses and skins 
They arc. simple people ll')IRJ h) \Ul"ti\e in. hard land 
They hne been \"'<'pt up m the pol11K:11I andcrinunal machine 
or e1,1I and corrupuon of Hcitor Juvc-1m and knov. al:>..otu,ely 
nothing abou1 his drut1 and other cnm1n;1I 1k:ti..it1e1o 

11\C criminal henchmen pretty mu,h look hkc anyone 
else. l-lowe\ler, 1hcre are some 1h1n,:s that SCI them Jpan 
MO\t an: ,oung. mu)(ul.u-and hc;,,hh) looking male,;; a,.erage 
a&C, 17 10 JO_ Many v.ear bli.ac ,cans and a gold ncdlace, 
bu1 most notable ,,. the 9 mm r1Mol 1hat hangs at their hip 
(alon& y,.1th • latl:e knife or shon ~"ordimacht:tc) and often 
an AK-47 « other a.,~ult rifle O\'er their shoulder Visitors 
are 1old that the ll'►~ul1 nOes and flppartnl guard, or pnvate 
army is to protea 1hc village and p\antat1on from the C'-il 1ha1 
has been g01ng on for the !bl ~venal )e~ lbc men arc 
gt:nerally ughl hr()Cd around 'i-ltkngtn and uncooperau,.e 
They arc found mo<.tl)· near (If" oo the plantation (and the 
secret cocaine plantation) 
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It Must ------
Be Magic 

A mini-ad,enture with lolS 
or potential for expansion 

Tabl oid lie-in: 140 Million Dollar. m ~m~ Stolen b)' Fl)·•ni 
Thief' and Man Scared to Dcalh on Vacaunn• 

The Setting 
An)v.·herc. 1ne USA, Canada, England. Au'►lraha, l:::urupc, 

South Amcnca . abw lu1cly any"hcrc, but probably a b1~ CII) 

cn\·1ronmcn1 For a cha.nl(:, the :-.cllmg could be some rlKc 
uot.lM. and.·or cxpc:n~1\C. hlc Rio de bnt1ro, or Acapuko. or 
the t-rench or lu.han Rmtta 

Story Background 
Cher 1hc last year thcrc ha,.e been numcrou" and ,pcct~ular 

.Kh of theft and murder 1n !KKnt or lhC' v.cahh1nt cities 1n the 
v.orld Spoc:iacular in the \C'n'i< that ma.n)' or the 1ncidcnu ~m 
10 be rh}\K:■lly 1Mp0sobk' One cxamrlc or this 1s the S._)' 
To,.er incident Cher 140 m1lhoo dolla~ m pttcK>U> gem, ilnJ 

jewel!') were ~tolen from a high secunty \•ault on the 39th floor 
TI,c umc bctv.een the acll~ation of the silent alann and the 
scc\lnly forcc'sa:rri1,al ,.a, k,'i than three m1nute1o. funhC'ffl'K'ltt, 
the in\tant 1ha1 the alarm v.as tnppcd, all doors 1n the room and 
1he entire floor v.crc \Cakd Secunty e1.pe.:1td to find a couple 
of cmbam'i'-t.d 1h1e\le-. 1rappcd m .. idc 1he mom. Instead, It~) 

found an empty room 'with a broken window, suggesting tha1 
the 1hic\·es had made their c~apc outside, .,.1, ropes or hehcoptcr 
or ,am1lar method Hov.e\'er, the roof i, con,untl) monitored, 
no hchc~ v.crc ,n the area. nor ""D there an~ pt'l)\1cal 
e,idcnce ttKhcaung the mean .. of cnlI) or e,11. 

1bc aencral conclusK'lfl 1, that 1t v.u an inside ,ob, but 'while 
there v.·ere many suspects, no e\idcnce ,oold be unco•,cred to 
implicate an)'One. lbccase, l1kc so many other, in recent mon1h,, 
remain, open One lmestiga111or on the ca\<' ,olmgly suted, "lb 
obvious 11w: pc:rpctrawr m.aa,K"all) flc,. up 10 the 39th floor 
.... ,noo ... blew 001 the ,:la1os. •alkcd 1n. "► a\ed his hand. the 
safe opened, he 1ool Y..hat he -...anted and flew a'wa)' .. 'The 
orficc-r was severely reprimanded for h1~ arrarent ca,ahcr at• 
tilude and Ir.cl of d1'1Crt:t1on m mak.int1 ~uch an embam\,mg 
,;tatcmcnt m front of the prt1o" He v.a, Y..1del) quoicJ 

But .. a\ he really ..o off base? 

lbcrc ha\·c been far 100 man)' 1nciJcn1,. h\.:e th1'>. 1h11 seem 
to defy rauonal explanitmn And in !!Dn'IC uses. Sttm to defy 
the htw\ or physics. or the dozen or ,,o mc,dents made pubh,, 
there are three times "' many incidents d1'K:rt:tcly co\·tred up 
to a\-otd pamc a.moot v.callh> touml\ v.ho might take !heir 
.. acauons and busmc,\ to a safer locale I-or eumpk. lhere has 
been a recent rash of buflli.UlC ... O\·er 20 1n 1hc lasr: month. b) 
an e~pcn cat burglar 'II.ho Sttms abk: to nmd detection b)' the 
mo,t ~ph1sticated ~un·e1llancc sys1ems. lel alOM be captu~d 

The Characters' lmolnm ent 
The pla)er ctw'actcn m.t) hu-e cau&hl v.md of lhe~ t("1nJS 

Oil and come to ln\'CSl1p1e. And.·orthc)' ml) ha .. -e heard Nmon 
abou1 a criminal organ11..at1on that rcponcdly offers the services 
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11I r"'}~h ... .-, and .m:Jnl\h (}r lht)' IN)' ha,c bttn hutd b)' 00C 
ol the m,ur,.lll.:e comp.mies or hotcL'l:as1no ~nc:rs 10 U!,e ,,.,._, 
··,p«"1al IJl cnl\" io put an end 10 their LrOUblcs Cert:unly, these 
unusual hJrJ)Cnmg~ do 1mpl)· something may be occumna on a 
p,;.nnomul Ind ,ott': ~ Mas.ten "'ho also play /1,r«s 
t ·nf,mttrJ 1,r NtnJ<n & .Su{'f'rJptrs might con!oiJcr rum mg this 
lnlO a M'llll•\Upcr hero or ,py 1ype M:enario. These role-playing 
J;,it'l'ICS "'ould combine C,b1ly ... ,th this Stor)' 

Game Master Information -----
Game Masters ha,e a few Of!CIOO\ 
One. there b no cnmmal <WJ3mzation There are. ~C\CT, 

1wo o,-thr« nl)'!il1\:\ u11h1.mg their -.ccrel knowledge 10 pursue 
a \occe, .. ful hfe of cmnc 

Two, 1hcre really 1\ a cnmmal or1aniz.a11on that 1s rccnuung 
Hifted mchv1duals. c,~1ally tho !oC skilled m mag,c, 10 become 
,cf)' SJ)C":1.ah,_ed 1hic:,c, and .ass.as~in, TilC sm: of the or1aniza
tton I ka,e to 1hc dc,1.rc~ and ~ of the 1nd1\iidua.l GM and 
campaign h could be a tiny. new, cnm1nal 5roop that currently 
hi.) only 1wo or three \uch spec ial opcrative!l (they may or may 
!kl4 v.1\h 10 C'tpand) Of a slighdy larger a,oup "'1th 204 + 2 
JW'llr'IOnual opcra11,c, 

Three, n could be a large crtmmal organ,zatM)Jl thal ha-1 added 
(CIC' ncn tr11ncd) a do,~n or l'-'"0 special opcrah ,·es ""ho utilize 
ma,:.c or J>')(h.c po"'c" Opdna fOf" the larstr oraanlutkHI, 
my 1hou1,hh arc that the special OJ)cr1tins ha,c bttn s.pcc1ally 
trained by one or l'-'"O high level arcan1s1s (7th 10 12th level). 
While 1hco;c special opcnlllYcs understand the basic principles 
of m.ag1e on an arc:anl\r, le,-cl, they are t.auah1 t.pclls lhat ~-
1fkally apply to chc ll'1 of thK",1n1 and ass.assma1,on, noi sum
moning or other area, of magic. These characlcn: arc very much 
lhlC\'CS and ISSISSIM augmented with magtc.: and the lpcctfic 
,pen knov. Jcdac rellecu that iradc At th.ls pomt, nt1thcr the 
opt"rat,,es nor their R'l('ltt kno\l,ledgcable teachers. arc \llo1lhng 
to call upon supernatural momters to do their bidding (gencnally 
~pealing, a "'1o;c and ..afc dec ision). 

The- conflk1 bct"'«n thc'>C Hlla1ns and lhc pla)Cr elwacien 
nn also bc handled 1n an)· number of Wl)S that I Jca,e to the 
individual GM U,ually. our hcroc~ arc 001 l1kcly to en5agc in 
~11ilan1e IAc'IKS. th.al "'•II lead to s.cnoos ,-tOkoce wuh lhese 
cl'OOU, although 11 1, a J)O\,Sib1h1y. 11,cy arc l1lCltt likely 10 wo,ri. 

with police or a spon\or1ng ori11mt.a11on•cmplo)cr 10 help ca1ch 
these nl)\11( foes m the act of a c.:mne and brmg them to JU Stice 
th..! Wa) 

The NPC Villains 
11,c folkl"-mg 1hrcc: dwxtcr. arc the ~1fac cnmin.als re-

1poos.1blc f('II'" 1hc currtni ""hue-collar mmc wnc_ Ho,.e, ·er, 
they arc al".1 designed to be a ba~K model for a typical An;amst 
Thief, Arcam~I A~~s\1n and Ps)·ch1c Thief 

Lisa Charboneau, Arcanisl Thief 
Allgnmenl: Anarch1't (can be any selfish or e\'il alignmcnl) 
1111 Polnl~: 21 S.O.C.: 12 
\\fig.bl: 120 lbs (54 L1) Height: 5 ft 9 inches~: 24 
Attributes: IQ 14, MA 10, M E. 13. PS 17, p_p 20. PE. 
9, P 8 18. Spd 11 
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Exptritntt U\tt: Tturd lc\.el Arcan,st llucf; k,cl ofeducat~n 
equal to two ycari of colkse ( + IO'll 1lill bonu\ added IO 
all apphcable skills) 

MaKk: k~,- ·lcd~: All lore, rccoa:nizc ma,1c enchan1mcn160't 
thunderclap (great fo,. dJsuacnon), bcf\lddlc, elm~. 1c,·i1a
t1on, swim as a fi!h, fly, superhuman \peed. escape. 1n"1s1-
bility: simple, shadow meld, concealment, dclCCI conceal

ment, mystic alarm (a great silent warning sys1em), fingers 
of the *•nd. float ,n air (avoid those pr-cs~ scns1l!'e floon 
and '° ~,Jeni too), chansnutw.:: aw-a, innce. c)·es or Thom, 
tongues, enhanced memory, memory bank. and sleep. Op
rionnl additional sp,lls. gr,m for rhi,w•s (GM"s opuon as 10 
"'htC"h and how many arc a,allabic): Timcshp. 1depon ksscr 
wonb of lruth, in~11tnerab1hty, cncr&Y dmupoon, n:pcl aru
mals, telekinesis, heal wound~. and hallucinauon 

P.P.E.: 18 
P5ychk Po,-·rn: 1'-ione 
Combat Skills: Matha l Amst; t"'o a11ad.s Karate ktCk 1nflJC1s 

IDS damage. 
BonUstS: +510 s1nl c. +610 parry and dodac. +2 todamage. 

+J lO roll and pull punch, + I snc \.S P5)'Chic lltac:-k. +4 
sa\·e vs magic, +4 save vs possession. +4 save \'S horTOt 
factor Note: All attribute bonuses ha11c been included 

Wnpon Prof'kWndes: W P •.mfe or- blunt, W P tu1omau..: 
pistol 
Wtaporu; BlaclJack (I D4 dama&e)and ~palovcs ( +2 to punch 

damaac) .. 32 caliber pistol (2D6 damaae). knife concealed 
in booc OI' glo\-C. 

Skills of Note: Lan&uaac skill r-ctage Fttnch 98' (nall\C 
language), Engh.sh, German, and Spanish 15% each. The 
nex1 fi~c ildlls arc from 1he Stage Ma, ic ,kill packt&e coo
ccalment 45'¼, palming~. pick kxks 57'il, PKk pockcu 
~. andJuqhn1 (sec BTS, pa.JCS 39 & 40, for-dc1enptioo). 
All other skills arc secondary skills; General athlellcs, 
climb1ng68'l:'rappclhng40'\,, prowl 54%, pilot automobile 84 

DtscripUon: Beauurui French "'oman "'Ith short, bro•,,n twr 
and blue e)CS- Thin and mu)(ular, but shape!) fia:urc Lisa 
play~ the coy, young innocent \-'Cry well, cleverly disguising 
her sharp mind and spttial sk.ills. both physic-al and magical 
She oftc:n "'ortc.'li "'•th her brother, Deni. "'ho she lo,c-s dearly 
HO\l,e\'er. she is no1 complciely comfortable ""uh hi$ cold 
and lc1hal profession 

Lisa can be a ""arm, friendly. OU(g01n1 person. and always 
akn. vc1")' obserunt. and cooJ under fire Tends to be cock) 
and a bn o,·crconfidcnt 

Deni Charbon eau 
Alignmtnt: M1scn:ant 
Hit Points: 35 S. U.C.: 47 
\\tf&ht : 185 lbs Hti&hl: 6 fl 3 tnchcs Alf : 26 
Attributts: 1.Q. 12. M.A 10. M I::.. II.PS- 20, Pp _ 14, PE 
21, P 8 . 17. Spd 14 
Expc-rientt Lcnl: 41h k,·cl Atcamst Assassin 

MacJc kno,-·~~= See: the 1nus1ble (Just 1n case). Stt aura (the 
better to SIZC )'OU up, my dear), impttSSK>n, locilte. climb, 
lev1Utte, 1elckinc\ 1S, floal ,n air, breathe w1thou1 t1r, sv.1m 
as a fi~. fl)', energy field, 1mpcrviou~ to flame. 1n\'mbility 
simple, muluple unagc, nu~ of dettu, and nc1a1c poison. 

toun Offcnsh ·t Spe lls: Energy boh, 15nitc: firc, fuel flame, 



fitcbol1.ull l1Jh1n1ng. rear, blmJ. repelarnn..ah. wpcrhuman 
..ircn~h. ,upcrhu~ "'~ and app;u-llKW'I. Optwnol add, 
tu,na/ vwlls. ,trr.11 for uuauin.r (GM', opuon as v.h1.ch anJ 
how many arc ha1b1blc). lmpcrvtOU5 to energy. m•;u\nerab1I• 
uy, calling, compuhion, ,1ckncss, paro1lyw" s11nplc, shadow 
meld, t"M:apc-. locate, second ,1gh1, negauoo of magic, 1clc 
pon ~,;er. anJ metamorphosis: an1m&I 

P.P.E.: 44 I.S. P.: N>ne 
Pi) Chk Po,-ers : l\(lfl(' 
Com bat Skilh: lland to Hand A~~ssm; four uttacks per nlClcc 

(in1.:lude, bo~m1 bonus) 
Hon uses: ... 2 to \lnlc, • I parry and dodge. + 510 pull punch, 

+ 8 10 roll. • R to dama~. Annbutc bonu..c\ included 
\\rapoo Pronclendes: WP Blunt, WP Knife, WP Rt'· 

11olvcr. W P Automatic P1s1ol, W.P Rifle (boh-achon), 
W P Autuma11c Rifle 

\\upons: Dniunov SVD sniper nOc (4061.bmaac, 20 round$, 
fa~untc nflc). al~ like~ the 7 62 mm CIA I modified nflc 
tRt"lg1um. ~06damage. 20 roonJ.1.), 7.65 mm 140 doublc•ac• 
t1on FN p1\10l (206 darrn11e, 13 rou™h), bhtckjack ( 11)4 
damage). hi;tr claws (106 damage). knife (106) and Sa TJal 
Koen (10IO Jamage; ,;cc BTS. page 228) 

~kith ol l'lioce: Modem Wc-ap('lfl Proficiency Sl1II Program Stt 
W P sabm·e l"'h)stcal dill J)lk:lagc: bo,;;ing, wrc_.tling. aym· 
n.tMtes (~ BTS, page 36), p,o~l 58%. Olhcr sk:1lls: runnma, 
iencra l athlcw;s, swimmma 74~. computer operation 70%, 
ptloc aulomotu!c 83(l. pilot motorcycle 72'\. langua1e5 1n
dlllk F...n1h~ anJ Spam~h at 7W anJ frcnch 98'i1,. 

~ption: Dem 1-. a hand.!.OmC Frenchman ~1th shon, dart 
brown hair and \1CCl•bluc: e)es. He is 1all and muscular, w11h 
board shoul<lcN and grca1 .. trenglh. He ,,. qu1ec. cool, and 
aloof . bu1 can 1um on lhc charm v.hcn he dc,1res to do M> 

He ha:san au 1,f arrogance m11ted w1thb1llcmcua.nd 1scapablc 
of acb of auclty and murtk:r He enJO)I h1~ profession IL\ a 
paid 8-)sa-.\m and podc~ h11nStlf on being one of the bc,1 
One of h1~ ~pcculllues 1s a«1d~mal deaths. He tries 10 be less 
sadmllC and \<K;JOU, v.hcn \lriOl'k1ng V. 1th hl.!i \!Ster. 

Raymond Carter, Ps)Chic Thief 
Ali•nmffl t: M1-.crc.an1 
ll i1 Pe'nt s: 29 S.D.C.: 41 
Wright: ISO lb\ Hel~hl: 6 fl Agr: 2~ 

AttrlbuttS: I.Q 10. MA 9. ME-... 12, P.S 14. PP 17, Pf 
IS. P B 13,SpJ I~ 
Expt:rltntt W·d: Jrd k\el Phys11.:al ~)1.:h1C llucf 
~1agk k.no,-ledge: 1'onc-
Ps)c hlc Powers: hlc1.:1ml.mes1s. 1mpcn·10Us 10 cold, 1mperv1ou~ 

10 fire, rc,i~t fa11guc. levitate. muld block. total recall, and 
mcdll.allon 

P.P.•~.: 6 I.S.P.: 76 
Comblit Skilh: Mam.ii An~; ,...,oanAk~ pc-r mdtt. Lara.LC lick 

doc=s I D8 damage 
& nuses: 1 I 10 .strike, I 4 10 parry 1md dodge. + 5 to roll. 

+.11odamagc, +-.\ 1osa,·e ,..,. ma,:k.:, ... 2 tos.i,·e Hhom,r 
fa.:tor . •5tos.a,c.,,posscs.sK>n Aunbutebonu~1ncludcd 

Wupon Prorldencit:s: w p chain. w p knife. w p •UlOOUI· 
lK p1stol 

Weapons: Nunchaku ( 10.8 damage, hip holster or C0l'k:ealed on 
lea:), K)olc1su-Shoc1 ( 108 damaie , ea~y 10 conceal and can 
be u<,cJ for climbing 1n an emcrgc-ncy), knife. Bro .... n1ng GP 
35 pt\lol (2D6 damage. 13 n:,un(i)). Somctunc\ conceal!. a 
22 pistol (106, ,..,. roonds) ina ...,,.11c1 hol.stcrm a pocle1 

Sk.Jlb or Note: Mechan ical Skill Prof.ram: Mochanieal engineer 
7&l. locksmith 55%, au.tomotl\·e mtthan1c, 691'f Physical 
Slt1II Prog.ram; Acroballcs( + l()ll on~ slilli. bod) build
ing, chmbmg 9511).0lher Prowl 68'1. s...,1mm1nJ 84'\-. pKk 
pockets ,SOil,, pilot automoMe 88't-. pilot mot(lrqde 721l. 
p1I0l ffiQl<.nboat 72~ Languages include French and Spani~h 
al 704 and Engh\-h 9811: 

Dtscrlptlon: A nice looking Au,uahan. ,-uh Ion,:. "3ndy ha.Jr 
ll un and muscular. broad t.houlders. Wann and ...,,It) Con. 
fiden1 and ck:\-cr F-earless of he11h•~ and lo1re~ danng (but 
not foohsh) JOOS. Ila.-. recently begun ~ort:ing with a partner, 
Lisa Charboneau lie has a cru\-h on Lisa, ~hich Deni is not 

haflpy abou1 

The Hitchhiker 
of Death 

(An adventur e of mystery 
and supernatura l mayhem). 

By Kevin Long and Kevin Siembieda 

1'ablold lie-in: C'ra,.c<l Killers Stalk the Highway~ of Maine 

The Setting 
1lm xh-cnturc W.c-, place m and around a -.m,.11. pteturn• 

quc 1own m M,111ne Much of 1he cc:itmnysidc 1s fore!>t that 
-.trctchcs aero,;~ the northern border. m10 Canada It is quiet 
aftd peaceful V1~1l0b can 1ma11nc IK>w the ptlarims must 
ha1,e 1ttt1 th1\ brll\e new worlJ Yet -.ome1h1ng unnatural..._,. 
m\·adc,d this uanqu1I domam _ Somcltung e..-il 

The pla)Cr chal"lk.:lers can be called in as ad..-1sors to help 
with 1hc in\·eM1gat1on, or, more likely, ha..-c come on their 
own to invc\t1go11e the :mangc-occurrences \Utroundmg the -~· 
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Story Background 

l'hc 10wn of Dovcr1on, Marne. population 2551, has been 
w1tncs, to a bizatrC' \lnng of nearly a do1.cn murder<; that 
have l()(tcn n.it1on.il media attcnlKlfl AU the murdC'rs have 
talc-n place a.Iona a desolate \U'ccch ofhighay 1-490. (neach 
case. the ass.ailant's modus operi.nJ1 (MO) v.a,; tdcnocal; the 

throat was sla!>hc:d, the entrails and M:alp removed. and the 
body hacked up with a sickk:. The ..-ict1m\ v.crc both men 
and ,-omen or all a,c) F.ac:h vt1.:t1m'" only m1\ID:C ,.as bcm& 
al lhc ...,rong pike ac mt wrong umc 
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~md killer'\ ,1lv..1t)\ 'i«m to lilllr.1Ct the media and pubhc 
,nitrc\l, 001 lh1\ ra~h of murder, ~ gotten .td1uonal CO\~r
a,c, bccau\C lhe hc:wnblc cnme, h,i\·e been rom.m1ncd by 
th~ different rt'l(fl In each case, the man V.li 35 years old, 
u'(d a \1d,le 11, che murder weapon. pos-.cncd inhuman 
,trength. and -.ccmed to be out ol h,,; head . Yet despite their 
1nUinc bch.ln11t. none had a h1\10f)' or mental tllnrss.. no, 

drug ur akohot -t,u-..c. Sooc: or the three haJ any prc\<K>UI 

cnm1n.al rttord oor dKi they know each other Tv.·o of the 
munJcrcn. v.erc not e1,en re'9dcnt\ from the area 

The ffrst ll hchh lkt r or Dt ath v.·a, Jerome K,kov.·sk.i. a 
M1w""1Uri 1rud, dmcr reported m1,,1ng by h1\ emplo)·er. His 
1n,1d, v.:a,. found alon1 the side of the road on h1&,hv.-ay l-490, 
near lhe s11c v.-hcre the fint murder victim v.ould be found• 
few v.cek~ later Thi~ so·callcd l-htchhiktr of Death killed 
fhc people. three men and a v.oman, before bcin& gunned 
dov.n b) polw.:c. \-tr Kilo-,.\l1 \tras found hunched. naked. 
O\ICr h1, fifth 1,ict1m. '!'ICkJc 1n hand and cm-c.rcd in blood 
He. v.a~ J'tOl mnc un-.es. and died from a gunshoc 10 the head, 
when he charged fi..,e pol1cc:rncn Two of the policemen suf
fered minor ,n,uric~ 

Th« .stto nd Hit chhik er or Oe11th v.as Jeffn::y Pile, a Nc.w 
YCN'l bu\lnc,\n\afl \.n1t1ng \1au1e on h15 \trl)' h(,mc from • 
J»;11..c1..:.,; comenlKW'I 1n Quebec, Canada The same day his 
family reponed hun missing, h" first v1ctut1 wa,; foond, di\• 
embowclled and mutilated, alonJ the ~me stretch ofhig hway 
;1lon,: 1-490 a!. h,, prcdcce™w·1 A fey, day~ lacer, a~ 
,11.:1,m v.-~ founJ at the Dm·erti'lfl c,:11 Good fonunc, a v.ecl 
later, Y..ould litt this .. ropy-<:atM ll11chh1kcr of Death's third 
"H.:t1m ,a,·ed anJ Mr Pike !.lain by police 

An alert ll1(1((,r1,1 nooficd pohce th.at )he had JU\t sccn a 
v.oman ,truFJ{hna \lo-1th a nal.cd man off the h1&,hll>ay. near 
1ht v.OO<k Am"1na .;d !hat k\icauon pohce rcs.euod a \1rs 
Au,un. cha...1na her hwlant ,mo the y,.oocJ,; After a wild 
lhrtt mile foot ~ha~ through the forest along the highway. 
the crazed maniac leapt out of a tree he had chmbcd and 
anai:lcd his pun.ucr\ Tv.o poh..:cmcn were \C'nou-.ly m1urcd 
Cbcic.h ncul) J,cJ1 bcfon: the ll1t1.:hh1kcr v.~ l1Ucd by a s.bol
gun bla..c to the head 

The third llh c-hhik er is a 'ICtcnnarian from the quiet, htl lc 
town of Doverton. Ooctor Stc"en Shale Like his predecessors, 
Shale murdered 1hc occ:monJ.I pa-.scr-by alonJ lhc wnc. -.trip 
ofh,gh11oay 1-490 The \1 0 V.b identical. Unhle hi-.~ 
~W"I. Shale v.a.\ captured ali,e the da) after the discm·cry of his 
founh v.ctun. lie wa!. found hv1ng in a hanJmllde shelter of 
v.uod and cloth rhc blood of h,~ lil..\t two victim\ ,till co,·ercd 
h1\ lwf naked anJ filthy bod)·. One policcnw, v.a.s killed and 
1v.-a ache~ v.~rc 1n}Urcd before he could be iUbducd 

The fiN n,ght 1n cu!>tody Shale was a ra1,1ng luna1te and 
roqutred phy~i,al re~train1s. llowe..,er, the nc,;t morning he I\ 
wft ,pol.en and confu..cd lie cla1m!l to ha, ·e no rerollecoon of 
the pbl few v.ttk\ and 1m1\l\ 1hac there mu\l he some m1~e 
n::pnhn1 the munlc"· becau.)C he could nC:\er hurt a living soul 
"OC.t: Stc1,·cn Shale: 1s captumt !he nighl before lhe pla)"ttChanc• 
tco. arrive Thu,. 1hcy ha"e 1UT1vcd m the midst of qu11c a 
commouon. wuh newsmen and pohce all over the tiny town 

Finding Accommodatio ns 
If the chanctc" thought to m»..e rcscnatl(M'IS m ad"~• 

they can go d1m.1ly 10 any one of 1he bed and breakfast place~ 
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or small boardmg hoult.C-. 1n tov.n If U'IC) ,-ist pop 1n w1thoo1 
prcarran,ed accommodauon\, they v.1II find all !ht fac1h1.es 1n 
IOWD pee l ed by rcportcn . "Tbc) lrC forced 10 way al a molel 
aJons the highway, 406 miles away Rut C:\en the fanhc:,.t hotel 
is only 20 minute) from Dovcrton. not 100 incon\'cmcnt. The 
capture or 1hc third Hitchhiker of Death is the nev., of the 
moment. v.hdl means the n::-porten v.,11 k.a,"C u 'IO(lfl as he,, 
mo\·cd 10 the cooncy ,ail or some Olher big story capurn the 
people's auenli()nS. but thlllo means th.al 1hcy v.111 be hanging 
around al least 204 days. 

Following Leads 
Al 1h1s point, nobody 1s allowed 10 KC the murder ,u-.pcct, 

but lhc.T'C are Olhcr th1n1s to do, C.\J)C:Clally for those: k,ol1ng for 
a -.uptnwtural angle 

The Town Ne"'~paper 
A " L,lt to the to"' n newspapu will provtdc some ¥aluable 

leads 1-'int, chc paper. TM COO , hu no adchoonal daca on the 
murders lhan ""hal 1s already kncJy,.n Skururung throu&h the 
microftchc files s~ nothing unulloual has happened 1n 1h1s pan 
or the country in gcncra11ons: the file!l 10 bacl to the Korean 
war. c1rc1 1951 Of course. ghost 5torics don't usually make 
the news 

One UICeresting nem 1\ th..tt the polK.--C: bncfly consiJcmi the 
poss1bih1y ttuL1 Lhc murders ma) ha\e been 1ns111a1e,J by • cult 
(If -.omc kmd, SHICC three d1ffe-rcn1 1ndmJuals 'o\Cre conducting 



lhe -.an'lt dc<Jnk:11\t llLI\ Bui 1h1, pr('l\cd lo be a dead tnd 
1'ooe Cll the men ha,t any ,rrangt, rchgt00s or ptuk>sophical 
k:mmtts nor com.ectmn,; 

fht t>f'II) other 11cm of mlCrt\l IS a tiny artKJC dated May 
101:h. ,;;hclftly ar1cr 1he fi™ killer had appeared on 1hc scene:. 'The 
an,dc bncfly recount, the C)C.tpades of another murderer that 
,ta lked 1hc -.Jmc n.t.tdv.a)· ahoot 2{() )tan•~- The antck reads 
a\ foUov., 

"'In 1hc ,ummcr through the autumn of 1790, 1wclvc gn,ly 
murden rocked our quiet community of 423 p,onee~. lbcn, 
h11h...,ay 1-190 ""a' b!.11 a din road that connected our fledgling 
1<w.n 10 the laq?:cr'-."ommun111e, to the south DO\cnon was l1'IOf'C 

of an outpm,t for lumbtrr-rn:n and trappers than anylhing cl~. 
bul the community ...,._\ growmg. with more fa.m1hc,;; arm,mg 

c,cry "f"lntt 1bc "'°le"" murder of 12 people, thrtt of ""hom 
""ere \I.Omen, sent our lown into an uproar 

•·The m1llt1a \I.~ called and finally puc an end 10 the nighunarc 
v.hen W1lluun Otl\Cr Paanc, a mount.11n man and known troub
lemaker. Wlj d1.sco,crcd mut1l111ng his la,t vicum . lie was cap
tured by the miht1a urtd hun1 by the neck. at the old oak trtt 
nc.u Pouer, Crcd,. JU'' off 1-490 How uomc that I.he murderer 
c,lllcd the lh1chh1ler of Dca1h l1lled h,s fi~t ncum under 1he 
~-cry tiu 1hat saw the JUSI demise of 11 ,1milar fiend 200 )C&n 

e•rhcr We can ool)" pra.) 11\a1 our pohce w,11 put an end co our 
n1ghunarc \\ 1th gn::ater ha!.tc 1han did our fOC'Cfathcrs. ~ 

Vlsilln a lhe off\« of lhc papt' r 's publ b hcr, Harry Carulhcr\. 
1\cnhghlC'n1ng. Mr ('aru1hcrs 1,a ro1und man mh1scarlyfift1t:~ 
Jnd i,; the l<••,rn ncv.\papcr', pubhshcr, cd1tor-in.chtef, and au
thor of the an1de. lie will grec1 the J>'i)'Chic i_n,·c)tig1tors with 
the \1.11\C ctlrdiahty ""1th ""hKh he ha.\ Srttlcd a hundred n.-p(lf
ltrs. A, he I.alb. he m1ndb,ly 1wists anJ tw1rh hi\ large. grey 
handlc-b.ilr mu~tache imd poke~ al h 1'I eycgla.,-.c<1, pushing them 
bad, up the ridge of his bulbou,; nose 

He don nnt know any more abou1 the munkn 11\an whac 1s 
already 1n the pre" As for Doc1or S1c~en Shale, the currcnc 
H1tchh1ker of Death. he is scunned. 11w: good doctor ha~ con
dui.:1ed hi\ .,.ctermary praclK~ 1n Omcnoo for nc:ul)' su: )C~ 
and ha\ always been a happy and gcne-rou~ fellow "Why, I've 
e ... cn taken m) old i(Olden retriever. Ru,;ty. to him on sc,·eral 
occasi0tb 0H 'r the yea.rs. A ,:ood man Gcndc. soft spoken, 
VffY proftio\1onal A bit ~>. )'OU m11hc say. Kept 10 hunsclf 
Ne,·er mamed. 1) my undcl"lttandmg. Originally from North 
lbmplon, Ma,;sachu-.ens." 

\1r Cannhen adm11s th.II he knov.s hule about the 1ov.n•~ 
h1,;tory, h;avmg mo"ed here w11h h1, parents JU\I after World 
War II •·rmm wh:tt I do know, there really isn't much IO tell 
There mu~ be a thou~ ~cw tngland 1ov.-ru. hke Do,·cnon " 

For rnott h1storKal data, he ,uggeSti 1altang to ll11clThom1on 
al the library next door " Ha,.:cl 1s the person who can help you 
She k.oo""\ C\"Cl)thing then.- I\ 10 1dl about Dmcnon . Just let 
mt ""am )'OU that. v.-h1lc Huy I\ a \V.-ttl oJd Jal. she IS the 
v.-ont go~\IP m 1hc )late and w,11 talk your cars off if )'OU let 
her IJu,tdon't v.-a.ntyou folk 10-.a)' thac I d1dn'o1tam ;oun 

A!> for 1ht 11r11de ~t Wilham Oh,tt Paint, Cannhcn U)'· 
MOon't l.now what el\C there " to tell I JU~I found ,t kinda 
uomc, you know herybody 1n lhc re11ion has heard tell of the 
\IOI)' . Kkl, ha"e called 1t the Haunted Oak e,·cr since Plunc ""a\ 
hanged from ns bruw:hes. Alv.-ay~ -.ome Lnd of prank. 1here 
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c~cry HaJk.Wlecn I'm wrc Huy can tell you an)1h1ng )OU iruJht 
want 10 know •bouC PamC' or 1hc Haunted Oak ... 

Just as the character. arc about to lcai,·c, Carulhcrs adds, "Say. 
you know ""ho cl~ roukl u:11 you abl;,ut Paine and 1ov.'ll lustory, 
Jct, Wheckr He's a ~holarlyoldbook worm v.ho h1te) up 1n 
the v.·oo<h, 'bou t 10 miles nonhwest of Pouer's Creek. Fancie\ 
htm!<>Clr 10 be a h1s1onan. Used to spcal at the high sc~ from 
tune to tune . Nice: fella. Bui Miss Thom1on·s a hell of aloe 
closer I hate 1rek}ang through those woods unlc,~ I'm huntrng 
deer with five of my budd1c\ and a kc& of beer Know wha1 I 
mean'.' Oh. one more 1h1ng. If Hazy get\ wlmg about Martha 
F..derhna. run for the hills." 

Tht Librari an 
A ffilt •llh H ud Thornt on. "Hazy." as ~he IS l.nown by 

most of the 1own-folk. is your stcrco1yp1.:al New Enaland libra
rian. She 1.s lft her catly 60's, tall and pt.infully 1tun. her grey 
hair is pulled mlo a bun, and a pl.If' of round, Ben Franlhn-\t) le 
bifocah rest upon her prom 1nent hawk nose. Her appearance " 
,tnkingly remmisccnl of kabod Crane from the Lcacnd of Sleepy 
Hollow; 001.mns ~- She grccu the poup or \hltors v.-1th 
a cheery ,mile and a firm handshake Before one l.no""' ""hll 
ha-. happened, Hazy has them swept away 10 a room 1n the 
library -. here they can tall. 

TilC chanM:1:ers ""111 find tt hanl 10 keep her on the sub,ect ,11 
h11nd, 11s \he jum~ from 1oss1p of June Temple's brother's 
wife's drunk.en uncle Bob, IO llcrben Jcn}.m'.s ingto\\ 'fl 10eiwls 
Ir the aroup can JJ('lhlcly sat 1htoogh all th,s dmcl. lht:y may 
gllmCf some useful mformatK>n Remember. M r Caruther'~ did 
warn them 

Hary ha) an kinds of stone~ aboul the murdcn, induthns 
exact da1cs. theonr:s. the people m charge, how Pohec Ch,cf 
Turner had insomnia. and on and on . Unfortunately, none of u 
,s anytluns that ha1;n·1 been covered by lhc med.La, Olhcr th&n 
chief Turner's m!i0mn1a But she doc, ha\·c M>me mtm!>l1na 
theoric~ and supers1111ous nouons of her own G M , ru d 10 
players: 

~wen, ltt me 1cll )'OU, r,,e heard all sons of non).Cnsc about 
this homblc affair Oh, speak.in& of affairs! Thelma 
Thompwn's daug,hicr and one or those New York n::ponen ha,e 
been carryms on hlc .school children I mean oh c1.cusc 
me Whal was I Y)ma'' Oh ;·cs, then: has been talk. or ~t 

cults. you 1,,.now, maa.ic ... devil ""orsh1ppcrs. Even 1hc pohce 
looled 111to that not.ldn, but n ¥>as nonsense That ,;on or th1n1 
.JUSt donn'I happen ,n lhc!.e pans faef)body knov.s ~, 

"And then lllelma lhompson's daughter and that reporter 
uiw a irouP of youna men -.1th kin& hair on mocorcyclc1. up 
1n the wooch, near Jcb Whcdcr'.s place Well, nght av;ay there's 
1alk that a motOtt"yclc gang 1s prowling the woods and k.1lhna 
people. Or that lhcy are a pan of I cult or commune like Chatks 
Manson a.nJ his cull Oh. how poople ""'II carry on Whal I'd 
hke 10 know IS v.-hat ""IS lhal 11rt doing alone m the ¥.ood~ with 
tha t reponcr?! lneln'lb ought 10 uc that g irl down before " 

After Iona irunutn about ThC'lma Thompson's daugh~r and 
the decaying Male of Ammca's morals. the hbranan gets bk:k 
on lnlCl. 

"Now don't you laugh. but I firmly bchne that all these 
homblc th1nas an: the f1ul1 of 1hat a""ful Indian bunal ground 
Marthe mtentate . I 1old them then, let tho!-csp,nc~ re~t mpcac:c. 



but oo, the) btult the h1gh,.a)' JU~ a qLW1er mile tO 4 lm) from 
the p\c '-lk I mean, ho..- ,.ould )(IU hl.c )·our eternal ~ 
mtcrrupccd hy the roarof1ra.Hk?The -.hue man had done enough 
to lhc lnJ1an,; m thc\C port~ and now thl\ Well, I \aY the Jrl(han 
\j'ltOC'i ha .. t" had t"noiJ1h and arc ll')UIJ to pay the .... hllc man 
bad. for all of the tcmblc thmgi. they say ,.e did 10 them. 
C'aruthcn ..ay~ I'm batty 1f I behc .. c that. Can you imagine 
"1)1n.1 ,u.:h a temblc thing 10 me? All I lnow" 1h31 the para:I 
of h.tgh""'•Y ,.here all lhc murdcn ha\·c taken pl.-cc has been a 
~red flla.:c foJ thousands of years. Thoui.ands of)'cars! There's 
a group of Indian~ ,.ho still make a biannual so..1oum do,.n from 
C&Mda t",cry summer and v.1n1cr sol~t1<.:e, 10 pray and pa) hom
age io their dead ances.ton Kind of s.a<t ma spooly way. 
doo't )'OU think''" 

In regV\h. to the murden o( 1790, by Wilham Oh,cr Panic. 
Haul -.,II <.ay, ··<;«, that',; exactly -.hat I mean' Thal devil 
murdered and scalped four lr>dian men and their y,omcn 
llea,,cn,. he may ha,c killed more that nobody l.n()',,1,--S about 
If he haJn"t gone n\ad and \lancd 10 attack ,.h11e people, he 
nughl h,1\'e cau~d an lochan opri,ing all by htm!>Clf! How terri
ble . .Jeb Whttler ll'M>W'I all ahou1 tlut \Ort of thing. Evcl'I has 
documcnh from lhc day." 

The hl'iranan doe\n't l now 100 mu,h more about PanlC, other 
than that he wll, a drunk and a bully ch;,i\li~ by the tov.-nfolk 
II woulJ b11cr be d1"mcrN that he ..... a\ behind the murders and 
he ,.b h<mged al the H.iunicd Oak of Potter's Crttl. She has 
a hundred ,tone, 11bou1 the tree All arc the u,ual gh~tly fare 
aboul }k>f"',C'., rcanng and refusing lo So paSI the Utt. senngc 
noise,. wJdm su~s of ..-,nJ, rattling ~ v.hen there ts 
no -.ind, ghostly fonns seen 1n the fog, Cl.:. If anything, the 
~tone) ,ound hle the 'A'ork of poltcr¥ci~s or the overacuve 
1mag1na11,,cb of pcorte ,.ho v.cre ra1~ on~ 'P()Oky ~ones 
and thought they ~aw something one moonless m&ht. 

Then ,he Mop, for a moment. ob\liously IO\t 10 thought, and 
Ul)S. \\'Ith a 'IIMt. ··say. did )'OU he.at !hat M.i.rtha Edcrl1ng JS 
pregnant"'!? My goodnc~(o, ._t,c's aJnl()!,t my age!' Why ii'i. almost 
an abomma11on · If the jmup lets her, she could go on for 
hoon 

Came \1aslt-r" ,ot~: At thh poml. the characlcrs arc hkcly 
10 -.ant 10 mvesugatc the lnd1rm bunal iiiround, the haunted oak 
II'«, or Jeb Whttler It really dcxs not matter ...,hldi lhc:y do 
fina, (JC" ,.hcthc:r the) e,cn go to each loait1on Whac is irnpofUnt 
1, th&t they finally talk 10 Jcb Wheeler After their talk with Jcb, 
the advcnlurc !like, off full lllt 

Jeb Wheeler------------
Gcum~ 10 Jch', house 1, easy 1f the group doc)n 't miss lhat 

fi~ tum \11 tw..e:,-cn u~ H1, hou~ 1;cndlcd 1n 1hc ...,.,kk:mcss 
along v.1th fhc or \IX othc~. down a narrow gn&\·el road lie 1s 
only about 20 mile, from Dcminon and 10 miles from the 1nfam. 
OU\ h»umc=d oal (m fact, the c.:hanlcters paM 11 on lhc ""•Y to 
Jeb'j, and are not hlcly 10 e1,en not1« 11) 

They will find Jcb. and he prefers 10 be called ".Jcb"' nuher 
than \1r Whoclcr. \lltmg tn his rocker on lhc front porc.:h of his 
beauuful. old VK1tMun hou,;c He n a .,.-arm and fnelldly 95 
)CV old ..... oo dt,c,n'I look a day older than 70. Ills mind IS IS 

~twp and quick a, one of the pla)·crcharacter') He loves history 
and 1; 11-.J I() talk h) the group Uhcy an: the fint people 10 come 
and ull to h,m. dc,rite the hoopla bkl at Do,·enon). He will 
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m,;1sc on ,cttmg the dwra:ten a gl~"(I( fm,h i,qu«zcd lemonade 
and 'i1t11ng on the porch 

He docs not know anything about S1e,cn Shale that the JJOUP 
doesn·t alread) lnow About Wi11L1m Ol1,er Paine. he can lt"JI 
a gr-cal deal G\t, read to pla)n-5, 

"Fear and su~1on. that'\ ""hat they felt I car and su~p.c.:IOO 
1ov.anl their nc1ghbon, a., .. ell a.., 'ltrangcn E\Cf)body lnev. 
that Wilham Paine .. as a truublem.1kcr and an lnJun killer 'cept 
nobody thought he could be rc~ponsiblc for 1hc death of them 
,.hitc ""omen s«. )OU h»\·e to undt'rstand the llmc lbcrc 
¥.ercn'I I'll) J)S)ChopalhlC k1llcn, or !oCnal k1lkn, hke )OU·,·e sot 
today. I a1n'1 saying that they didn't hhc had people bad, then, 
1hey did. an' Paine ,.as one of the ,.c,rs1. bt.11 the bruuJ murder 
and muhlatlOfl of v.h1tc pcorle b) ;i v.h1te pc-Nll'I .JUSl dtdn"t 
happen Not like 1h11 

"William QJi.,cr Paine ........ , blamed for many cnmr,. most of 
,.h,ch hew-as prob.bly gutlly . Paine"'-" a drunk and a mean 
fella I mean really mean. Would likely he considered anu-socul.l, 
you know. a soc iopath by 1odlly's ps)'chol()jlisls lie wa.~ a trap
per. so he ...,as out 1n the ...,,)dcme!o\ mow of the lime. summer 
and winter . But he considered this area his home and tw.111! 
himself a small Joe.lac m the woods near thc..e pam. as I uodtr
~1and II He was aJ,.a)''I gelling in Mlttl bra-.!\. ·._pcciall) .,.,th 
maJ trappers, e,·cry umc he'd come to town Got '§0 ttw he 
wasn't allowed ml<) certam shops and 11,.,cm,. Oh. the people 
hated this m.tn. He was loud. smelled bad, madcaJ"anccs 10,.anl: 
married .. omen. and ,.u a bully toc,·Ct')body. f-lt beat an ln1un 
bo)' to death w11h his bare hands, nght 1n the strcc1, bccau'>c: the 
boy was sick an• vomited on \Orne of hJ!o furs. Paine wa, accused 
of saeahna chickcru.. rapi.111 lnJun ...,-omen. and burrung c:rops. 
llus baSlard ...,.-as capable of anything, "1pccWI) ""'hen he ...,.n 
drunk, which he w11.., nlO!>t or the ume 

"Yeah. ol' Wilham Paine ""'IS the kw.:al black ~p. dnmk.ard, 
woma111U1"", blasphemer. and some say, devil .. ontnppcr But 
folk lei hun be. mosdy bcc.ause Paine was so ornery that nobody 
wanu:d 10 cross him Secondly, bccau\.C he vented his anaer on 
che Jn.JUn1> You ha,c ta undcn.tand that IO l1lOSI ..-h1tc folk, the 
red m.an \\'as hkc a '4-olf, alv.ayfi ,n1ffing around camp and 
scaring the women Do\lerton actually had surpm,mgly Jood 
relations ...,ith ln..1uns, 'spc,c1ally for them da)1>. tiu1 a man v.oukt 
hang quicl.er for l1lhng another man·~ hofv than kilhnJ an 
lnJUn People JUSt lumed I blind C)C when 11 came to lhc red 
man . Hell. most damn people hated or fe.arcd 1he lnJUn~. ncn 
the fncndly one; ...,ho~ v.11h the 1()\0,-"fl. Con~ucntl). one 
more dead lnJun 'A'1l!t: JUSI one less ln1un to ,.OCT) about. 'Sides. 
Paine may ha,,e bca1en and bullied folk~ 1n town, but 'cept for 
lhc ln_Ju.n boy, nobody could e\ler prO\c anythlffj on h1m. 

"lbe 'iUmmer of 1790, so1nc1hmg happened out 1n lhc wilder
ness that <ocnt Paine o,·cr the bnn l.: of madness Rumor said that 
he had come acrou some v.hue foll. ,.ho had been homblc 
butchered by an lnJun rajd and the 5igh1 of 11 ~nipped hi~ mind 
Maybe , maybe not. I've never found llnything abou1 a mabacre 
lite that 1n lhc;c parts, but )'OO nc"et know The-re's a lot of 
stories "bout ,. -hit dro,·e PaJne ~. bul nobody really lr'IO'A't 
After a while, 11's 1ml)O)s1blc 10 tell fllCt from fancy. 

'"Anyv..ay. for whatc\'Cf retiOn, lh#II SUIDITM:f' Mr Wilham 
Oli,·cr P11nc ,,.,.u drunltt and meaner than c,er One day, m 
June I behc1re. he comes 10 town smclhng like .somcthm& that 



h.ad died and *11S npt ,n the sun; boozed up anJ 1n • tmiblc 
mood. He had coox to trade• pile of pcl~ ,.,,11h !he fumer 
Only the~ four lnJun\ who frequently traded fun ""en: already 
1n town with I.he Ill()\! beautiful pelts ptt,pk had seen m four 
\Ca'IOM. Thc..c ,kins .... en: fu11upcnor to Paine' s. In fact, Paine') 
furs, looked to have been n:mo-.ed hy drunk man, all cul up and 
m&ngy. lldl. half of them ""cn:n't even 1.:urcd properly and ""ere 
romng and rove-red b) · maggou f',;ccdle\s 10 ~Y, the propnttor 
111 1hc fumcr') rt_JCX:ted Pa1nc·s d1.sgu~t1ng k,t, lln' made the 
nmtakcofpomt1ngout the furs he'd Just go(tcn from 1he lnJun, 

Pante ""as fl.lOOU) and cursed up a blue weal about the red 
man steal1n1 food 001 of the white man·s mouth lie vo"'cd to 
kill the lnJuns who had done th1, to hun, b\.11 nobody ...,,ouJd tell 
him where they m1P,1 be. Paine s1artcd IO throw th1nas around 
and bust up furniture ._,e got h1\ butt thro""n out of the fumer's 
office and conlmued his fit m the ,trcc1 . ...,here he struck and 
knocked do""n a small ¥woman named 1-lizabeth Adams Mrs 
Atb.ms v.-a\ \IX mon1h, pregnant. \0 the a11ack wa.s doubly mah
CIOO). The: men of the town rushed m,er and beat Paine m10 
unc:on..ci01.hnessand drugged h1m1MHof1o""n Poor Mrs. Adam,; 
had a prcnutun: buth. eight days taler and lost the baby. Whether 
the™ of the baby ...,as causal by Paine', a.,;sault 1s unknown. 
bu1 the wwnfolk ~un: thought M) _ Several men c"·en ...,.ent out 
looking for Pame, but h1'i. k>dse v.as empty 

About 111oo .... c,eL, later, Paine came bacL mto tO¥,n ,...1th four 
lnJun M:al~ hanging from h1~ bdt Bragged about how they 
...,ere the !ICalps or 1he four ln1un, from that day at the fumc:r'11 
No one e,er dtd !oCC 1hosoc lnJuni, agam The bully I°' 1n10 • 
fiaht Vt'he.n \Offlebody mcnt.oneJ the loss of Mn; Adams's baby. 
but Pamc a01 away. That same n1gh1, the furncr'11 burnt to the 
iround l't{,body woukt ~ 1tw madman again for SC\·eral 
months 

"It was .\hortly after thc!tC events tha1 word came that the 
lrtJURS ""ett ,eumg nkd up by a irappcr ...,ho ""-a.-. raping their 
...,,omrn and L1lhng their men A lbomn McGee found W body 
of an Indian woman'° badly mutilated he assumed that the body 
had been laymii 1herc fN M>mc tune anJ had bttn che .... cd up 
by """Ohes or a bear, bu1 the. ph)Siuu .,hoeum1ncd the remains 
u1d ~he had bocn d11.:cd up with a ha.tchcl or some1h1ng similar 
o-..cr the next three months, two more lnjun women aOO a male 
"'ti found luUcd the ..ame, and a.11.U)S &k.lng the wne i.tnp of 
road Thc lnJun IT11"e)ard v.a., dcsccra1cd too, and word V.b 
that oihcr ln1uns were butchered the i.amc up m the Vt'·1ldemcu. 
but always m aboul a hundred mile area around l)o\erton 

1lle lnJun~ "'CTC ,etting pttll)' anno)cd and a m1ht1a V.b 
aathercd to counter a pcM1ble lnJun upmmg. Yw ~. the white 
law men didn't do much about lhe white man lltackina 1he 
lnJUM 11,c mistake this lunalK made .,..._, tum1n1 from the fN 
man to v.h1te One la1e July C\·enmg. M1'i.s Elame Fitzpalnd. 
was attacked aOO brutal1Lcd like the lnJun, Now, 1he community 
wa~ franlk.: 

· A few da)s la1cr, another trn-."11 v.oman was found stopped 
naked, killed, s.calpcd, and mu11latcd. A wuncs5. had seen Will
iam OIJ\·cr Pante 1alk1ng 10 her earlier that day . The militia and 
a hundred ,olun1ttn ~ 1he wooch fc... 1hru v.ccks All 
1hey fouOO ...,I) another dclld lnJUn boy, killed exKtly the 'ilOlC 

way 

11uff: mo,e ""«'-s v.ent by ...,.,th the m1h11a potm· around 
1hc ...,oods and u-ampl1ng crops Mml of the men wen: 1in=d and 
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.,.,,led to JO home. bac-L 10 thc:11 "'"~" s.c,eral qun and dtd 
JUSI chat. but Colonel Thad.iu-,: T Parker, a "eteran of the Re 
volu11onary War, pehuaded the majOl'1ty that It Vt'b their dUI) 
10 nd the: country'itdc of such an 1n.s1d1ou, e, 11 

'Finally, ,n October, af1er a long pcnod of qu1c1, Colonel 
Parker and his men happened upon the v1llam as he butchered 
h1i, la~ vw:11m under 1he old Haunted On b) Potter's crcd. 
Hold on a minute.-

The Diaries 

1be old nun shuffles mlo lhe froot nx,m, pullcn around I.he 
boolebe, Ind f'CIJ"PClf'S through the doonuy, slov.ly pacing 
1hmugh an ancieni looLing book Two o4hcr sumlar books llfC 

cradled under h1.s left arm 
-nus here. 1<1: one of m) 1rca1, great. arand--dadJy''i d1u,c, 

Re,·crcnd Klax1on Wheeler. my amccs1or, w-11$ the par!>On of1hc 
Dovcnon piui,;h back then. He was a m11h1y cunou\ anddih,cnt 
ll\illt, v.ho Lepe• n:cord of e,cryth1ng he con,ldercd tl• be 1mpor· 
Lint. His d1ancs contain the b1nh> and deaths ofh" pansh,oocl"I 
for 30 years. as well as some lnJun lore and ~IOries he had heard 
about lhe area. Ah' Hear ""e JO 

"'October 22, 1790, Today, a 1emblc thing befell 1hr com• 
mumty. God willing, 11 will be an end 10 the death and ma«Jnc,, 
lha1 has plagued our sood to..., n thts ln&htful summer On this 
day, Colontl Thad,u, T Pan.tr and his nghteou\ ,oluntttrs 
ha"e ~nt William Oh,cr Paine 10 h" final re1,ung place It 



apptm lh;i.t W1lhJm I~ the m;i.n re~pons1blc for all the C\o'll of 
1h11 ra" .,umrntt A.-. I am told b) the men .,..ho 111crc there, I.he 
J<-.w.l Cuk-.ncl h.J 1rai.lcd Wilham ~ h1\ c.1fll1\C to lhc base 
1•1 a 10111cnng '"l. near the ro~ I regret that they d1d noc arrnc 
111 t11nc IC.I -.il\'I! \I\ICr Selma Martin who had been stolen away 
m 1hc m_ght by the mad Wilham 

I tu,·c -.«n her J'lllOT. 1muicJ bod} and II IS battly rcc<>1nlL· 

ahk . 110-.1. ill1) nunc{>tilddoth1-.1oanothet"OMofsod'scho-.tn 
1.h1hJn:n i, bc}'Ond m}' comprchcn, ion And 10 Ihm\: they call 
the red man 1he ~in•agc. We all ha\.'C the savage in us. I must 
-.1.ork all the h.ankr to sec that we keep lhat ,avage darl.ne,~ 
lod,cd .,.. i1h1n our 'loOUl'i Kcpc pn..oncr by lhc hght of the one 

""'"" I h.t,e med 10 t0n<,0lc many of the m1hoa men this night, 
~t fear thal only jod and time will erase the horror they have 
-.«n F.ach man ha, related to me the same ~tot"}' Shortly after 
m1dmght. the) came upon the great oak Beneath 115 gokkn 
twand~s Shkkl \\-1lltam Oh\·cr Paine. nal.oJ and C0\Crcd If\ 
bl1kkJ and gore fn,m head 10 toe, howling hkc a <:ra7cd 111olf m 
a trap In h1, hund the in\trument of his evil, a siclr::lc. Under 
h1, feet. the dear. innocent Selma Martm TIie Colonel fire-d h1\ 
mu,lct anJ \\-1lh.1m Ol1\·er Paine kll Bui lhc dc\ll *'" shll 1n 
him and he JUmpcd Up and lulled I.he I-AO bo)S -.1.ho haJ bccn 
\Cfll 10 retrte\·c h1\ falle:n body. Three othcn. -.1.cre gnc\ou~ I)' 
lflJUred h<:forc 1hcy could overpower him. 

''A.\ 1,1,as hi, ri1h1 IO do. Colonel Thad1U!, T Parker bound 
and hun1 brother P...ame by the na:k. until dead, on a t>Rnch of 
the Nl. tret" , A. ~uad of men art posted thcrt now. Wilham 
Olm:r Pame *Ill rcmam h;,mgcd from the tree for two day!. w 
1ha1 all who de,1re 10 do \.Cl may w1tncb h1, punishment" 

kb Wheeler p,au-.c, for a moment, and &OC!o on to say lhat 
thctt arc a numhc:r of Olhcr m1crt~1ng cntnc, aboo1 that pcnod 
,u.:h a'i rumon {•I -.1.crev.oho, Indian anad.s, and won Jch 
-.1.1II ~ glad 10 contmlJ(: 10 talk 111bou1 things or re-ad from the 
d1anc, He will even offer 1n put 1he characte~ up at his place 
11 the) v.·ould l1le IO \pend the flljhl and examine lhe RC\'Crtnd', 
di.rte\ Jcb <Aili le:t them read the boob as kwlg a!> the)· arc 
c.rcful and do not 1...i.e them tiff his prcm1!b G\I Sot~: Jch 
v.1II m'ltanlly and pcnnancnlly d1\hkc and d1strus1 anybody v,.ho 
\ICal, (mcludmg borrowing a diary or book w11hoUt aslma) or 
d,unai!CS his pt),-.e,,ions. cspa;1dlly ooc of the many diaric~ m 
h1, collccuon 

Othu dal a found in t~ diarin Include: 

I J The fact thJt Colonel TT Parker insi!>tcd that William 
Oh,·cr Paine be decapitated and h1~ head and body buncd in 

\C'fWille gni,c, for fear that Paine ma) ha,c been a "affiPlrt 

21 William Oh\tt Paine'<; lasl v.onh,Ju\t bdOrt he 11,,--a~ huna. 
<Aere-. ·Yoo un l.111 me. but I'll conunuc my punfication'"' He 
-.1.1, J5 year~ old when hung 

J) Pau'IC .,..a, txmcd under the oak tree, btt.-u-.c no God feanna 
1.:1111.en v.~ltd h1, remams 1n the hallo'o\'Cd grounJ of their cc met• ..,, 

41 Pa1ne 1~ credited fof" the murder of ·•11utt women"' and 1 

dolcn people 10tal Tran\latcd for the jargon of the time. th•~ 
mean) that P111nc t\ l.nov,.n 10 ha\lc kiUcd three .,..hur women 
fnlffl Oo\·erton fca,.:h of .,.._hom lad "pumtd his amorou~ ad
\/8Pl.b) and mnc Indians. I-AO of -.1.h1ch -.1.cre female. Ho-.1.c,·cr 
Rc"ercnd Whttkr counts fi"e aJJ1t1onal "'ict1m) 111-ho were noi 
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included, all of whom "'-Cre Indian). lie al'IO g~s on to -.ugge:'it 
that }>j1nc ma) ha\C performed addmonal murdcn land Olher 
alnxttlCi 10 the Indians ,,r,,hach no one C\Cr lnc-.1., Atn11.:IUC), thaL 
arc hkcly to ha\.C been going on for )Can . 

5) Trouble conunucd Over rhc autumn month),, trarpen, lone 
t.ra,ckr1. and e,·en lnd1anj d1~artd or 111crc found dead m 
the <A0CKh Mosi bod1e\ ,,r,,cre 100 dcca,cd 10 dclcmune a cau~ 
of death, btl1 a fc11,, were obvu.lll~l}' mauled b) a huge ;rnm\&I 

Spccuhtllon included• man-ca11ng hear, ,,r,,crev.ohc\, and aveng• 
ing Indian ~pints. The Re"·crend supported the idea of avenging 
Indian demon_., oc <Aercwol,c), ,i,ent 10 pun1-.h hi'i par1\h !or tuminJ 
a bl1nJ C}'e 10 Pau'IC0

\ assau!IS on the lnd1Mb RulT'IClrS of Lhc 
day said thal the lnd1am had called upon a -wolf goJ ' 10 l\cnic 
the murders of the red man by 1hc -.1.h11e man. pan11;ularly the 
savage a~\aulls by Wilham Oiher Pamc. Colonel TT Parler 
stiled upon this and -.1.cnt on a -.1.arpath of h1\ o<An 8) 
NO\cmbcr's end he had ,laan 0\Cr 1-ACnl) lndwi men Mid c~ 
anothtr hundred lndl&n) Olll of the tcmlOf). Su,pn;1n,1y. the 
l1llm&\ ended 

6) That wmter wa~ mild and peaceful Tension between the 
rtd man and the white man \O.ould ronunuc for )cars 10 come. 
but noth1n1 unusual 

7) A fc-.1. )Can ahtr Pa1nt:·!i. death. re-pon., began o( h1, gho<.t 
and odd happening~ a.round the oak tree and that ,1np of road 
After a shon while, 1he oal. became known a~ "the llauntcd Oak 
Tree o( Por1tr' s Creel •• 

8) Sl.mumng throuf.h the reu of the d1Ule\ • •II find o.:ca'ilOOal 
mcnhPm of sacred lnJ1an ccrcmonte, 1n 1hc area around 00\er· 
100 and mcnuon of the I.ind being con,HJcrcd to be m.ig1i.: 10 the 
Indian~. GM Nott: A psychic sc:n,1t1\'C orothercha.ractcrtraincd 
in m}'~t1c \.no<Alcdgc (or addition;.111 n:1iCarch) -.1.111 he able to 
confirm the \lnp of rtNk1 .,..·here the anc.Cnt and modem da) 
munkn occurred I\ a 'II"\ mile kins It) hnc. Thrtt Olhtt k) 
hoes 1ntcNXt at a le) line nc:s;us point near the old md1;1n burial 
ground This would explain the mdi11n's ~JOUm to the burial 
ground on winter and ~ummcr M>htu.:e. \Vhe1hcr a \Ol~uce. or 
other time of 1ncrcas-cJ P P E .• is c001m1 '-000 ii up td the game 
ma.\ler and umc of )tat this a,,hemurc tales place 

9) The re~, of the booh arc Ju,, 1ntcre~11ng h1st01) Jeb -.1.111 
not accompany the characters on an)' ad\lCnturc, 

Nott: There arc rtmarlablc 11m1l&nltC\ 10 the m:cnt murders 
A~ ,s. used a s,ddc ID kill all h1\ \k:Ums. all ncum~ 'Atrc 

scalped 11nd muula1cd, all "'cums -.1.ere found 11001 the same 
)!retch of road, the asuilanh \\ere all nal.cd and seemed to be 
quite in~11nc 

Police Files --- -- ------ - -
A.ny characters ....-uh police crcJcnuals or auihon11t1on v.111 

be allowed to M:c the official case filc> on the three Hitchhikers 
of Death 1.ile<Aisc, polne and helpful charac1cn art al..a hkel}" 
to cam an oppon:un1I}' 11.1 ',,CC the file, 1nc police kirce •~ not 
corrupc. so• blibc 1, h\:el> to get wmcbody thmv.n 1n Jll.il Mos1 
of the d.ilita has alrtaJ}' been made pubhc; howc\er. 1hcre-art a 
few mtcreitmg details 1hat may no1 alre..c:ty be \.no....-n 

I) The first H1khh1l.cr of Death"""" ~portcJ mM1nt: b) hi\ 
cmpl0)tt HI\ 1ruck .... a., found parl.cd on the Side t•f the road. 
under 1he shade uf 1hc Haunted Oak. A -.horl time la1cr. h1\ 
fint 'vU:llm was found at 1hc same loc:auon1 



:?) All lhtchh,kcl"\ of Death were males, age 35. All killed 
their victims the 'i-anle way and along the 'ioame six mile area of 
h1gh~·ay. (GM Nole: The en tire length of the Icy line.) All used 
a ,id.le. All ~ere foul\d naked and covered ,n !heir 11ictims' 
blood All ob111ou~ly had surv ived m lhc wilderness for weeks 
Nooe had a previous cnmrnal reconJ norh1\IOl)'Ofmental illnc,s. 

3) Each man·s la,t statcmcnl. whc.-n confronted in the wild. 
was. ··You can kill meo1,tm11, but f'llconcinuemypurification! '' 

4) The third, capti\'C, llltchhikcro fDea th , Steven Shale, tub 

no recollections of his murders or cap1ure. He has accepted that 
he must have done 11 (the evidence is overwhelming). but remem
bers absolucely nothing! Hypnosis has pro,· en ineffective Wld 
three different lic-dctc..-ctor tc~b ~how that he i<; Jelling 1he lruth. 

An rnsanuy plea will be the obvious dcferuc:. The media is 
playing up hype on the idea of a split pcn,onality . The poliL-c 
psychiatrist is currently at a loss and has recommended extensive 
psychiatric investigatiQfl of the prisoner . 

.5) The coroner's reports are all mostly identical. Howe,,er, 
there arc two murders that do not M:Cm to fit the Hitchhiker·~ 
modus operandi. In both cases. the bodies were mutilated beyond 
rccogJ1ition. Howc.,·er. the description of the woonds is: ".dashes 
and curs; ,llmost liU those of an ammnl'' rather than the predomi
nately puncture and chopping wounds inflicted by sickle . Also, 
one had his scalp tom off. but it was left laying next to the head. 
lbc 01her had i1s scalp in1ac1. lbc coroner spccula1es that the 
assailant wa$ scared away before he cou ld remove the hair. The 
mosl d1slurbing statement regarding 1hese two victims is. "a{nw.sl 
ammaf-{ike 1u1h ,md claw nwrk..f appear to be evident .·· Thc 

aberration m the mode of the slayings seems to have been over
looked or swepi under 1hc table in onler m s.atisfy the public 
001cry. The question then. ,s there another killer who is not Lhe 
Hitchhiker of Death. or were these two corpses s imply mauled 
by a bear. mountain hon. or dogs after the person had been 
slain'! That wtll be the response give by the police. aJong with, 
"If v.-c were trying to hide something, '-'"Ould we ha.,·e let you 
see the files?" That will satisfy most people, but it i s 001 a 
satisfac1ory answer 

GM Note: Remember that psychic sensi1ives and arcanists 
arc hkely 10 ~Jl--C the di!>l1nc1 energies of the Icy line, m the 
area, especially aloni the now infamous stretch of highway 
1-490 

Game Master Option: 
Ta lking wit h Steve n Shale ---- ----

The thml Hitchhiker of Death ls under police custody at Do11er-
1on. pcndmg his move ma, ,tate po.son and undergomg psychi
atnc examination. If our heroes get the opportuni ty to ~peak to 
the third Hitchhiker of Death, Steven Shale, this is what he'll 
ha11e to say: 

"You'll only think I'm craT.y, bul ... I don't remember a lhmg 
about any murders or how I ended up oot on 1-490. All I do 
remember is ,._ that m)' pel dog. Angus. walked in through 
the swingmg door I built for him. w he could come and go 
when he pleased. and . talked to me' 

" lie did, I lcll you!! He did. I kno~ 11 Mlltnds crazy I . 

know. He walked over. sat down m front of me. and . .. seemed 
to sm ile when he ~ 1d, ' Hello Steven. JOm me ma little killin g?' 
lben all goes blank until I wake up in Jail. co,·ercd in blood. 
What's happened to me?! What'<;. going oo!?!" 
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Talking to Mr. Shale will not provide any additional 1nforma-
11on. The man really does not remember a thing. Examining his 
aura will reveal a nonnal 3.5 year male, very stttssed out. dcprc· 
ssed and on the 11crge of a 11crvou~ breakdown. Remember. 
living creatures can not be obJCCI read, and e\ien using obJCCI 
read on the murder weapon, lhc ">idde. will on ly re\'Cal the 
Hitchhiker of Death doing his deed. There is no indication of 
magic o, the supernatural on the weapon, the victim's c\()(hing 
or other belonging,;. 

A note about the police. 1be police force of D(l\·enon i, a 

good. caring and snx.-erc group of 1ndividu.ils v.-ho arc dedicated 
to the task of helping and protecting the citizen~ of Dovcrton 
There i~ no corrup1i0fl or cover -ups . l-lov.-ever. the tiny group 
of law enforcers is quite beleagucn,-d and exhau,ted by the con

tinuin g 5,aga of the Hi1chhiker or Death and the public s.cnitiny 
it has caused. They arc weal)' of the bil! c ity newsmen and (){her 
outside forces who have exanuned and que .. 1ioncd their eve')· 
move. They foci like they are being watched under a microscope 
The authont,es long to bring an end to the murde~ and restore 
peace to their community. Consequentl)', as one 1111ght 1mag1ne, 
the DO\·enon police alt mott: than a bit (:ranky, edgy, and some 
t imes intolerant (rude) toward outsiders. e~pe(ially rcponc~ 

Chief Turner has been an anchor through th,, entire ordeal 
and has held his pol ice force 1ogether . Ye1 even the Malv.-an 
Chief is weanng thin and has beef! uncharactensticly rude and 
shon tempered 1he lasl day or two. H,~ aide will apologiLC for 



any outbuN) i:tr malevole nce on the pan of Chief Turner, saying. 
"Yoo have to forgi¥e the Chief. The man is a rock. bu! e,·en a 
rock can get worn down Really. the Chief ju~t 1sn'1 himself 
1hc~ day). Ever smce they brought in that Sreven Shale , Chief 
Turner has bttn on edge. Great respon~1bihty on h1) shou lders. 
Hell, I don't th ink he's even \ lcpl since they brough t lha! lunatic 
1n. Tha1's what now?48 hours. More? I hope you understand." 

Going to the 
Haunted Oak Tree 
An encounter with a ghost from the past. 

Those who can te ll such thmgs. will instantly recogmze the 
oak tree 10 rest on a powerful ley line which runs along 1-490 
for si,i miles and end\ at the Dovenon Exil. There is also the 
dcfinne ptestll(e of the supernatural and the familiar tinge of 
ley lme magic energy comtll()n to such places. Or is it somethmg 

m=' 
Standing umkr the oak will fill any psi-sensitive with the 

fechnr of ps)'·ch1c energy and the:: ~upema1ural (a lthough not 
ncccs-.anly evil) Sudden ly, the tree branches wi ll start to shake, 
b-ut there 1s no wind. At the base of the 1rec a m,st of cctopla~m 
begin\ to rise from the ground (lhc grave of Wi lliam Oliver 
Pame). Slowly, it begms to take on the shape of a man. The 
man 1s naked and blood co11cred, he holds a sickle in his right 
hand. The him 1~ maned and m a ~late of wild di5amy: the 
eye~. darl.. andempcy. Without adoubl, 11 is the image of William 
Ol iver Paine 
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At fif"\t the grim specter wi ll simply stand, gazing at the group, 
saying nothing . Then it will raise its left hand and suddenly, a 
hangman ·s noose dangles from one of the branches (also created 
with cctopla~m) . A feeling of anger washes over them (roll to 
save vs ~ychk attack; empathic transmission). Still the appar
ition makes no mo,.,e to attack . Psychics will also feel themselves 
being p~ionically probed, both cmpat hically and telepathically 
(surface thoughts); only mind block: orsa'"c ,·cr\>us psychic attack 
will pre11cnt the probes. 

If the gru»t i~ addressed first, 11 wi ll be happier and more 
cooperative, If it must make the first commun icat ion it will be 
belligerent and hostile, resenting what it perceives as lhecharac-
1ers· arrogance and di$dam for William Oli~·cr Paine. Regardless 
of the tone and presentation, the following will be learned 

I) This is the gh<>st of Paine, the 1790 psycho, or more 
correctly, a haunting tntit)' (sce HTS, pages 161 & 162). 'The 
misguided crealure was attracted by the strong psychic vibrations 
of 1he rragic event~ that rcmam 1mpnntcd on this spot and ha-. 
absorbed them. Thus, ii possesses some small ,mppet of Paine's 



personahty and a bit of hislory. It knows what Pame did, that 
he was captured and hung at this location. II also knows that ils 
head was severed from its body and buried m a separate grave 
under lhe oak tree. It alM> undcr-.tands why it was killed, having 
also absorbed the emanauons of Colonel Thad1us T. Parker and 
his men In a twisted way. the thing feels rcmon.c 

2) II will talk to the group. addressing the most psychic (sen~ 
siuvc or arcam\t are first choices: excellent if sometxxly in the 
group can commune with spirits or he a medium). "I am glad 
)'00 rccogni1.c me ... (knows this from empathic and telepathic 
probe\.) "I can not rest un1il he is put to rest once and for all. 
He who continues the Paine.'' 

3) 'The cnrny 1s not the one responsible for the death and 
mayhem that has plagued Doverton, but knows who is. GM, 
read aloud; ··0ne day he came and liked whar was here, He 
drank deeply the Pame and the sorrow and the anger and lhe 
hate . All these things he hked. I sa id ... I sajd to !he other 

these things are mine. The Paine is mine. 111cy/he are not 
for your taking, but take he did , . my essence ... my cn me~ 

. and males them live in nesh again." 

If asked "'h o this mysterious .. he .. is, all the ghost can tell is, 
"lie who even now stalks victims anew. He who will not let me 

n:-.1 He who will cont inue 10 kill unul he himself is purified." 
And with this. the haunting entity screams an aneicnl Indian war 
cry 1ha1 is filled wi1h agony. The haunting entlly is frustrated 
because 11 can not com·ey what 11 wanes the group 10 understand. 
"Slop this Pame! You must!! Stop him so I may re!>t!" 

Game Master 
Information 

The Haunted Oak 
The haunting entity's constant reference 10 "Paine" may be 

perceived by the characters as pain. a physical or emo(ional 
hun, which 1s how the dia logue sounds when spoken aloud. 
However, 11 n:fers lo the man, William Oliver Paine. AnyOflC 
who 1s communing with the entity as a medium or with telepathy 
w1II reahze this and will also real ize that lhc mysterious .. he" is 
a possess ing ent ity. 11\C hauncingentity is trying to tell the group 
1ha1 another en1i1y is responsible with words like. ;'the other." 
meaning the other like itself. an enrny. "He dran k deeply . " 
should aho he lp lip charactcN off, bot depending on the mind•s.ct 
of the players, rhese hin1s may be too cryptic. Funhcrmore, the 
comment," ... he stalh anew ... " means 1ha1 the evil force is 
currently on the prowl' After a whi le. the ent ity will disappear, 
bu1 will remain in 1he general area (refuses 10 talk out of frust• 
ratt0n), l·unher contac1 will only gel more of 1he same. Note 
that dcwuying the possessing entity will put the haunting spirit 
to resc and 11 will ITIO\'C on. An exorcism will also get rid of the 
haufllmg sp1rn, 

Co nductin g II sea nce un de r lh e haunled t ree is likely to 
gel theenllty who think$ 111s Paine. 1•60% likchhood. but may 
also latch onro any of the nearly dozen v ictims killed along the 
six mile length c,f highway in recent months, 61-84%. These 
victims have hllle knowledge of what is going on. A ll they can 
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add is that soine "supcmalural ev il is al 11,,ork." Or the ~ance 
may contact one of the firs1 two H,tchh1ker',; of Dealh. 85-94%. 
Either one of the.s.c men will insist thaf they are innocenl of 1he 
crimes and that they werepoues:1ed by a supernatural evil . They 
will alsc, plead that thei r name) be cleared if al all possible (thi'i 
would be incre<l1bly difficu lt). There is also a chance of commun
ing with one of William Oliver Pame's victims. 95..00. Thi\ 
spirit, an Indian. will be able to articulate that "an evil spirit 
p(n,scsses the innocent and makes them 1he instrument of ancient 
evil." II will go on to say. ·'TI!e evil spirit walks among men at 
thi, momefll in the streets of the 11>h1te man·s village. Bui be 
warned! The cv1I knows ofyoo (lhe group) and plots yourdeslruc• 
1100." The spiri1 can also add , "'He who was once it~ 1001. is 
rclcast.-d. The evil has a new tool 10 conduct its folly .. 

GM Nole: As game m:mcr, you can opt to pro,·i<k· mo,-c 
infonnation or $elect. ra1her chan randomly roll. the spiric v.ho 
is contacted through the ~ance . The same basic informat100 can 
be gotten by a seance at the Indian burial groond or Of1C of the 
murder scenes. Roi! perccn1ilc (or select) 10 see who isconl3Cted; 
1-60% the mdian victim of William Paine, 61-84 one of 1he 
recent victims. 85-94 one of the firsc Hitchhikers of Death, 95-00 
the haunting entity from the oak. tree 

Th e Indian Burial Gr ound Option 
If the Game Mas ter wants 10 add more intnguc and/or needs 

to give the player charac ters; more hints, he can ha .. e the group 
encoontcr an Indian medicine man (about 50 years old) and his 
two young assistants (both male, about 25 )'Carl> old) ar 1he 

Indian burial ground . Only the older shaman has s~ial powers; 
7th Jeni arcanist. 

1nc sham.an had a prelTIOf\ilion that evil force, ...,.ere at work 
at the sacred burial ground and has come to help. He has held 
a commuoe with spirits and spoken to his ancestors. 1hus he 
knows 1ha1 a po.nening i:ntiry 1s responsible for the murders 
He also knows that the prisoner, Ste\ ·en Shale, has been released 
by the entity and that a new ho$t body has been sekcttd. Cnfor-
1unately, he does no1 know who is currendy possessed by the 
enlity. 'The shaman will offer his services in helpmg lo gel rid 
or the efllity (eii:orcism). 

The Confrontation, - --- -- --
As {he pla)·er characters pull onto the D<:wcnon eii:it ramp (or 

drive past on route to their motel) and head for town, a police 
car speeds pa!>I them, headed, the din..'CtiQfl from which they'.,.e 
just come. Alert charactc~ will recognize one of the young 
policemen from town and an unidentified passenger. Momenb 
later, ano1hcr Dove non polJCe car speeds by. headed 1n the same 
direction; Chief Turner is at the wheel. GM Nore: If lhe group 
decides 10 follow, that's fine, simply Jump ahead to the nex1 
-.cc11on. If they continue into town or back 10 their ITK)ld, 1hat's 

ok.ay too ------ ----- -- -

When !he player group amves in town or at the ITK)ICI (which 
should be moments laler), they will learn that rookiecopManhew 
O'Leary auacked Chief Turner and took off with the pnwncr. 
Steven Shale. Chief Turner reco ... en:d and i-. giving pursuit, and 
several other policemen a.re expected 10 respond. Add11Jonal 
word about the confusmg s1tu.:tlK>TI 1s that somebody said some
thing about ""purification" and the haunted oak . Allt)thercomment 
about the rookie is that he'd been acting strange, .. kinda 



i.pookcd," C\-er since tommg back from the Indian burfa.l ground 
last night 

Arr iving at the Haunl ed Oak -------
0..r heroes should go driving off to the haunted oak or they 

arcn'1 very heroic. After all, they know more about what's going 
on than anybody else . If the Indians arc with them, or some 
other NPCs, lhey will encourage the group 10 join the pursuit. 

As the group approaches the haun1ed oak, they see the two 
police cars. lights still n~hing. II appears that Chief Turner ran 
the rookie off lhe road and into the ancient oak. The dooni to 
the rookie '1,car's are v.-ideopcnand thecarcngineis still runnmg. 
Droplecs of blood dot the ~a1. indica1ing that somebody wa.~ 
hun in the crash 

From a distance of about one hundred yards into the woods 
come the '-Qunds of a ~truggle and cry for help. When the group 
arrives, they will sec the fallen bodies of the rookie cop and 

Shale. Near the rookie 's hand is a blood covered sickle. A 
bruised and bloody Chief Turner stand~ over the unconscious 
rookie . He 1um1, to address the group. 

"Damn Boy went crazy . I . .. don't e,i:actly know v.-hat hap
pened myse lf 1t all happenl."d so fast. Both of 'em arc alive. 
Stopped O'Leary from killing Shale Shale ... he's hurt bad .. 
needs an ambulance . Herc. help me get them to 1he car." 

TilC chief bends over and picks the sickle up, muuering. 
"Damn, the kid was a good cop. What would make him do 
~omcthing like lh1~'1" Turner 1s hurt and seems a bit dazed him• 
self; he could use some as~istance himself. Or will stagger back 
to the cars , falling tv.-ice. He will thank the group for their help 
and apologi1..c for snapping ar !hem in town. 

Gl\1 Note: Fun facts that you'll need to know if an observant 
player should ask: 
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1) Chief Turner is bloody . The blood is not his m"n, though 
it may be difficult to tell at first, but is that of Ste\·en Shale 

2) The Chief says that o· Ltary attacked Shale, hut the rookie 
only ha~ a few blood ,;platters on hi~ clothing. which arc from 
the cut on hi, head. 

3) O' Leary's re,,oh•cr is missing 

4) The rookie, Mau hew 0- Leary, is okay, JU!.I unconscious 
Steven Shak is in bad ~hape. having been srabbcd or \la,hed 
by 1he sickle three or four times. 

5) faamining auru is difficult due 10 the magic and \upcr
narural energ1c, of the Icy line and the haun1ed oak. Chief Turner 
and the others all appear to be normal. at kast for the moment 

Plot Opti on One----- ---- - --
Moments later, another po lice car :iirrh'ts, The Chief of 

Police staggen; over to them and whiSpcl"'ll to them. Suddenly, 
the two officers draw their ~·capons and tram lhem on the group; 
one has his .38 caliber service re"oher , the other, a shotgun. 
They instruct the group 10 put the two wounded men down and 
to put their hand~ on their head~ They arc "under arrc~t for 
attempted murder and kidnapping of a prisoner . Kow mo"e u 1!" 
Chief Turner st.ands in the shadow s behind the two officers , 
grinning. a crazed look in his eyes and drooling sahva. Turne(, 
grin widens, he points the sickle at the group and say)) in a deep, 
ominous tone, "You heard the boy~. Hands up ! Don't make 
things any worse for yourselves . Boys. v.-hilc you cuff 'em . I'll 
call for an ambulance and back-up." 

Note: A sec aura now will reveal the supernatural emit}' Lhat 
has possessed Turner for the la~, few days . Earlier, the enmy 
let Chief Turner have control of his faculties to trick the charac 
ters. Its supernatural essence was screened by the Icy line energy 
and submerged by Turner's ov.-n strong personality. 

lfthe gro up raists arre:s1 they'll have 10 fight the two police 
officers. Remember, these are innocent pawns lkho arc actmg 
on orders from the Chief of Police . They'v e been cold tha1 the 
group L\ pan of a cult and that they kidnapped Shale and attacked 
0' Leary and the ch ief when they v.-erc apprehended. Fonunau~ly, 
he (Chief Turner) was able 10 caplurc them. Note that this is a 
very fast and Confusing situation, the cops are acting on the 
word of their trusted supcnor without asking questions. Charac 
tcni of a good alignment will try their utmost not 10 ~riousl y 
hurt the Jaw men. 1be two cops will not li'ilen to anything the 
group ha.~ to say and will continue to try to handcuff1he characters 
to rake them into custody , 

If combat ensue s . Chief Turner will run down the road with 
amazing speed and agilicy. lie is certainly reco\ered from any 
inJury he may have suffered earlier. The ,,,..o cops will continue 
10 subdue theu assailants . Nole: Officer O' Leary regains con
sciousness. 

Plot Optio n Two - -- - ---- ---
tr the gro up does not resisl ar rest the officers will handcuff 

two people togcthtr as they recite them their righrs . llus 1s 
followed by a <jUick frisking (under 1he circumstance~. there is 
a 1-80% chance that concealed v.eapons will NOT be found) 
Once the prisoners arc $CCUred, 1hc officers will drag them over 
to their car and shove them into the back scat. Up to four 
prisoners will be put imo the bad, seal. Addition al prisoner, 
will be pul in the back ~at of the Chicr s car 



fkh,rc 1he ~·• door ,, do-.c:d, Turner ana..·l\, ,nwh1ng one 
of 1he offi«-r·, hcad!i into 1hc roof of 1hc tM. l.:nod,:mg him out. 
and ,tub, the other 'w1th the , 1clle (he rau .. 10 the rrou.nd 1n 
,hoc;._ and bll, uncoruu(-.U\) 

·-come 001 imd play, .. shout\ Turner to oor heme,; in,;;1(k 1he 
car(Ji) "Yoo ,.anted to find me. didn't )·ou1 Well, here I 
ammmmm W11h thl\ 1hc pi:MC<iscd lumer JUmP' on lhc hood 
of the car anc.l leers into 1hc front v.-mdow, ~tdl gnnnm& like a 
Chc;.huc Cai 

--oh, the hi&, baJ p<;)'ch,o ~ afraid. he purrs. then 
screcd-.e,, "Comeou11!Comco1.111!! Or I'll come man' gut ya!" 

A pohcc JiUT.n can be heard approaching from lhc d1starn
and. at 1ha1 pm,,e m,1ant, a gunshot cnipcs. Pohce officer O' 
Leary has reKumcd coo-.cioosne....s. grabbed «:me of the ratkn 
officcn· te\.ohcr. and JU~ UK1l al OudTumer Of cour,c. oor 
heruc\ can tal.:c achcm It this potnt 100 

Wh.11c..,cr. cl1ot h.appcns 1n the neu 15 ~i.. the rookM:'s 
shot JUSI m1s!tC'S, Turner loob momt"nt&nly confused, then gnnJi 
and nins off oo .. n the road 

If the chuktcn rountcrattal.:._ *'Lh m:.g.C or (K)ChK pov,m. 
1hat, comhnlN -. 1th the <,hot by officer ff Leary and 1hc s.ound 
of I.he men m !he d1st11ntc. w,11 only COf1\•1ncc Turner thal it 1, 
Umt IO retre.al 

Notl' : l"hc pos~smg enllt)' has )h)'Chic powers of us ov.-n 
tha II ""Ill not hcs1111c 10 USC to protcCt this bod)" and.or It! 

escape. MO!il notable 1\ 11S rt!ldannis Tbc entity may 1clck.lnc1 
1cally throw I\Xks, d,n, lea,·es, and/or 11-. unconi,cious victims 
at the Jrt>Up. Ont of 1hc ff!O",I important thma, lO remember. 1\ 
th.at the person possc .. '-00 (1n th,, case. Chief Tomer) is notevtl. 
but 1akcn o"cr b)' an evil entity. Charac1cn of a &ood ahanmc:nt 
should not ,;.anc IO k.1ll 1hc p(»\C.\Sed pen,oo. bul try C\a)1lung 

they canio sa~·e thal pe™>n from his supcma1ural 1on-nentor 
Llkcw1~. StK;h characters \.VIII try 10 pttVCDI their companion .. 
from using deadly fOfte again~, the innocent ~scssed 1nd1• 
.,.idual Howc"·cr, 1hc fcroc11y of the possessed 1ndi\'1dual may 
make '111v1ng h1\ hfe 1mposs1bk. the cn111y care, linle about m 
~ body. 

Pursuit!-------------
Ob~rva nt pla)Cf characters will remember lha1 the arresting 

officer•, key 10 the hanck:ufh: ism hi s back pod.cc Ho11,·e,cr. 
11 will talc a me)ec or 11,1,0 (al lease 30 \C'Cond~) 10 get ti and 
unlock thc~lvcs. 111111 will give Turner, possessed by the en• 
Illy. enougli Clmc t() male • bfuk for II. In the d1 .. WIC'e or 
through lhc h&ht fog thal often CO\."CD Lh1, stretch of road, the 
group will sec Tumcr1en11Iy pry open a manhole co.,cr ,.1th h" 
barc~ndsanJ lcap1n. hoUmn a. ''Come and get me 1f)oodarc." 

The rooloe 1s tOQ dazed to con11nuc 10 shoo1 and drop\ 10 h1~ 
k.ntt\'. '1'heoid Indian 11,asnght," hemutten. Tbcyoungofficer 
will qu1d.Jy bc11n 10 regain his composure and Cl.pl:un lhal 11 
1s not C'tucfTumer iione mad, but "some kinda Jhosl ah 
cv1l,ptnt1hat's1D.cnovcrhisbody. You )OU goltabclic,e 
mcl" 

He w1II be dcligh1cd lhal lhc group does hchc,·e him and he 
will help them 1rab ,;.eapon!i and ammumhon and follow Tumer 
1n10 lhc ~*er . ll1s foelmg is thal lhe appmach1ni Mjuad car can 
lake care of 1he 1nJurcd, but he mui.t eo after Chief Turner to 
u.w him (he'll c~ Turner v.hcthtt the pla)cr chan11,;tcn ac• 

71 

rompan) h,m or noo. "We gutta ,ct the Oucf anJ nd him of 
that thmi bcfc:,t"C he ._1\ls •,omcbody or gcb killed. And we sou.a 
ict nd of that th.ti pos~'i'iinlt j'ho<.t before 11 1.k.c'!> twcr 
somcbod) cl.-.e. I thmli. "'fo' I'm ccnam 1he damn thmg trwed 
to posse .. ~ me c.1rl1cr Thai·, why I knocked 1hc Chief 001 and 
crabbed Sh.ale. Only the Chtcf Jia:ms 1ou1her P""~,w:d b) . 
by that thing and came af1er me. -

The rooli.,e reali.:e~ that the 01hcr cops ..... 111 IX:\'cr belic,-c an} 
or 1h1s and Turner 1s hkcly m &f-'l ._,llod 1r the) ,o,n the cha~• 
The moktc will then run O\.Cr 10 the open manhole CO\'cr anJ 
bcM,m 10 chmb down . ·•1 hope you auy'i are '-'Offilni! -.1th me. I 
can u~ )OUf help .. 

Note: If 1he group needs the lnd1,tn sham,m to cxorci~ the 
cn111y from Tomer. then th1'i b the 11mc m pop him m Tbc 
Indian v,,,11 ,iust \Uddcnly bt there, 1u1ded by 1he '-pints of ht~ 
ance, tors. If the group ha., ocver mc1 him. 1he ,tanlcd rookie 
cop 11,ill ,hou1. "He's. a mud' He can help,. and u>nunuc his 
~cni into 1he sc1o1.cr. follov.ed by 1he Indian; drc~5td m trad· 
1t10nal mcdtcinc: man clothing. 

The am\1ng squad car ...... 111 tend to the 1nJurcd and call f0c 
medical trca1men1. If the sroup 1s quick, the)' v,,111 he In the 
scv.cr sys1cm and out of >i&ht Ion,& before the pohce can fiJurc 
oul ,;.here they v.en1 Reco,cring the manhole ""•II romplciel} 
cover their 1rail 

ln the Se"er ------------ -
Thc rool1c cop can supply the aroop with t .... o 38 1.ern1.:c 

ft;\Ohers (SU. f(M.lnd\, each. lkl C'C.ln round) e"C.ccpt the one, (WI 

h111 hohtcr). one noc shotaun and a box of shclh (but only 7 
rounds left). two O.ashlighh, four road fl.res (bum for .,06 
mmutn ach) anJ a ,.aJ._tc.laJ._ic o· l.car) h1m,;clf. ha, 1 '8 
service rc..,ol,·cr, 20hullch, • pocketknife, n1gh1s11ck, flashl1Jhl, 
and 'w&l._ic caJ._ic. TIie n::,·ohtr i\ hohtcrnd. annina h1m1elf onl)' 
¥>11h the n1,hlstk. .. and fl1hhlight 11le Indian, ., pre!>Cnt. is 
amled with h1\ medicine bag, and 1all'man~. and a 1,1,ar hammer 
( I 06 dama,c and dfcctin: a,:aimt magK \.Upern.ilural CJCalurcs. 

,l' s mag,c) -------- ----- -
In rhe -.c1o1.·cr, uur hcroc, find thcm'iChc~ ma rather dank and 

dim Jillu.111on TIie ~..,.e,·s \:Cilma 1) high enough 10 .ccommo
dlllc s1anJ1na and 1o1.allmg creel Ahout e"cry hundred )arJ~ 1\ 
a sv.ingmg Jig.hi bulh; unfortuna1cly. many of the bulb, are 
bmli.cn or burnt 001 The ""aJh and ccihnr arc cmcrcd "'•th 
pipe~ fQf" 1clcphone and electrical 1,1,•1rcs. ga, lines. and steam 
TIie wall, and floors are also rn"ercd in • lt.lippel) .. lime or 
sluJge 1,1,h1\:hcan 11\1 .. Cln\cl abtttrcacherou, As v.cll aSr'IOI\)' 

CVI Note: M:mmum ,peed is n:duccd hy 2.5% and char.aclCf\ 
arc I lOdildgc. AnyattempclOnMkeadodgc.orutherwdden 
ff'IO\.C, or 10 nin. me111.n, the charxtcr i'i h._cl)' lo \hp and h.11; 
roll 20-side die. 11 roll of 12 (add m dod&c bonu~s) or lcu 
mean~ a fa.II mtos.luJ,c. 11>4 dama,c:. and a k ..... ,or oncattai.:l11e• 
lion that melcc. 

The li&hl from flashlighl\ or flare~ )ho..,., Turner' s footpnnl'i 
1n 1hc sludcc, he..Jed tov.-ard Oo"cnon' Follov.-1ng the u.cb 
leadi. to a JUnclion 'where the 1unnel hrark.:hc, in tv.o different 
d1recuon, To nul,,;c mailer\ v.or..e, the footpnnb d1\aPf>Cat' 

CM "oee: 11,e entity 1\ u,mg lermmon 10 rai..c 1hclf out of 
the muck and lrM!'n 1\ pulhnj ns ho~, body 11long the netw1irli. of 
p1J)C'. hand over h..nJ. like a rope or r3ilin~ Tbc process 1s ,.ho 
qu.c1; oo "°"nd~ of ftt1 !>pla,hing through the shmc. Only i.cns1ng 



for ~upematural evil wil l send them dO\"n the right lunnel. Other
wise, it's a mancr of luck. This may be good time to consider 
using lhe random ~wer eneounler table. 

If, when, and how the entily attacks is left up to you, the 
Game Master Read the description of the pos-.cssing entity's 
po~ers 1n 8e)ond the Supernatural, pages 163 and 164. Re
member. the se~er system runs under 1-490, which is also along 
a Icy hnc, -.o the entity can conven Icy line P.P.E. int{) J.S.P ., 
making it more dangerous . Of course. in addition to its psychic 
powers, the entity ca.n use 1b. ho~t body 10 physically auack. 
Note: tl.fatthew O' Leary is cOJTCct m his statemen t tha1 1hc 
entity tried lo possess him less lhan an hour ago. which mean~ 
the creature can attempt only one more pos.-.cs~ion within a 24 
hour period. A failed J>0'>'5eSsion attempt means it will lo-.c it~ 
ties 10 this world and go back bac k mto its own dimension and 
the Hitchhiker of Death wil l be gone forever. Hmo,'C\'Cr, this 
means th:ll the entlly will take good care of 1ts current host body 
for fear of being sent back home. Tius alM> means that it will 
not auempt to posses\ anybody unless its capture and exorcism 
(another means of sending 11 bad. to ih own dimension) are 
1nc..,11ablc. 

The entity will use hit and run tactic\ un less the group has 
split up mto two small groups. If they number three or less, the 
entily may try an al l out attack . It may telekinetically ning 
debris, rocks, sewage, slime, and live rat~ (ratl' have a horror 
faclor 8) at our heroes 10 slow chem down or to create confusion. 

Random Sewer Encounters 
Roll as often as desired and/or upon reaching enry new 
Junction point. --------- ---

01-04 Four crack heads in need of money for more drugs, One 
has a .32 .automatic pistol (8 rounds), the other three ha\'e 
switchb lades 'The)' arc only a potential problem for small 
groups and offer the entity more choices for possession. Av
erage hit points arc 15, S.D.C. 20, two attacks per melee. 

OS-IO A large dog cringes in the shadows. It looks up, it s 
large, yellow eyes reflecting the light. It growls an almost 
human sound resembling the words, "oh 0000 ." When it 
stands up, 11 i~ huge, perhaps six feet long and four feet tall, 
but 11 turns and runs away at an amuing )peed. In a bhnk 
of an eye it i) gone. Will not attack! 

11-20 A lost and drunken bum looking for the way out. Talk.s 
100 loudly and gives away the group's posit ion. Hasn't seen 
anybody else . An attack by theenmy/fumec is likely ( J-70%) 
within lhc next I D6 mekc round<s. 

21-25 A Con-Ed workman replacing wiring. As the group goes 
by, he yelh. ··Hey 1 What is this? The New York subway !? 
Fim that black cop and now you guys. Shee,h." He can tell 
the group thac lhe black cop ran by, grin ning like a lunatic, 
JUSI ID6 minute~ ago; they know !hey arc on the right traek. 
The v.orkcr is another JX)(ential target for possession. 

26-30 Spider"s Ytebs and some big. nasty looking spidcf!i or 
foot long cent ipede.) nght on top of you! Hannless, but stanJ
mg; honor fac1or of 10, anybody who fails their roll will 
automatically let ouc a scream Gives away the group's pos-
1hon 
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31-40 A pix:ket of bad air. Smell!. horrible, make~ the e)·es 
water and bum~ the 1hroat. Roll 10 sa\·e wrsu!,, poison/toxin; 
a failed roll means that it induce, rnm iling. The foul atr lam 
for ]D6 x 10 feet. 

41-50 A nu stampede! There are 6D6x 10 rab conung from 
behind you. Think quickt T ypicaJ se~er rat: Rody 8 inches 
to 24 inchc:. long, plu, tail. weighs up to two pound~. Atlacb 
per nJClee: two (2). bue doc:,. l point of damage per rat, or 



I D6 damage per e,..ery four rab (ea~ier forGMs when play mg 
mult iple rat anacks). Ha Poinis: four (4) each, no S.D.C. , 
speed 1s 10, mghtvis1on 60 ft (18.3 m). climb 70%, prowl 
80%. Bonuses: + I to .stnkc, +4 10 dodge. No, rat.scan not 
be p()\SC.Ssed by the enti ty. 

5 1--60 TilC sewer has caved m or is blocked by debris. 'The 
characrers can go back and ny to go around via another 
pas~ge or squeeze through the small opening. pressing 
against slime and ..ewage, one at a time. Thi"' could be a 
great plaee for an ambush by the entnyr rumer (GM option). 

6 1-70 The cn111yffumer ;ittacks. using one of his psychic pow
ers . He him~lf 1s in the shadows up on the ceiling. hanging 
from one of the pipes; may drop down and attack too. or JUSt 
run away. Hit and run tactics . W ill not hang around. 

71-75 An 18 foot (S.S m) .1lhga1or who is tired of eating racs. 
Attacks the nearest pcrwn; was orx.-c wmeonc's ~ix inch pct. 
The 'gator: 1000 lbs (450 kgJ, A.R. 8. hi1 points: 27. S.D .C.: 
20. Attack\ per mckc: Two (2), hitc doc~ 204 damage (plu\ 
bonus). tail does 11>6 damage. Bonuses: +210 mike, +2 
lo cl.image . Normal ,;peed i~ 6. but can run at a ~peed of 44 
for brief bursb of about 30 r;econds, swim 90%. 

76-85 This portion of the -.ewer is lower and is filled with 
waist deep water and raw sewage. The smell is horrendous 
and mduce~ coughing and eye walCnng. Speed i, reduced hy 
50%. There is a chance of \·om1t111g (roll to ~ve -..s poison/ 
toxin: lo!iC tv.·o melec u11ack~ if vomit). There i$ al,;o a chance 
th111 a character wilt succumb 10 the fumes (roll again 10 save 
vs poisonlloxin), pa5-. out. and slip under the raw ...cwage. 
He/she will drown unless. sa,..ed and then g1\'en mouth to 
mouth rc~uscnauon. The raw :.cwage and fumes run 206 X 10 
feet. 

86-90 Telekinesis or bio-mampulation by the entity (h1din_i,: in 
shadows at maximum range/distance). Runs away 1m
media1ely after mitial auack. 

91-00 A gas hnc break is spewing noxious fumes. Everyone 
in the area will cough and gasp for air cominually while in 
this 206 X 100 foot expanse of sewer tunnel. The noise will 
give their position away. Fonunately. the entity does not 
Ir.now anything about gas or it bcmg flammable 

The End ?-------------
One possible t ndln r,:, after several attacks. could have our 

heroes encounter a weaponlcs~ and weary ChicfTumcr •Humbling 
towards them. He 1s holding his head and moaning. 1be more 
learned charactcn in lhe group will know tha t Turner is really 
noc to blame for his vile ac1ions, so they should have compassion 
for his predicament Still, caution is advised. 

A quick aura check and/or questkms will reveal that he is no 
longer under 1he po<,M:~Mngent11y's influence, but has it released 
him completely? Asking Tumer questions will prompt him to 
reply something like, "Yeah, I'm okay. What happened? Where 
lhc hell arc we? What . . Y..hat the hell is going on? No ... I 
don't remember anything after after .. Gecz, ¼hy am I 
co,·ercd in blood? Did I get hun?" 

1lle poor Police Chier is near t>xhaustion and confused. While 
the rookie or wmcbody else may try 10 expla in what has hap
pened. this 1s no< the best time to lei down onc·s guard. If the 
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en111y is really gone (one can nm be certain 1ha1 lhc entity is nol 
still inside Turner unless an e,;ordsm is perfonncd), then ii must 
find ano1her host body within 24 hour~. To play it -.afe , the 
entity is likely to uy to possess one of the playt>r characters as 
soon as pos, iblc . It"s not likely 10 try the rookie because he bea1 
it once before. nor the shaman because he is 100 powerful 
Likewise , the entity i~ likely lo a,•oid any physical or ncga-psy
chics in the group. All others are open game 

If one of the player characters _gets possessed the entity will 
nOI show its influence for a day or two and the a<hcnturcitcrror 
will continue. The onl)' way to be certain thal no one in the 
group is posse~s.ed 1s to have the cnl!rc group ,ubm1t to a mass 
eJ.on::ism and the sooner the better: yes, righl here in the sev.er 
If nothing else, it will force the entity to <;how it!,,Clf by auacking 
or making a run for ii. 

Another possible ending 1~ the ~me ba~ic ~1tuat1on, only 
the entity is still inside Chief Tomer! Sudden!). a psi-scnsi1i,·e 
~nsc~ the cnlity ·s presence. Turner grins and lunges at the 
nearest or most vulnerable charoc1er. and grabs for a v. capon 



(rcrncmber, lhe ..,hppcry Ooor when our heme, rcacl) . The enllly 
will u~ empath ic lran,m is.sion, bio- mampu lation, and 1clc
kincsi, m lb a .. ,ault and will fight v.·1th murdcrou, mlent, al
though II ultnna tely wi~hes to cM:ape. 

lflhc !!roup t·an rc,1n11n Turner, the ,haman can put the Pohce 
Chief to ~leep and prevent the entity from Octing the body by 
~pr1nklrng 11 with a magic powder (no, he w ill 001 .-.hare the 
-.ccrct). Then. ,f the group can continue to restrain Turner for 
the duration of the C1lOrci~m. lhc Indian shaman can rid the 
planet of th ,~ particular evil spirit 

With the he lp of Chief Turner and/or the rookie, the group 
will be cleared of any criminal accu~tion.s. and a plausib le 
explanation of events ""ill be devised for the police records and 
the pre~,. Quiel.. medical treatment. summoned by 1he police 
above ground. will soc 1hat everyone auac ked by the possessed 
Turner hve,;. These unfortunate ~ ul.s are not sure what happened 
orwhoanackcd them, so any .story concoc ted will ny with them. 

Non-Player - - - - 
Characters (NPCs) 

The Entity 
See Beyond the Supernatural, pages 163 & 164, 
for full detail s . 

Horr or F'aelo r : 10 
Alignmenl : Diabolic 
llit Points: 140 in energy form, or ;,CC C.1iicf Turner (the host 
body) 
S.l>.t:.: No1 applicable. see OuefTurncr. 
Weight: 300 lb'> t 136 kg) Height: 7 fl (2.1 m) 
Age : Unkoo\lin 

Altrlbut es: I Q. 18. enJO)'S the phy.-.ic1l allributes of ils h~t 
body; ~ Chief Turner 

Natur al Abi liti es: Sec BTS, pages 163 & 164 
Exptri t'n ee Leil'I: Equal to a 6lh level pi.ychic 
Magic kn o~·ledge: None 
Psychk Pow ers: Mind block, empath ic lran~mission, b10-man• 

1pula11on, levitation. telekines is. impervious to fire, tclep.a1hy. 
!!-Ce lhe mv1s1ble, death trance, and .sixlh sense. All equa l It.I 
a ..,ixth level ~ychic, 

Co mbat Sk ill s: Four (4) hand to hand attacks per melee, fists 
mmc1 2D4 damage ( + P.S. bonu~) or by ~·ea!X"1l. Ha.s ,~o 
(2) ~y·chic attacks per nlClec. 

Bonuses: + 2 on 1n1tia1n•c, +4 parry and dodge, + 61odamage, 
+ 2 save vs magic. + 2 !>a\'C vi. ~ychic auack. ~ 10 save vs 
horror fa<.·tor. Nole : Aho has 1he phy .... ca l attribute bonuses 
of itshosl body, but not the ho,1 body's skillsorm cmo ric;, 

P.P.E.: 20 I.S.P.: 30 
Weapons: Likes 10 use the sickle . but may alMi use the .38 

cal iber re\o"Olver (3D6 d.tmagc, ;,1x rounds) 
Dese rlptlon : Unlike the hauntrng ent ity, the possessing entity 

does not absorb the identity or erno1ions of psychic imprcs 
\ ion,. However. this panicular en tity ente red into our world 
at the Ind ian mound nexus po1n1 and was attracted to the 
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intense JhyChic impre ... ~ion of the haunted oak, specifically 
those o f William Oliver Paine. I! tekpa1h1cally probed the 
haunting cnllly (who has ex isted here for decades) and espe
cial lyenJO)·ed its Pa1neddu,ioos and the fac:1 that 1hc hauntmg 
enlll)' gm '-0 upset when it thought he was i.tcalin g its identity . 
Being a particularly nlli.hcious ent il y, i1 dec ided to re-create 
the murders of William Oliver Paine and has en)Oyed its linlc 
game and all lhc pain and sorrow 11 has caused 

Pol ice Chief 
Daniel J. Turner-- ---- -- 
The Man 
Alignment: Scrupulous 

Hit Point s: 45 S.O.C. : 55. p lu~ IO when possessed . 
Weight: 206 lbs 

Heig ht : 6 fOOI 4 inchc, ( 1.9 m) Age: 45 
Attributes: 1.Q. 12. M.A. 14, M.E . 15, P.S. 16, P.P. 15, P.E. 
17. P.8. 11, Spd 14 
Expt'riena Lenl: 6th level cop 
Magk knowled ge: None 
~ yc h ic Po,u ·rs: None 
Combat Skills: lland to Hanel Mania! An.-., four attacks per 
melec. 

Bonu ses: +2 to .strike, +2 to parry, dodge. and roll . +3 to 
damage . 

Wea pon Proft c lend es: W.P. blunt. W .P. revolver, W .P. sh<Jt. 
gun, w.r. automatic rine 



Uta po M: 38 M"rvu:e rc~oh·cr and fiberglass mghts1ick always 
on ptn;on. ,hotgun m lrunk of car 

Skills or Nott-: Computeropcr.11 ion 90%. Pilot Automobile 90%. 
Pn.,v. I 68q. :md Body Build mg 

Descr ipt io n : Chief Turner is an ex -Marine and Vietnam ve teran 
who ~-a~ decora ted three nmes with the Purple Heart and 
once w1lh the Si t~cr S tar Elected Chief of Police eight years 
ago . he ha, pro,·en to be a dedic ated and Cl:lpable law man. 
lte 1:,c co111pa~"o1ia1e, Jd igcnt . hon<:".it , and a hard worker who 
expech all of the s.1me from h1smen . He is loved and respected 
by his officer, anJ the people of Dc>verton. Chief Turner is 
unma1Ticd and a b it of a homebody. His two loves are his 
.1oh and read ing (e ::.pc<:ially murder and detective stor ies) . He 
enJO)'S weight hf1mg, JOggmg, and football. 

Ch icf Tumcr becomes the help less v ictim of the possess ing 
entny and ns murderous games. 

A Typical Police Officer ----
or State Trooper 
Alignm ent : Scrupu lous or Prmcipled 
Jilt Point s: 25 S. l>.C. : 35 
Weighl : 175 lb~ llel ght: 6 fOOI: (1.8 m) Age: 25+ ID6 
Att rl bul es: 1.Q. 10. M.A. 12, M.E. 11, P.S. 14, P .P. 13. P.l! 
10, P 8 10, Spd IO. 
Expe ri en ce Le,·e l: 2nd le,·el cop 
Mag k: knowl ed ge : None 
Ps}'chlc Po ~ ers: None 
Co mb at Skill s: Hand to Hand : Basic , 1wo a ttacks per me lee. 
Bonuses: + I lO parry. dodg e. and roll 
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Wea pon Profi ciencies : W.P. blunt (n igh1,1ick), W.P . rc\'o lvcr , 
W.P. shotgun 

WeMpon s: .38 service revolver and fibergla~s nighbtic k alway ~ 
on person, sho tgun m 1nmk of car 

Skill s of Nole: Pilot Automobile 90'l, Prow l 40%. 75% al\O 
know first aid, and 30'l. know auto mechan ics. 

l>es(ription: The se guys are simp ly :,,-our l)·pical. ded icated. 
smaU town and highway cops . They are pan icularly familiar 
with traffic laws. gauging speed. h igh speed ch a-.c\ , and 
emergency procetlu rcs (auto accide nts) . They are generally 
cool unde r emergencies. 

The Indian Shaman-- - - - - 
~;i~~' ~ nknown, rerers lo himself as a "Wandering 

Alignment: Principled 
Hit Points : 35 S.O.C. : 20 
Weight: 175 lbs Hei~ht: .5 foot 8 inche, (1.7 m) 
Age : 52 

Attribut es : l,Q. 14, M.A. 21, M.E-. 15, P.S. 12, PP I I, PE . 
10, P.B. 11, Spd. 9 
F.xperien « l.,evel: 7 th level arcanist 
M11gic knowledge: Bl ind ing Oa~h, globe of dayhght, death tr· 

ance. sec aura, sense evil. sense magic. sense P P.E. , chmb. 
levita1tOn, breathe wit hou t air, negate pOiSOnitoxm. curt 
minor d isorders. cure illness. heal wounds, enhance memof)'. 
tong ues. ch ari~malic aura, paralysis: simple , energy bolt. c ir
cle of flame, nega11on, impression. second sig ht. oracle , com • 
mune with sp ints. tum dead. con~tntin being. e.1u)f'Ci)rt1. and 
simp le protect ion circle. 

Psyc hic Po,-·er s : None 
Comb.al Skills : Hand to Hand; Basic, three attack s per me lee . 
Bonu ses : + l to srrike, + 2 to pany, dodge, and n:,11, + 2 to 

damage; critical damage on a natural 19 or 20 
Weapon Proficiend es: W.P blunt (n ightstick) , W.P . revo lver. 

W.P.ri flc. 
Wt-apon s: Indi an war hamm er (106 damage. al~ effecfrvc 

agai nsl all supernatu ral crcaturts; mag ic). 
SklUsof Not e: A ll Lores98 'l , Research98 %. Pil<R Automobile 

98% . Prow l 68%, Swim 98%. Speah English, tren ch and 
four different Indian languages al 98 %. 

Description: "Wande ring Spi rit" is an Indian shaman who has 
visited the ~red place of magic near Dovenon all his life 
li e was !aug ht the ways of the shaman by his father and 
grandfather who were also tnbal shaman . While perform ing 
an oracle ritual, he learned that evil stalked the ,acrcd land 

A commune with sp irits and other ntuals infonned him about 
1hc possessin g entity and its ties 10 the ancient atrociti es of 
William Oliver Paine . He is a truly good pen.on who ha.. 
come to help rid the land and the people of the lerrible evil 

Tne shaman aho know~ of the werewohes and will help 
tbe characten m this matter as wel l. 



What? 
Another One?! 
Isn ' t thi s the end of the Adventure ? ---------- -------------

Ye., . and .. no. Yes, it is 1hc end of the possessing emiry. 
I lowever. there is still trouble afoot around Doverto n. Of cour-.c, 
this 1s :ii 1hc Garne Mas1er·s opcion. If you'd like to end the 

,;iory here. you can, and the following adventure could take 
place v,nually anywhere, al any lJ!nc. 

The following can happen when the group return s or a few 
days later 

Story Background: 
Prison Break 

Afler 1he cl imactic banle 1n the sewers &gai nst the ent ity, ou r 
hc:n:,c,; will stay a few day'I to unwind, recuperate, and finish 
any possible rc~arch they may have. Most of lhe reponers ha\'C 
left the to~·n. so 11 can now resume its quie1 e,;istencc . Then. 
one morn ing the mwn is abuu abot.11 a brutal prison escape the 
nighc before. If 1n Oovcnon. the chllNl(:tcn, ha\·c ,.,ron the trust ~~~b-~~-ill~--~b=shorthanded. with M:\'Crnl in the hospital, and would welcome 
the group's ass1s1ance 

If lhis iale lal..c~ place )0mcwhcrc cl!>!:. the characters can 
track down one of !he guys 1n the drunk tank who witncs-.od the 
entire incident 

As the story goes. a Dovenon police officer found a naked 
man layrnl! near t he Doverton e){if around noon. "Yeah, I saw 
him laying by the ~idc of 1-490. cu rled up in a ba ll and bloody. 
Al first I thought he was another murder victim. I though!, God 
no. not another one. So I slopped my car. got out and poked 
him with my mghbticL &nd he moves and groans. I think , thank 
goodness, and poke h im aga in. 

"He wakes up real groj!gy like, M:CS me and tries 10 get up 
and run, only he's so drunk or drugged 001 that he can bare ly 
v.alk I cuff him. read him his righ1s, and toss him in the back 
of the car Sucker v.on 't cell me his name or answer my que~tions. 
Aflcr a wh ile he \cem\ a little more alert, but his eyes are sti ll 
glazed. and I ask him what he's doing \let>pmg by lhe side of 
lhc road Tim, 1s when I knew he was a junkie. Get this. He 
,;ay,; that he v.•a.~n't sleep ing, bu! thinks he got hit by a semi 
when he ran across the road . Geez! A semi".' He'd be so broken 
up Well. anyway, I gave up talking to him, came back 
to the office. 1ossed his bun into tilt ce ll next to the drunk tank 
and went back on the road. Ifs all in m)' rcpon." 

The John Doe ,lcpt most of the day. Fingerprints were of no 
help; apparemly no prior record. The doctor confinned bruised 
nb'i and wme minor cuts and bruises, but nothing serious. A 
blood sample w.a~ ~nt m the h1b. The stra nger has bee n e){trtmel)' 
uncoopera11ve and refu~ all chemical tests and medical treat
ment (il took three officer5 10 hold him down to get the blood 
sample) . He', not a local boy a\ far as anybody can tell. Tourist 
or hnchhik ing Junkie who got h1m,;elf mugged, wa.-. the popul a r 
theory 
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That night is when trouble struck. Accord ing to w1tnes-;es, 
1he man was laying. curled up in hi~ blanket, agams1 lhc far 
come r of the wal l when he s1aned 10 make gaggmg and growling 
sounds. Then he began to go into convu lsions and let loose with 
several gut wrenching screan1s. The guy~ in the drunk lank across 
the way all>O hcgan to holler for he lp. Two police officers ran 
over to help. One Opened the cell to assist 1hc appar<>ntly ~ick 
priMmer while the second s1ayed back. anncd with a shotgun 

The witness.cs all insist that the man in the cell had transfonncd 
into wme SQn of animal or animal man and attacked the officers, 
growl ing and snort ing like a wild 1hing. One w1tnC.S!l. i~ quuced 
a~ saying, "lbe damn thing was a ""olfman I tell ya' Ltke out 
of the movies!! He was all covered in fur , his head was this 
huge wolf or dog head with :,ol()bbenng fangs and :,·ellow eyes!~ 
The one cop shot that ... that . thing . i,quare tn the ches1 
wil' lhc shotgun. Didn't even slow ii do"""· Leaped on lop of 
him and beat hun scnseles~. The n ran out the door, 1ossing a 
third cop out of its way . he musta been tossed 15 feel, maybe 
20! Tilen we heard scream~ . gunfire and breaking glass. Guess 
it leaped through a window and got away." The three other 
priso ners confinn the dcscripuon and events. The other two 
police officers at the sta tion heard the commot:ion, saw off,cer 
Richards thrown 15 feet and saw a grey blur that resembled a 
huge dog, running on all fours. leap through lhc heavy glass 
fronr door and lope into the night. Before they could reacc the 
crea1urc was gone and three officers lay unconscious 

1lie th.rec cops were hurt badly. One had his throat torn out 
(witnesses n:port tha1 the wolfman bit him in the throat). he is 
not expec led to live . The other cop at the prison cell has a broken 
arm. four broken ribs, cu1_,; and laccralions from the bnual atta('k. 
bot is expec ted to reco.,·er. The 1h ird officer who was thrown 
by the thing, does not: remember what happened and is suffering 
from a severe concussion, a broken collarbone. and bruises. 

Fun Facts 
I) It was a full moon lasl n1gh1! 

2) A few farmers in t:hc region ha.,·e reported a pack of wild 
and aggressive wolves tha1 ha 1,1e been killing livestock. However, 
they have not seen the wolf pack itself, only the animal victims 
of their auack.. 

3) Two peop le have been injured by a wolf auack. ,n the laM 
momh, Two campeN disappeared three months ago and remain 
missing. Some fear t:hat they may have fallen victim 10 lhc 
Hi1chhiker uf Death and their bodies were not found . Could they 
hne fallen 11ictim to a werewolf? 

4) A pair of young lovers reported a pack of four 10 six huge 
wolves ran across the hood of their car. One slopped, stood on 
its hind legs and seemed to look at them , smile, and howl bcfOt'C 
it ran into the woods! The report was dismis~ as a hoax or 
hysteria. 

5) Remember the coroner's repons that stated that two of thc 
victims of the Hitchhi ker of Dca1h had been mauled or panially 



e.11en by ammah 1 CoulJ lhel>t 1wo h;1\e been v1i;um~ of 
"'-ett'oll-Oh~. but .i,,um.:d klbc lhc lhh:hh1l..tt-!o n1.:t1m-. by m1s
lal.e·• 

6) Inch an ~ienJ ,pc.tl.., of ··1he .... olf ~·• and h1i. c.:h,IJren 

7) Areas such .i, llm. where there arc tcy line, and a nexus 
pomc, often atuad a ,·;mety of J;upcm.tlural criue~ 

8) llm 1s a s«ludcJ art.t A werewolf could roam around 
for monlM. pt"rh.ip,. )Car\, .... ,thou1 being d1\CO,-nat 

9) lbc: Indian ,ham.tn ma} male anochtt timely appcanince 
and confinn thod ·the dcrnon "'olf "'00 walls hk.c a mtin has 
clauncd these 11,00,h ·• He wi ll 1ry 10 help the group trac.:k the 
beast down if chcy dtw·e his help 

10) With e\Cf)lhlnJ lh;,,1 ha.\ n;1nsp1ttd 0\C'f the last ~\ ·cnal 
months. not to mcnt11)n 1he last rcw Ja),. the polw.,: arc JUSI 
about 'A1lhng 10 ac1.:cpt an}lhmg . Oucf Tumc-r and the rooL1e, 
Ma1thcw O'Leary, ..... 111 be espcc1.i.lly rcccpu,._e to supernatural 
C)(planation<, (unoffi1.:ially) and help supply the group w11h 1n.ap~. 
pt'0Yl\1ons, and cncnuragemcn1 Note that the Chtef 1i. ,ull re
cuperating at the ho<-p1t.tl and the rool.e 1!o nttded on duty. M> 

ncuher can JOm m the hunl 

11) lbc: rcJ)(l'1 on the blood '>lmrfc 1s 1fk:ontlu!oi,·e . 1l)C rcpon 
!olltlC~ 1ha1 the blood 1\ not human nor 11n1mal and suggc,t\ 1h:11 

"-:lmple must ha,·c been polluted b)· an unidentifiable chenm.:al 
or chemical~. A new, uncon1am1nJ.tcd \ample is re4uc,tcd 

12) o· Lca,y rtporb 1h31 b1h of &rt) fur he found al the site 
..,..hNt the John Doc .... a, first d1sc0\crcd anJ ham on the bl~ket 
lit the police station 1Nt1.:h A~ly<,1<,conr,nn~that 11 i<, v.olfs fur 

I J) A local fanncr da1m, 10 ha-.·c l.1lkd a v.erev.olf 30 }'CJ.~ 
ago. Nobody really bcl1c,·c, him 

HI Ho Sih er ! 
(;.-.tf)th1ng «ru1nly -.«ms 10 point 10 a 'Aerevr.olf roaming 

the hills The quc,tk>n 1,, v.hat •~ 1he s,oup going 10 do about 
11" If they elect to hunt the creature(,) down they w1II ha-.c 
acquire some spcual equipment. most notably si/wr buflt1s. 

Any "1-.cr l.ni,·c, nr magic v.capot" the group may alrc;iJy 
have can only 11-.c 1hem -.n edge Bue the)' ..-111 ~ill ncal 10 sci 
s1hcr bullets Thctt att t'Ao place, the) can get SU1.:h -.n <1dd 
item from a place c.:allcd Olivia's ()c('u lt l:.mporiu m and from 
the, now old, man 11,-ho claum, to have lolled a werewolf )'Car'\ 
ago 

Olh·la's Occult Emporium 1~ ;in OC:1."Ult bool-.11,n: and 
k.ntd..kna..:k \hop Mlk;h of the 1tcm!o sold are designed for the 
tounSI Located J\l'-1 off the m.;un draa m Do,·crton, the UO) 
,tore look\ fairly new and well ilOCked In the front picture 
window is a d1,play ol -.ariou~ my,oc uihsmans and charms 
Thcrt 1s al~ a hule felt lmcd box conL,un1ng \Pt ,ih·er bullets 
The ,,gn abc:wc n ru .. h .. Sih·cr Bullets Buy )OUr fanul)' and 
fncn«h a l..ttpS&Lc lh.lt coukJ s.a-.-c their h,e\ .~ 

f:.111enn& the H.impcJ ,core. one'\ ~lflli arc aisaileJ b)' 1he 
smell of mus1y. old books. 1-tnd burning mcen,;c_ 1960's 
J)'yd\Cdchc mu,1c i~ ,;oflly playin{l in the backgrounJ The 
store') ihehcs are filled ...,,th book, ntng1na from the American 
..,.itch hunlS-1oc11.on:1,m There arc numcrou> -.olumc!o on maaw:. 
~ti.. North Amcncan k~nd\. t:FOs , and rehg100S (9Q'l, 1, 
the common fare; noth1ni rare or authcntically magic). Pla~tcr 
Clll>llng1, of human \l..ulh, p:unted 10 lool authentic arc used I> 
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bool-cnch Some anund ,Lulls hang from the ..-alls ti dccon· 
tMlfl\ Bchuxl the counter •~ a MM:lf of rate he~ fall real) and 
su,.;h d1,gu>Ung IIC.ffl!o ·~ ptt:Ucd bat wing,, C)'CS of newt, CIC 
In the &lass di~play ca-.e 1s a beautifully finished maho&any bo:\ 
with a red fell interior l·on1:11ning sihcr bullet~ 

The proprietor i~ .:i ,l..mny. red haired "'oman m her c.MI) 
fontes. dn:,,;ed hl,;e. hippK', compklC 'Allh bell bottom pMt\, 

no .... crcd shin and lo,·c huds She ,, ..urpm1ngl} pretty cP 8 
20) and friendly . She ..., 111 arrmach the gmup ..,..nh a sm1k 11,nJ 
sa}'. " llcy man. I sec }'OU folb arc adm1rm1t the \ih·cr I JUSt 
had thO!.e dcli,·ercd They're real popular, man. Beautiful. hand• 
m:tde mahoi;any bo-c 10 lietp the bulle1s 1n or 10 be useJ as a 
JC'AClf) ho't 1l)C bulkh ,,...u mal.c quite a ron,ers.atKlfl pica 
I mean. ht>v. many pcoptc t:illl claim 10 O'An ai.uhenoc s1hc.r 
bulkh. man" She 1011,c"" her -.·01cc 10 • -.cJue11-.e ,,_,h,~pcr imd 
purn. "They'll kill v.crc11,oh·c~. \lamp1res, and mm.t ~upcmatural 
bea,t1cs, ,hould )'OU e-.cr need to U)C them Re.ally. hun And 
1hey are a good in\·c~tmcnt 100." 

Oh-.1a ha, wmblcJ t-nlo a grtal M..am tha1 has maJc her a 
nKc profit E-.cl)bod) has heard about \11-.cr bullet, m 1he 
mo-.1c, and htcracure. but nobod,-sclh them She found that 
many toomb will buy th<'m it, a cunO\lt)' 1tem and SOfTIC will 
buy them JUSI for the heck of 11, while othcN v.111 bu) them JU\t 
(Of the k),cl>· mahof:an) lxn Wi1h 1he lllt~·hhiler of Dc.;1.1h 
)Cart. \a~\ ha,e Uk:rca-.td dramaL1,.:all} She ...,,,II not ..ell the 
Ctie or the hulkls scparalcl)' . The~ I~ S89 9~ f()f" the \ffll.11 
bmt and SIX bullc.b 

Unfonuna1ely. \hcdoc.'i not ha-.e many bullch lcft, C)(plam1n,:. 
"Hey man, with the H1tthh1k.cr of De.1th ,t.1tkmg 1hc. h1ghwa),. 
l'\'C r,old doicn <, ofthe:te b.tbK'\ 1nc H1t..:hh1l..cr ,, a wpcmatural 
ficnJ }OU know-. My &i.te\\ 1s a \amp,rc or mott h.ktl)', a~~~
sing entity (she docs know her wpcmatural kifel . Tbc:te 'Aili 
help protect )·OU (~he's I con am~,. 100) 

OhY1a will go on to 1>.I)' that her regulJr ... 11'versmi1h had an 
acc1dcn1 about three months ago and wem out of bll,1nc\\ And 
JU'-t yc,ccrday, some okl timer came 1n and bou&,ht 001 her la-.t 
supp) 1-tov.e,·er. as ·•fate "'-OUkt hne 11. W JUSl rc.ceued a 
new Vupmcnl 111 from her ncv,, supplter 1u,1 an hour &lO 

A"•ilab le eallben ire limited 10 :n 1206 dam3gc) and 38 
(pohcc revolver l)pc, 306 damage) round, She has three bollc~ 
of each (that') 18 rounds per caliber) and an old. du,ty box of 
n,nc 44 Magnum !!.hclh f~D6 damage) that wa5 a spc.c1al Ofdtt 
th.ill 'Ati nc\Crl)'Ckcd up She alwhappen!otoha,ca 44 \1apium 
for sak. Y)'1ng. -Yake a look at lh1,. man The bi~ boy oo 1he 
block 11, the Descn blglc 44 Magnum I ha, ·e one of the\C 
myself (1,hc winh). II ha~ gal; recoil ~upprc~\10n, an amb1dc.xtr• 



ou~ ..afcty, and the maga,ine hold!'o e ighl round~. N ine, counting 
the ooe 1n 1he chamber. It has a rugged mount for either a 
sigh ting •,cope or a la-.cr targeting device. Pretty swee t, ehT 
She ~miles and add~. "My old man, my l:.X--01J man, used to 
be a gun nut . Thi,; baby is fo.- sale if you're interes1ed. Only 
1200 ... oo make that 1100 buch . Comei. with a nice carry ing 
case and 48 rounds of convenlional bullets, too," Note Tbc 
group':s police connect ion-. can \Upply the appropriate rcvoh·crs 
for the two common cahber types. buc the magnum is a different 
story. Remember, each bcot of six bullets costs S89.95 and no 
quantity d is<:ounh 

The other sour ce of)ilver bullets is from old Cl) ·de Chaney. 
Clyde and his wire, Mrui.y, and their M>n, Donald. live on a 
~loppy, hnle fam1 aOOut 20 miles northwest of Oovcrton. The 
elder Chancy?> arc friendly and talkative. The son is ne,•er around. 
Clyde wil l tell the group the entire talc of how he ;md a pal 
pumped 20 round~ of ,;ih·er, with a shotgun. tnlo a werewolf 

and killed 11. Pounded a wooden l>take into its heart and buried 
11 out m 1hc v.-oods m years ago NeighOON> insii.t it wa_~ jul>t a 
big ~olf, but he )mow\ heller. Clyde will gladly g1\·e the group 
most of his ammun 111on, about 20 ~hoc.gun shells filled wirh 
~il\'er pcllch. He'll lend 1hem a shotgun too. if they need one 

Clyde will go on to r.ay that he'~ ~n a w()lf pmwling around 
hii. fann for 1hc last three mghls. He's set u-a~, bot the critter 
avoids them. He will in\·ite the group 10 s1ay and check: 1hings 

out if they would hke too. If the group refuse~. Clyde will 
pohte ly lc1 them leave 

To Slay a Werewolf 
If the group kft Clyde's, their police buddies will notify them, 

later thal mg.ht, that Clyde JUSt ca lled, frantic about a werewolf 
kilting hi~ canle and that they should come quick. He said that 
he'd try to "bag another one." but didn't know if he could do 
it alone. Then his phone went dead. 

If the group l>t.ayc..-d, Clyde and his wife Maizy will feed them 

supper and offer them their fill of beer. About 9 pm, Maizy will 
go to bc..-d, Clyde will stay with the group, shoe.gun 1n one hand , 

a beer m the other. It 1s a cloudless mght. with a three quarters 
moon aglow among the stars. The night air has a bit of a chill 
10 11 and a i.light bree1..c rattles the trees. All 1s quiet till aOOut 
II pm 

A loud howl breaks the mght air It is close by, ~faiLy runi. 
from lhe bedroom and warn 'i everybody l() be careful. Ano1her 
howl <1pl1t.s 1hc n1gh1 ''Thal's by the barn," Qnnounccs Clyde. 
MaiLy nods m agn:cmc nt . 
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Game Master Information 
We pre')Cnt the following action and data m a bnef outhne-1,ke 

description, because different clements can change the adven
ture. Much will depend on the acuons of the player charac1ers. 
Here's the \tory: 

Clyde. Maizy. and Donald Chane)' arc all werewolves. They 
have h\'cd in the area for nearly 50 years. They feed on cattle 
and unsuspecting campers, Over the )'Car~ they have been rci.pon• 
sib lc for well over a hundred deaths. disapptarances. or apparent 
acddenb. lllcy have caken great de light in living amo ng human s 
undetected. Their farnrite ploy is to talt advantage of disaster$ 
and trauma to go on a hunting frenzy They killed 11 in one 
night, eight years ago, during a forci.t fire, and another six during 
the big flood of 1969. The Hitchhiker or Death only provided 
another opportunity to ge1 wild. Only this time. they may ha,·e 
pushed their luck . 

The Chaney fami ly hopes to lure the group mto a trap. Don 
Chaney is the werewolf by the barn. Clyde i<., in the middle of 
the group and Maizy w ill attack from behind or wait in the house 
and ambus.h any who enter. After thii. mayhem. they plan to 
finally move on to someplace where they ca n continue their 
~ret carnage. That's the plan. 

If !he group stayed for dmn er and is. go ing lo investigate the 
howling at the barn. they v.-ill be caught by surpnsc when old 
Clyde takes a i.hot at them (the first shot will miss) and !he 
werewolf leaps co anack, with Clyde joining in !he assau lt (may 
retain hi~ human form to keep the characters confused) . The 
fight will be 10 the death . wirh Mai:zy JOining at the GM's. 
di~relion 

Howtnr , this trap might not ¥1·ork. 

I) Any p\ychic sensirive characten. •,nil immediately sense 
supernatural evil the moment they arrive on the farm, although 
a \Carch will reveal only large v.olf tracks around 1he farm (can 
not be follov.ed). 

2) Any character who senses for evil will realize that the 
members of the Chancy family arc all evil (sonny is working in 
the fields). 

3) Examming any of 1he Chaneys' aul'b will unmistakably 
re,·eal that they are not human I loe auras radiate the supernatural 
Qnd intcn~ evil. Anyone who ha-. seen a werewolf before will 
recognize that they arc werewolves: otherwise, they cllfl only 
~peculate. Note: The person mui.t roll to save versus horror 
factor 12. A failed mll mean-. he/she suddenly tum~ pale. looks 
frightened and is speechless for a moment. Depending how the 
character eonduc1s himself and coven; his horror. a battle could 
ensue at that very moment! An accusation or attack on the player 
characrers· pan will incite a fight to the dea1h. If Clyde or Maizy 
i.u,pcct that the character(s) knov. the lruth, they will either 
attack on the i.pot or ambush the group on the rood or follow 
them to their motel and auack them the re. 

4) Any ~hotgun ~hells given to the group by Clyde are dllill 
or contain so little true silver content that they are useless againsc 
werewolves: the shot docs no damage to the creature, only stings 
a bit. This b<:t1cr not be the group's only means of defense or 
they arc in serious trouble 

5) There are 206 big dogs on !he farm at any given time that 
can be controlled by the werewolves 



6) It v.a~ 1hc ('h,HK}' family that caused the :.ilvcr:.m11h who 
\Uppl1ed Olma·~ to go 001 of bu\incs\ 

7) The old t imer v.ho bought out Ohv1a·s :.upply yc~tcrda y . 
wa\ Cl)de . lie bune~ them behind the barn 

The Werewolves 

Clyde Chaney 
I lorror f'ac1or: 12 
Alignment: Miscreant 
till Polnb: 2] S.D.C.: .12 
Weigh!: 190 lbs 185.5 kg) 
Htighl: 6 fl (1.8 m) Ake: Unknown 
Attributes: IQ IO, M.E. 10, :V1.A. 18, P.S 19. P.P. 14, P.E. 
17, PB 8, Spd 21 as human, 32 mph (50 km) as wolf. 
Natural Abililil>S: Sec HTS, page., 175 & 176. 
Experience Le,el: Not applicable 
Magil' knowledge: l\lctamorphosis: animal and hum an, control 

canine, and tongues 
Ps,-chk Po~e rs: Mind block. sec the invisible, and sixth sc.nr.e. 

Etjual co fir,,t lc\·cl p~)'<:hic 
Combat Skills: Four (4) hand 10 hand auad.s per rnelee. claw.:. 

mlli<.:t 106 damage ( + P.S . bonu~). bite does 206 damage 
(bul mu~t be m wolf fomi to bite), or by weapon 

79 

Bonuses: +21ostrikc. t2pany. + .,1ododge . ➔ 4mdamage, 
+ 3 \ave ,,s magic, + 6 :.a,·c v., horror fac1or Attnbutc 
bonuses included. 

P.l'.f~.: 60 l.S.P. : 18 
Weapons: Prefer.,; to u...:: natural claws amJ bite or knife 

l>e5eription: Look~ like a68 ycarQld man when not m Y.Olfform 

Donald Chaney 
Horror factor: 12 
Alignment: Diabolic 
Hit Points: 29 S.D.C.: J7 
Weight: 220 lbs 1100 kg) 
Height: 6 ft 6 inches ( 1.8 m~' 7 ft(2 .1 m) 1n wen:wo\fform 
Ag@: Unknown 
Attributes: I.Q. 12, ME, 9, M.A. U, P.S 25, PP 18. PE 
17, P.R 9, Spd 22 a~ hum.in. 32 mph (50 km) as v.olf 
Natur al Abilities: See BTS, page\ 175 & 176 
Ell"peric-nce Leu·I: Not applicable. 
Magic kno~ledge: Metamorpho.,is: anunaJ and human, control 

canine, and tongues. 
Ps,-chic Po~ers: Mind block. --ee the mvi~iblc, and sixth )CO)(: 

Equal to fiN level psychic. 
Combat Skills: Four (4) hand to hand anac:h per melee. claw~ 

inflict I D6 damage ( + P.S. bonus), bite doc\ 206 damage 
(but mus1 be in wolf fonn to bite). or by weapon 

BonuSfS: ➔ 4tostrike. +4parry. +5tododgc. + IOtodamaf!e. 
+3 save vs magic, +6 save \'~ horror fac1or. Allribute 
bonus.es included. 

P.P.E. : 90 I.S.P.: 19 
Weapons: Prefers to use natural claws and bite or knife 
Description: Loob lilc a 30 year old man when not in wolf form 

Maizy Chaney 
Horror Factor: 12 
Alignment: Diabolic 
Hit Points: 25 S.D.C.: 30 
Weight: 230 lbs ( 100 kg) 
Height: 6 ft (1.7 m)l 7 fl (2. I m) in werewolf fom1 
Age: Unknown 
Attributes: l.Q . 9, ME. 12, M.A_ 9. P.S 22, p P 18, PE 
15, PR 10, Spd 22 as human, 32 mph (50 km) as w·olf 
NaruraJ Abilities: Sec BTS, page~ 175 & 176 
Ell"pcrie~e Leu•I: r,,;'ot applicable 
Magic- kno"ledge: Metamorpho<;i~: animal ;i_nJ human. control 

canine. and tongues 
PsJchk Powers: Mmd block, see the invi~iblc, and si~th scn-.c 

Equal to firq level ps)'Ch1c 

Combat Skills: !'our (4) hand 10 hand anacks per mekc. claws 
inflict I D6 damage ( + P.S bonus). bile doc~ 21)6 damage 
(but mu:.1 be m wolf fom1 lo bite), or by v.eapon 

IJ.onuscs: ~41o~trike . +4pany, +5tododgc. + J01odamaic. 
+2 save- ,s magic . +6 SJ,e v~ horror factor Attribute 
bonu-.c\ mcluded 

P .P.E.: 50 1.S.P.: 22 
We.-iporu: Prefer.. ttJ u~ natural claws and b11e or knife 
Description: Looks hke a 60 year old woman .,..hen nOI in wolf 
fomi. 
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TIM: manhok: tluot Tumtr/ P11nc, lint Jumped mto The paddy ..,~ ,:,., a..J stale trooper ~ kl.If) tllal JV-.! amv«I u,e: here 
TIM: Oki OU w,lh ttioma, Paine·, remains blJritd ""»by 

J 'd •11holeeovtt 

Supply/Tool ~-c mom TIM: door i1 locked Holds 100b hkc pipe "'te nche,, phcn, e1e. AIS<J "fMl'C JIIJIITI&. elec- w,n: , bulh., '1c: 
M<>n: ~upply Mor.Age, plu, • IOilc! Door•• locked 
A loctrd l'lc•V)' l>lttl door ,,1hich leads IO the powe r OOl'llp,lu!J 

Anoth~T mM>h()lc CQ~~ 

14 

I.HIii! room .. ,lh one couch, tw'O CU)' ct.a,n;_ and. T . V 

,--------, 
I I 
I I 
I I 
I I 

l : I 7 

□:: r::7: i 
15 L..:..J I 

0 ! 
I 

11 _______ ____ l 

K1tchc1t " 1th rt'fn1t:rat or, "'°"" plu~ lhe uwal unfcrml s. km~ c, (,1cu.it,., uerJ. forb.. "J'Ol)fl'J, JIU5e!i, plairt. Cl('. 

JO Stauwd l lt:adin1 IO~ 

I I UatlmXHll"' •tho-neto.M:1.ooch3th(ub 
12. lkdroom"'·nhno,. 1nd.:r,,,_conta 111<QOCl,rd 
, , Bedroom .. -uh b(,d 

14 tkdrooffl ,..,th hoed 
I~ Uasc,mc-n1 .,. ,ihJ 1,tn...i,. 

16 l·u~ind"'III C'l'hra tcr 

17 Wor l:.tic .... h .,,,1h J,.,..en, f1lkd .,.,th 10,:,h , a numbn of ,cre11,Jt1~t'n , pl"-'"'• wrcnchr1. tt<'. Pov,·e, drill. bu:rz Yow, and 11 20ft lrntt:rh of e,ttn!OOfl c'1fd (Mt ul 
Ille larfCr Jri,.,.tn" locled lurrtnj! 11 npcn ,. ,II 1nu l a dew of :111,·c, wcapon$ ~gen, one ~word. bulk!> . en:,,;...., cK 

80 




