








gines (which may contain caustic chemicals and
poisonous fuels for added excitement). In a “crash-
landed” scenario, the engineering deck may be a
very dangerous mess — and the ship’s computer
or crew may have sealed the lift-tube doors to stop
chemical fires and radiation leaks. There are sev-
eral crawl spaces throughout the engineering deck,
allowing the diminutive Grey engineers access to
various components (+10 to movement difficulties
for beings of scale 0).

The middle deck is the main section of the ship.
Three doorways lead from the lift-tube room. One
leads into general storage (9) where various odds
and ends of alien technology are stored, including
concentrated foodstuffs and miscellaneous baggage.
(In some configurations of the ship, the auxiliary
storage area along the main corridor serves as a lab,
communication room, or other specialized area.)
A door leads to an axial corridor providing access
deeper into the deck. The final door leads to a dis-
turbing place: the operating theatre wherein many
a hapless person has awoken to strange creatures or
machines looming over him, inserting probes into
his bodily cavities or bringing whining saws or drills
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on-line. The theatre houses stationary operating
tables, holding tanks and tubes, odd machines and
sensors suspended from ceiling mounts, and large
animal pens (most often holding a cow or two). A
large hatch at the back of the room drops down
allowing for quick loading of victims via a ramp or
small (900-kilogram capacity) tractor beam.

When the Greys aren’t happily vivisecting some
poor Terran creature, people are held in a series of
prisoner cells (7) accessible by a door to the oper-
ating theatre. The cells are sparse, with a waste pit
hole, water dispenser, and little else — prisoners
are too drugged, psychically stunned, or shocked
to complain much.

On the opposite side of the hull are the crew
quarters (8). The bizarre living quarters of the crew
may consist of bare floors and a zero-g floating mat
resembling half of a glowing green coconut, pools
of gelatin-like slime serving as sleeping and rec-
reation areas, or a perfectly preserved room from
Victorian England, replete with gold trim, marble
floors, stone fireplace and heavy tapestries.

The final room on the deck is the armory (10)
located on the axial corridor. Here, the Greys keep




their stunners, drug-devices, psionic mind-wrench-
es, plasma guns, and the like.

The upper deck is the nerve center for the ship.
It houses the bridge (2), with a huge built-in
viewscreen and numerous acceleration couches or
command chairs, instruments busily burbling and
bleeping, and most likely a crew determined to self-
destruct the ship before the Humans can claim it.
Two large cylindrical tubes with glowing interiors
housing things that look like brains of cows com-
prise the computer core (3) The computer system
is extremely alien and attempting any task with it
should be Very Difficult under the most generous
circumstances. A cryo-tubes section (4) allows the
crew to be safely ensconced for extremely long jour-
neys. Crewmen injured beyond the capability of the
Grey surgeons to heal are placed here. This can be an
idea place to trap players’ character who want to try
them out. Alternatively, the interstellar travel using
Grey technology is too dangerous for living Humans
— they must take some very risky chances and use
the cryo-tubes during any space voyage. Lastly, a
maintenance ring (5) runs the circumference of
the ship on all three decks. This ring gives access the
hull, sensors, other concealed machinery for repairs.

The interior walls have a Toughness of 5D. Doors
have a Toughness of 3D with Difficult to Very
Difficult security electronic locks (security may be

Spaceship Combat

Combeat in the ship should be very difficult for
characters — remember the Greys are bizarre.
They see in very dim, odd-colored light, breathe
a strange atmosphere and hear at a much higher
frequency. They may even be capable of crawl-
ing on walls or ceilings using sticky membranes
on their limbs. To emphasize the alienness of the
setting, combat and exploration modifiers range
from +5 to +15 or more to difficulty numbers.
It may be hard to dodge when you cannot cor-
rectly determine how the wall is shaped or even
where it is! Shooting a Grey at short range while
trying to see past nauseating green strobe light-
ing with luminous mists flowing around makes
even an expert marksman flinch.

out of commission if the ship is crashed). The pris-
on cells may use forcefields (possibly shorted out or
intensified during a crash) or solid doors with 5D
damage resistance and Heroic security electronic
locks. Most interior equipment has damage resis-
tance of 2D to 4D — and possibly containing odd
chemicals or flammable lubricants.

Things to See

4+ Handheld electronic devices and weapons of
unearthly origin

<+ Strange food in simply marked plastic-like,
vacuum-sealed containers or bags

4+ Medical instruments only vaguely resem-
bling anything seen on Earth

4 Narrow metal examination table, attached to
the floor

<+ Sheets of thin plastic-like material inscribed
with strange characters — they could be instruc-
tion manuals or letters home

+ Shimmering fabric, draped over beds or cut
into robes, with a thickness of cotton but the feel of
silk and a toughness of woven metal

People to Meet

The stereotypical alien manning a saucer-shaped
craft is generally not any more physically sturdy
than a Human. Other people that characters might
encounter include cultists, treasure seekers, scien-
tists, soldiers, and members of secret government
agencies. For cultists and treasure seekers, use the
generic person described in the introduction. For
scientists and solders, see their entries on page 126

of the D6 Adventure Rulebook.

Secret Government Agency Officer: Reflexes
2D, brawling 2D+2, dodge 2D+2, Coordination
2D, marksmanship 2D+2, piloting 2D+2, Physique
2D, running 3D, Knowledge 2D, medicine 2D+1,
scholar 2D+1: aliens and extranormal phenomena
+1D, tech 2D+1, Perception 2D, hide 2D+2, in-
vestigation 3D, search 3D, streetwise 2D+1, track-
ing 2D+1, Presence 2D, persuasion 2D+1, intimi-
dation 2D+2, willpower 2D+1. Move: 10. Strength
Damage: 1D. Body Points: 12/ Wound levels: 2.
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4+ A group of wacky cultists, who call them-
selves the Cultists of the Star-Born, hold regular
services aboard a downed UFO, convinced the
major religious and social figures of history were
actually beneficent aliens in disguise. The players’
characters stumble across or are sent to investigate
this small cult located in a rural area.

Upon arrival, the investigators must try to figure
out who the cultists are, where they are meeting,
and why. Eventually, the characters gain entry to
the ship — which could be an oversized version of
the one presented here — and overhear the cultists
during their venerations.

But all is not well. During this particular ser-
vice, the additional warmth of the characters has
activated the dormant self-defense artificial intel-
ligence aboard the ship, which is now using its
“bio-breeder” (replace the cryo-tubes in area 4) to
create a very dangerous series of bioroids. At first,
the creatures begin knocking off lone cultists ex-
ploring or praying in various sections of the ship.
Eventually, enough bioroids appear for a concerted
attack on the mass cult gathering. In the confusion
and slaughter (highlighted by bewildered cultists
praying to their alien gods in an attempt to appease
them), the characters must rescue the doomed fools
and themselves.

4+ A sunken alien ship is found in the South
Pacific dating from World War II (or during
the war!). The players’ characters are assigned to
investigate.

Little do they know, the intelligent ship seeks a
new crew and picks up the hapless heroes in its quest
to complete a mission to Alpha Centauri! There, it
hopes to find the cryo-preserved remains of its race
ata long-abandoned scientific outpost. The hideous-
looking aliens are all that is left of a peaceful star-far-
ing people. The characters, during the month-long
trip to the outpost, learn to make friendly contact
with the ship and begin to assimilate some skills, al-
lowing a degree of control and interaction with the
craft. Such skills may include stardrive repair, star-
ship gunnery, and space navigation.

However, as they arrive at the outpost, the evil
cybernetic insectoids who wiped out the ship’s cre-
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ators are alerted. The characters must revive the last
members of the shipbuilder’s race, escape the insec-
toid’s ground forces in a running gun battle (made
survivable thanks only to the characters’ lower tech
weapons), and evade the insectoid fleet.
Eventually, the characters must help the ship-
builders find a new home and a new beginning
— perhaps on a small blue planet called ... Earth.

School

Schools come in many shapes and sizes, depend-
ing on the level of education they provide, as well
as the school’s era and geographical location. Rural
schools meant for children under the age of 12 can
have as few as five or six rooms altogether, while
even relatively obscure universities are often sprawl-
ing complexes of single- and multi-story classroom
buildings, residence halls, and research facilities.
Schools can differ tremendously from one town to
the next, exhibiting marked differences in quality
and maintenance due to varying tax policies, edu-
cation disbursement, and interest by parents and
teachers. Some modern U.S. schools have changed
lictle from the simple designs used in the prairie
states during the mid-1800s, but many schools
have since had to expand outward (or upward, in
the case of urban schools) to accommodate ever-
increasing student enrollment.

Grade schools are storehouses of smaller versions
of everyday items such as pencils, chairs, desks, and
toilets. They tend to have open, airy classrooms
with plenty of windows to admit sunlight and fresh
air, and walls decorated with cheery, often holiday-
related student artwork. Modern U.S. high schools,
on the other hand, seem designed, not to nurture
students, but to introduce them to the professional
world of windowless cubicles. Furthermore, due to
several recent tragedies, many high schools have
been built or renovated to incorporate smaller win-
dows, restricted access points, metal detectors, shat-
terproof glass, silent alarms, sophisticated surveil-
lance equipment, and reinforced doors that seal off



school sections like ship bulkheads. While stifling
to the educational process, such buildings make ex-
cellent makeshift fortresses in an emergency. Many
schools built during the Cold War era can double
as nuclear fallout shelters, although the stores of
food and water mandated by civil defense policy
have long since been stolen, depleted, or removed.

This typical, suburban high school is built on a
mostly square plan, its classrooms and offices sur-
rounding a central landscaped courtyard used as an
outdoor retreat for certain classes. Parents and other
visitors use the building’s main entrance more of-
ten than the students, who prefer to use secondary
entrances conveniently located near bus drop-off
zones and the student/employee parking lot.

This campus includes 12 to 14 classrooms on
each of three floors (two floors were added just
before the crush of baby-boomers in the district
grew to high school age). A staircase connects the
levels for most students, while an elevator facili-
tates temporarily/permanently handicapped stu-

dents and teachers access to the upper floors. A set
of restrooms are scattered on each floor. Two lab
classrooms, equipped for both physics and chem-
istry classes, can be found on the second floor. The
teacher’s lounge, which includes private restroom
facilities, is located on the third floor. Office space
for the school principal, school nurse, and other
administrative personnel, is situated next to the
main entrance. There are additional offices for each
department on the second and third floor. The
school custodian occupies a small office and store-
room over the school power plant (which is in the
basement), next to the gymnasium.

The school gymnasium, attached to one corner
of the school, has student locker rooms with show-
ers and restroom facilities. The gym’s large equip-
ment lockers hold various sports-related equip-
ment, and its foldout bleachers serve the building’s
secondary purpose of hosting sporting events,
school assemblies, student plays, and other func-
tions. Next to the gymnasium is a large indoor
pool with diving board and separate student locker
room and shower facilities. The school lunchroom,
located on the opposite side of the building, has a
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full-facility kitchen, spacious storeroom, and seat-
ing for 400 students. The two-story school library,
attached to another end of the building, has its own
internal staircase. Extensive duct work and steam
tunnels, holdovers from the days of coal and oil-de-
rived power, crisscross the entire building; anyone
knowledgeable in their layout can use them to gain
quick, discreet access to any room in the school.

Things to See

4+ Wood or plastic-and-metal desks

4+ Wood or plastic and metal straightback
chairs

+ School supplies (pens, pencils, erasers, pen-
cil sharpener, notebooks, notepaper, tape in a small
dispenser, glue sticks, etc.)

<+ Inspirational or informative posters

4 Black chalkboard with chalk

+ White, laminated wipe-off board with suit-
able markers

4 Desktop personal computers

+ Typewriters

<+ Art supplies (paints, paintbrushes, drawing
paper, colored chalk, oil crayons, etc.)

+ Shop tools and supplies (saws, hammers,
nails, sandpaper, screwdriver, screws, wood pieces,
thin metal pieces, etc.)

4 Band instruments (clarinet, flute, trombone,
trumpet, tuba, cymbals, drums and sticks, etc.)

People to Meet

School officials and teachers have 2D in each attri-
bute, with perhaps 3D in Knowledge, Perception, or
Physique. Teachers have 3D in artist, business, scholar,
or tech specializations related to their primary teach-
ing subject. Students’ attributes typically range from
1D to 2D with a pip in a few skills, and students at
higher levels of education or active in extracurricular
activities may have more dice in relevant skill spe-
cializations. (For game characteristics for a child, see
the “Apartment” entry in this book.)

Teacher: Reflexes 2D, Coordination 2D,
Physique 2D, Knowledge 3D, business 3D+1,
scholar 4D, tech 4D, Perception 2D+2, artist 3D,
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investigation 4D, know-how 3D: teaching +1D,
repair 3D, Presence 2D, command 2D+2, persua-
sion 2D+2, willpower 2D+2. Move: 10. Strength
Damage: 1D. Body Points: 8/ Wound levels: 2.

Things to Do

+ Mark Speizer is a scam-artist who makes his
living defrauding grief-stricken mourners by fak-
ing a talent for “communication” with the dead. Or
at least he used to... MarK’s life changed one year
ago while making an episode of his television show,
Convergences. He was hamming it up as he often
did in front of live studio audiences — rolling his
eyes back in his head, mumbling strange words,
trembling like a leaf in a strong wind, and beseech-
ing the spirits to answer him — but this time, one
did. When Mark awoke hours later in a hospital
room, he thought he had crossed that line in show
business that a good fakir never crosses (namely,
starting to believe your own scam). But not only
was the voice still there, it wanted to teach him a
secret that had long lain hidden — the secret of
raising and commanding the dead. Mark doubted
his sanity at first, but the voice offered him a gift, a
taste of pure life essence that filled him with power.
The voice promised he would enjoy such pleasures
forever, if only he did as the voice commanded. It
was too much for Mark to resist. Fast-forward to
today. Mark is no longer a famous television psy-
chic. Instead he stands at the head of a very special
army of unfeeling soldiers. ..

The players’ characters are transporting a price-
less Sumerian artifact (recovered from international
black market traffickers — or any other similarly
mystical item from their last adventure) when their
vehicle breaks down, stranding them after dark (but
not too late) near a high school. Eerily, the roads
are empty, no pedestrians walk the streets, and no
cell phone can raise a signal — it’s as if the whole
world has gone still, except for a lone night bird cir-
cling and calling high overhead. Suddenly, figures
step out of the darkness and begin walking toward
the characters, growing in number with each step,
eventually coming into view under a nearby street
light. At this point, even the most unintelligent
player’s character recognizes the pedestrians for




what they are — Zombies. If the characters move
or make any sounds at all, the corpses sprint toward
them, forcing them to retreat to the high school
and bar the doors. Fortunately at least one of the
players’ characters has read the Zombie Survival
Guide, fortuitously written and published after the
turn of the millennium by Max Brooks for under
US$15 (ISBN 1-4000-4962-8; available at better
retailers), so they know a good place to hide when
they see one.

Trouble is, these Zombies dont need to eat
brains (although they would eat flesh if they got
close enough to bite the person). The dark magicks
that animate these Zombies allow them to drain
life energy from any person within three me-
ters and channel this resultant miasma to Mark
Speizer, making him stronger. (Mark has Life
Drain: Physical Attributes (R1), Zombie servant
must be near target, with Extended Range (R1),
three meters, Additional Effect (RG6), when all of
target’s physical attributes are zero, target turns into
a Zombie controlled by Mark, Ability Loss (R3),
cannot personally use Life Drain unless there are
no Zombies left, Burn-out (R1), the gift might
leave.) Observant players’ characters might eventu-
ally draw a connection between the priceless arti-
fact and the Zombies. Does the artifact possess any
real powers? The answer remains to be seen...

Secret

Headquarters

Some organizations and individuals can operate
openly, like the police, licensed private detectives,
or a law firm. But others must conceal their identi-
ty and operations, for whatever reasons. And those
who need concealment need a place where they can
do their work in secret, without anyone suspecting.
That requires a secret headquarters.

A secret headquarters gives the characters a place
where they can meet and openly discuss matters,
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without fear of being seen or overheard. It also
gives them a place to train in secret and to store
their files and equipment. On the other hand, it
provides the same benefits for their enemies, and
locating a foe’s secret headquarters can be next to
impossible, especially if the foe is clever and chose
his location carefully. Stumbling across someone’s
headquarters can also lead to interesting games, as
the characters try to figure out whose headquarters
this is and what they use it for — and perhaps try
to shut it down or claim it for their own.

Technically, a secret headquarters can be any
place where characters meet secretly. That would
include something as simple as a college dorm
room or the stairway of a high school. But more
commonly, secret headquarters refer to places a lit-
tle more advanced and more specialized, locations
that have been outfitted to function as a base of
operations rather than locations chosen on the spur
of the moment or used as-is.

The most important feature for a secret head-
quarters is location. It could built in heart of a
large city, on the city outskirts, or well beyond city
limits. It might be beneath the streets, high above
them, or on ground level.

For example, normal office in a quiet office
building can be an effective secret headquarters if
no one knows what business owns the office, or
what work is done there,
and if the office’s occupants
have some way of entering
and exiting the office (and,
preferably, the building)
unseen. Some secret head-
quarters use high-tech entry
methods, like sliding floor
panels and special-access el-
evators. Others concentrate
on misdirection, like a door
concealed behind a wall hanging or even a small
“Out of Order” sign hanging on a bathroom door.
The methods will vary based upon the headquar-
ter’s location, its budget, and the interests and skills
of its users. Of course, the headquarters of a trio
of cutting-edge scientists and metalsmiths will have
elaborate mechanical entrances, but the headquar-
ters of a group of fighting monks will be simpler
and have a more meditative, even mystical, entry.
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Every secret headquarters has a strategy room,
meeting chamber, tactics area, or war room where
the headquarter’s occupants meet to discuss current
events and plan out their next moves. This space
usually has a map of whatever area the occupants
have claimed as their own, and often more detailed
maps of particular regions. Of course, a table and
chairs are also necessary here.

The second area common to every secret head-
quarters is the archive. This can be a single com-
puter, a row of filing cabinets, or an older bank of
computer hard drives. Here, the occupants store all
of their knowledge about the area and its inhabit-
ants. These files are consulted whenever the head-
quarters’ occupants make their plans, and they are
updated whenever new information appears.

Most secret headquarters also have an equipment
room, storeroom, or armory. This houses all of the
occupants tools, which can vary depending upon
their activities. In some cases, this holds the charac-
ters’ costumes and weapons. In others, it may store
mundane office supplies. In still others, it contains
the mystic potion that grants the monks their su-
pernatural strength and speed.
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Some secret headquarters have room for vehicles,
as appropriate for its location. Something on the
shore of a large body of water (perhaps concealed
in a warehouse on a dock) could appropriately have
a hidden boat launch. A headquarters that takes up
the top floors of an office building or exists as a
mansion in the country could have a hidden land-
ing pad or aircraft hangar. A team that relies on
cars and motorcycles could have a tube train below
street level that zips members to a distant garage.

Access is another concern for the secret head-
quarters. Those who need to get in could open a
trap door hidden in shrubbery, take a private eleva-
tor, go down a locked flight of stairs, step into the
last stall in the bathroom, slide down a fireman’s
pole, or punch in the proper code on a lock out-
side an unmarked door (or even some combination
thereof!).

Finally, most secret headquarters have some sort
of security system. Every headquarters needs some
way to know when anyone is approaching and a
way to tell if that person is an occupant or an inter-
loper. This system ranges from a string tied across
the hallway to a small video camera stuck in the
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corner of the elevator to an elaborate heat-detec-
tion system covering the entire area in and around
the headquarter’s location.

The interior decorating of the headquarters de-
pends on its occupants attitudes. Some may like
bright and modern, while others prefer dark and
gothic. Some might prefer a sterile look, and others
might want the floors and walls retain some sign of
their origins, like the rough curves of a large cave.

Since most secret headquarters belong to either
villains or crimefighters, the occupants are usually
skilled combatants, whether they are super heroes,
secret agents, or monks. Larger secret headquar-
ters can also employ clerks, scientists, and even
accountants.

Don't Miss ...

The Covert Action Squad (CAS; see their testing
area in the “Weapons Trial Area” entry) is a little-
known division of the FBI that specializes in coun-
terespionage, search and rescue, antiterrorism, and
hostage retrieval. CAS agents are listed as working
for the FBI’s accounting department, and their real
activities are carefully concealed because they do
not use strictly legal methods or equipment.

The CAS headquarters is an impressive complex
20 meters below the Roxcon Corp. office build-
ing. Roxcon has no idea that this sub-basement ex-
ists and has never heard of the CAS. CAS agents
are given a cover identity as employees of one of
Roxcon’s subsidiaries, which has an office on the
eleventh floor. Access to the headquarters itself is
through one of the building’s elevators — a con-
cealed button can be pushed, and if the individ-
ual’s thumb print matches a registered agent, the
car descends to the sub-basement level. Roxcon’s
own security shows the car arriving at the eleventh
floor instead, and their security cameras see a prere-
corded tape of the individual or individuals enter-
ing the subsidiary’s offices. The headquarters also
can be reached by a set of stairs, which are entered
through an old-fashioned phone booth with tinted
windows in the Roxcon main lobby, after dialing
“119” on the phone there.

The headquarters itself has an operations room, a
tactics room, an archive, a surveillance center, sev-
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eral offices, and an armory. The operations room,
which is the main portion of the headquarters,
holds several desks with cutting-edge computer
equipment and phone relays, and the staff here
handles messages, relays, and any other communi-
cations about ongoing missions.

The tactics room is a large meeting space, with
a single long table surrounded by chairs. The back
wall of this room is a projection screen, so that
images and information can be displayed quickly,
and a intercom phone sits at the center of the table
so that the room’s occupants can conference with
agents in the field.

The archive is a small room with a single desk
at its center, and a single self-contained computer
connected to a printer on the desk. Optical drive
backups of every CAS mission and any other infor-
mation the CAS has gathered are housed in small
drawers built into the room’s walls.

The surveillance center contains more comput-
ers, phone systems, and security monitors, and
the staff here tracks everyone entering and exiting
Roxcon and its surroundings. They handle the fake
security footage that Roxcon sees, as well as activat-
ing the elevator and stairway entrances, and they
trigger intruder countermeasures, including sleep-
inducing gas and electrified floors, when necessary.

The offices are used by CAS operational directors,
and can double as sick rooms or temporary bed-
rooms when necessary. The armory holds weapons,
bulletproof vests, and other necessary gear — each
CAS agent has a registered firearm, but any addi-
tional equipment is checked out from this room.

Some effort has been made to create a friendly
working environment here. The headquarters has
pictures of city landmarks and award plaques hang-
ing on many of its walls. The floor is rubber with
raised circles for better traction while the lighting
is recessed and indirect. Furniture is efficient but
comfortable, and the tactics room has wood panel-
ing and plush meeting room chairs. In the offices,
fake windows show views from the subsidiary of-
fices upstairs, courtesy of small cameras outside the
real windows. The back corner of the operations
room has a microwave, a sink, and a small fridge, so
that agents can bring something to eat during the
long working hours. Restrooms, with showers, are
off the operations room as well.
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Things to See

4+ Metal-and-wood awards from various grate-
ful governments, companies, and community
organizations

+ Uniforms for the group, as well as disguises
used for infiltrating other organizations

+ Comfortable, plush lounging chairs

<+ Folding cots with sleeping mats, pillows, bed
linen, and blankets

+ DPens and paper or personal digital assistants

+ Protective gear (helmets, bulletproof vests,
arm and leg guards, etc.; see page 114 of the D6
Adventure Rulebook for ideas)

4+ Weapons (handguns, rifles, concealable
knives, etc. — see pages 115-119 of the D6
Adventure Rulebook for some possibilities)

<+ Surveillance equipment (tiny microphones,
bugging devices, tracking devices, signal locators,
small electronic binoculars, etc.)

4 For more ideas, see the ‘Apartment,” “Labora-
tory,” “Office,” and “Warehouse” entries, as appropri-
ate for the rooms included in the secret headquarters

People to Meet

Depending upon their size, the number of occu-
pants, and the overall purpose, secret headquarters
can have security guards, soldiers, scientists, clerks,
techies, field agents, and operational directors. For
scientists, security guards, and soldiers, see pages
126-127 of the D6 Adventure Rulebook. Techies
have 3D in Perception, +1D in security and tech, and
pips in search and tracking. Clerks have at least +1D
in business and +1 in tech: computers.
Operational directors have at least
3D in Perception and Presence, with
pips in command, intimidation, and
investigation.

Field Agent: Reflexes 2D, brawling
3D+2, climbing 3D, dodge 3D, melee
combat 3D, sneak 3D, Coordination
2D, marksmanship 3D+2, piloting 2D+2, throw-
ing 2D+2, Physique 2D, lifting 3D, running 3D,
swimming 2D+2, Knowledge 2D, medicine: first
aid 2D+2, scholar 2D+1: criminology 4D, tech:
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computers 3D, security 3D, Perception 2D, hide
2D+2, investigation 3D, search 3D, streetwise 3D,
tracking 3D, Presence 2D, disguise 2D+1, intimi-
dation 3D, persuasion 2D+2, willpower 3D. Move:
10. Strength Damage: 2D. Body Points: 14/ Wound
levels: 2. Advantages: Authority: Law Enforcement
(R3); Equipment (R2), employers resources;
Patron (R2), employer. Disadvantages: Employed
(R1); Enemy (R2), employer’s enemies.

Things to Do

<+ The characters have been summoned for an
interview. If they pass, they may be hired on by the
organization, which means they would get to work
in the headquarters themselves. Even to be invit-
ed down for an interview is an honor\ and shows
they've already passed the first round of tests. But
what lies in store for them now?

<+ The criminals’ attacks are becoming more vi-
cious, more frequent, and more powerful. If they
are not stopped soon, the entire city will erupt into
chaos, and many lives will be lost. The only prob-
lem is — no one knows where to find these crooks.
They appear without warning and vanish again just
as suddenly. Clearly they have a headquarters here,
but it must be very well-hidden. The characters
have to find it — and quickly.

4+ The characters have been given the job of
forming a new unit. They are to operate within city
limits only and to avoid notice, even by other au-
thorities. That means theyll need a headquarters
that’s easily accessible but well-hidden. The depart-
ment has provided the funds, but they've left every-
thing else up to the characters.

Showboat

Nothing says Old World decadence like a show-
boat. These are not the luxury liners of today, but
the slow, stately paddleboats of the previous cen-
tury that meandered up and down the Mississippi
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and other large rivers. Men and women who can af-
ford the steep prices travel down the Mississippi on
these elegant vessels, drinking, dining, and some-
times gambling in the well-appointed salon and
the impressive grand ballroom. Less affluent travel-
ers buy economy tickets, which lets them take the
riverboat but does not give them access to its top
deck. Of course, where the rich and powerful gath-
et, those who would prey upon them also appear,
and showboats are a favorite haunt of showgirls,
musicians, con artists, and the famous riverboat
gambler. But the fact that these people are out to
steal from, swindle, or seduce the rich only makes
the journey more exciting.

The classic showboat is a paddle-wheel riverboat.
These large, flat-bottomed boats are designed to
move smoothly along rivers, and they are made for
stability rather than speed. Furthermore, since only
the rich can afford first-class tickets, showboats are
designed with the rich in mind. Their cabins are
handsomely appointed and spacious, more like el-
egant hotel rooms that just happen to be on board
a ship. The ballroom is as grand as any hotel’s, and
the salon as elegant as any opera house’s. The food
is excellent, and showboats compete in hiring the

best chefs available. They also provide live enter-
tainment, which ranges from musicians to dancers
to actors. In the salon, a variety of games are avail-
able, the most popular being poker for the men and
bridge or whist for the women. Some showboats
hire professional dealers for these games, while oth-
ers provide tables, cards, and chips and leave the
rest to their guests.

Most showboat guests care little for the world
passing by on either bank. They are far more inter-
ested in the world within the riverboat, particularly
their fellow passengers. Showboat passengers love
to gossip among their own class, and look down
upon their inferiors or envy their superiors. Many
take a showboat as a form of vacation, traveling
with close friends and spending all their time in the
ballroom and the salon or walking along the upper
deck. Economy passengers, on the other hand, take
the showboat because it’s faster than walking to
their destination, and a little more stylish, and also
because they hope to get the chance to rub elbows
with their wealthy fellow passengers. This rarely
happens, however, since the ship’s crew is careful
to keep the economy passengers and the first-class
passengers separate.

D6 Adventure Locations




A showboat is a fascinating setting and great op-
portunity. Mysteries often occur on showboats —
after all, people from different classes, some tossing
money about and others envying that luxury, are
bottled up on a ship with nowhere to go and plenty
of free time to brood or plot. Showboats also of-
fer interesting plot developments, particularly for
young performers who hope to win wealthy pa-
trons, or for travelers to be forced together with old
enemies or old former friends.

The River Queen is a standard showboat, though
of course her owners claim she is grander than all
the rest. She is a large, flat-bottomed boat with
three decks. The lower deck contains a mix of crew
cabins and work areas, including the engine room.
The middle deck holds economy-class guest cabins.
The upper deck has the more expensive first-class
guest cabins, the captain’s rooms, the salon, and
the grand ballroom. Deck chairs and small tables
are placed around the balconies of each deck, and
small lifeboats hang from the roofs of the balconies.
Above the upper deck is the wheelhouse, a small
room with windows on all side, and the large pi-
lot’s wheel at its center. Speaking tubes connect the
wheelhouse to the engine room, the kitchens, and
other areas of the ship. Two massive smokestacks
stick up high above the wheelhouse, on either side
of it and slightly before it. The rear of the ship has
a massive paddlewheel, as wide as the boat itself
and slightly taller, and it is this wheel that moves

the ship along.

Things to See

4+ Wooden deck chairs painted white

+ Wooden tables, covered by fine white linen,
and chairs for dining

4+ Crystal chandeliers

<+ Real, green tropical plants, a meter or more
tall, in ornate metal pots

4+ Musical instruments (trumpet, trombone,
guitar, piano, fiddle, bass cello, drums and sticks,
cymbals, etc.)

\3Y
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+ Heavy drapes
<+ For additional ideas, see the “Casino” and
“Restaurant” entries

People to Meet

Showboats have at least one riverboat pilot, a
captain, boatmen, cooks, waiters and waitresses,
maids, card dealers, musicians, and sometimes
other performers. Riverboat pilots have at least
3D in Perception and Reflexes, with pips in piloting:
boats, swimming, navigation, and search. Captains
have pips in charm and Command (as well as the
same skills as a pilot) and at least 2D in Presence.
Boatmen have at least 3D in Reflexes, with pips in
brawling, climbing, and swimming. Cooks have at
least 3D in scholar: cooking and know-how: cooking.
Serving and cleaning staft do not have any particu-
lar skills or attributes. Card dealers have at least 3D
in Coordination and Perception, with pips in sleight
of hand, gambling, and con.

Musician: Reflexes 2D, Coordination 2D,
Physique 2D, lifting 2D+1, Knowledge 2D, busi-
ness 2D+1, scholar: music 4D, Perception 3D,
artist: musical composition 4D, streetwise 3D+1,
Presence 3D, charm 4D, persuasion 3D+1. Move:
10. Strength Damage: 1D. Body Points: 8/ Wound
levels: 2.

Things to Do

4 The National Poker Tournament is about
to begin! As always, it is being held on the River
Queen, the grandest of all paddlewheel riverboats.
This year, one of the player’s characters has been
invited to play! Which is strange, considering that
person isn't really that good of a poker player. ...

4 The characters have been hired on as secu-
rity on this, the ancient riverboat’s last voyage. It is
sailing back down the Mississippi, and then it will
become a floating museum permanently moored in
New Orleans’ harbor. But why would the owners
feel they needed extra security? What is there about
this venerable boat that could need protecting?

+ The Dutchess, the first of the three-story riv-
erboats, has just opened for business. Everyone




wants to take the tour of this impressive new ship.
But the owner is a little worried. He's sunk a lot of
money into the Dutchess — if anything happens to
her, he'll be ruined. And some people might prefer
that. So he’s asked the players’ characters to keep
their eyes open for any trouble.

Stadium

Stadiums are fascinating places, particularly for
people-watching. Often people go to a sporting
event less to watch the event itself than to watch
the other spectators. Young and old, rich and barely
scraping by, families and loners: all sorts go to stadi-
ums. Of course, the groups do segregate themselves,
which is also interesting to watch — the rich buy box
seats or front-row season tickets, while the working-
class get seats up in the nosebleed section. Groups
of college students or other young adults cluster to-
gether, usually in the cheap seats, while more elderly
attendees huddle together in the back where they
don’t have to walk far to their seats. Families often
go with other families, creating a single large mass,
while loners find seats by themselves and sit curled
up to avoid attracting attention.

Stadiums are also interesting because they show-
case athletic ability. People pay to watch baseball,
basketball, football, or any other sport, to see the
athletes handling themselves with speed, strength,
and grace. Most sports are competitive, and some
attendees get into that aspect, rooting for their teams
and shouting insults at their rivals. Others use the
event as a chance to get out of the house, either alone
or with others, and to distract themselves from regu-
lar concerns. Likewise some people bet on sporting
events and watch each game tensely, hoping to make
money off a particular team’s success or failure.

Stadiums follow the same basic shape, regard-
less of their size or the sport (or sports) they fea-
ture. Every stadium has a rounded rectangular or
squashed oval floor plan, with the arena at the cen-
ter. The arena is easily the largest space in the sta-
dium, and around it on all sides are the seats, which

recede as they rise, so that the highest seats are also
the farthest away. In many stadiums some of the
lower seats are boxed off for special groups — of-
ten a set of small rooms sits just below the highest
group of seats, and these rooms have fancier accom-
modations, including comfortable couches, private
restrooms, and fully stocked bars.

Most stadiums have several gates or doors at
ground level, each one leading to elevators, escala-
tors, ramps, or a combination of the three. Since

Sports and Their SKills

The following is a selection of sporting ac-
tivities and the suggested skills used by their
players. Gamemasters should require that the
character has scholar: (specific sport) in order to
propetly use the skills required by that sport.
Otherwise, the character either takes a difficul-
ty modifier or must use know-how (if she has it)
as a complimentary multi-action attempt with
a Moderate to Difficult know-how difficulty to
figure out what to do next.

+ Baseball: acrobatics (sliding), running,
melee combat (batting), throwing (throwing,
catching)

<+ Basketball: jumping, running, throw-
ing (passing, shooting or dunking a basket);
also useful: dodge

+ Bowling: throwing

+ Boxing: brawling, dodge

4+ Football: brawling (tackling, blocking),
running, throwing (passing, kicking, catching);
also useful: acrobatics, dodge, jumping, lifting

4+ Golf: melee combat

+ Hockey: acrobatics (skating), brawling,
melee combat (catching and passing the puck)

+ Lacrosse: running, missile weapons (for
catching and throwing the ball); also wuseful:
dodge

+ Polo: melee combat, riding

+ Soccer: running, throwing (kicking,
headbutting; goalie — for catching the ball)

+ Tennis: running, melee combat

+ Volleyball: throwing; also  wuseful:

acrobatics
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people, they have to handle large numbers entering
and exiting all at once, and having so many differ-
ent access points helps distribute the people more
evenly.

Another feature of every stadium is the players
areas. In most cases, these are rooms containing
rows of lockers, divided by benches, plus showers
and lavatory facilities, but sometimes they contain
only a bench and a small restroom, particularly in
smaller stadiums. Nonetheless, every stadium has
some place for the participants to go before and af-
ter the event, and these places are close to the arena
and have direct access to it.

There are an open-air stadiums (primarily for
football, soccer, and baseball) and covered ones
(for any kind of sport). If it has a field, it might
real grass or artificial. If it's more suited for indoor
sports, often basketball, indoor soccer, and hockey
can use the same arena simply by covering the court
with appropriate material.

Lights flooding the field with illumination are
expensive additions to the stadium, but they can
extend the time in which the structure can be used
by several hours.

Stadiums are excellent places to hold a clandes-
tine deal or meeting, since with that many people
around, it’s easy to conduct business unnoticed,
and it’s easy to disappear into the crowd. At the
same time, stadiums are also ideal targets because
so many people are gathered in one place for several
hours at a time.

Don't Miss ...

The Sunburst Stadium is a typical large mi-
nor-league open-air stadium and focuses on the
Sunbirds football team. The stadium is a large oval
structure, with the field dominating at the center.
Around that are the seats, with various stairs and el-
evators providing access to them. Beyond the seats
are the hallways, which include several rooms and
spaces for concession stands and souvenir shops.
Information desks are spaced out around the sta-
dium, as are security checkpoints. On the first
floor are the ticket counters (near each entrance),
the manager’s ofhice, and the main security office.
Locker rooms are situated under the seats, just off

of the field itself.
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Things to See

+ Sports equipment (as appropriate for the
sport being played — baseballs, baseball bats,
basketballs, soccer balls, footballs, protective gear,
etc.)

4+ Waxed paper cups bearing the logo of the
main soda pop being served

4+ Red hot dogs, topped with ketchup and
mustard, in lightly browned buns on white paper
holders

4+ Red plastic baskets lined with paper and
filled with crispy fried potato strips or rings

+ Clear plastic bags of lightly colored cotton
candy

4+ Souvenirs bearing the logo (and/or the mas-
cot) of the teams playing, as well as the other teams
in the league (stiff cloth-like pennants on wooden
or plastic sticks; small helmets; shirts; mugs; pen-
cils; postcards; event books; seat cushions; plastic
water bottles; etc.)

4+ Handheld radios used by spectators to better
understand what’s happening on the field

4 Black binoculars

People to Meet

Most stadiums have ticket-takers, booth atten-
dants, concessions, grounds crew, maintenance
workers, security, and the manager — in addition
to the athletes and their team assistants and manag-
ers. Everyone should have average attributes of 2D,
with at least one pip in scholar: sports, and everyone
except security has +1 in business. The concession
workers have +2 or more in charm or persuasion, and
the manager has 3D in business. Security has +1D in
melee combat, marksmanship, search, and tracking.

Athlete: Reflexes 2D, acrobatics 2D+1, brawl-
ing 2D+2, dodge 2D+2, jumping 2D+2, melee
combat 2D+2, Coordination 2D, throwing 2D+2,
Physique 2D, lifting 2D+2, running 2D+2, swim-
ming 2D+2, Knowledge 1D+2, scholar: base-
ball 3D, scholar: basketball 3D, scholar: football
3D, Perception 2D, search 2D+1, Presence 2D,
charm 2D+1, willpower 2D+1. Move: 10. Strength
Damage: 1D. Body Points: 12/ Wound levels: 2.

Things to Do

+ The big game is this weekend, and the play-
ers character have great seats. But then they hear a
rumor that the game might be cancelled, because
the stadium might be shut down. What's going on?
The stadium’s been doing great business — every
game has been packed — so why would it be clos-
ing? The characters can’t let this happen — nothing
can stand in the way of this weekend’s game!

4+ A major drug deal is going down this week-
end. The players’ characters know where and when
ill take place. The problem is, you dont know
who’s involved — both sides have large organiza-
tions and could send almost anyone. The meet is
taking place at the stadium, during a game. It’s per-
fect cover. With so many people around, how can
the characters possibly keep an eye on everything,
much less figure out who the dealer is and get there
in time to stop the deal from taking place?

4 A madman has taken control of the stadium.
He has a bomb strapped to his chest, and threatens
to detonate it if anyone interferes — and it looks
like the bomb may be powerful enough to level the
entire stadium and kill everyone inside! But the
players” character can’t just let him get away with
this, especially since there’s no guarantee he won't
snap and detonate it anyway. The characters have
to get in there and rescue all those people.

Temple

Few places are as evocative as a temple, particu-
larly an ancient one. Whether large or small, ornate
or spartan, these timeworn edifices are monuments
to religion, faith, and dedication. Temples can be
a refuge for the hunted and the lost, and a bastion
against tyranny. But they can also be the source of
tyranny, the headquarters of a religion determined
to conquer and rule.

Adventurers and scholars often seek out ancient
temples, for a variety of reasons. First, these temples
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can reveal a great deal about their former (and cur-
rent) occupants. When dealing with a lost religion,
that faith’s last temple might be the only source of
real knowledge about their beliefs and practices.
Second, ancient temples were often the warehouse
for knowledge in their area, either because the
priests actively gathered information or because it
was the only place people could safely store such
knowledge. If an ancient sickness is sweeping a con-
tinent, and the last known outbreak occurred in an
area dominated by a particular religion, the temples
of that religion might have information about the
illness, including possible cures — or how to pro-
duce the illness upon command. Finally, temples
were the center of faith and religious devotion,
and in many cultures that meant that worshippers
lavished money upon the temple to demonstrate
their piety. Some ancient temples are filled with
treasures, including holy artifacts. These could be
worth a fortune in the modern world, as much for
their history as for their materials.

Temples vary widely in size and shape, but each
shares certain features. The most important and larg-
est area in the temple is the worship chamber, and it
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is dedicated to worship of the faith’s major deity or
deities. This layout of the room focuses on an idol,
image, or some representation of the deity. The rep-
resentation could be an abstract one, like a simple
stretch of white sand, but there is always something
the worshipper can use as a focal point. Most of-
ten these rooms contain benches, pews, mats, or
cushions, somewhere for worshippers to sit or kneel
while praying, and an area set aside for the actual
priests, like a raised platform or a screened corner.
Since priests tend to live and work at the temple all
the time, most temples also contain dormitories of
some sort, whether a single large room with bunk-
beds along the walls or a series of small bedcham-
bers. Kitchens and dining halls are also common,
as are lecture or meditation rooms where the priests
can study and offices for those in charge.
Depending upon the age of the temple, and
whether it is still actively in use, you are most likely
to encounter priests, worshippers, or scholars while
wandering the site. Even if the temple is no lon-
ger active, priests may still keep watch to prevent
looting, and worshippers may visit the ruins to pay
their respects. Scholars, particularly archaeologists




and anthropologists, cluster around ruins and oth-
er former temples.

Ancient temples represent not only faith but also
mystery, particularly if their religion is no longer
active or well-known. The temple can provide clues
to some ancient riddle, or treasures from a lost
world, or an entry into a long-forgotten civiliza-
tion. They can be the goal in a long quest, or the
stepping-off point for a new adventure.

Temples can have almost as many variables as
there ways of worshiping. The temple can be still in
use, no longer active, long since abandoned, or in
ruins. It can be very visible, largely hidden, or com-
pletely lost. Its architecture can match a known cul-
ture, like the Aztecs, or it can be completely unique
and even a bit alien. It might be large and solid,
almost a fortress, or small and humble, or open and
designed to blend with its surroundings. Inside, the
trappings can be rich and heavily ornamented, ex-
tremely plain, or well-crafted but simple. It may
be the temple to a major religion, or to an ancient
and forgotten god. The priests can be kindly old
men, arrogant young fanatics, or sensuous women.
The temple can be set almost anywhere, from the
middle of the desert to deep in a jungle to the heart
of a large city.

Introducing Temples

When introducing an ancient temple, the
trick is to know its history. What religion cre-
ated this temple, and when? Who was it dedi-
cated to? What were the goals of the priests?
How did they relate to the people nearby
— did everyone worship at this temple, did
the priests dominate the locals, or did they
hide their presence and refuse visitors? What
treasures were here, and which ones still re-
main? If the temple is no longer in active use,
when did the priests leave and why? And was
it only the priests who left, or did the temple’s
gods abandon it as well? Knowing all of these
details can help the gamemaster decide which
clues to leave for the players, and make the
temple an interesting location that fits well in
the campaign.

The House of Lucan is hidden deep within the
jungle and dedicated to a local warrior god. Most of
the locals have long since forgotten Lucan’s name,
though rumors of a strange temple remain. The
temple itself is still intact, and still active, though
its priests rarely leave the temple’s confines, and do
not discuss their home or their calling when they
encounter strangers.

The House of Lucan is a single long, low building
carved from local limestone and covered in vines
that help it blend into its jungle surroundings. The
massive wooden doors lead into a single large an-
techamber, where people can prepare themselves
for prayer by dipping their hands into the shallow
wooden bowls against the wall and splashing the
water (or, during certain rites, blood) onto their
face and chest. Past that, the long, wide nave has
rough wooden benches on either side. At the far
end is a low wooden dais, with the altar of Lucan
at the center. To one side of that, a small door leads
into the head priest’s private chamber. On the other
side of the dais is the room that holds Lucan’s ar-
mor, helm, and sword, which are brought out for
each service. These are the temple’s greatest trea-
sures and are said to still contain the touch of the
god. The temple also has bedrooms for the priests,
plus a refectory and a kitchen and a small library.
Behind the building is a large clearing, where the
priests practice their fighting skills, with each vic-
tory dedicated to Lucan himself.

Things to See

+ Religious symbols, statues, and icons made
of wood, ordinary or precious metal, marble, stone,
or another substance important to the deity, pos-
sibly encrusted with jewels

+ Metal oil lamps or lanterns on metal poles

+ Heavy tapestries, colorful if new or faded
with age, depicting abstract designs or significant
religious scenes

4 Wooden benches, fabric cushions or mats, or
other means of designating places for the faithful
to seat or kneel
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4 Ornate seating for the priests and religious
ministers, which may be similar to or different
from the seating for the faithful

+ Large candles on heavy candlesticks, created
from the same material as or from complementary
material to that of the religious symbols

4 Books, scrolls, or tables inscribed with infor-
mation about the religion, its deity or deities, its
rituals, and the like

4 Temples still in use would have furniture
and other appropriate accoutrements in the priests’
personal quarters (cots, dressers, tables, chairs or
benches, lights, eating and cooking utensils, etc.)

People to Meet

Active temples have priests, supplicants, tem-
ple guards, and humble workers. Priests have 3D
or higher in Knowledge and Presence and at least
+2D in willpower and scholar: (religion). Warrior-
priests also have 2D+2 to 3D in either Reflexes or
Coordination, and up to +2D in brawling, acrobat-
ics, melee combat, or missile weapons. Temple guards
have the same as warrior-priests, plus +1D in zhrow-
ing and running. Humble workers have at least 2D
in Physique and an extra pip or two
in /lifting and other necessary skills.
Supplicants have no particular skills
or attribute levels (the generic person
game characteristics listed on page 2
of this book work well for them).

Inactive temples may host scholars
and treasure seekers. Scholars should
have at least 3D in Knowledge and +2D in a scholar
specialization for their particular field and pips in
languages, while treasure seekers need at least 2D in
Knowledge and Perception, plus pips in investigation,
languages, scholar, search, melee combat, and marks-
manship.

Warrior-priest: Reflexes 2D+2, brawling 3D+1,
melee combat 3D, Coordination 2D, missile weap-
ons 2D+2, throwing 2D+1, Physique 2D, lifting
3D, running 2D+1, Knowledge 3D, scholar 3D+1:
(own religion) +1D, Perception 2D, investigation
2D+1, Presence 2D, command 2D+2, persua-
sion 2D+2, willpower 2D+2. Move: 10. Strength
Damage: 2D. Body Points: 12/ Wound levels: 2.
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Things to Do

<+ The lost temple has been found at last! Which
means its greatest treasure might soon be recovered
— but by whom? Whoever gets to the treasure first
will be famous. The players’ character might be the
ones to find it —or they might be hired to protect
its location.

+ A man staggers into town, strange purple
welts covering his body. He gasps out “the ... tem-
ple ... awakens” and collapses, dead. What did he
mean? And what temple? There are no religious
houses anywhere nearby. At least, none that anyone
can remember.

<+ The priests of the temple have declared that
their time of waiting is over, and the time of cel-
ebration is at hand. They throw open the doors of
the temple and invite everyone to enter and rejoice
with them. This is the first time in recorded history
that this has happened — always before this, the
priests have kept to themselves. But now they are
enthusiastically meeting people and showing them
around the temple. It’s a wonderful opportunity to
see the inside of this ancient and holy place. But
what are the priests celebrating, exactly?

Warehouse

As long as people have had stuff, they have also
struggled to house it all. Warehouses are the most
utilitarian manifestation of this desire — a build-
ing dedicated solely to storing things. The standard
warchouse of 100 years ago looked remarkably
similar to today’s version, and the warehouse of the
future will probably also be very familiar.

The standard warehouse is, at its core, a large
box-like building, designed to get objects in and
out as efficiently as possible. Warchouses tradition-
ally also have utilitarian offices for their workers,
usually sectioned off to one side; outside of being
traditionally less ornate than their more dedicated
cousins, these are otherwise very similar (see the
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“Office” entry in this book). Unlike retail locations,
warehouses discourage visitors; they are situated
away from standard traffic (often in a “warehouse
district” of town), have bare metal walls with no
decoration inside or out, and favor protecting their
merchandise over making people comfortable. As
such, the typical storage area has no climate control
unless the stored product demands it, resulting in
extremely uncomfortable winters and summers, if
the area has such temperature extremes. This seclu-
sion makes the warehouse easier to load and unload
in quiet, but it can also make it a tempting target
for thieves.

The standard small warehouse has one roll-up
garage-like door by the storage area, and traditional
doors into the office. Larger warehouses may have
multiple or larger entrances to either area, as might
those designed for a specific purpose, such as one
intended to store large airplane parts. There are
almost always entryways from the office onto the
warehouse floor, since those workers are primarily
in charge of buying and selling the merchandise,
inventory control, or security.

The layout of the warehouse floor primarily de-
pends on what is being stored. In general, ware-

houses have arrangements that ensure every prod-
uct is accessible, although slow-selling material
may be relegated to an out-of-the-way corner. Thus
a heavy machinery warehouse would be arranged
into wide aisles so that a forklift could transport
any particular piece, while a book redistribution
warehouse would keep its books sorted by com-
pany and ISBN.

What a warehouse lacks in beauty, it usually
makes up for in security. Warehouses typically de-
pend on three different types of protection: struc-
tural integrity, alarms, and guards. All warehouses
rely on a secure construction (usually solid metal
walls and doors — 3D to 4D Toughness, depend-
ing on importance). Medium-sized warchouses
generally have an alarm system; thwarting this re-
quires an Easy security check for poor or ill-kept
warehouses, Moderate for standard important
buildings, and Difficult for those storing the most
valuable and expensive equipment. Finally, larger
warehouses often have at least one security guard
on hand at all hours, and multiple guards might
watch exceptionally large or valuable sites. To move
palettes of product or equipment, large warehouses
utilize forklifts.
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Riding Forklift

Basically a heavy-duty motor on wheels,
with a seat directly over the engine and two
movable prongs (forks) in the front, the forklift
makes multiple tiers of shelving in a warehouse
possible, as well as enabling workers to move
much more than they could on their own or
with a simple, pushed pallet jack.

Move: 5 (3.6 kph)

Passengers: 1

Toughness: 6D (does not protect those in
an open cab)

Maneuverability: -1D

Scale Value: 4

Price: Heroic
I

Warehouses can be customized fairly easily to suit
different needs; the only general requirements are
storage areas and office space. Thus to mimic a small-
er warehouse with the map, simply use the Secondary
Storage area as the whole warehouse; the doors con-
necting the Primary and Secondary Storage areas
would instead open to the street or parking lot.

The Peachtree Road Business Facility, built in
1978, dwarfs many other warehouses in the city.
Its primary storage area provides over 6,000 square
meters of space, not counting the offices and other
rooms, while secondary storage gives another 1,000
square meters. The warehouse’s current client is
KitchiBath Pros, a major chain kitchen and bath
fixtures retailer. They use the warehouse to store
the region’s supply of bathtubs, countertops, toi-
lets, and the like. (The buff foreman, 34-year-old
Al Marshall, jokes that if a fight broke out here, it
would literally involve the kitchen sink.)

The Peachtree Facility usually loads product into
itself via the primary storage area garage door off
the main room, while the loading dock is typically
used as a staging area to prepare items for shipping
to individual stores. Because the loading dock is so
close to the offices and other eyes, sneaking into the
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warehouse would be much easier via the primary
or secondary storage entrances (Easy sneak check),
rather than the loading dock (Difficult).

The warehouse’s records are computerized and
accessible via any terminal, though they are pass-
word protected (Moderate zech to hack in). The
warehouse is also about 50% larger than it needs
to be, so while it would be difficult to sneak mer-
chandise out, it would be relatively trivial to get
objects in ... especially if the computer record could
be modified to account for the mystery parcels.

Things to See

4 Cardboard boxes, wooden crates, or metal
barrels

<+ Flat pallets constructed of wooden slats or
molded from plastic, about one to 1.2 meters on
each side, sometimes stacked with containers and
sometimes stacked on each other

4 Hand truck

4+ Flatbed pushcart

<+ Dallet jack

4+ Tools and supplies in a toolbox (hammer,
screwdrivers, pliers, wire cutters, nails, screws,
clamps, etc.)

<+ Packing tape on a dispenser gun

4+ Metal bands and crimper

4+ Yellow or white safety caps

4+ Black safety earmuffs

+ Wide rolls of plastic stretch wrap on metal
rod dispensers

+ For office suggestions, see the “Office” entry

People to Meet

Standard warehouse employees, managers, and
guards should have 2D in most attributes. Those
working on the warehouse floor have at least a pip
or two more in Physique or lifting, and a skill die of
piloting: forklift if that device is used. The manager
should have +2 to +1D in business. A guard would
have at least two skill dice divided among braw/-
ing, marksmanship, search, and security; the security
guard listed in the D6 Adventure Rulebook (page
126) is a good, if overqualified, representation.




Warehouse Worker: Reflexes 3D, brawling
3D+1, melee combat 3D+1, Coordination 2D,
piloting: forklift 2D+1, throwing 2D+1, Physique
3D, lifting 3D+2, running 3D+1, stamina 3D+1,
Knowledge 2D, business 2D+1, Perception 2D,
repair 3D, Presence 2D, intimidation 2D+2, will-
power 2D+1. Move: 10. Strength Damage: 2D. Body
Points: 11/ Wound levels: 2.

Things to Do

4+ The players’ characters require an essential,
rare machine part that has been obsolete for a de-
cade. They find paper evidence indicating that one
particular warehouse might contain the item, but
the foreperson refuses to search for it since the
computer has no record of the item. Can they fig-
ure out a way to sneak or bluff their way in, find the
dusty part amid the huge warehouse, and escape
unnoticed?

<+ An unsavory villain is hiding in a warehouse
at night, and it’s vital he be stopped ... quickly! Can
the players” characters thwart him amid the dangers
of darkness, blind alleys, teetering boxes, and the
unfettered forklift? And if it’s true the warehouse
was once used by the government to store arcane
artifacts, what happens if the villain finds one?

Weapons

Trial Area

Almost every cop movie or secret agent film has
a scene on the firing range. Why? Because it’s a
chance to show off new weapons, to highlight the
character’s skill with firearms — or to show the skill
of the bad guys. Weapons trial areas are important
for anyone who works with firearms or experimen-
tal weapons, and any good cop, field agent, or sol-
dier puts in regular hours at such a place. This gives
them the chance to try different weapons, to perfect
their aim and ease with their preferred weapon, and
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to get their weapons repaired if necessary. It’s also a
good opportunity to see what other locals use, and
how their aim is, which can give people an edge if
they ever wind up trading bullets with each other.

The weapons trial area can serve as the place ex-
amine and try out new weapons. This is where a
gun manufacturer will take its newest automatic
pistol to see if it's good enough to mass-produce. It’s
also where an evil genius will test his wrist-mounted
flamethrower to be sure he can fry anyone who at-
tacks him. Because of this, the local weapons trial
area is the best place to ask for information about
the latest unusual weapons. Even if that weapon
wasn't fired at that location, the people are weapons
experts, and if anyone heard of such a unique weap-
on they'd remember it and want to talk about it.

Most weapons trial areas are part of an organiza-
tion. In a few cases, weapons trial areas are inde-
pendently owned, particularly if they specialize in
more exotic weapons. (These might even be hid-
den from the local law enforcement community.)
Otherwise they belong to a large group and are
only used by members of that group. For example,
a police force generally has its own firing range and
its own gunsmiths. A federal agency or a private se-
curity firm similarly would have its own. Likewise,
gun clubs, by their nature, have their own weap-
ons trial area, and these are open to anyone who
pays for membership. This
makes them better places to
meet other locals interested
in guns but worse places to
bring specialized weapons or
test out new gadgets.

Every weapons trial area is
built around its firing range.
Every area has at least one,
and larger areas may have
several ranges, typically one for pistols and anoth-
er for rifles, plus perhaps another for exotics. The
setup is always the same: a long room with a row
of booths across one end and a row of targets at
the other. Whether the targets are clipped on or
computer-generated, and the weapons are lasers,
crossbows and stake-launchers, or Wild West pis-
tols, this layout remains the same for all ranges.

Most weapons trial areas also have an examina-
tion room, where weapons can be disassembled
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and checked for damage. Those areas that supply
guns also have an armory, with unloaded weapons
hanging on racks against the wall. (These place even
require that visitors use the supplied weapons in-
stead of bringing their own.) Places that create new
weapons have weapons labs, where weaponsmiths
design and then craft new destructive devices.

Weapons trial areas operate under certain rules
for the protection of the users. For example, the
men and women here have all come to shoot guns,
and all have guns with live ammunition, but the
first rule of the range is never point a weapon at
another person. That makes confrontations very
tense, because there’s the potential for a deadly
firefight.

Weapons trial areas can be located just about
anywhere — in a city, on the outskirts of a town, or
in some secluded location. They might be housed
within a larger structure, like a building or a com-
pound, or off on its own. Some openly state their
business, with a sign above the door, while oth-
ers are the type of place only certain people know
about, and even fewer are allowed to enter.

Don't Miss ...

The Civic Gun Club is a cover for the Covert

Action Squad (CAS; see their headquarters in the
“Secret Headquarters” entry). Every member of the
club is a CAS agent, though many fictitious mem-
bers have been created to prevent suspicion. The
gun club owns a building outside the city limits,
where its members can fire their guns without vio-
lating any civic ordinances. The largest section of
the building is devoted to its three firing ranges —
one for handguns, one for rifles, and one for exotic
weapons. Beside the ranges is the weapons room,
which holds the club’s latest acquisitions (new
weapons the CAS is examining for possible use) on
racks against the wall. Past that is the examination
room, and behind that are the weapons labs. The
surveillance room, near the front entrance, holds
the club’s security equipment, and between that
room and the front door is the security checkpoint.
The weapons lab has a concealed escape exit, which

leads out to a parking lot behind the building.

Reloading Ammunition

Reloading a case requires the repair: firearms skill, and it cannot be done untrained; the character
must have at least one additional pip in the skill. With proper equipment, a character can reload about
50 rounds every hour. When a character attempts to reload a bullet, he generates one total per clip
(Character Points may be spent). The standard difficulty number is 13.

Reloading has both benefits and drawbacks. It is possible, by adding an extra measure of propellant or
two, to improve damage value or accuracy of a bullet. Bonuses to accuracy are added to the firearms skill
total when in combat. The process can also increase the likelihood of misfires.

When generating the total for improved ammunition, consult the following chart to determine the
effects, which relate to all bullets reloaded in the same clip.

Reloading Success Chart

Skill Roll >
Difficulty Bonus Drawback
0—4 None Misfire on 1, 2, or 3 on the Wild Die
5-10 +2 accuracy OR +2 damage Misfire on 1 or 2 on the Wild Die
11-15 +1D accuracy OR +1D damage Misfire on Critical Failure
16+ +1D+1 accuracy OR +1D+1 damage  None

Characters who only wish to reload the bullets and not improve them in anyway should ignore the
chart. Any amount over the base difficulty could indicate a reduction in the amount of time taken to

reload the lot (at the gamemaster’s option).
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Things to See

4+ Protective gear (helmets, bulletproof vests,
arm and leg guards, etc.; see page 114 of the D6
Adventure Rulebook for ideas)

+ Weapons (handguns, rifles, knives, bows
and arrows, etc. — see pages 115-119 of the D6
Adventure Rulebook for possibilities)

+ Cardboard targets attached to or images pro-
jected in front of an absorbing wall or wood

+ Weapon cleaning and repair material (rods,
rags, clothes, brushes, swabs, sharpening stone, met-
al files, screwdrivers, scissors, solvents, oils, etc.)

+ Cartridge reloading material (bullets, cases,
propellant, primer, cups, wads, etc.)

People to Meet

A standard weapons trial area has security guards,
weaponsmiths, and weapons trainers on staff.
Depending upon its size and budget, it may also
have scientists and clerks. Soldiers and field agents

are the most likely to frequent the weapons trial
area. Security guards have at least 2D in Reflexes,
Coordination, and Perception and +2D in brawling,
marksmanship, and security. For soldiers, see page
127 of the D6 Adventure Rulebook. Scientists have
3D or higher in Knowledge and 1D or 2D in physi-
cal attributes, with some pips in repair, scholar, and
tech. (For basic game characteristics, see page 126
of the rulebook.) Field agents have at least 3D in
each attribute, with pips in brawling, demolitions,
investigation, marksmanship, search, security, sneak,
and willpower. (One example can be found un-
der the “Secret Headquarters” entry in this book.)
Weaponsmiths have at least +1D in marksmanship
and demolitions and +2D in repair and scholar:
weapons. Weapons trainers have at least +3D in
marksmanship and +1D in repair.

Firearms Instructor: Reflexes 2D, Coordination
2D, marksmanship 5D, Physique 2D, Knowledge
2D, business 2D+1, scholar: firearms 5D, tech:
computers 2D+1, Perception 2D, repair: firearms
3D, Presence 2D, command 2D+2, willpower 3D.
Move: 10. Strength Damage: 1D. Body Points: 10/
Wound levels: 2
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hings to Do

<+ The players’ characters have been sent down
to get tested on the newest concealable pistol. But
when they enter the weapons trial area, the place
is deserted — which is strange, since there’s always
someone on duty here. Then they notice that the
armory’s been cleaned out. Somebody has robbed
the place! Worse, not all of those weapons are pub-
lic knowledge — nor are they all strictly legal. The
characters have to figure out who took them, and
then find the culprit and get everything back. And
soon.

<+ This area’s criminal organization has its own
building where its men can go and practice with
their weapons. It’s the perfect place to identify gang
members and find out what they’re up to — assum-
ing the characters can get inside the structure. The
security is very tight, and there’s no way theyd let a
cop or a fed into the building.

4+ The players characters have heard rumors
that a new handheld laser is being tested soon. The
weapon, if it works, could be worth a fortune —
including to the characters. The only problem is,
it's being held in the Feds’ own weapons trial area.
That means breaking in through federal security,
finding the laser, and getting back out unseen.

Wrestling Ring

The squared circle, as it’s affectionately called, is
the center of all (well, most) of professional wres-
tling’s action. What may seem to be just three sets
of ropes tied to a few steel posts is actually a care-
fully designed structure built to enhance the wres-
tling experience.

To describe a generic wrestling ring, let’s do a
top down, inside out approach. First, there are the
steel corner posts. These are the ring’s anchors and
keep it steady with all the action going on inside
and out.

Next are the turnbuckles. Each rope is connected
to the ring posts via a turnbuckle. Ropes are hooked
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up to the posts slack and are tightened by inserting
a metal bar through the center of the turnbuckle
and twisting the bar. Turnbuckles are very solid and
can be quite dangerous if exposed. For this reason a
large pad covers each one — most of the time.

Then there are the ropes. Every wrestling ring
has three ropes on each side. Ropes have gone from
being mainly adornments used to keep the action
in the ring area to integral parts of a wrestler’s rep-
ertoire. Ropes are usually made up of steel cable
covered with a thick padding. The tightening of the
ropes with the turnbuckles gives them their spring
(+2 to acrobatics rolls when using the skill) and lets
the wrestler bounce on, off, and over them.

The mat is the canvas floor of the ring, but it is
much more than that. Underneath the ring itself
are springs designed to give some bounce to the
mat. Through the combined use of turnbuckles,
ropes, and a spring-loaded mat, professional wres-
tlers manage to pull off their eye-popping stunts.

Around the base of the ring is a cover sometimes
decorated with a wrestling logo that hides the ring’s
underneath portion. It also acts as a good place to
hide things participants are not allowed to have in
the ring (at least according to the official rules).

Outside of the ring itself is what’s called the “ring
area.” This area is separated from the crowd by a
steel barrier. Inside the ring area are often the an-
nouncer’s table, the
ring bell, timekeep-
er, announcers, ring
steps, and various
camera crews (if the
event is televised).

Wrestling Ring Variations

Since most wrestling rings are pretty generic, this
section describes a variety of variations on the stan-
dard wrestling ring. This does not include events
like “tables” or “tables, ladders, and chairs” matches
that revolve around bring things “into” a standard
ring.

Barbed Wire

A particularly vicious type of wrestling match
is the barbed wire match. In this match, the ring
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ropes are actually replaced with lengths of barbed
wire stretched between the turnbuckles. Other
than the obvious effect of cutting anyone coming
into contact with the wire, it also grounds high-fly-
ing wrestlers, as the barbed wire doesn't give them
the same footing or support a standard ring rope
would.

In a cage match, the ring is surrounded by a cage
usually made of chain-link material (like a fence)
with a steel support ring at the top and a door in
one corner, but a few shows have had elaborate
steel crossbar cages, which are easier to climb. The
idea behind a cage match is to be the first person to
escape to the outside via the door or by going up
and over the cage itself.

A cell match has the same basic principle as a
cage match, except there is a roof on top of the cage
preventing anyone from leaving — at least in the-

ory. Cell matches are known for their ferocity and
for wrestlers escaping to the outside of the ring and
climbing the cell itself. The cell’s top then becomes
a makeshift ring area where a wrestler could end up
plummeting five meters to the floor below.

Exploding Death Match

The king of all hardcore matches, the Exploding
Death Match combines the barbed wire match with
explosions. The exploding portions of the ring are
sometimes placed in the corners on the turnbuck-
les, or outside the ring itself on the floor around it
in the ring area. Coming into contact with any of
these areas cause them to explodes, doing serious
harm (damage 3D) to the wrestler.

Multiple Rings

While not a variation in itself, some events have
two or more rings are placed side by side, and the
wrestling action flows between them. Sometimes
multiple rings have been paired with cages or cells
to create truly different wrestling experiences.

[ T S Y )
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scaffold built up and over it. Two or more combat-
ants climb opposite sides of the scaffold, and the
participant standing on it is the winner.

Things to See

+ Metal folding chairs
Thin particleboard folding tables
Handheld microphone
Baseball bat
Wooden or aluminum stepladder
Glasses or plastic bottles of water
Glass bottles of beer
Thin metal garbage can with lid
Stop or street sign
Length of metal chain, a meter or more long
Brass ring bell attached to a small plywood
stand, with a metal bell hammer
4+ Whistle on lanyard (usually around the ref-
eree’s neck)
+ Ice-filled towel or gel-filled cold pack
+ Championship belt made of gold-plated

metal and leather

People to Meet

Werestlers have at least 2D in every attribute, with
3D or 4D in Physique and Reflexes. Some wrestlers
have a higher Intelligence as well. All have at least +2
(often more) in acrobatics, brawling, melee combat,
lifting, con, and persuasion. Other common skills
include business, charm, climbing, dodge, jumping,
scholar, sneak, stamina, and throwing.

Werestler: Reflexes 3D, acrobatics 4D, brawling
5D, jumping 3D+1, Coordination 2D, Physique
3D, lifting 4D+2, running 3D+2, Knowledge 2D,
business 2D+2, scholar: wrestling 4D, Perception
2D, Presence 3D, intimidation 4D, persua-
sion 3D+2, willpower 3D+1. Move: 10. Strength
Damage: 2D. Body Points: 14/ Wound levels: 2.

Things to Do

4 Ever since White Dragon cheated the Hype
out of his title, the former champ has been seek-

s
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ing revenge. White Dragon has done his best to
dodge Hype by making him go through a slew of
intermediaries or using match stipulations against
him. Now the Hype has his chance. In a straight
up, mano a mano contest with no disqualifications
and no interference from the back, the Hype gets
his title shot at White Dragon. But is there some-
thing else going on at the show, something more
than the public story about two wrestlers feuding,
something that could turn deadly?

.00

Zoos became popular in the late nineteenth cen-
tury as public attractions, even though they have
been around in one form or another for centuries.
Historically, a number of monarchs have kept pri-
vate zoos, especially in Rome and the Far East.
However, these zoos, as well as most nineteenth-
century zoos, were not much more than rows of
cages. Mortality rate of the animals, and handlers,
was fairly high.

Modern zoos use open habitats to house most of
the animals. These habitats are separated from the
public by guardrails and sometimes deep trenches
or moats. Vegetation and rocks give a natural look
and feel, though the animals can usually retreat to
a den, which is far more stark, inside the exhibit. If
the zoo is large, the den might have a viewing area
that allows the public to see the animals in their
retreat as well. Less aggressive animals may have a
simple fence or short wall dividing them and their
camera-wielding predators. Goats, sheep, and easi-
ly domesticated animals are often housed in fenced
“petting zoos,” where children might get to touch
and feed them.

Exceptions to this kind of animal display exist
for creatures that can more easily escape or need a
special climate. Birds are normally kept in a sanctu-
ary covered by a massive cage or net, which might
have a lagoon for water birds. Reptiles are kept in a
structure with glass-walled rooms, monkeys in large
areas or cages with trees or tree-like structures, and
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bats in an enclosed building with an observation
section at one end. Additionally, some zoos have
penguins, otters, seals, and walruses, which require
an aquatic habitat with islands and ponds. In rare
cases, zoos may have dolphins, whales, and displays
of exotic fish.

Wide, concrete or asphalt walkways twist and
turn between and around hubs of habitats in the
modern zoo. Exhibits are usually grouped together
by species, such as big cats, bears, elephants, small
mammals, aquatics, and similar categories, or by
region, such as Africa and Asia. There is generally
a snack bar or restaurant, gated ticket center, and
administrative building with educational facilities,
security, and first aid. Unseen by the public is typi-
cally a veterinary clinic where most any kind of
medical procedure can be performed. These facili-
ties are either in areas obscured by foliage or living
plant walls, encircled by habitats, or occasionally
underground, linked by tunnels.

Zoos are a locale that is packed with scores of
innocent bystanders; to make situations even more
interesting, there are hundreds, even thousands, of
wild and exotic animals in the mix as well. With the
proliferation of daft Australian wildlife show hosts,

numerous exotic creatures have been snatched,
tranquilized, boxed up, and placed in sleepy sub-
urban zoos. The idea of an encounter with a rare
Amazonian snake so poisonously lethal that organs
shrivel at the mere mention of the name now be-
come a lot more believable

On a daily basis, the ingredients for sheer disas-
ter such as a church group and a lion, two natural
enemies, are kept apart and safe while maintaining
an educational, family experience. Most common
problems such as medical emergencies, extreme
weather, power outages, and so are usually con-
tained. It generally takes a very clever animal, a mis-
creant presence, or an inept zoo employee to release
an animal into the general populace. Nonetheless,
animal escapes into the keeper areas behind the ex-
hibits do happen fairly frequently.

Adventures surrounding zoos in a nonsupernatu-
ral setting often involve animal theft, by greedy indi-
viduals meeting a black market request or by animal
activists seeking to “free” the creatures from their
captivity. In mystical or science fiction settings, cir-
cumstances in the zoo can be far more unusual. For
instance, masters of mind control may seek animal
familiars to aid them in their goals. Similarly, what
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appears to be a mundane bear might actually be a
shapeshifter. For an espionage twist, the creatures
could have been taken from dozens of countries,
which opens the possibility for the involvement of
many cultures and governments. Discovering the
existence of a stolen panda in the local zoo may
enrage a Chinese ambassador, and it becomes the
character’s responsibility to resolve the incident.

There are a number of environmental and politi-
cal issues that can be blended into zoo encounters.
Zoos in modern day are often educational plat-
forms for wildlife protection, repopulation of en-
dangered species, and conservation of habitats such
as the rain forest. Thus, studious scientists, oppor-
tunistic corporate interests, and the lunatic fringe
of activism all frequent this location and could pos-
sibly cause trouble because of their enthusiasm for
their cause.

Things to See

4+ Stone benches

4 Metal or plastic signs with information about
the animals or directions to other areas of the zoo

<+ Sturdy, green metal garbage barrels

4 Walkie-talkies

4+ Ring of keys for animal cages

+ Plastic buckets of food (grain, fruit, fish,
etc.)

4+ Wooden brooms and mops and plastic or
metal pails

4+ Golf carts (for the animal handlers)

4 Strollers

+ Green trash barrels mostly filled with crushed
cups and half-eaten food

+ For additional food ideas, see the ‘Amusement
Park” entry

People to Meet

In modern zoos, zoologists make up most — if
not all — of the staff. They have 2D in all charac-
teristics except Knowledge at 3D and have brawling:
grabs, dodge, and survival skills of +1D to +2D as a
result of working with the animals. Their medicine
and scholar: biology/zoology is typically +3D. Zoo

Y/
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security has 2D for all attributes with brawling,
dodge, marksmanship, medicine, and security skills of
3D. They often use transports like golf carts, light
trucks, and Jeeps that carry first aid kits, tranquil-
izer guns, and restraints (such as nets, bags, cages,
and rope).

The D6 Adventure Rulebook contains a few zoo-
appropriate animals. For other creatures, use these
quick guidelines: Set a scale based on an animal of
similar build with a Physique of 1D to 2D for small
animals, 2D to 3D for Human sized, and 4D to 5D
for larger creatures. Assign a brawling skill of 3D to
4D for herbivores and 5D to 6D for carnivores,
plus include a damage bonus of +1D to +2D for
bite, claws, hooves, tusks, or similar natural weap-
ons. Special natural abilities, such as poison, can
be adapted from other creatures or Special Abilities
listed in the D6 Adventure Rulebook.

Zookeeper: Reflexes 2D, brawling 3D,
Coordination 2D, Physique 2D, lifting 3D, run-
ning 2D+1, swimming 2D+1, Knowledge 2D,
business 2D+1, medicine 2D+1: animals +1D,
scholar 2D+1: animals +2D, tech: computers
2D+1, Perception 2D, investigation 2D+1, search
2D+1, Presence 2D, animal handling 3D, willpow-
er 2D+1. Move: 10. Strength Damage: 2D. Body
Points: 9/ Wound levels: 2.

Black Bear: Reflexes 2D+2, brawling 4D,
climbing 4D+2, sneak 3D+2, Coordination 1D,
Physique 4D, running 4D+2, Knowledge 1D,
Perception 2D+2, search 4D+2, Presence 1D, in-
timidation 4D, willpower 3D. Move: 15. Strength
Damage: 2D. Body Points: 13/ Wound levels: 2.
Natural Abilities: claws (damage +1D; +5 to climb-
ing totals); bite (damage +1D); thick fur (Armor
Value +1); large size (scale value 1)

Things to Do

4+ The local zoo calls in the players’ character
to investigate the theft of several animals. Fearing
the detectives may be onto him, a security guard
in on the heist baits the heroes into the surgical
clinic. The door locking behind them, the char-
acters face a tiger past due for his check-up and
morning feeding...
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