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INTRODUCTION
So you don't have anything planned for a certain part of the adventure, or

want something to break up the monotony of the last couple nights' adventures?

Rather than take 15-20 minutes of game time, or pulling something off the top

of your head, here are 20 quick, easily-modifiedfor-the-campaign, adventures.

They require a minimum of fuss and work.

This Book is written for use with Wizards of the Coast Urban Arcana campaign

guide, and includes many things from it. Grendlespawn, Toxyderms and Roach

Thralls make appearances in this book, courtesy of Wizards of the Coast.

we've got what you need in here. Statblocks, monsters, the setup, and a pos-

sibility of how this could beat the characters down. There are no answers

given here, and in playtesting, we never gave any to the party - just let them

come to their own conclusions.

Several weapons in this book can be found in Green Ronin's Ultramodern

Firearms. While we highly recommend that guide to firearms, it is not neces-

sary to run these encounters. Each weapon islisted with the full statistics in

the adventure.
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No Encounter Levels were included in this version, due to customer feedback

that all of the quickshots in the last book were either too powerful or too

weak for the listed EL. This is because each group is different. They have

different tactics, different tastes, different power levels and react differ-

ently to situations. Remember that role-play is just as important as combat.

Some of these Quickshots will warrant ad-hoc XP for pure role-play, don't hes-

itate to award or hold back XP as you deem appropriate.

Finally, above all else, remember,

HAVE FUN!
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“I hate Max Power movies.”

“Shut up, Heather, it’s not like you paid for anything.”

“Yeah, but there’s no plot and the characters are sooo two dimensional.”

“Yo, H-Honey is right, T-dog, these movies sizuck!”

“Shut up and… Hey, did he just give us the finger?”

Getting the Party Hooked Up

The heroes are kicking back and relaxing at the theater, watching the latest

action flick that Hollywood has churned out according to their Script-o-Matic

machines and retarded monkeys. It’s been

a long week, complete with harrowing

escapes and last ditch efforts, and now

it’s time to kick back, eat popcorn, and

watch someone else get shot at.

It’s about halfway through the movie,

with the villainess and the hero shoot-

ing it out in an alley, when the villain-

ess suddenly turns, and steps out of the

screen, fully real. No longer bound by

the script, it takes her a moment to

realize that she can now do as she pleas-

es. (Two full rounds of inactivity,

unless attacked) Her first priority will

be to escape the theater, and then begin

to follow her plans, be it working for a

high powered crime lord or creating a

crime ring of her own.

The GM is suggested to use either the

Max Power SuperSpy plot, or use a villain

from a contemporary film if the GM feels

like the extra work involved. A contem-

porary film might make the players them-

selves feel more comfortable and more

familiar with the setting.

Troubleshooting

In playtest, one group decided that the problem of the bad-guy from a rather

famous action movie escaping was “A white guy, with white problems, let the white

cops deal with it.” Later, this came back to haunt them when the villain and the

party crossed paths, except this time the villain had backup.

Variant #1: Hero comes through after villain, and shootout ensues in a crowd-

ed theater full of panicking civilians. Characters will have these frightened

people holding onto their legs, screaming and crying, as well as dialing 911 on

their cell phones. The villain will take a civilian hostage if they feel it is

1: AA NNight aat tthe MMovies

Natasha Aniskazy
Female Human Fast 6/Gunslinger 3/Soldier 7: CR 16; Medium-size Humanoid (Human); Lvl
16; HD 6d8+10d10+48; hp 113; Mas 15; Init +5; Spd 30 ft.; Defense 36, touch 35 flat-footed
31 (+22 class, +5 dex, +1armor [Bulletproof Shirt]); BAB +12; Grap +15; Atks: P-6
+21/+16/+11 (2d6+2 (x2)); FS 5 ft. by 5 ft.; Reach 5 ft.; SV Fort +11 Ref +13 Will +6; AP 154;
Rep 8; Str 16, Dex 18, Con 15, Int 16, Wis 13, Cha 16

Occupation: Military (bonus feat: Personal Firearms Proficiency, class skill or mod:
Knowledge (Tactics), class skill or mod: Move Silently)

Skills: Balance +12, Bluff +7, Climb +3, Computer use +3, Concentration +3, Craft +3,
Decipher Script +3, Demolitions +22, Diplomacy +3, Disguise +3, Drive +16, Escape Artist
+12, Forgery +3, Gamble +1, Gather Information +3, Hide +16, Intimidate +10, Jump +13,
Knowledge (Current Events) +7, Knowledge (History) +5, Knowledge (Popular Culture) +7,
Knowledge (Streetwise) +8, Knowledge (Tactics) +15, Listen +10, Move Silently +12,
Navigate +3, Perform +3, Pilot +9, Profession +6, Repair +3, Research +3, Ride +5,
Search +3, Sense Motive +1, Sleight of Hand +12, Spot +14, Survival +10, Swim +10, Treat
Injury +1, Tumble +12

Feats: Personal Firearms Proficiency, Simple Weapon Proficiency, Defensive Talent Tree
(Evasion), Evasion, Defensive Talent Tree (Uncanny Dodge 1), Uncanny Dodge 1, Defensive
Talent Tree (Uncanny Dodge 2), Uncanny Dodge 2, Defensive Talent Tree (Opportunist),
Opportunist, Defensive Talent Tree (Defensive Roll), Defensive Roll, Defensive Talent Tree,
Military (Personal Firearms Proficiency, Knowledge (Tactics), Move Silently), Weapon
Focus (P-6)

Other Abilities: Talent: Evasion, Talent: Uncanny Dodge 1, Talent: Uncanny Dodge 2,
Talent: Opportunist, Talent: Defensive Roll

Possessions: Bulletproof Shirt, P-6, Laser sight (on P-6), Silencer Attachment (P-6),
Model 68 Skorpion with silencer

Natasha has deep black hair, clear blue eyes, and a figure that appears to have stepped
off of a movie screen (well, she did!). She commonly wears shorts and a half-shirt that
has the old Soviet Union flag across it. Her features are flawless and natural looking.

Natasha grew up during the Cold War, and trained as a spy for the KGB after graduating
advanced studies in economics and political theory. For the most part, she operated with-
in the Soviet Union, but once the Soviet Union collapsed, she began marketing her servic-
es as a skilled operative to corporations and rogue governments. She encountered Max
Power several times, but they never directly confronted each other.
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the only way to escape.

Variant #2: The hero of “Blood Troops”, a military/horror movie has come through

the screen instead. People in the theater may react to it as a publicity stunt,

or may freak out. Whichever way, Vitas Thilin will be confused and may react

Max Power
Male Human Charismatic 9/Personality 6: CR 15; Medium-sized Humanoid (Human); Lvl 15;
HD 15d6+60; hp 125; Mas 18; Init +4; Spd 30 ft.; Defense 19, touch 19 flat-footed 15 (+5
class, +4 dex); BAB +7; Grap +10; Atks: Steyr SPP +15/+10 (2d6 (x2)); FS 5 ft. by 5 ft.;
Reach 5 ft.; SV Fort +11 Ref +13 Will +8; AP 137; Rep 7; Str 16, Dex 18, Con 18, Int 18, Wis 17,
Cha 18.

Occupation: Law Enforcement (bonus feat: Personal Firearms Proficiency, class skill or
mod: Knowledge (Tactics), class skill or mod: Intimidate)

Skills: Balance +4, Bluff +25, Climb +3, Computer use +4, Concentration +4, Craft +4,
Decipher Script +4, Demolitions +4, Diplomacy +25, Disguise +19, Drive +4, Escape Artist
+4, Forgery +4, Gamble +3, Gather Information +19, Handle Animal +12, Hide +4, Intimidate
+23, Jump +3, Knowledge (Arcane Lore) +8, Knowledge (Art) +8, Knowledge (Behavioral
Sciences) +8, Knowledge (Business) +6, Knowledge (Civics) +6, Knowledge (Current
Events) +12, Knowledge (Popular Culture) +6, Knowledge (Streetwise) +10, Knowledge
(Tactics) +6, Knowledge (Theology and Philosophy) +8, Listen +5, Move Silently +4,
Navigate +4, Perform +5, Perform (Act) +18, Profession +15, Repair +4, Research +4, Ride
+4, Search +13, Sense Motive +3, Speak Language +13, Spot +12, Survival +3, Swim +3,
Treat Injury +3

Feats: Simple Weapon Proficiency, Charm Talent Tree (Charm), Charm, Charm Talent
Tree (Captivate), Captivate, Charm Talent Tree (Favor), Favor, Leadership Talent Tree
(Coordinate), Coordinate, Fast-Talk Talent Tree (Fast-Talk), Fast-Talk, Law Enforcement
(Personal Firearms Proficiency, Knowledge (Tactics), Intimidate), Personal Firearms
Proficiency, Advanced Firearms Proficiency, Combat Martial Arts, Point Blank Shot

Other Abilities: Talent: Charm (+9), Talent: Captivate, Talent: Favor, Coordinate (1/2
Charismatic Level), Talent: Fast-Talk (+9)

Possessions: Mastercraft Steyr SPP, Laser sight (on Steyr SPP)

Max Power is the stereotypical secret agent. Perfect, with a photographic memory and
an ability to attract women like bees to honey. He is 6 feet tall, 180 lbs of muscle, and
moves with athletic grace. His black hair is always perfect, and his blue eyes are always
clear and visible. Max Power has a snappy comeback for anything villains say, always
looks cool and in control, and speaks with an English accent.
Born the son of a British Lord, Max Power entered MI 6 at the age of 25, having been
recruited from Oxford. He has performed many missions on many different soils for the
British government. He has a license to kill, and no problem using it. Once he enters the
PCs' world, he will discover he is no longer infallible, and women are not instantly attract-
ed to him, as well as MI-6 having no record of him. This may begin affecting his mental
state.

Vitas Thilin
Male Human  Strong 3/Tough 5/Soldier 5/Vampire: CR 15; Medium-
size Humanoid (Human); Lvl 13; HD 13d12; hp 147; Mas --; Init +6; Spd
30 ft.; Defense 34, touch 22 flat-footed 30 (+8 class, +4 dex, +6
armor [Tactical vest], +6 natural armor); BAB +12; Grap +16; Atks:
M4 Carbine +14/+9 (2d8+2 (x2)), Colt M1911 +13/+8 (2d6 (x2)),
Unarmed strike +16/+11 (1d6+7 (x2)); FS 5 ft. by 5 ft.; Reach 5 ft.; SV
Fort +10 Ref +11 Will +6; AP 112; Rep 2; Str 22, Dex 18, Con --, Int 17,
Wis 19, Cha 21, AL US Army

Occupation: Military (bonus feat: Personal Firearms Proficiency,
class skill or mod: Knowledge (Tactics), class skill or mod: Move
Silently).

Skills: Bluff +12, Climb +10, Computer use +1, Concentration +2,
Craft (Demolitions) +3, Decipher Script +3, Demolitions +19,
Diplomacy +5, Disguise 5, Drive +4, Forgery +1, Gamble +4, Gather
Information +5, Hide +12, Intimidate +18, Jump +7, Knowledge
(Tactics) +16, Listen +14, Move Silently +20, Navigate +6, Profession
+9, Repair +3, Research +3, Ride +4, Search +12, Sense Motive +12,
Spot +30, Survival +17, Swim +7, Treat Injury +4

Feats: Alertness (B), Combat Reflexes (B), Dodge (B), Improves
Initiative (B), Lightning Reflexes (B), Simple Weapon Proficiency,
Unbreakable Talent Tree (Second Wind), Second Wind, Damage
Reduction Talent Tree (Damage Reduction 1/-), Damage Reduction
1/-, Damage Reduction Talent Tree (Damage Reduction 2/-),
Damage Reduction 2/-, Military (Personal Firearms Proficiency,
Knowledge (Tactics), Move Silently), Personal Firearms Proficiency,
Weapon Focus (M4 Carbine), Weapon Specialization (M4 Carbine),
Armor Proficiency (Light), Armor Proficiency (Medium)

Other Abilities: Talent: Second Wind, Damage Reduction 1/-,
Damage Reduction 2/-, Ignore Hardness (1 Point), Ignore Hardness
(2 Points), Blood Drain, create spawn, domination, energy drain,
alternate form, children of the night, damage reduction 15/+1, fast
healing 5, gaseous form, cold and energy resistance 20, spider
climb, +4 turn resistance, Darkvision 60 ft, weaknesses

Possessions: Tactical vest, M4 Carbine, Colt M1911

Vitas Thilin was a member of the US Special Forces until he was
attacked by a vampire during a training mission in Panama. He is
the main character of the Blood Troops I-VIII movies, working as a
“supernatural special forces” in various countries. He’s blond with
heavy muscles and he speaks slowly, with an innate superiority and
natural leadership evident in his Midwestern American accent. 

badly to being approached by the PC’s.

Either way, he is in a strange new

world, and may seek out the PC’s in

order to have some friends on this side of the screen.

Campaign Hook: Someone involved in creating or distributing

the movies is using rare and ancient magic to bring film char-

acters to life to cause havoc. The reason or motive is unclear,

but may lead the PCs deep into the decadent glitter of

Hollywood, to deal with succubus agents, trollish stuntmen, and

deadly deals.
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“Answer the door, will you, Heather? I’m busy on a case.”

“Yeah, of beer.”

“Just get the door.”

“Don’t be a hater, H-Honey.”

“Shut up, Paul. Hello? Ummm, Tim. It’s for you.”

“Tell him I’m busy. Who is it?”

“About 11 feet tall, that’s who, and he says he has a warrant from our office.”

Getting the Party Hooked Up

From a parallel world, a Troll Homeland Defense counter-terrorism specialist

has chased a mage, the leader of “Bloodline of Faust” through a magical gateway

and to the PCs’ world. Quickly adapting to this strange new world, Archibald

“Baldy” Quentworth found his codes and computer equipment still functioned in

this world.

Figuring that the terrorist leader would seek out and kill his own double to

make a place for himself, he used his investigative skills to track down his

opposite in this world, intending on either forcing the FearMage to return them

both home, or wait to trap the FearMage by guarding the opposite.

Eventually, the FearMage will attempt to replace the PC, killing him and all of

his friends if that is what it takes.

Troubleshooting

If the characters kill Archibald with-

out provocation, or without justifica-

tion, it is perfectly logical for “gov-

ernment agents” to come looking for who

ever killed the “Other-world

Representative” and treat the case as a

political assassination.

Variant #1: The character is actually

the opposite that Special Agent

Quentworth is tracking, and the real PC

is held captive by their double. This can

be done without the player knowing, as

the opposite would have used his powers

to drain the knowledge from the PC about

his habits, daily routines and other

personal information.

Variant #2: Troll isn’t from Shadow,

but instead is an on-mission “Super

Soldier” that is on loan to the Homeland

Defense Agency to stalk and eliminate

high profile targets. He has come to the

characters for assistance in a particu-

larly difficult target, and for plausi-

ble deniability for the Agency.

2: Misidentification

Archibald “Baldy” Quentworth
Male Troll Strong 6/Tough 3/Soldier 3: CR 12; Large Humanoid (Troll); Lvl 12 (17); HD
11d8+6d10+108; hp 230; Mas 28; Init +3; Spd 30 ft.; Defense 32, touch 23 flat-footed 32 (+7
natural, +7 class, +9 armor [Forced entry unit]);BAB +14; Grap +23;  FS 0 ft. by 0 ft.; Reach
0 ft.; SV Fort +20 Ref +10 Will +8; AP 126; Rep 2; Str 28, Dex 17, Con 28, Int 12, Wis 13, Cha 8
Atks: Desert Eagle +17/+12/+7 (2d8+2 (x2)), Desert Eagle +17/+12/+7 (2d8+2 (x2)), M-60
+12/+7/+2 (2d8 (x2)), Unarmed strike +22/+17/+12 (1d3+10 (x2)), Unarmed strike
+22/+17/+12 (1d3+5 (x2))

Occupation: Law Enforcement (bonus feat: Personal Firearms Proficiency, class skill or
mod: Intimidate, class skill or mod: Knowledge (Tactics))

Skills: Climb +3, Computer use +2, Concentration +9, Craft +2, Decipher Script +2,
Demolitions +2, Drive +3, Forgery +2, Gamble +1, Intimidate +8, Jump +1, Knowledge (Tactics)
+12, Listen +3, Navigate +2, Repair +2, Research +2, Ride +3, Search +2, Sense Motive +1, Spot
+7, Survival +1, Swim +9, Treat Injury +1
Feats: Alertness, Iron Will, Simple Weapon Proficiency, Personal Firearms Proficiency, Quick

Reload, Weapon Focus (Desert Eagle), Weapon Specialization (Desert Eagle), Quick Draw,
Armor Proficiency (Light), Combat Reflexes, Blind-Fight, Armor Proficiency (Medium), Armor
Proficiency (Heavy), Combat Martial Arts
Other Abilities: Ignore Hardness (1 Point), Melee Smash (+1 Melee Damage), Talent: Remain

Conscious, Talent: Second Wind, Extreme Effort (+2 Str checks/skills), DR 15/+3 against pro-
jectiles

Possessions: Mystical Forced entry unit, Desert Eagle, Desert Eagle, M-60, Outerwear:
Overcoat, Outfit: Business, Uniform, Holster: Hip, Holster: Hip, Laser sight (on Desert Eagle),
Laser sight (on Desert Eagle). Bulletproof Shirt, Eldritch Cell Phone
Archibald “Baldy” Quentworth was born in New Jersey and was part of Delta Force until the

terrorist attack upon the Two Spires in New York City, when he was transferred to the
Homeland Defense Agency. He specializes in anti-arcane terrorism, and was part of the team
responsible for rescuing the Kenyan Embassy staff in 2002 when that country fell to Kenyan
Arcane Separatists.

Archibald is 12 feet, 4 inches high, weighs 625 lbs, and wears well tailored, expensive suits
when not on combat operations. He has intelligent amber eyes, and keeps his tusks well main-

tained. He has a tattoo on his left biceps of a modified 101st Airborne patch that features a
screaming Dragons head and reads: “Screaming Firedrakes” instead of “Screaming Eagles”
below it.
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“How’d your date go, Paul?”

“I don’t know, yo, I think, she buggin’!”

“I told you to quit that gangsta shit, Paul!”

“No jive, T-dog, check it; she took me to her crib, and while the honey went

to get ready for me to smack that monkey, I went to get a forty, and all that

was in her fridge was a fatty grippa old moldy grubs. I bailed.”

“Pussied out, again?.”

“No, I’m serious, Heather, her place was flat-ass nasty!”

Hooking the Party Up

One member of the party, who has a habit of picking up hookers, or going to

bars and picking up strangers, will meet an amazingly attractive Japanese girl

who wears the stereotypical Japanese schoolgirl outfit to a rather rough club.

She will make a play for any member of the party who has at least a 14 in

Strength, Constitution or Dexterity and at least a 15 Charisma.

She will attempt to seduce the PC, brushing off any attempt to pay her, gig-

gling all the while, and take him to a hotel room, where she will have sex with

him, and leave him a parting gift. Thankfully, modern technology can remove a

roach thrall egg (successful Fort save, DC 14) with a pretty good chance of host

survival… if the surgery is attempted within 24 hours.

Variant #1: One of the PCs’ friends complains to them of a stomach ache, quick-

ly followed by migraines, but still brags about his conquest and shows pictures

of what looks like a 13 year old Japanese schoolgirl tied to his bed. After about

a week, he begins to act strangely, as the roach thrall has taken over his body.

Variant #2: Yuki is, in fact, a man named Tony who has movie-star looks, is

apparently bisexual, and is dating a

friend of the PCs’ who is into simulta-

neously multiple-sex partners. Tony will

set his eyes on the PCs as perfect hosts,

and try to include the PCs in the next

orgy he arranges.

Variant #3: Tony and Yuki are partners,

and are using a local dating service as

a way to get more people impregnated with

Roach Thrall eggs.

Campaign Hook: Tony and/or Yuki could

merely be the characters’ introduction to

3: Buggin’

Yuki/Tony
Roach thrall: CR 2; Medium Aberration; HD 3d8+5; hp 28; Mas 16; Init +6 (+2 Dex, +4 Improved
Initiative); Spd 30 ft. (bipedal) or 40 ft (as insect); Defense 18, touch 11, flat-footed 16 (+6 nat-
ural, +2 Dex, +1 armor [Leather jacket-when worn]);BAB +2; Grap +2; Atks: +2 melee (1d4,
claw); Full Atk +2 melee (1d4, 2 claws or 4 claws); FS 5 ft. by 5 ft.; Reach 5 ft.; SQ human host,
multiple limbs, resistance to massive damage, darkvision 60 ft, DR 5/+1 against bullets,
arrows and crossbow bolts; AL roach thralls; SV Fort +2 Ref +3 Will +4; AP 0; Rep +0; Str 11,
Dex 14, Con 16, Int 14, Wis 13, Cha 7 (19 when in human form)

Occupation: Criminal (bonus feat: Brawl, class skill or mod: Hide, class skill or mod: Move
Silently)
Skills: Bluff +5 (+10 when pretending to be its human host), Climb +4, Disguise +5 (+15 inside

human host), Jump +4, Listen +6, Read/Write Language (French, Japanese, English), Sense
Motive +5, Speak Language (English, French, Japanese), Spot +6, Swim +4

Feats: Alertness, Archaic Weapons Proficiency, Deceptive, Improved Initiative, Simple
Weapons Proficiency

Possessions: Leather jacket, Japanese school-girl’s outfit, Bulletproof Shirt, Eldritch Cell
Phone

Campaign HHook: Baldy will want to return home, to his family and friends, and

getting him there could involve tracking down mages who do not want to be found,

and gaining the assistance of shadow groups best left alone. Doing this can lead

the characters around the world, and involve them in searching out various

secrets that governments and groups of power would prefer hidden.
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Subject: “Yuki” (Unknown)
Suspected Parabiological
Parasite Transmitter
Mutable Appearance.

CONSIDER ARMED AND DANGEROUS

File Acquired by: Hotel 9 Room Security Camera 39a
Enhanced and digitized for clarity.
Warning: Data loss occurred, digitation may have rendered certain
objects/surfaces differently.
Subject: “Yuki” removed, enhanced, reinserted for subject clarity

a very big threat to humanity. Roach thralls who prey upon mankind’s greatest

weakness, and are setting up escort services and brothels that cater to humani-

ty’s darkest desires in order to create more roach thralls. This could easily

turn into a full fledged war for the PCs, involving strange allies who would

normally just fry the characters to cinders, and shadow organizations that the

characters would normally never come into contact with.

Data File: 11291
CLASSIFIED
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4: Give me my life
“Mail call. Looks like you’ve got one from Vital-Card, Heather.”

“Well, at least I’ve almost paid it off.”

“H-Honey’s frontin’ us the brews!”

“WHAT! TWENTY THOUSAND DOLLARS! I never bought a Hermes sports car! I’m killing

Tim when he gets here! Let him borrow my credit card for a case of beer, my ass!”

“Never mind, girlfriend.”

Hooking the Party Up

It starts with the odd credit charge or two on a credit card statement, then

moves up to new credit cards, demands for payment on a car or a loan the char-

acter never took out. Soon, the character will begin to lose Wealth points at

the rate of 1 or 2  per week as someone begins to charge bigger and bigger items

to the character’s credit cards, withdrawing money from their bank accounts, bor-

rowing money from their associates, and even getting draws on their paychecks.

A missed day of work will have coworkers swearing the character had shown up,

and a missed party will result in pictures of the character there.

The character has a replacement (see Chapter 8 in the d20 Modern Core Book)

out there, and the synthetic is busy trying to co-opt the character’s life. It

is an exact duplicate of the character (if you are feeling particularly nasty,

have it be identical up to a level or two before, then add on levels in a dif-

ferent class) and even has their memories up to the time of its “birth”. The

replacement wants the character’s life, and will stop at nothing to get it, but

would prefer to kill its “twin” face to face. And smile while doing so.

Variant #1: The replacement wants the PC to back him up that they are twins

separated at birth and help it establish its own identity. For some reason, it

has no urge to kill the character, but desperately wants a life of its own. This

variant is best used on a character who has chosen to have no family outside of

marriage.

Variant #2: The replacement wants the PC to help him establish its own iden-

tity, but first will need plastic surgery in order to change its face. This could

be a problem later on if the replacement commits a crime or gets in trouble with

authorities willing to do a DNA test.

Campaign Hook: Somewhere out there, a rogue organization

is creating replicates of shadowchasers, soldiers, intelli-

gence agents and local politicians. What is the purpose, and

who is doing it? With so many secret laboratories and facil-

ities lost at the end of the Cold War, they could be holed

up anywhere in the world with the highly sophisticated

equipment needed. The organization is not going to sit still

and allow one of their key pieces to vanish, but will

instead seek to eliminate both the replicate (if it sur-

vived) and the original.
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“Look at that jackass.”

“He’s driving a Nova, so what?”

“Nice car, dickless!”

“Jeez, Heather, what’s your problem?”

“Yeah, the brother has a bomb ride, H-Honey.”

“Shut up, Paul. Some kid driving his dad’s car and thinks it makes him cool.

It’s always irritated me.”

“Jeez, you’re a bitch. Ummm, I think he just killed that kid.”

Hooking the Party Up

Walking down the street, the PCs see a

kid in a hopped up Nova, complete with

cherry bomb tailpipes, blower, tinted

windows, flame paint job, and lifted

back end. When the kid pulls away from

the light, the characters get a ringside

seat to the car jumping the curb and

slamming into a young girl, who goes

plunging through a store window to land

in a bloody heap. The girl is obviously

dead, her back broken and legs twisted,

with her lifeless eyes staring at the characters, accusingly.

The car is jet black, with flames up the side, a spiked bumper, chrome blow-

er, and a pair of dice hanging from the rear-view mirror, while the kid behind

the wheel is about 16, with pasty-white and pimply complexion, dirty brown hair,

and a ring through his nose. He’s wearing a pair of grease stained blue jeans

and a shirt that bears the name of a popular heavy-metal band.

The kid attempts to escape at first, but after a short while begins trying to

kill the PCs.

Troubleshooting

Should the PCs not intervene, the kid

will remember that they witnessed him

running down a fellow student and will

do his best to catch them out in the open

and run them down. All the PCs have done

by not facing the murderous teenager, is

set themselves up for ambushes and even-

tual jobs as road kill.

Variant #1: The teenager was possessed

by the spirit of his dead father, whom

he idolized. The father was a contract

killer in life, and is using his time to

5: Speed Kills

Dillian James
Male Human  Tough 3/Daredevil Ordinary 2: CR 4; Medium-size Humanoid (Human); Lvl
5; HD 5d10+5; hp 37; Mas 15; Init +2; Spd 30 ft.; Defense 12, touch 12 flat-footed 10 (+2 Dex);
BAB +4; Grap +4; Atks: TEC-9 +2 (2d6 (x2)); FS 5 ft. by 5 ft.; Reach 5 ft.; SV Fort +5 Ref +3
Will +2; AP 33; Rep 0; Str 12, Dex 15, Con 15, Int 11, Wis 14, Cha 13.

Occupation: Academic (Class Skill or Mod: Computer use, Class Skill or Mod: Knowledge
(Technology), Class Skill or Mod: Gather Information)

Skills: Balance +2, Bluff +1, Computer use +2, Concentration +7, Diplomacy +1, Disguise +1,
Drive +10, Escape Artist +2, Gamble +1, Gather Information +1, Hide +2, Intimidate +9, Listen
+1, Move Silently +2, Perform +1, Repair +2, Ride +2, Sense Motive +1, Spot +3, Survival +1,
Treat Injury +1

Feats: Ordinary, Child, Simple Weapon Proficiency, Academic (Computer use, Knowledge
(Technology), Gather Information)

Other Abilities: Special (Child)
Possessions: TEC-9

Dillian James
Male Human  Tough Ordinary 6/Daredevil Ordinary 2/ 6: CR 7;  Medium-size Humanoid
(Human); Lvl 8; HD 8d10+8; hp 57; Mas 15; Init +2; Spd 30 ft.; Defense 12, touch 12 flat-footed
10 (+2 dex);BAB +6; Grap +9;  FS 5 ft. by 5 ft.; Reach 5 ft.; SV Fort +6 Ref +4 Will +3; AP 58;
Rep 0; Str 17, Dex 15, Con 15, Int 11, Wis 14, Cha 13
Atks: TEC-9 +8/+3 (2d6 (x2))

Occupation: Criminal (bonus feat: Personal Firearms Proficiency, class skill or mod:
Knowledge (Streetwise), class skill or mod: Move Silently)
Skills: Balance +2, Bluff +1, Climb +7, Concentration +7, Diplomacy +1, Disguise +1, Drive +10,

Escape Artist +2, Gamble +1, Gather Information +1, Hide +2, Intimidate +12, Jump +3, Listen
+1, Move Silently +2, Perform +1, Ride +2, Sense Motive +1, Spot +3, Survival +6, Swim +3,
Treat Injury +1

Feats: Ordinary, Child, Simple Weapon Proficiency, Endurance, Criminal (Personal Firearms
Proficiency, Knowledge (Streetwise), Move Silently), Personal Firearms Proficiency

Other Abilities: Special (Child)
Possessions: TEC-9
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Linnette: Demonic Auto: CR 13; Huge construct; HD 15d10+40; hp 102; Mas --; Init +1; Spd 400 ft. (320 squares as vehicle); Defense 24, touch 9, flat-footed 23 (-2 size, +1 Dex, +15 natural);
BAB +11; Grap --; Atk +15 melee (1d6+9, slam); Full Atk +15/+10/+5 melee (1d6+6, slam); FS 10 ft by 15 ft; Reach 5 ft; SQ: construct, outsider traits, damage reduction 20/+1, vehicle move-
ment, no limbs, trample (2d6+9 alley speed or 4d6+9 at higher speeds), repairable, Darkvision 120 ft.; AL chaos, evil; SV Fort +5, Ref +6, Will +5; AP 0; Rep +0; Str 23, Dex 13, Con --, Int 10,
Wis 10, Cha 5

Skills: Bluff _15, Drive +21, Hide _3, Navigate +18, Repair +10, Sense Motive +18, Spot +18
Feats: Drive-By Attack, Force Stop, Vehicle Dodge, Vehicle Expert
Possessions: Engine of Infernal Speed, Dashboard Figurine (Religious, Satan), Bumper of the Ram, Flame Job, Fuzzy Dice of Luck, Horn of Dread, Impervious Tires, Seatbelts of Safety

(Drivers seat only).
Linnette appears as a 1973 Chevrolet Nova with flames up the side, a chromed blower sticking out of the hood, fuzzy dice on the mirror, and a Satan figurine on the dashboard. Linnette is
painted a dark metallic blue, and the back windows are etched with dragons and nymphs along the edges.

gain vengeance upon those who killed him. This could bring the characters into

contact with organized crime, terrorist organizations, government agencies and

corporate black operative teams. The teen will have no memory of what occurred

while he was possessed, although the father will have memories of what his son

has done.

Variant #2: Once the kid is killed, the car destroyed, or both, the car will

return as a Demonic Auto out to kill the characters. The car may or may not be

possessed by: The spirit(s) of the cars victim(s), the teenager, the father, or

just a random, pissed off spirit. Worse yet, the car may be from Harmon’s

Junkyard (See QuickShots Mission File: Alpha) and go there at night to repair

and refit. Tracking it to Harmon’s Junkyard may lead the PC’s into contact with

Harmon for the first time, or a reconstituted Harmon with a serious mad on for

the PC’s. This variant works well with the campaign Hook below.

Campaign Hook: This may not be an isolated incident in the local area. If the

PCs took part in Harmon’s Junkyard

(QuickShots Mission File: Alpha) then

perhaps parts from the vehicle came from

there, otherwise, perhaps there is some-

one selling possessed and/or cursed car

parts over the internet. Tracking down

the sinister dealer may lead the PCs deep

into a black market of cruel and unusu-

al artifacts and items of power, along

with a magical group whose only goal is

worldwide anarchy.

“Gimme yer bling-bling, fooL!”

“Get the hell out of my way, midget.”

KKRUNCH
“What the hell is your problem, Tim?”

“Yo, T-dog, you straight up jacked that little niggah!”

“Shut up, Paul. I’m sick of getting mugged all the time.”

“That was like a 9-year-old kid you just kicked down the alley.”

“What, are you blind, Heather? It’s another damn Kobold. Stupid things are

everywhere lately.”

6: Crips, not Crypts
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“I think we need to get your medication checked.”

Hooking the Party Up

Crime and the urban sprawl, sadly, go together. With a depressed economy, and

apathy in the police force and citizens, it does not take long for organized

crime, in the forms of gangs, tongs, seoulpa rings or the mob to quickly move

in. The characters can witness several carjackings, several muggings, and maybe

a robbery or two, apparently done by 9-11 year old children, before the group

is finally confronted by one who is intent on mugging the character.

Initially, it may only be one character who can actually tell that the “kids”

are kobolds, but by then it may be too late. For the kobold gang, you mess with

one, the rest mess you up.

The Hammer

These kobolds are not stupid as far as surviving in the urban sprawl. They are

tough survivors, who have ended up on this side of the Shadow by accident. They

have quickly adapted to their surroundings, and using the guerrilla warfare they

had perfected in their home world, took out a gang residing in the basement of

an abandoned tenement building. From there, the Kobolds have quickly been expand-

ing their operation. Out of the initial 115 of them that made the crossover,

only 72 are left, but they have managed to get their hands into drug manufac-

turing and distribution, prostitution rings, porn rings (including snuff films),

gambling, extortion, “protection money”, carjacking, and are moving into taking

on the mob.

The kobolds commonly wear leather, and

carry bent nails as identification.

They usually leave a handful of rusty,

bent nails scattered around the bodies

of their victims, and their identifica-

tion hand signal is a fist with their

index finger crooked slightly with a

brown painted nail.

Variant #1: A gang that the charac-

ters have previously bumped heads with

comes to them for help. The kobolds are

Bent Nail Gang Member
Male Kobold  Fast Ordinary 4: CR 3;  Small Humanoid (Kobold); Lvl 4; HD 4d8+4; hp 36; Mas 13;
Init +3; Spd 30 ft.; Defense 16, touch 15 flat-footed 13 (+1 natural, +3 dex, +1 armor [Leather
jacket]); BAB +3; Grap +3; Atks: MAC Ingram M10 +3 (2d6 (x2)), Straight razor 0 (1d4 19-
20(x2)); FS 0 ft. by 0 ft.; Reach 0 ft.; SV Fort +2 Ref +6 Will +1; AP 24; Rep 0; Str 11, Dex 16, Con
13, Int 12, Wis 10, Cha 8.

Occupation: Criminal (bonus feat: Brawl, class skill or mod: Hide, class skill or mod: Move
Silently)

Skills: Balance +7, Computer use +3, Concentration +1, Craft +1, Decipher Script +1,
Demolitions +1, Drive +10, Escape Artist +6, Forgery +1, Hide +11, Move Silently +11, Navigate +1,
Pilot +6, Profession +3, Repair +3, Research +1, Ride +5, Search +1, Sleight of Hand +6,
Tumble +6

Feats: Simple Weapon Proficiency, Brawl, Drive-By Attack, Gearhead
Other Abilities: Darkvision 60 ft.
Possessions: Leather jacket, MAC Ingram M10, Suppressor: Rifle (on MAC Ingram M10),

Laser sight (on MAC Ingram M10), Straight razor

File Photo: 9ja29
Classified

Photo Acquired from ATM
Positive Identification: Parabiological
Consider Armed and Dangerous
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tearing them up in the gang war, and they are losing badly. In addition, shop

keepers, mobsters, and local families are coming to the PCs for help with the

kobolds also. For a really cruel twist, the PC’s could get stuck between a

shootout between local police and the kobold gang after the gang acquires some

heavy ordnance.

Variant #2: To top it off, the kobolds have made an alliance with the cult

that worships Gunter, the living dumpster (See Mission File 16), giving the cult

their victims for “disposal.” This will provide them with supernatural firepow-

er and backup, as well as creating a zealot faction within the gang.

Campaign Hook: The small gang is only a recently immigrated spearhead group

for a much larger gang that has taken over the gang related activities of sev-

eral major cities and now has begun to fragment due to its size. Behind the whole

thing, supplying the kobolds with weaponry, magic and leaders, could be a major

multinational corporation attempting to destabilize a rival corporation or push

through a law that will benefit them and hamper thier economic rival.
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“This is the one, Heather. The shipping numbers match. Open it, buddy.”

“Look, mister, I’m not sure about this warrant.”

“Read it, crackhead. It says: Home-Land Dee-Fence. It’s signed by a Federal

Judge.”

“Are you sure you guys have jurisdiction?”

“Last time. Open. The. Crate.”

“Yeah, T-dog’s 4-1-1 is dope, biznatch.”

“Shut up, Paul.”

“Fine, See, there’s AAAAARRRRRGGGGHHH!”

“WHAT THE HELL ARE THOSE?”

“IT’S ON ME! SHOOT IT! SHOOT IT!”

Hooking the Party Up

The characters have received a tip, through trusted channels that a crate com-

ing into the local shipping yard (preferably a port, but a large shipping and

receiving area will do the trick) contains military grade weaponry earmarked for

terrorists inside their home country.

The personnel at the shipping yard will be surly and uncooperative, and demand

union representatives be present, that overtime sheets are signed, and all kinds

of fun bureaucratic stuff, including checking and rechecking the characters’

paperwork, and occasionally insisting that the characters have no jurisdiction,

or that the warrant does not apply. Once the crate is opened, the dock workers

will get in the way, panic, try to play hero, and in general, get in the way of

everyone.

Should the characters choose a less than legal method for entering the yard

and popping open the crate, the police will show up within 5 minutes of the first

gunshot.

And there will plenty of those.

The Hammer

The crate is a typical 6 ft. x 30 ft. overseas shipping crate, at the bottom

of a stack of four of them, in the center of the shipping yard. It is red, and

has faded white letters on it proclaiming it was manufactured by TRUSTEE-BOX,

and tagging from various gangs. The shipping manifest reads: “Construction

Supplies: Earth movers” in both English and Arabic, the country of origin is

listed as “Holy State of Malavania” which won’t even take a Knowledge (History)

check to realize is a lie.

The shipping container is locked with 4 padlocks; a Spot check (DC 15) will

notice that the keys are broken off in the slots and glued in. It will require

either lock cutters, 15 points of damage (the locks are made of heavy steel and

have hardness 5) or a Strength check (DC 25) with a crowbar to pop open.

Once opened, the stench of rotted flesh pours out of the container, and at

least one large figure can be seen moving around inside. Blood is splashed all

7: Surprise Package
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around the entrance of the container, and the ravaged and torn bodies of at least

3 men can be seen inside the container, along with what may have been an AK-47,

before it was destroyed.

The flesh golems immediately move to attack, but there is one additional prob-

lem: the fact that the golems have some “unusual” modifications to them that make

them even more resistant to conventional attacks than normal.

Variant #1: The moldy body of the shadow-maker might be in there too. His body

will be completely crushed, but still identifiable as “Lars Am-Shea”, a well

known and highly sought after magical terrorist. All of his equipment has been

destroyed, but there may be information recoverable from the body that may lead

to more terrorist cells within the country. This option can lead the PC’s into

direct conflict with the terrorist cell, which will also target the PC’s for ret-

ribution due to losing the organization several important assets.

Variant #2: The flesh golems have bombs implanted in their chest cavity. Each

bullet that does more than 7 points of damage has a 10% chance of detonating the

bomb for 5d6 points of damage to everything within a 50-foot radius. When the

golems are destroyed, the bombs automatically detonate.

Campaign Hook: The original person that these golems were slated to be

delivered to may come looking, and could be connected with anything from a

small eco-terrorist outfit, to the government of a foreign country bent on

wreaking damage against the characters’ home nation. For those PC’s not

involved with a law enforcement agency, they may find their police/federal

records in the mail, with the sticker/stamp “ORIGINAL COPY” on it, letting

them know that not only do the law enforcement agencies know what went down,

but now the PC’s owe someone a favor.

Flesh Golem
CR 7; Large construct; HD 9d10+10; hp 85; Mas --; Init -1; Spd 30 ft. (can’t run); Defense 22,
touch 8, flat-footed 22 (-1 size, -1 Dex, +14 natural); BAB +6; Grap +15; Atk +10 melee (2d8+5,
slam and 1d6 electrical); Full Atk +10 melee (2d8+5 and 1d6 electricity, 2 slams), or +4
ranged; FS 10 ft by 10 ft; Reach 10 ft; SQ: construct, berserk, magic immunity, damage
reduction 15/slashing; AL none; SV Fort +3, Ref +2, Will +3; AP 0; Rep +0; Str 21, Dex 9, Con
--, Int --, Wis 11, Cha 1.

Notes: The flesh golem (or golems if more than one is used) has two 12-volt batteries
implanted in them, with power leads that connect to metal rings on their hands, effectively
giving them electrically charged brass knuckles, in addition to their own tremendous power.
To make things even worse on the characters, Kevlar and steel have been implanted within
the creature's bodies, making them highly resistant to damage. If the GM feels that the
party may be having too easy of a time with the golem, simply add another 1 or 3. In
playtest, 5 of these crushed a 15th level party, so recommendations are at 4 or less.

8: A Day at the Beach
“Quit throwing Stomach-EZ at the seagulls, Tim.”

“Mind your own business, Heather.”

“Hey, check out the cool diving suit.”

“Ummm, I think they aren’t wearing suits.”

“Yo, those brudda’s be whack!”

“No, I think they’re dead, dumbass.”

Hooking the Party Up

The characters are relaxing at the beach. Possibly in the Caribbean, but if

the organization they work for are cheapskates, or they are freelancers, then

just a local beach. They are kicking back, enjoying the sights, the beach-bums

hanging out, the weight lifters, the bikinis and Speedos, eating hot dogs and

drinking soda or beer. In general, they are having a little downtime (assume all
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non-critical injuries have healed, subdual damage is gone, BUT they are more than

likely unarmed and wearing nothing but bathing suits) in the hot sun, and the

100+ degree temperatures during the heat wave.

The screaming will start out by the surf; people will begin streaming away

from the shore, and the PCs can quickly see why - twelve skeletons, garbed in

the rags of pirate attire and bearing rusty cutlasses, have come up onto the

beach to retrieve a treasure they buried 200 years ago and are willing to kill

all witnesses.

Troubleshooting

If the party leaves before the pirates can begin their raiding/recovery, decide

that a family heirloom is actually part of the pirates’ loot. The pirates will

warn the PC a few times and then attack, trying to regain the heirloom. The

pirates may leave warnings to the person who currently has the heirloom, or the

PC’s oldest living relative.

Variant #1: The treasure is in a museum now, and the pirates round up hostages

and begin killing them, one every 15 minutes, until the treasure is returned.

Variant #2: The treasure was found a week ago (this is what disturbed the

pirates) and is in the basement of a house a few miles away. The skeletal pirates

begin heading for the house, intent on killing everyone in the house and reclaim-

ing the treasure. The person’s yacht will be seized by the pirates, and they

will use it to begin their career again.

Variant #3: They aren’t interested in buried treasure, but instead robbing

everyone and returning to the wreck of their once proud ship. The ship could be

visible during a neap tide, if the GM so desires, or could require major diving

gear to reach.

Campaign Hook: All over the world, pirates who went down with their ships,

crews of old Spanish galleons and soldiers who had been sunk on ships in wars

past are returning from their watery graves. The reason is mysterious, and could

lead characters to an undersea city, the Isle of Lost Souls in the Bermuda

Triangle, or Atlantis itself.

Crewmember (2 per PC)
Male Human Tough 5/Soldier 2/Skelros: CR 9; Medium-size Undead; Lvl 7; HD 7d12; hp 67; Mas
15; Init +2; Spd 30 ft.; Defense 18, touch 11 flat-footed 16 (+4 class, +2 dex, +5 armor [Chainmail
shirt], +2 Natural Armor); BAB +4; Grap +7; Atk Cutlass +8 (1d6+5 19-20(x2)); FS 5 ft. by 5 ft.;
Reach 5 ft.; SV Fort +7 Ref +5 Will +1; AP 49; Rep 1; Str 15, Dex 15, Con 15, Int 14, Wis 10, Cha 11.

Occupation: Criminal (bonus feat: Brawl, class skill or mod: Gamble, class skill or mod:
Sleight of Hand).

Skills: Climb +6, Computer use +2, Concentration +2, Craft +2, Decipher Script +2,
Demolitions +2, Drive +2, Gamble +6, Intimidate +10, Knowledge (History)* +5, Knowledge
(Tactics) +6, Listen +5, Navigate +6, Profession +3, Repair +2, Research +2, Ride +2, Search
+2, Sleight of Hand +5, Spot +8, Survival +4.
Feats: Simple Weapon Proficiency, Damage Reduction Talent Tree, Damage Reduction Talent

Tree, Damage Reduction Talent Tree, Criminal (Brawl, Gamble, Sleight of Hand), Brawl,
Personal Firearms Proficiency, Archaic Weapons Proficiency, Streetfighting, Improved Brawl.

Special Qualities: Undead Traits, Damage Resistance 5/blunt.
Possessions: Cutlass, Chainmail shirt

Pirate Captain
Male Human Strong 6/Soldier 8/Skelros: CR 17; Medium-size Undead; Lvl 14; HD 14d12; hp 135;
Mas --; Init +6; Spd 30 ft.; Defense 26, touch 19 flat-footed 26 (+7 class, +2 dex, +5 [chain
shirt], +2 natural armor);BAB +12; Grap +17; Atk Cutlass +18/+13/+8 (1d6+12 19-20(x2)),
Derringer +14/+9/+4 (2d6 (x2)), Unarmed strike +17/+12/+7 (1d3+8 (x2)); FS 5 ft. by 5 ft.;

Reach 5 ft.; SV Fort +8 Ref +8 Will +5; AP 127; Rep 2; Str 18, Dex 14, Con 13, Int 15, Wis 13, Cha
11.

Occupation: Criminal (bonus feat: Brawl, class skill or mod: Forgery, class skill or mod:
Knowledge (Streetwise)).

Skills: Balance +2, Climb +13, Computer use +2, Concentration +1, Craft +2, Craft
(Structural) +7, Decipher Script +2, Demolitions +2, Drive +2, Escape Artist +2, Forgery +10,
Gamble +1, Hide +2, Intimidate +11, Jump +11, Knowledge (Currents) +6, Knowledge (History)*
+10, Knowledge (Streetwise) +10, Knowledge (Tactics) +14, Listen +1, Move Silently +2, Navigate
+19, Profession +9, Read/Write Language +9, Repair +2, Research +2, Ride +2, Search +2,
Sense Motive +1, Speak Language +14, Spot +10, Survival +6, Swim +5, Treat Injury +1.

Feats: Simple Weapon Proficiency, Melee Smash Talent Tree (Melee Smash), Melee Smash,
Melee Smash Talent Tree (Improved Melee Smash), Improved Melee Smash, Melee Smash
Talent Tree (Advanced Melee Smash), Advanced Melee Smash, Criminal (Brawl, Forgery,
Knowledge (Streetwise)), Brawl, Two-Weapon Fighting, Archaic Weapons Proficiency,
Knockout Punch, Improved Brawl, Power Attack, Combat Reflexes, Personal Firearms
Proficiency, Weapon Focus (Cutlass).
Other Abilities: Melee Smash (+1 Melee Damage), Improved Melee Smash (+1 Melee Damage),

Improved Melee Smash (+1 Melee Damage).
Special Qualities: Undead Traits, Damage Resistance 5/blunt.
Possessions: Chainmail shirt, Cutlass, Derringer.

* Knowledge (History) is considered Knowledge (Current Events) for the skeletons.
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“Hey, check out da little Homie feeding the monkey, Heather.”

“CRIPES KID, GET THE HELL AWAY FROM IT!”

“What the hell is your problem?”

“You trippin’, H-Honey?”

“If you’d watch the news instead of cartoons, guys, you’d know that thing’s

infected!”

“Infected?”

“Yeah, as in ‘ACHOO! Oh shit, I’m DEAD!’ infected”

“CRIPES, KID, GET BACK!”

“RUN, LIL’ NIGGAH! RUN!”

Hooking the Party Up

The party is in the park, waiting for a meeting between themselves and an

important contact, when one of the PCs spots the child (a four year old deaf

girl) feeding a small monkey with a red tag dangling from its ear. A successful

Knowledge (Current Events) check (DC 12) and the character will remember hear-

ing on the news that a monkey had escaped from a CDC transport about an hour

before, right in the area.

The monkey will spook at any loud noise (such as the screaming mother who will

see the monkey and her child in approximately 4 rounds) but will ignore normal

movement and the happy screeching of children. Once spooked, the monkey will turn

and flee into the woods at the back of the park, but will be unable to cross the

river on the other side of the woods. This will result in the PCs chasing the

monkey down a fitness trail that crosses a bike path, dodging joggers and bik-

ers, who will react with panic and fear at gun-waving characters.

Troubleshooting

If the PCs call Animal Control or try to leave, have the monkey bite the girl

and run. Those that try to leave will find the monkey on the hood of their car,

raising havoc and throwing the typical monkey projectiles. Characters who try to

shoot the monkey may have even larger problems, since the girl provides the mon-

key with 3/4 cover, and if the monkey is hit with a bullet, blood will splatter

all over the little girl, panicking the child’s mother, who will rush up to cra-

dle the girl.

The hammer

Even if the PC’s do not come in to con-

tact with the monkey, if they are not

checked out by the authorities for con-

tamination, they will be the subject of

a nationwide manhunt the like of which

has never been seen. After longer than

24 hours, the order will be: “Shoot to

Kill.”

Cleanup

The park will be cordoned off, as will everyone that the CDC and the police

Mr. Sickly
CR 1/6; Tiny animal; HD 1d8; hp 4(1)*; Mas 10(2)*; Init +2(-4)*; Spd 30 ft., climb 30 ft (10 ft.
climb 10 ft)*; Defense 14, touch 14. flat footed 12 (+2 size, +2 Dex); Defense 8, touch 8. flat
footed 12 (+2 size, -4 Dex)*; BAB +0; Grap -12; Atk +4 melee (1d3-4, bite); Full Atk -4 melee
(1d3-4, bite)*; Atk -4 melee (1d3-4, bite)*; Full Atk +4 melee (1d3-4, bite)*; Face/Reach 2 ½
ft by 2 ½ ft; Reach 0 ft; AL none; SV Fort +2, Ref +4, Will +1; AP 0; Rep +0; Str 3, Dex 15 (3)*,
Con 10 (3)*, Int 2, Wis 12, Cha 5.

Skills: Balance +10, Climb +13, Hide +13, Listen +4, Spot +4.
Feats: Weapon Finesse (bite).
*Stats lowered due to infection. In addition, the monkey may not move and attack, and

must either move or attack.
Mr. Sickly looks like typical white and brown monkey, about 11 inches high if standing up,

about 7 inches crouched over. The only hint that something is wrong is crust around Mr.
Sickly’s nose and eyes.

9: Die, Monkey, Die
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can grab. Characters that operate outside the law may find themselves in a bit

of trouble, as the cops will shoot to kill rather than let a potentially infect-

ed person leave the area. If the PC’s get away, the disease could start popping

up here and there at the PC’s favorite hot spots, and soon, an entire city may

be infected.

Variant #1: The monkey was stolen from a military research lab, and is mere-

ly a carrier, not actually suffering from the disease. The monkey was set loose

in a park by an Animal Rights group, all of whom are suffering from the disease

and dying. [Warning: This variant could easily result in long term, wide sweep-

ing effects on the campaign setting, and should be used cautiously] The party

would have to not only track the monkey, but each of the group members who are

sick and dying. This could be as easy as going to the local chapter house, or

as difficult as tracking down a hidden base staffed by sick and dying members.

Variant #2: The little girl shows no sign of the disease cropping up in her

and is released after 72 hours of observation. Unfortunately, the little girl is

a carrier of the disease, not suffering the effects, but highly contagious. The

characters may notice the spread of the disease, or may not. Either way, trou-

ble will soon begin as people begin dying, and the CDC and HDA begins looking

for the PC’s.

Campaign Hook: This one has to be handled carefully or the campaign setting

will slowly progress into a post-apocalyptic setting, which may be fine for

your players. On the other hand, the disease could turn out to be an old

Russian or Chinese bioweapon, or perhaps a bioweapon to which only references

are found in the wreckage of the Iraqi WMD program, and the big question is,

how did the corporation the monkey was taken from gain access to the virus,

and why?

10: Dermatologist in

training
“Hey, check out the bum.”

“Bum? Where?”

“Right there, Tim, in the old doctor's scrubs.”

“What are you, psycho, Heather? There’s nothing over there. Get in the car,

we’re late.”

“Yo, girlfriend, you be trippin. That don’t be no bum! Kill it!”

“Shut up, Pau…OMG, What the hell is he?”

“What is who? Hey, why are you shooting at a trashcan?”

Hooking the Party Up

While waiting for a meeting with a contact, one of the PCs spots what appears

to be a homeless man wearing a large, black garbage bag over his torso and a

battered LubeOil baseball cap. The homeless man is moving carefully from shadow

to shadow, and after the initial sighting by the PC, uses Hide and Move Silently

checks to move closer and closer to his victim. The skinhusker will flee 2-1 or
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greater odds, preferring to lead the

party into an abandoned building, or a

dimly lit park, where he can double back

and pick them off one at a time.

The skinhusker is smart, canny, and

prefers to use its victim’s screams to

bring in other people

A skinhusker resembles a frightfully

gaunt, 9-foot-tall human with red skin.

Two slender, white horns protrude from

its elongated forehead, and each of its

two arms ends in a wicked, 3-foot-long,

serrated bone blade. A skinhusker revels

in combat and enjoys inflicting pain. 

Variant #1: The skinhusker is selling

the organs on the black market, and has

many powerful customers. If the skin-

husker is tracked to his lair, the party

will find carefully removed organs

stored in medical containers and kept at

the proper temperatures. This could

result in many organizations/powerful

people out for vengeance on the people

who denied them their 6th liver.

Variant #2: It’s working for a mad sci-

entist building flesh golems in return

for a guarded lair. The scientist may

belong to a major corporation, or even a

rogue military scientist who is building

“Super-Soldiers” for any government of your choice.

Campaign Hook: The skinhusker’s allies could take offense at the characters

involving themselves in the organization’s business. A large cabal of organ-leg-

gers who sell to sacrifice cults, black market hospitals and magical groups comes

gunning for the PCs as a “reprisal” and “example”. This group could be firmly

entrenched, complete with allies who are highly respected and placed doctors,

actors and politicians.

Skinhusker (blade fiend)
CR 6; Large outsider; HD 7d8+21; hp 68; Mas 17; Init –1; Spd 30 ft.; Defense 22, touch 8, flat-
footed 22 (-1 size, -1 Dex, +14 natural); BAB +7; Grap +16; Atk +11 melee (1d8+7/19–20, bone
armblade); Full Atk +11 melee (1d8+5/19–20, 2 bone armblades), or +5 ranged; FS 10 ft. by 10
ft.; Reach 10 ft.; SQ improved critical (bone armblade), immune to fire and poison, electricity
resistance 20, damage reduction 10/+1, telepathy, darkvision 60 ft.; AL evil, chaos; SV Fort
+8, Ref +4, Will +7; AP 0; Rep +0; Str 21, Dex 8, Con 17, Int 13, Wis 14, Cha 14. 

Skills: Intimidate +11, Knowledge (Physical Sciences & Anatomy) +10, Listen +11, Read/Write
Abyssal, Read/Write Latin, Search +10, Speak Abyssal, Speak Latin, Spot +11, Survival +11. 

Feats: Cleave, Power Attack, Simple Weapons Proficiency. 
Death Explosion (Su): When a skinhusker is reduced to –1 or fewer hit points, it explodes

in a ball of flame. All creatures in adjacent squares take 2d6 points of fire damage; a suc-
cessful Reflex save (DC 12) halves the damage. 

Improved Critical (Ex): A skinhusker threatens a critical hit on a natural roll of 19 or 20. 
Immunities (Ex): A skinhusker is immune to fire and poison 
Electricity Resistance 20 (Ex): A skinhusker ignores the first 20 points of damage from

any attack that deals electricity

Robert Tonesy
Male Human Smart 4/Field Medic 2/Field Scientist 6/Techie 3: CR 15; Medium-size Humanoid
(Human); Lvl 15; HD 7d6+8d8+15; hp 66; Mas 12; Init +1; Spd 30 ft.; Defense 15, touch 14 flat-
footed 14 (+3 class, +1 dex, +1 armor [Leather jacket]); BAB +7; Grap +9; Atk Beretta 93R +4/-
1 (2d6 (x2)), Knife +9/+4 (1d4+2 19-20(x2)), Unarmed strike +9/+4 (1d3+2 (x2)); FS 5 ft. by 5
ft.; Reach 5 ft.; SV Fort +9 Ref +6 Will +10; AP 142; Rep 2; Str 14, Dex 13, Con 12, Int 17, Wis 13,
Cha 12.

Occupation: Technician (Class Skill or Mod: Craft (Chemical), Class Skill or Mod: Craft
(Electronic), Class Skill or Mod: Knowledge (Technology)).

Skills: Balance +1, Bluff +1, Climb +2, Computer use +18, Concentration +1, Craft +5, Craft
(Chemical) +27, Craft (Electronic) +23, Craft (Mechanical) +21, Craft (Pharmaceutical) +22,
Decipher Script +7, Demolitions +5, Diplomacy +1, Disable Device +11, Disguise +1, Drive +5,
Escape Artist +1, Forgery +15, Gamble +1, Gather Information +1, Hide +1, Intimidate +1,
Investigate +15, Jump +2, Knowledge (Arcane Lore) +14, Knowledge (Earth and Life
Sciences) +10, Knowledge (Physical Sciences) +13, Knowledge (Technology) +18, Listen +1,
Move Silently +1, Navigate +5, Perform +1, Profession +14, Repair +21, Research +20, Ride
+1, Search +20, Sense Motive +1, Spot +7, Survival +1, Swim +2, Treat Injury +19.

Feats: Research Talent Tree (Savant), Savant (Craft (Chemical)), Research Talent Tree
(Savant), Savant (Craft (Pharmaceutical)), Technician (Craft (Chemical), Craft (Electronic),
Knowledge (Technology)), Builder, Creative, Simple Weapon Proficiency, Studious.

Other Abilities: Talent: Savant (Craft (Chemical)), Talent: Savant (Craft (Pharmaceutical))
Possessions: Knife, Leather jacket, T.A.S.E.R., Glock 10mm with laser sight, Colt M-4

Carbine, 4 clips 10mm, 8 clips 5.56mm, mastercraft electronics kit, mastercraft chemistry
kit, mastercraft mechanical kit, house with basement (Or other domicile)

11: It’s Sucking Out My

Will To Live!
“Get me a soda, Tim.”

“Get your own damn soda, I still don’t remember the last time I went to get

you a soda.”

“Just do it, or suffer”.
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“Booyah! T-dog got told! OW! Aw-ite, I’ll go witchu.”

“Fine. Blasted Heather, who does she mumble mumble mumble…”

“Peep da dancing monkey someone lost, T-dog.”

“Damn, that thing’s ugly for a monkey. Hand me that stick, Paul. I want a soda,

and I don’t want the ugly ass ape slinging poop at me.”

Hooking the Party Up

The party has stopped at a GasNGrub, one of the ones with the new no-teller

gas pumps. You know, the ones that eat your credit or gas card, won’t take the

money, and take forever to pump three bucks in gas. At the side of the build-

ing, on top of the YummyGoopy soda machine, is a small creature, shrieking at

the top of its lungs at a brightly colored “Dancing Elvis” that is gyrating madly

and singing a song off-key from low batteries (use the stats for a normal kobold

if necessary).

Variant #1: It’s not Elvis the kobold is freaking over, but two creatures

inside the store that are busy snarfing on his “friend’s” corpse. The dead man

thought that the kobold was an “ugly midget” and used to feed him, but now a

gargoyle is feeding on his corpse.

Variant #2: The kobold is a distraction for a pair of carjacking creatures who

will wait until the PCs chase the kobold and then take off in their car (use the

kobold gang members from Mission File 6).

Campaign Hook: The “Dancing Elvis” could be what summoned the creatures, and

when more and more of these incidents begin happening all across America, the

PCs could find themselves recruited by the estate of Elvis Presley to hunt down

who is responsible, or even the Federal Government may call them in to help.

Gargoyle
CR 4; Medium-size magical beast; HD 4d10+16; hp 38; Mas 18; Init +2;
Spd 45 ft., fly 75 ft. (average); Defense 16, touch 14, flat-footed 12 (+2
Dex, +4 natural); BAB +4; Grap +4; Atk +6 melee (1d4, claw); Full Atk
+6 melee (1d4, 2 claws), +4 melee (1d6, bite), +4 melee (1d6, gore), or
+6 ranged; FS 5 ft by 5 ft.; Reach 5 ft.; SQ freeze, keen sight, damage
reduction 15/+1; AL chaos, evil; SV Fort +8, Ref +6, Will +1; AP 0; Rep
+0; Str 11, Dex 14, Con 18, Int 6, Wis 11, Cha 7. 

Skills: Hide +9 (+17 when concealed against worked stone), Listen
+4, Speak Terran, Spot +4. 

Feats: Multiattack, Weapon Finesse (bite), Weapon Finesse (claw),
Weapon Finesse (gore). 

Advancement: 5–6 HD (Medium-size); 7–12 HD (Large); or by char-
acter class. 

Gargoyle Tough Hero
CR 7; Medium-size humanoid magical beast; HD 4d10+16 plus 3d10+12
plus 3 (robust); hp 69; Mas 18; Init +2; Spd 45 ft., fly 75 ft. (average);
Defense 18, touch 14, flat-footed 16 (+2 Dex, +2 class, +4 natural);
BAB +6; Grap +6; Atk +8 melee (1d4, claw); Full Atk +8 melee (1d4, 2
claws), +6 melee (1d6, bite), +6 melee (1d6, gore), or +8 ranged; SQ
freeze, keen sight, damage reduction 15/+1; AL chaos, evil; SV Fort
+10, Ref +7, Will +2; AP 1; Rep +1; Str 11, Dex 15, Con 18, Int 6, Wis 11,
Cha 7. 

Skills: Hide +11 (+19 when concealed against worked stone),
Intimidate +1, Listen +4, Move Silently +4, Speak Terran, Spot +4. 

Feats: Multiattack, Power Attack, Simple Weapons Proficiency,
Stealthy, Weapon Finesse (bite), Weapon Finesse (claw), Weapon
Finesse (gore). 
Talents (Tough Hero): Robust, stamina.

12: Missing Information
“What’s going on, Paul?”

“Beats me, T-dog.”

“THAT’S IT!”

“Tim, get off of him! We’re supposed to be doing something for Section 15!”

“SHUTUP, BITCH!”

“Bitch? BITCH! Oh, now it’s on! Hell with the mission!”

Hooking the Party Up
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The party needed something to do.

Variant #1: The writer wasn’t lazy and finished this block.

Variant #2: Go to the next one.

Campaign Hook: You’ve quit GMing because you're sick of the complaining.

13: Possession is 9/10ths

of the Law
"Aww man, what did you do this time, Tim?"

"Me? It's your driving that makes Baby Jesus cry."

"Let's beat the pig down, H-Honey."

"It's just one cop, and we're DIA, idiot, I keep telling you, we're not

gangstas."

"Here he comes, just roll down the window."

"PUNCH IT HEATHER! GO GO GO!"

"What the fuck, tim? Put away the goddamn shot--- goddammit, watch my ear!"

"holy crap, t-dog, he's getting back up!"

"Drive, bitch, Drive!"

Hooking the Party Up

The PCs are in a bad section of town, it’s raining, and its night time. (Seems

like they would have learned by now, doesn’t it?) Up to their usual misdeeds,

the last thing they needed was to attract the attention of Johnny Law, but that’s

just what they have done. The “cop” will ask the characters to step out of the

car and place their hands on the hood of his cruiser, and once he does that, he

will attack them, catching them flat-footed and probably butchering at least one

of them.

Should they decide to punch it, the “cop” will follow them in his car, using

every trick he knows to force them off the road, including attempting to shoot

out their tires. Once he gets the car disabled, he will begin tracking and

killing the PCs.

The skineater (see Appendix 2) is currently wearing the skin of a police offi-

cer named “Hamm”, an overweight man with a sizeable gut, wearing a county sher-

iff’s uniform. A Spot check (DC 25) might notice a few drops of blood around the

collar that have long since dried.

Variant #1: The police station has been taken over by the creatures, and the

holding cells are being used as cattle pens. There will be at least 2-5

skineaters back at the police station, routing emergency calls to their col-

league. There may even be a few more cruising in police cars, who will assist

the normal police officers in apprehending the “dangerous, cop-killing suspects.”

Variant #2: The body of the real police officer is in the trunk. The police

officer may be still alive despite his horrific injuries, or it may be the dri-

ver’s partner, now waiting his turn to be worn as a new jacket.

Campaign Hook: This is not the only attack, but the government is careful to
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False Police Officer
Skin Eater; CR 14; Medium-size Aberration; HD 11d8+33; 92 hp; Mas 17; Init +11; Spd 45 ft., 20
ft (climb); Defense 24, touch 15, flat-footed 19 (+5 Dex, +3 armor, +4 natural, +2 Deflection);
BAB +8; Grap +14; Atk +15 melee (1d4+6, claw) or +17 ranged (2d6, Glock 20 w/laser sight)
or +15 ranged (2d8, Mossberg 500 ATP8C), +15 ranged (2d10, Remington Model 700); Full
Atk +15/+10 melee (1d4+6, 2 claws) and +10/+5 (2d4+6, bite) or +17/+12 ranged (2d6, Glock
20) or +15/+10 (2d8, Mossberg 500 ATP8C) or +15/+10 (2d10, Remington Model 700); FS  5
ft by 5 ft; Reach 5 ft; SQ: Darkvision 60 ft, DR 3/-, Regeneration 3 (Holy or Blessed
Weapons), Fast Healing 3, DR 5/piercing; AL Chaos, Evil; SV Fort +6, Ref +12, Will +8; AP 0;
Rep +0; Stats: Str 22, Dex 24, Con 17, Int 16, Wis 14, Cha 14*

Skills: Craft (Skinsuit) +14, Disguise +11, Hide +21, Intimidate +21, Listen +17, Move Silently
+21, Search +9, Sense Motive +8, Spot +16;

Feats: Simple Weapons Proficiency, Armor Proficiency (light), Armor Proficiency (medi-
um), Personal Firearms Proficiency, Improved Initiative (B), Lightning Reflexes (B),
Increased Damage Threshold (B), Frightful Presence, Weapon Focus (claw), Alertness,
Combat Reflexes, Combat Expertise

Possessions: Glock Model 20 with Laser Sight, Mossberg 500 ATP8C12g Shotgun,
Remington Model 700 rifle with Truesight Scope, Blue Shield, Undercover Vest, police car
with all normal effects. Law Enforcement officer uniform.

These false police officers will follow police procedure to the letter, and invite all witness-
es down to the police station to “fill out reports” about any incident that takes place in a
public place.

Those who accompany a skin eater usually end up the next meal, or cattle in the holding
cells awaiting the slaughter. If variant one is used, it is recommended that no more than 4
of the law enforcement officers have been replaced, or the PC’s do not have a prayer. in
playtesting, 2 skin-eaters cornered a fully outfitted US Army SF team and obliterated all 8
members.

cover the incidents up. Survivors are carefully debriefed, giving an excuse

about biological weapons, and released. However, the characters will be the

only incidence of survivors in over 10 of these attacks, and whatever shadowy

figure is behind the skineater may decide that the characters are a valid tar-

get.

14: Last Bus Stop
“Yo, check it, an old transit.”

“So? I have a car.”

“Hey, lemme spin this dope CD I got from a homie in your ride.”

“I’m not kidding you, Paul, stop talking like you’re a gangsta.”

“You a playa-hatah, Heather.”

“Heather, smack him for me then let’s check that bus. It gives me the creeps.”

“It’s just an old bus. Nobody is even on it.”

“Probable cause, Heather. Transit doesn’t run this late, the city changed bus

styles about 2 year ago, and I don’t see a driver. Something tells me that some-

thing is wrong.”

“Let’s bust caps, G’s.”

“Shut up, Paul.”

Hooking the Party Up

It’s late, and the party is out on the streets in a rough part of town. This

mission is best used when the PC’s are being chased, and at least half of them

are badly wounded, and need desperately to escape foes who are hounding them. Up

ahead, squatting in a pool of darkness between two streetlights is an older style

Metro-Transit bus, with what looks to be people moving around inside. The bus

has an old ad on one side for a radio-DJ that died in a freak auto-erotic asphyx-

iation accident one side, and an ad for a brand of infant aspirin that killed a

Alleystalker
Medium Aberration; CR 8; HD 9d8+18 Hp: 54; Mas 17; Init +3 (+3 Initiative); Spd 30 ft.;
Defense 17, touch 13, flat-footed 14 (+3 Dex, +4 natural); BAB +10/+5; Grap +10/+5; Atk
+10/+5 melee (1d3+4 slam) or +11/+6 melee (2d4+4 and poison, bite); Full Atk +10/+5
melee (1d3+4, 2 slams) and +9/+4 melee (2d4+4 and poison, bite); FS 5 ft by 5 ft; Reach 5
ft; SQ Close quarters fighting, darkvision 60 ft., fast healing 5, fluid drain, poison, pounce,
rend, teleoperation; AL; chaos, evil; SV Fort +5, Ref +6, Will +9; AP 0; Rep +0; Str 18, Dex 16,

Con 14, Int 14, Wis 16, Cha 12. 
Skills: Balance +9, Climb +12, Disguise +13, Drive +7, Hide +10, Intimidate +10, Jump +7,

Listen +8, Move Silently +11, Search +8, Sense Motive +6, Spot +9, Survival +10
Feats: Alertness, Improved Damage Threshold, Multiattack, Stealthy, Track (B), Weapon

Focus (bite)(B).
Possessions: Metro Transit Driver Uniform, wallet with ID, pocket change, house keys

and bus keys.
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bunch of kids a few years ago on the other (Knowledge (Pop Culture) DC 20 to

remember either incident). The bus sits, waiting and rumbling to itself as the

heavy diesel engine idles patiently, awaiting its next passengers.

And meal.

Troubleshooting

Characters who don’t get on the bus are chased by it, which is out to kill

everyone it can, slamming into them and crushing them into a bloody pulp.

Variant #1: The bus is normal, but the driver, who returns in a few moments

with a steaming cup of reddish coffee (funny how adding blood to coffee will do

Metro Transit Bus
Demonic Auto: CR 17; Gargantuan construct; HD 26d10+80; hp 285; Mas --; Init +1; Spd 400 ft.
(320 squares as vehicle); Defense 26, touch 7, flat-footed 25 (-4 size, +1 Dex, +19 natural);
BAB +18; Grap --; Atk +25 melee (1d8+15, slam); Full Atk +25/+15/+10 melee (1d8+10, slam); FS
10 ft by 30 ft; Reach 5 ft; SQ: construct, outsider traits, damage reduction 20/+1, vehicle
movement, no limbs, trample (DC 33; 2d8+15 alley speed or 4d8+15 at higher speeds),
repairable, Darkvision 120 ft.; AL chaos, evil; SV Fort +10, Ref +9, Will +10; AP 0; Rep +0; Str 31,
Dex 13, Con --, Int 10, Wis 10, Cha 5

Skills: Bluff +22, Drive +32, Hide +10, Navigate +25, Repair +25, Sense Motive +25, Spot +29
Feats: Drive-By Attack, Force Stop, Great Fortitude, Iron Will, Vehicle Dodge, Vehicle Expert,

Weapon Focus (Slam)
Special Qualities: Regeneration 2, Devouring
Possessions: Bumper of the Ram, Impervious Tires, Windows of Deception (makes the pas-

sengers, if any, look healthy, alive, and friendly)
Devouring (Su): The Metro Transit bus can absorb the dead bodies of creatures inside it.

For every five such bodies it absorbs, it gains a Hit Die.

that, eh?) is, in actuality, an alleystalker (see Appendix 2) who is using the

bus to lure in victims and devour them.

Variant #2: The bus is actually possessed, as below, but instead allows PCs

onto it, locking the doors behind them and careening through the city, damaging

them by slamming them around inside, and feeding on the blood and pain that

occurs from impacts. When a creature dies, the bus absorbs its body, gaining

another hit die for every five people it devours.

Campaign Hook: Characters investigating the wreck will find a clue that this

bus’ engine has been overhauled with parts from Harmon’s Junkyard (see

Quickshots: Mission File Alpha). Checking receipts from that place reveals that

many cities junked buses there, and Harmon sold repair parts to many different

cities and their Municipal Transport Divisions. This could lead to many differ-

ent cities, locations, and a further clue that something sinister is behind

Harmon’s junkyard.
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15: Gone in 60

Nanoseconds

“Hey, check it out, that guy…”

“What? What guy?”

“Nothing, I think I’m seeing things.”

“What?”

“I thought I saw a guy pull a gun in that QuickiStop.”

“You trippin’ T-dog, ain’t nuttin’ in dere.”

“Will you quit it?! You’re from goddamn Iowa!”

Hooking the Party Up

A recent string of baffling burglaries are being pulled off by a weedy little

man, who never appears on videos, never approaches the register, but still cleans

the place out. The characters will see the little guy approaching the door at a

walk, then reappear several feet away from the door, running, with a bag in his

hand. He will do his best to escape the party by using the watch as often as

possible, hoping to lose whoever is chasing him.

Variant #1: He has a mummy after him because it wants the watch back. The mummy

created the watch, and Silas stole it from the museum where the mummy and the

possessions dug up from its tomb were on display. Silas then quit his job as a

museum security guard, and is now going on a robbing spree with the watch.

Variant #2: The watch is cursed, and while he sleeps, he turns into Arkon

DuPraide, a notorious serial killer from the 1800’s. Arkon is looking for ways

to not only increase his “score” but to remain in possession of this body.

Campaign Hook: In Silas’ pocket is a receipt, showing he bought the watch at

a pawn shop downtown. Investigating the pawn-shop, the party finds the owner mur-

dered, and that many of the items are not the mundane items that they appear to

be. This leaves the party to hunt down and eliminate all the cursed magic items

that have been sold without any knowledge of what the items can do.

Silas McOwens
Male Human Smart Ordinary 3: CR 2;  Medium-size Humanoid (Human); Lvl 3; HD 3d6+3; hp 18;
Mas 17; Init +2; Spd 30 ft.; Defense 17, touch 12 flat-footed 15 (+2 dex, +5 armor [Light-duty
vest]); BAB +1; Grap +3; Atk HK MP5K -1 (2d6 (x2)); FS 5 ft. by 5 ft.; Reach 5 ft.; SV Fort +2 Ref
+3 Will +2; AP 17; Rep 0; Str 15, Dex 14, Con 17, Int 12, Wis 10, Cha 8.

Occupation: Academic (Class Skill or Mod: Computer use, Class Skill or Mod: Decipher
Script, Class Skill or Mod: Knowledge (Arcane Lore)).

Skills: Computer use +11, Concentration +1, Craft +1, Craft (Chemical) +5, Craft (Electronic)
+4, Craft (Mechanical) +7, Decipher Script +10, Demolitions +1, Drive +2, Forgery +7,

Investigate +7, Knowledge (Arcane Lore) +7, Knowledge (History) +7, Knowledge (Streetwise)
+3, Knowledge (Theology and Philosophy) +7, Navigate +1, Repair +1, Research +9, Ride +2,
Search +4, Swim +2.

Feats: Research Talent Tree (Savant), Savant (Computer use), Academic (Computer use,
Decipher Script, Knowledge (Arcane Lore)), Simple Weapon Proficiency.

Other Abilities: Talent: Savant (Computer use)
Possessions: HK MP5K, Light-duty vest, briefcase, tempus fugit watch
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Mummy Dedicated Hero 3
CR 7; Medium-size undead; HD 9d12 plus 3 (Toughness feat); hp 58;
Mas —; Init –1; Spd 20 ft.; Defense 19, touch 11, flat-footed 19 (–1 Dex,
+2 class, +8 natural); BAB +5; Grap +8; Atk +8 melee (1d6+4 plus
mummy rot, slam); Full Atk +8 melee (1d6+4 plus mummy rot, slam),
or +4 ranged (1d10/19–20, crossbow); FS 5 ft. by 5 ft.; Reach 5 ft.;
SQ undead, despair, mummy rot, fire vulnerability, resistant to
blows, damage reduction 5/+1, darkvision 60 ft.; AL evil, law; SV Fort
+4, Ref +2, Will +9; AP 1; Rep +1; Str 17, Dex 8, Con —, Int 7, Wis 14,
Cha 15. 

Skills: Hide +8, Listen +12, Move Silently +8, Read/Write Egyptian,
Speak Egyptian, Spot +12, Survival +11. 

Feats: Alertness, Archaic Weapons Proficiency, Blind-Fight, Simple
Weapons Proficiency, Toughness, Track. Talents (Dedicated Hero):
Skill emphasis (Survival), aware. 

Possessions: Staff of Swarms

Arkon DuPraide
Male Human Dedicated 4/Field Medic 4: CR 8; Medium-size Humanoid (Human); Lvl 8; HD
4d6+4d8+16; hp 48; Mas 13; Init +6; Spd 30 ft.; Defense 18, touch 17 flat-footed 16 (+5 class,
+2 dex, +1 armor [Leather jacket]); BAB +5; Grap +8; Atk Straight razor +8 (1d4+3 19-20(x2)),
Sword cane +8 (1d6+3 19-20(x2)); FS 5 ft. by 5 ft.; Reach 5 ft.; SV Fort +8 Ref +4 Will +6; AP
60; Rep 4; Str 15, Dex 15, Con 14, Int 17, Wis 14, Cha 7.

Occupation: Doctor (Class Skill or Mod: Treat Injury, Class Skill or Mod: Craft
(Pharmaceutical))

Skills: Balance +2, Climb +3, Computer use +6, Concentration +2, Craft +4, Craft
(Pharmaceutical) +17, Decipher Script +4, Demolitions +4, Diplomacy +9, Drive +4, Escape
Artist +2, Forgery +4, Gamble +4, Hide +2, Investigate +10, Jump +3, Knowledge (Arcane Lore)
+10, Knowledge (History) +8, Knowledge (Streetwise) +10, Listen +8, Move Silently +2,
Navigate +4, Profession +9, Read/Write Language +10, Repair +4, Research +15, Ride +2,
Search +4, Sense Motive +9, Spot +13, Survival +2, Swim +3, Treat Injury +19.

Feats: Simple Weapon Proficiency, Insightful Talent Tree (Skill Emphasis), Skill Emphasis
(Sleight of Hand), Doctor (Treat Injury, Craft (Pharmaceutical)), Archaic Weapons
Proficiency, Surgery, Healing Talent Tree (Healing Knack), Healing Knack, Weapon Focus
(Knife)

Possessions: Straight razor, leather jacket, sword cane, tempus fugit watch

16: MMMmmm, Hobo on the

Hoof
“Man, the alley outside your new place reeks, Tim.”

“Bite me, Heather, you’re the reason I don’t have a house anymore.”

“Don’t blame me. You should have put the Semtex out of Paul’s reach.”

“I didn’t think idiots could climb.”

“Still, you ought to do something, like call the Sanitation department to swap

out that ugly ass dumpster.”

“Naw, I keep seeing people around it. I might check it for drugs or bodies

tomorrow.”

“It still smells like a hobo’s ass out there.”

Hooking the Party Up

The characters may see a hobo stuffing a body into the dumpster, or may be

attacked by it. Alternately, it could be living behind their house, and collect-

ing victims like the cable man, meter reader, satellite TV guy, or even gang

members and house pets. Alternately, the dumpster could attack the characters

when they are weak, slamming into their car repeatedly until they either leave

the smashed vehicle or die.

Variant #1: It’s allied with several other living dumpsters about the city.

These dumpsters are in low economic areas, and occasionally slurp down people

who are “slumming” and the odd police officer or two who comes too close. They

will change location often, and let the city trash service move them from place

to place, avoiding devouring sanitation workers.

Variant #2: The dumpster has a cult of killer hobos who will die to protect

their God.

The cult is made up of about 20 hobos who worship the dumpster, which protects

them from gangs and other predators, and gives them advice, as well as letting
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some sleep inside of it when the weather is particularly bad.

Campaign Hook: The dumpster and the hobos are part of a nationwide cult of

cannibals that prey on the unsuspecting. This could lead deep beneath cities,

abandoned mines, military bases and towns, with many high-powered people who are

secretly cannibals. Add in an abandoned Continuity of Government shelter far

below the city as the cannibals' main stronghold and where they perform their

most obscene rituals, and you’ve got a handful for any party.

Alley Dumpster: Living Dumpster; CR 5; Large Construct; HD 8d10+20; hp 88; Mas --; Init -2;
Spd 30 ft.; Defense 19, touch 7, flat footed 19 (-2 Dex, -1 Size, +12 Natural); BAB +6; Grab +16;
Atk +11 melee (1d8+9, slam); Full Atk +11 melee (1d8+9, slam); FS 10ft by 10 ft; Reach 5 ft; SQ
construct, wheels, wall smash 4d6+30, swallow whole (holds 4 medium creatures or 8 Small
creatures), darkvision 60 ft; AL none; SV Fort +2, Ref +0, Will +2; AP 0; Rep +0; Str 22, Dex 7,
Con --, Int --, Wis 10, Cha 1.

Skills: Hide -6.

Alley Dumpster, Cult Focus: CR 9; Huge Construct; HD 23d10+40; hp 238; Mas --; Init -2; Spd
30 ft.; Defense 20, touch 5, flat footed 20 (-3 Dex, -2 Size, +15 Natural); BAB +18; Grab +36;
Atk +26 melee (2d6+15, slam); Full Atk +26 melee (2d6+15, slam); FS 15ft by 15 ft; Reach 5 ft;
SQ construct, wheels, wall smash 4d6+30, swallow whole (holds 4 medium creatures or 8
Small creatures), darkvision 60 ft; AL none; SV Fort +7, Ref +5, Will +7; AP 0; Rep +0; Str 30,
Dex 5, Con --, Int 8, Wis 10, Cha 12

Skills: Hide -11.

Killer Hobo, Male Human
Strong Ordinary 1/Tough Ordinary 2: CR 2; Medium-size Humanoid (Human); Lvl 3; HD
2d10+1d8+6; hp 28; Mas 14; Init +2; Spd 30 ft.; Defense 12, touch 12 flat-footed 10 (+2 dex); BAB
+2; Grap +4; Atk Knife +4 (1d4+2 19-20(x2)), Unarmed strike +4 (1d3+2 (x2)); FS 5 ft. by 5 ft.;
Reach 5 ft.; SV Fort +4 Ref +2 Will +0; AP 17; Rep 0; Str 15, Dex 14, Con 13, Int 12, Wis 10, Cha
8.

Occupation: Criminal (bonus feat: Brawl, class skill or mod: Knowledge (Streetwise), class
skill or mod: Gamble).

Skills: Balance +2, Climb +2, Computer use +1, Concentration +1, Craft +1, Decipher Script
+1, Demolitions +1, Drive +3, Escape Artist +2, Forgery +1, Gamble +2, Hide +2, Intimidate +3,
Jump +2, Knowledge (Current Events) +3, Knowledge (Popular Culture) +2, Knowledge
(Streetwise) +7, Move Silently +2, Navigate +1, Profession +6, Repair +1, Research +1, Ride +2,
Search +1, Spot +2, Survival +6, Swim +2.

Feats: Ordinary, Simple Weapon Proficiency, Criminal (Brawl, Knowledge (Streetwise),
Gamble), Brawl, Toughness

Possessions: Wood-handled paring Knife with “Arkakle” carved into it, cardboard box lined
with human skin.

17: Junk Mail Junky
“Didja get the mail for me, Paul.”

“Yo, G, the box was empty, T-dog.”

“BS, Paul, I should have gotten my electric bill 2 weeks ago.”

“They be buggin’, T-dog, box was emp-tee.”

“Go look again, and if you call me T-dog again, I’ll shoot you.”

Hooking the Party Up

One of the party members will start getting references to unanswered bills,

phone calls regarding past due accounts, phone calls from family and friends who

have mailed the PC letters that have gone unanswered. The PC’s mailbox is actu-

ally a mimic that has devoured the mailbox and taken its place. The mimic might

be convinced to take bribes instead of eating the PC’s mail, maybe not.

Of course, the real questions come when a temporary postman comes up missing.

Variant #1: It’s the mailman’s pet that he found and befriended when it took the

form of his microwave oven and he began inadvertently feeding it. Now, the mimic

is slavishly loyal to the postman, who has decided that the semi-abandoned house

(The PC’s hideout) is the perfect place to allow his “pet” to have some outdoors

time.  

Variant #2: It’s an ATM with a taste for plastic and late night visitors. It is

clever enough to move from place to place, and is attempting to work up the

courage to sneak into an all night convenience store to be able to get snacks

without drawing too much attention.

Campaign Hook: Unexplained murders start showing up on the nightly news, and
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more and more people are being killed in front of their houses, at night by the

bank, but robbery is obviously not the motive, since all non-organic items are

left behind. Nobody believes the PCs as to what is causing the deaths, and it’s

up to the PCs to track down and kill the mimics and whoever is seeding them about

the country.

Mailbox/ATM (Mimic)
CR 3; Tiny Aberration (Shapechanger); HD 2d8+21; hp 88; Mas --; Init
-2; Spd 10 ft.; Defense 18, touch 13, flat-footed 13 (+2 size, +1 Dex, +5
natural); BAB +5; Grab +13; Atk +9 melee (1d8+4, slam); Full Atk +9
melee (1d8+4, 2 slams); FS 2 ½ ft by 2 1/2 ft; Reach 0 ft; Special
Qualities: Darkvision 60 ft., immunity to acid, mimic shape, adhesive,
crush; AL none; SV Fort +5, Ref +5, Will +6; AP 0; Rep +0; Str 19, Dex
12, Con 17, Int 10, Wis 13, Cha 10

Skills: Climb +9, Disguise +13, Listen +8, Spot +8
Feats: Alertness, Lightning Reflexes, Weapon Focus (slam)

Hans Browning
Male Human Dedicated 5: CR 5; Medium-size Humanoid (Human); Lvl 5; HD 5d6+15; hp 38;
Mas 17; Init +3; Spd 20 ft.; Defense 18, touch 16 flat-footed 15 (+3 class, +3 dex, +2 armor
[Undercover vest]); BAB +3; Grap +4; Atk Colt M1911 +7 (2d6 (x2)), Unarmed strike +4 (1d3+1
(x2)); FS 5 ft. by 5 ft.; Reach 5 ft.; SV Fort +6 Ref +4 Will +6; AP 0; Rep 2; Str 11, Dex 16, Con
17, Int 13, Wis 17, Cha 12.

Occupation: Blue Collar (Drive, Handle Animal)
Skills: Balance +1, Bluff +1, Computer use +1, Concentration +3, Craft +1, Craft

(Pharmaceutical) +3, Decipher Script +1, Demolitions +1, Diplomacy +1, Disguise +1, Drive +3,
Escape Artist +1, Forgery +1, Gamble +3, Gather Information +1, Hide +1, Intimidate +1,
Investigate +6, Knowledge (Arcane Lore) +9, Knowledge (Behavioral Sciences) +3,
Knowledge (Streetwise) +3, Listen +7, Move Silently +1, Navigate +1, Perform +1, Profession
+11, Repair +1, Research +1, Ride +3, Search +1, Sense Motive +13, Spot +11, Survival +7,
Swim +1, Treat Injury +10, Knowledge (Physical Sciences) +3.

Feats: Simple Weapon Proficiency, Healing Talent Tree (Healing Knack), Healing Knack,
Empathic Talent Tree (Empathy), Empathy, Insightful Talent Tree (Skill Emphasis), Skill
Emphasis (Handle Animal)

Other Abilities: Talent: Healing Knack, Empathy (+1 interaction skills/Ded lvl).
Possessions: Undercover vest, Colt M1911, Laser sight (on Colt M1911), Holster, concealed

carry (on Colt M1911), Postal Worker uniform.

18: Waste Not, Die Not
“Jesus, Tim, you ever clean this garage?”

“No.”

“What’s that?”

“I don’t know. You can have it.”

“Ummm, that’s OK, I’ll pass.”

“What, afraid of a little mold, Heather? Wuss.”

“Yo, T-dog, dat ‘little mold’ just ate your dog.”

Hooking the Party Up

In an out-of-the-way, little-maintained place, a toxyderm has taken up resi-

dence and is devouring anything it can catch. It can eat NPCs, attack villains

or the heroes, or just be a general menace.

Variant #1: It’s left over in an old foe’s last known lair and ambushes the

characters when they investigate the hideout. It may have been left for a last

laugh from Hell’s Heart, or may have been an experiment.

Variant #2: The PC discovers it in a barrel marked “Medical Waste” in a park

that breaks open if someone touches it or maybe even looks at it too hard.

Variant #3: A certain organization of the GM’s choice is using the toxyderm

to dispose of deceased “assets”, and now that the toxyderm has escaped, the

organization is now on the lookout for it. This could lead to break-ins of the

PC’s house, roughing them up, or worse, if the organization has a “no-witness-

Chemical Toxyderm
CR 15; Huge elemental; HD 24d8+120; hp 285; Mas --; init +0; Spd 20 ft.; Defense 20, touch 8,
flat-footed 20 (-2 size, +12 natural); BAB +18; Grap +37; Atk +27 melee (2d6+16 plus 2d6 acid,
slam) or +16 ranged; Full Atk +27/+22/+17/+12 melee (2d6+16 plus 2d6 acid, slam) or
+16/+11/+6/+1 ranged; FS 15 ft by 15 ft; Reach 10 ft.; SQ elemental, engulf (DC 22), acid, breath

weapon (DC 27), Darkvision 60 ft.; AL none; SV Fort +21, Ref +10, Will +8; AP 0; Rep +0; Str 32,
Dex 11, Con 20, Int 6, Wis 11, Cha 11

Skills: Hide -8, Listen +27, Spot +27, Swim +15
Feats: Cleave, Great Cleave, Great Fortitude, Lightning Reflexes, Power Attack
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es” policy.

Campaign Hook: These creatures could start showing up more and more frequent-

ly, including hospitals and schools. Someone is shipping them to schools or

improperly disposing of them under a disposal contract. Corporate corruption

could be producing these things as wastes are dumped in urban areas that nobody

but the residents cares about.

19: Never Mind, I’ll Use

The ATM
“I hate payday. It takes forever in this line.”

“Direct deposit is the shiznat, T-dog.”

“I’m gonna punch you in the face, Paul.”

“Yo, if it wasn’t for your slow ass, we’d be down with the honeys.”

“What is that?!”

Getting the Party Hooked Up

The party needs to go in the bank for one reason or another (withdraw money,

check a safety deposit box, jack the joint, whatever) and end up standing in a

line of about 20 mundane people who probably can’t even see normal shadows, much

less creatures of Shadow. After about 15 minutes and ten fantasies of cutting

their way through the line with chainsaws, two huge creatures come bounding out

of the bank vault, and panic ensues.

Add in a security guard who is a bad

shot to the point of being a menace,

forty or fifty panicked bank customers, a

panicking bank staff, and the fact that

the characters should be unarmed, this is

not going to be the characters’ best day.

Troubleshooting

If the PCs are packing guns into the

bank, their pictures will be on the news,

and the police will suspect them of having been waiting in line to rob the bank,

unless they work for a government organization that permits them to be armed in

a public location. Or, just use one of the more dangerous variants.

Variant #1: The creatures were summoned by a shadowmage to help in the bank

robbery. If his “henchmen” look as if they are in trouble, he may provide arcane

assistance, or use his own magic to destroy them to appear as a hero.

Variant #2: The creatures are leading the way for the rest of their pack to

get through a temporary gate in the bank vault.

Variant #3: There is an amulet that has started summoning creatures in one of

the safety deposit boxes.

Campaign Hooks: This isn’t the first time someone has used these particular

creatures to commit crimes. A little digging in news papers and the internet

reveals more and more crimes, from murder to robberies, being committed by these

Grendelspawn Hunter
CR 6; Medium magical beast; HD 9d10+27; hp 105, 96; Mas 17; init +2; Spd 40ft, climb 20 ft.;
Defense 18, touch 12, flat footed 16 (+2 Dex, +6 natural); BAB +9; Gap +14; Atk +14 melee
(1d6+5, bite) or +11 ranged touch (2d6, acid, spit); Full Atk +14 melee (1d4+5, 2 claws), +12
melee (1d6+2, bite) or +11 ranged touch (2d6, acid spit); FS 5 ft by 5 ft; Reach 5 ft; SQ acid
spit (2/day), rage, scent, keen sight; AL See variants; SV Fort +9, Ref +8, Will +4; AP 0; Rep
+0; Str 20, Dex 15, Con 17, Int 3, Wis 12, Cha 11.

Skills: Climb +13, Listen +6, Spot +6, Survival +5
Feats: Combat Reflexes, Multiattack, Track
Rage (Ex): When raging, a grendelspawn hunter gains 18 hit points, and the following sta-

tistics change as listed: Mas 21, Defense 16, touch 10, flat-footed 14; Grap +16; Atk +14 melee
(1d6+7, bite); Full Atk +16 melee (1d4+7, 2 claws), +14 melee (1d6+3, bite), SV Fort +11, Str 24,
Con 21
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creatures nationwide. Someone, or some-

thing, is behind this grendelspawn

crime spree.

Darius Almalker
Male Human Smart 3/Mage 8: CR 11; Medium-size Humanoid (Human); Lvl 11; HD 11d6+22; hp
68; Mas 15; Init +3; Spd 30 ft.; Defense 16, touch 14 flat-footed 13 (+1 class, +3 dex, +2 armor
[Undercover vest]); BAB +5; Grap +7; Atk Brass knuckles +7 (1d1+1 (x2)), Unarmed strike +7
(1d3+2 (x2)), Desert Eagle +8 (2d8 (x2)); FS 5 ft. by 5 ft.; Reach 5 ft.; SV Fort +5 Ref +6 Will
+11; AP 85; Rep 1; Str 15, Dex 17, Con 15, Int 18, Wis 16, Cha 14.

Occupation: Academic (Class Skill or Mod: Knowledge (Arcane Lore), Class Skill or Mod:
Decipher Script, Class Skill or Mod: Research).
Skills: Balance +1, Bluff +2, Computer use +19, Concentration +16, Craft +5, Craft (Chemical)

+19, Craft (Pharmaceutical) +9, Craft (Writing) +9, Decipher Script +20, Demolitions +11,
Diplomacy +2, Disable Device +11, Disguise +2, Drive +3, Escape Artist +3, Forgery +9, Gamble
+3, Gather Information +2, Hide +1, Intimidate +2, Investigate +21, Knowledge (Arcane Lore)
+19, Knowledge (Current Events) +9, Knowledge (Earth and Life Sciences) +9, Knowledge
(History) +11, Knowledge (Popular Culture) +9, Knowledge (Streetwise) +11, Knowledge
(Tactics) +7, Knowledge (Technology) +16, Listen +3, Move Silently +1, Navigate +5, Perform
+2, Profession +11, Repair +5, Research +18, Ride +3, Search +11, Sense Motive +5, Speak
Language +13, Spot +3, Survival +3, Swim +2, Treat Injury +3, Knowledge (Physical Sciences)
+12, Spellcraft +19.
Feats: Simple Weapon Proficiency, Research Talent Tree (Savant), Savant (Decipher Script),

Academic (Knowledge (Arcane Lore), Decipher Script, Research), Research Talent Tree
(Savant), Savant (Decipher Script), Archaic Weapons Proficiency, Attentive, Cautious, Combat
Expertise, Educated, Point Blank Shot, Studious.

Other Abilities: Talent: Savant (Decipher Script), Talent: Savant (Decipher Script).
Possessions: Brass knuckles, Undercover vest, Desert Eagle.

Darius is a thin looking man, with a bad habit of picking his nose while talking to people. He
has greasy black hair, a thin almost non-existent mustache, and a bad complexion problem.
His watery brown eyes are often blood shot, and slightly protruding. His clothing often stinks
as if it had been worn for several days in a Louisiana bayou by a zombie, and his breath is
best described as smelling like fried shit served with a side of rotting animal.

John Oldie
Male Human Dedicated Ordinary 1/Strong Ordinary 1/Tough Ordinary 1: CR 2;  Medium-
size Humanoid (Human); Lvl 3; HD 1d8+1d10+1d6+3; hp 22; Mas 13; Init +2; Spd 30 ft.; Defense
12, touch 10 flat-footed 10 (+2 dex, +2 armor [Light undercover shirt]); BAB +1; Grap +3; Atks:
Glock 20 -2 (+5) (2d6 (x2))*, Unarmed strike +3 (1d3+2 (x2)); FS 5 ft. by 5 ft.; Reach 5 ft.; SV
Fort +4 Ref +2 Will +1; AP 17; Rep 0; Str 15, Dex 14, Con 13, Int 12, Wis 10, Cha 8.

Occupation: Blue Collar (Class Skill or Mod: Intimidate, Class Skill or Mod: Drive, Class Skill
or Mod: Repair)

Skills: Balance +1, Climb +3, Computer use +1, Concentration +1, Craft +1, Craft (Structural)
+7, Decipher Script +1, Demolitions +1, Drive +5, Escape Artist +1, Forgery +1, Hide +1,
Intimidate +6, Jump +1, Knowledge (Current Events) +3, Knowledge (Popular Culture) +3,
Knowledge (Streetwise) +2, Move Silently* -2 (+2), Navigate +1, Profession +3, Repair* -
2(+4), Research +1, Ride +2, Search +1, Spot +3, Survival +2, Swim +2

Feats: Ordinary, Simple Weapon Proficiency, Blue Collar (Intimidate, Drive, Repair),
Personal Firearms Proficiency

Other Abilities: * refers to statistics that are lowered due to moderate Alzheimer’s and
slight cerebral palsy.

Possessions: Uniform, Light undercover shirt, Glock 20, Handcuffs: Steel, Laser sight (on
Glock 20), Holster: Hip (on Glock 20)

20: Check-in or Carry-on?
“Yo baby, wanna get it on wit an albino brutha?”

“Pardon our friend, ma’am, he’s retarded.”

“Why you gotta be jinxin’ my game, T-dog?”

“If we weren’t on a plane, I’d shoot you in the face, Paul.”

“Fine, you and H-Honey be dat way. I’m gonna get my dope new CD.”

“Hey, while you're in the overhead rack, stuff yourself in, will you?”

“Ahhhh!! Get it off me! Shoot it!”

“WE’RE IN A PLANE, TIM! DON’T SHOOT!”

Getting the Party Hooked Up

The party, sooner or later, will have to go somewhere via airplane. The party

will have to take a civilian flight, and during the flight, about midway through

the in-flight movie, one of the overhead compartments blows open, and out leaps

a strange creature that looks like a porcupine that mated with a Nerf football

and a crab during a drunken orgy. The creature lands in the center aisle and

begin snarling at everyone. It is fast, aggressive, and has a mouth full of sharp

teeth to go with its ravenous hunger.

Variant #1: The pet is owned by a biotech firm researching turning shadowcrea-

tures into bioweapons. The biotech firm could not get the necessary permits to

move a possibly hazardous biological, and so it was disguised as a pet, or hid-

den in some carryon luggage, and taken aboard illegally.
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Variant #2: The creature was a famil-

iar for a technomage that worked for the

Department of Justice, who is now lying

in the lavatory with his throat slit all

the way to his spine. This means that

somewhere on the plane is a killer, and

who knows what kind of nefarious schemes the killer has cooked up, or how many

accomplices.

Campaign HHook: When the PCs land, they discover that all airline traffic has

been halted, as 8 planes have crashed and 22 others have had problems because

of similar creatures. The PCs are tapped as “disposable and deniable assets” to

investigate where these creatures are coming from.

Disgruntled Customer
CR 1; Tiny construct; HD 2d10; hp 11; Mas --; Init +2; Spd 20 ft, fly 50 ft (good); Defense 14, touch
14, flat-footed 12 (+2 size, +2 Dex); BAB +1; Grap -9; Atk +1 melee (1d3-2, bit); Full Atk +1 melee
(1d3-2, bite); FS 2 ½ ft by 2 ½ ft; Reach 0 ft.; SQ construct, repairable, Darkvision 60 ft, poi-
son, damage reduction 5/+1, fast healing; AL None; SV Fort +0, Ref +2, Will +1; AP 0; Rep +0;
Str 7, Dex 14, Con --, Int 10, Wis 12, Cha 7.

Skills: Hide +10.

APPENDIX ONE: ICONIC NPCs

These iconic NPCs were designed to provide the GM with viable contacts for the

PCs within an intelligence agency that would take them around the globe, into

many situations that they otherwise would not be aware of, and would provide

interesting ways for the GM to get the characters into trouble. While these are

just Biographies and statistics are included at this time, the full write-up for

these NPCs will appear in QuickShots Mission File: Delta, which details military

targets. These NPCs could provide valuable contacts and ways to get the PCs who

are non-military involved in that supplement, as well as lending a helping hand

now and then when PC’s need heavily armed cavalry.

Name: McNeal, Timothy daniel

Rank: Sergeant First Class

Branch: Defense Intelligence Agency, United States Army

Age: 36; Hair: Blond; Eyes: Green; Height: 73 inches (6'1"); Weight: 225 lbs.

Distinguishing marks: Milky film over left eye commonly covered with mirrored

sunglasses or an eye patch, jagged scar across left side of face and neck, patch

of bald scar tissue approx 3” wide on right rear of skull, thick wrists, thick

waist with emergency appendectomy field surgical scar, field-applied tracheoto-

my scar. Walks with a slight limp and slurs his words slightly.

Background

SFC McNeal is what a lot of people think of when they think of mean and cruel

Drill Sergeant – muscular, a loud, rough voice, and scarred up. SFC McNeal became

a US Army Ranger in 1985, and has fought in many covert actions and nearly every

engagement America has been involved in since then, including, but not limited

to: Haiti, Operation Desert Storm, Operation Just Cause, Bosnia, Somalia, Beirut,

CLASSIFIED DOCUMENT

31 QuickShots Mission File: Bravo BMP-0001



Grenada, South America, and many other places. Rumor even places him as assist-

ing the Russian Government in putting down their 1990 revolt.

SFC McNeal is whispered to be Delta Force, but he just grins and tells people

that Delta Force is a figment of Hollywood’s imagination, and he’s just a nor-

mal soldier.

A graduate of the Defense Language Institute, US Army NBC School, Ranger

Training, Sniper School, Special Forces Training, Pathfinder School, EOD and

whatever else he could worm his way into, SFC McNeal seems to have friends, asso-

ciates, and some enemies in nearly every military force in the world.

SFC McNeal met Capt. Heather, a female doctor known for being able to keep her

mouth shut regarding treating injuries, during Operation Desert Storm, and he

arranged for her to be tapped by DIA and sent into the theater as soon as he was

assigned to the initial planning of the Afghanistan invasion. Though he was

wounded during the Afghanistan campaign, the location of the incident is consid-

ered classified, and he often brags he was stabbed in an Australian bar.

He was removed from Operation Iraqi Freedom once the war was declared over,

and tapped by Capt. Heather as the hard-case and experience in the Homeland

Defense Agency Hard Option team she was ordered to assemble. His slurring and

ignorant redneck act has never fooled her - she managed to sneak a look at his

DD-201 file and saw his mental scores, as well as the annotation that he is able

to glimpse through the veil of shadow upon occasion.

SFC McNeal is known to be fluent in the languages and customs of the follow-

ing: Arabic, German, English, Russian, Hebrew, French, Chinese and Afrikaans.

SFC McNeal carries a battered old Glock-17 with an integral laser sight that

has been modified to accept a silencer and fire three-round bursts, an old Colt

M1911A1 he claims his father carried during World War II, and a battered M-16A1

assault rifle with an M-203 grenade launcher on it. He is also known to be able

to sleep in his body armor, and often complains if he is not wearing some kind

of body armor, he “feels naked.”

Name: Heather, Dawn Melissa

Ranks: Captain

BRanch: Defense Intelligence Agency, United States Army

Age: 35; Hair: Brown; Eyes: Blue; Height: 70 inches; Weight: 210 lbs

Distinguishing marks: Tattoo of a rose and stem on right breast. Stem is wrapped

around breast, with thorns drawing blood. Missing left ear lobe. Bent left pinky

finger. Bullet entrance scars lower abdomen.

Background

Captain Heather went from Basic Training to US Army Medical School due to an

accident of paperwork that kept cropping up her entire career. When she origi-

nally joined, an existing soldier with the same name, who was a commissioned

officer about to finalize his medical training, was killed in a car wreck in her

home town. Their Social Security Numbers were the same, except for the fact that

his ended with a 9 and hers ended with a 0. This has caused plenty of difficul-

ty, including, but not limited to: Being promoted to 2nd Lieutenant six months
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after Basic Training, accidentally being assigned to all-male units, twice being

deployed to the front lines, being assigned to Ranger School, and numerous other

difficulties, including undergoing Counter-Paranormal Training.

What has not helped is her athleticism. For six years straight she was the US

Armed Services power lifting champion and the V Corps boxing champion in Europe.

She is tough, strong, and takes no crap from anyone.

During Desert Storm, word got around among the Special Operations troops that

she was a “doctor” who could keep her mouth shut about injuries and just get the

paperwork placed into the required files, without a minor injury resulting in

the patient leaving the theater. At that time she met up with (then) SSG McNeal

and was tapped by him to go and give aid to Kurdish guerillas in Northern Iraq,

escorting and supporting his team, which he insisted were a combination of mer-

cenaries and US Army Special Forces.

CPT Heather secretly suspects SFC McNeal of having a hand in her attending

Special Forces training, blackmailing, conning, or browbeating the instructors

into letting her accomplish the school, and having it being entered into her

dossier. Despite her completion of NBC school, Ranger and Special Forces train-

ing, she does not wear the patches, nor does she make reference to them.

When the DIA offered her the chance for her to put together a Paranormal Hard

Response Team, she immediately tapped SFC McNeal and Sgt McOwen, despite the fact

that McNeal was undergoing court-martial for premeditated fratricide, and McOwen

was undergoing psychiatric therapy.

CPT Heather is well known for a carrying a SIG-Sauer P228 with a built-in baf-

fle silencer and an M-4 carbine. Rumors persist that she has committed fratri-

cide on orders from DoD with the Sig-Sauer, which has an engraving of a rose on

the grip, with the stem winding around the outside of the barrel shroud.

Rumor has it that CPT Heather is magically active, but if she is, it is con-

sidered classified and has not been verified by anyone willing to speak of it.

Name: McOwen, James Paul

Rank: Sergeant

Branch: Defense Intelligence Agency, United States Army Ranger

Age: 25; Hair: Blond; Eyes: Brown; Height: 70 inches; Weight: 185 lbs

Distinguishing marks: Tattoo of a jagged lightning bolt on the back of the neck

and a “31” tattooed on the back of his left biceps.

Background

Sgt McOwen has been with DIA for 2 years total, but only 3 months since he was

pulled from the Iraqi theater. He is a long time veteran of the US Army, having

attended DLI for Arabic, Hebrew and Russian studies, completed Airborne and

Ranger schools and Paranormal Incident Response Training. Following the September

11th attacks upon the US by agents of the Al-Queda terrorist group, Sgt McOwen

was assigned to the DIA, having specialized in counterterrorism in Kuwait and

Israel for 3 years.

While in Afghanistan, Sgt McOwen suffered extreme trauma in a cave system in

Afghanistan while conducting What military intelligence had assumed was to be a

CLASSIFIED DOCUMENT

33 QuickShots Mission File: Bravo BMP-0001



standard sweep and clear of entrenched members of the Taliban. He and his team

mates came face-to-face with a blade-fiend. The blade-fiend was backed by magi-

cal firepower, and Sgt McOwen was the only survivor of the ambush, although he

was badly wounded and required immediate medevac. He was placed in Walter Reed

Army Hospital, where he met SFC McNeal, who was recovering from wounds recieved. 

When Operation Iraqi Freedom began, he was assigned to a covert operations

group, but during the early fighting, he ran into a squad of techno-zombies that

had been created from of the bodies of his old team, hidden in the Baghdad

International Airport. Once again the only survivor, he was saved only by the

arrival of SFC McNeal and his team, who responded to the panicked calls of the

special operations group.

Upon returning to the United States of America, McNeal passed Sgt McOwen’s

name on to CPT Heather, who was putting together a Paranormal Hard Option team

for the Defense Intelligence Agency and the Homeland Security Agency. Despite 

the fact that SGT McOwen was suffering from a severe personality disorder that

caused him to adapt the identity of a urban African-American stereotype known as

“Gangsta,” he performs above expectations, and seems to be able to often see

through the veil of shadow. CPT Heather has decided that Sgt McOwen does not

want to be the Irish-American farmer from Iowa that he was born as anymore -

that guy had too much bad shit happen to him.

SGT McOwen has a bad habit of holding his pistols sideways when he fires, some-

thing that only started after Operation Iraqi Freedom. He commonly carries

Berretta pistols or an M-16A2. While he used to be an expert shot with sniper

weapons and machine guns, since Operation Iraqi Freedom, he has shown no apti-

tude for them.

Alley Stalker
Alley stalkers are fearsome predators with the ability to disguise themselves

and walk among humanity. These terrors feed on the very fluids that keep a human

alive with their needle-sharp teeth and a barbed multi-tentacled tongue that

sprouts a very sharp, hard feeding tube from the center of the tentacled mass. 

The cheeks of an alley stalker fold outward when it is ready to attack, reveal-

ing fangs and spines along the inside of the cheeks and jaws full of needle-

sharp teeth. When the jaws and face are folded together, an alley stalker appears

as a slightly scarred, normal human, and they often decorate the scar lines with

intricate tattoos that work the scars into the pattern so as to draw the eye

away from the scars.

Alley stalkers usually attack by using vehicles and other machines to herd,

harry and pursue their victims into near-exhaustion, often specifically target-

ing pregnant women, and loitering around Planned Parenthood Clinics.

When it catches its prey, the alley stalker incises it, then inserts the feed-

ing tube and sucks out the victim's blood, spinal fluid, cephalic fluid, marrow,

and water; leaving behind a desiccated (and sometimes mutilated) corpse. Should
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the creature feed on a pregnant person, it will save the amniotic fluid for last,

as it acts as an intoxicant; after feeding on a pregnant person, the alley stalk-

er will be intoxicated for 1d4 hours, during which time it has a -2 to all attack

rolls and skill checks.

Alley SStalker: CR 8; Medium-size aberration; HD 9d8+18; hp 54; Mas: 17; Init +3;

Spd 30 ft.; Defense 17, touch 13, flat-footed 14 (+3 Dex, +4 natural); BAB +10;

Grap +10; Atk +10 melee (1d3+4, slam) or +11 melee (2d4+4 and poison, bite);

Full Atk +10/+5 (1d3+4, 2 slams) and +9/+4 melee (2d4+4 and poison, bite); FS 5

ft by 5 ft; Reach 5 ft; SQ: Close Quarters Fighting, Darkvision 60 ft., Fast

Healing 5, Fluid Drain, Rend, Poison, Pounce, Teleoperation. AL; chaos, evil; SV

Fort +5, Ref +6, Will +9; AP 0; Rep +0; Str 18, Dex 16, Con 14, Int 14, Wis 16,

Cha 12.

Skills: Balance +9*, Climb +12*, Disguise +13*, Drive +7, Hide +10*, Intimidate

+10, Jump +7*, Listen +8*, Move Silently +11*, Search +8, Sense Motive +6, Spot

+9*, Survival +10*.

*The alley stalker gains a +4 racial bonus to the following: Balance, Climb,

Disguise, Hide, Jump, Listen, Move Silently, Spot, and Survival.

Feats: Track (B), Weapon Focus (bite)(B), Alertness, Improved Damage Threshold,

Multiattack, Stealthy.

Species Traits
Close QQuarters FFighting ((Ex): The alley stalker is able to fight effectively

in a 2 ½ ft by 2 ½ ft area, despite the fact that it is a Medium-size creature.

The alley stalker suffers no penalty for fighting in tight spaces.

Fluid DDrain ((Ex): When it catches its prey, the alley stalker will incise it,

then insert the feeding tube and suck out the victim's blood, spinal fluid,

cephalic fluid, marrow, and water; leaving behind a desiccated and sometimes

mutilated corpse. Should the creature feed on a pregnant person, it will save

the amniotic fluid for last, as it acts as an intoxicant; after feeding on a

pregnant person, the alley stalker will be intoxicated for 1d4 hours, during

which time it has a -2 to all attack rolls and skill checks.

Poison ((Ex): An alley stalker injects venom through the barbs on its tongue,

on a successful bite attack. The victim must succeed on a Fortitude save or suf-

fer from 1d6 minutes of paralysis. A second Fortitude save must be made one

minute later or suffer an additional 2d6 minutes of paralysis

Pounce ((Ex): When the alley stalker makes a charge, it may make a full attack

upon a single victim.

Rend ((Ex): If an alley stalker hits with both claw attacks, it latches onto

the opponent's body and tears the flesh. This attack automatically deals an addi-

tional 2d6+3 points of damage.

Scent ((Ex): The alley stalker is able to track its prey by smell, up to 30 ft.

away. This range goes to 15 ft. if the prey is downwind, and 60 ft. if the prey

is upwind. 

Semi-HHuman AAppearance ((Ex): The alley stalker may fold in its cheek sections

and lower mouth parts to appear to have a normal face. To notice anything dif-

ferent but thin scars around the mouth and nose requires a Spot check (DC 17).

Teleoperation ((Su): The alley stalker is able to control automobiles or other
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motorized machines within a 20 ft. radius. It can cause the machine to perform

any action the machine is normally capable of. It can control up to one machine

per point of Wisdom modifier with a minimum of one machine.

GIANT ANT
Standing 10 feet high, eight feet in armored width, and an awesome 25 feet

long, the giant ant strikes fear in all who see it. A voracious omnivore, every-

thing in its path is either of the Hive, or food. They have no fear, no remorse,

no sense of self, and throw themselves into combat despite odds or an opponent’s

size, secure in the knowledge that if they die, others from the Hive will destroy

their opponent.

An ant is far stronger than it seems they should be, often surprising their

enemies. Their large serrated jaws are capable of tearing the armor off an M1

Abrams Main Battle Tank, and their legs provide enough stability that even the

loss of two will not impair its mobility.

Rumors of sightings of giant ants have persisted since a few months after the

first nuclear test at the Trinity Site, but for the most part, even documen-

taries of these creatures devouring towns and military units have been relegat-

ed to fiction, and the destruction of complete hives by nuclear weapons are

passed off as nuclear tests performed by the government.

Giant Ant; CR 8; Gargantuan Vermin; HD 24d8+144; hp 252; Mas: 28; Init +3; Spd

30 ft, Burrow 15 ft, Climb 10 ft.; Defense 14, touch 4, flat-footed 16 (-2 Dex,

+10 natural, -4 Size); BAB +23/18/19 (-4 size); Grap +35; Atk +23 melee (2d8+18

and poison, bite); Full Atk +23/+18/+13 (2d8+18, bite and poison); FS 15 ft by

25 ft; Reach 15 ft; SQ: Tremorsense 120 ft, Constrict, Damage Resistance 20

against blunt and piercing only., Scent, Improved Grab, Darkvision 30 ft.,

Poison. AL: Hive; SV Fort +12, Ref +4, Will +6; Abilities: Str 35 (+12), Dex 7

(-2), Con 23 (+6), Int -, Wis 10, Cha 10.; kills: Balance +9*, Climb +27*, Listen

+8*, Search +7, Spot +5*, Survival +11*.; Racial Bonus: Balance +6, Climb +10,

Listen +8 Search +6, Spot +5, Survival +10; Feats: Weapon Focus (bite)(B),

Alertness(B), Track (B); 

Poison: DC +36. This poison causes 2d6 points of acid damage to those who are

affected by it. 

Constrict: Whenever a giant ant makes a successful melee attack and has success-

fully grappled a target, the giant ant may constrict its prey for 4d6 hp of dam-

age per round without making an attack roll.

Scent: The giant ant can release several different pheromone clouds, each of

which means a different thing to the ants. Each scent can be smelled by anoth-

er ant up to 250 feet away.

Trail: Smells bitter, like lemons. Used to indicate the route the ant took.

Food: Smells like bleach. Used to indicate that food can be found here.

Danger/Threat: A dry, leafy scent. Used to indicate that the ant has encoun-

tered danger or enemies.

Dead: A sharp, acrid scent. Used to indicate that something has killed the

ant.

Injured: Smells like ammonia. Used to indicate that something has injured
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a member of the hive.

Hive: Smells different according to each hive. Used to indicate denoted

borders and tunnel entrances

Darkvision ((ex): 30 ft

Tremorsense ((ex): 120 ft: Due to the giant ant’s senses and antennae array, it

can sense vibrations in the air and ground with ease. 

Immunities: Immune to mind affecting agents; Resistant to Massive Damage +5

Skinstealer
Vague references to the skinstealer are found throughout many different region-

al legends and tales; they are always rumored to take the skin of a victim,

devour the victim's body - whether it is dead or not - and use their costume to

get closer to other victims.

Most skinstealers that are found in modern times have emigrated from Central

America, or have long been preying on Native American reservations. They are

canny and highly intelligent, often banding into groups of two to ten members.

The delight in chaos and villainy, and are often responsible for horrible acts

of mass or serial murder that are blamed on an innocent person or are never

solved.

Outside of a victim’s skin, a skinstealer looks like a hairless, skinless

transsexual, or a hermaphrodite, just a light, glistening layer of jelly or slime

covering over veins, muscle and fat. The fingernails are hard and razor-sharp,

bearing a metallic sheen, and extend approximately a ½ inch past the end of the

finger. This is often the only warning that the person standing before a prospec-

tive victim is actually a skinstealer.

Skinstealers rejoice in the lack of magical weaponry, spells, and spellcast-

ers, in the defilement of churches and other holy grounds that has taken place,

as it makes them nearly invulnerable, and highly dangerous.

Skinstealer: Medium-size Aberration; CR 14; HD 11d8+33; hp 92; Mas 20; Init

+11; Spd 45 ft., 20 ft (climb); Defense 21, touch 17, flat-footed 14 (+7 Dex,

+4 natural); BAB +8; Grap +14; Atk +15 melee (1d4+6, claw); Full Atk: +15/+10

melee (1d4+6, 2 claws) and +10/+5 melee (2d4+6, bite); FS  5 ft. by 5 ft.; Reach

5 ft.; SQ Darkvision 60 ft, DR 3/-, fast healing 3, regeneration 3, Natural Armor

4; AL Chaos, Evil; SV Fort +6, Ref +12, Will +8; AP 0; Rep +0; Str 22, Dex 24,

Con 17, Int 16, Wis 14, Cha 10*

*Charisma when wearing a host’s skin is equal to the host's and affects skill

modifiers while the skin is being worn. 

Skills: Craft (Skinsuit) +14, Disguise +11, Hide +21, Intimidate +19, Listen

+17, Move Silently +21, Search +9, Sense Motive +8, Spot +16

Feats: Simple Weapon Proficiency, Armor Proficiency (light), Armor Proficiency

(medium), Personal Firearms Proficiency, Improved Initiative (B), Lightning

Reflexes (B), Increased Damage Threshold (B), Frightful Presence, Weapon Focus

(claw), Alertness, Combat Reflexes, Combat Expertise

Skinstealers gain a +6 to the following: Hide, Intimidate, Move Silently, Spot
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and Listen. They also gain a +8 racial bonus to Disguise, Craft (Skinsuit).

DR15/Silver ((Su): A skinstealer ignores the first 15 points of damage dealt

by any attack unless the attack is performed with a silver weapon.

Regeneration ((Ex): A skinstealer regenerates 3 points of damage each round but

cannot regenerate unarmed melee damage. If a skinstealer loses a limb or body

part, the lost portion will regenerate in 3d6 minutes. The creature can reattach

the severed member instantly by holding it to the stump.

Fast HHealing 55 ((Ex): A skinstealer heals 5 points of damage each round so long

as it has at least 1 hit point. If reduced to 0 hit points or lower, a skin-

stealer may only be killed by severing the head or removal of the heart, fol-

lowed by its destruction.

Skinsuit ((Su): The skinstealer can make a successful Craft (Skinsuit) check so

successfully skin a human being and wear its skin, to appear as a normal human.

The skinstealer gains the Charisma modifier of the skin they are wearing, looks

and walks just like the victim. If the skinsuit takes more than 10 points of

damage, it tears, and shows itself for what it is. A thin layer of stolen skin

over the creature’s real form.
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Shadow Sorcerer Advanced Class
[Concept and development by: Shawn Mulder]

(Author’s Note: While the QuickShot containing this class was cut due to imple-

mentation problems, it is too good to let fall by the wayside, so consider this

an Easter-egg. Enjoy. Tim)

The Shadow Sorcerer is an individual who trades his soul and morality for power

over the forces of the shadow and thus becomes a master of it. Skulking in dark-

ness, the Shadow Sorcerer wields magic and abilities that affect the shadows

around him, allowing him to transport himself through them or to use the power

of his own shadow to enhance his abilities in battle. 

Always the creepy stranger, Shadow Sorcerers retain the taint of their magic

on their appearance, making them freaks and outcasts who are quick to hide their

faces from the stares of the ‘mundanes’ and are quick to anger if ridiculed about

their looks. Many are homeless men and women who have lost faith in the ways of

the normal world and have instead turned to occult lore to make their way of

life better.

Shadow magic isn’t a free path to power, for those who incant the magic of

darkness sacrifice their own bodily health as the power of shadow slowly con-

sumes their mortal flesh, changing it into darkness which it then consumes and

adds to its own pool of power. Eventually, those who practice shadow magic become

shadows themselves, flitting along trashy alley walls and always fearful of the

light in which the rest of the world prospers, becoming fuel for future shadow

sorcerers.

Shadow Sorcerers draw apprentices and acolytes from the ranks of the outcast,

the abused, and the unwanted. Many a child has been stolen from an abusive home

by a Shadow Sorcerer and raised to hate, to know that security comes from a posi-

tion of power and the ability to cause pain and misery. The harsh life of the

Shadow Sorcerer requires that he must also be adept in melee and ranged combat,

so many of his abilities reflect this most basic need for survival.

Pick the Shadow Sorcerer advanced class if you wish to have a creepy classi-

cal horror movie villain who wields the powers of darkness for a personal price.

The fastest path to the Shadow Sorcerer advanced class is through the Smart Hero

basic class because a high intelligence is needed to memorize and retain the

occult lore needed to cast shadow spells, though other paths are possible.

Requirements

To qualify for the Shadow Sorcerer advanced class, a character must fulfill

the following criteria.

Base AAttack BBonus: +3

Skills: Knowledge (Arcana) 6 ranks

APPENDIX THREE: ADVANCED

CLASSES
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Feats: Combat Casting, Great Fortitude, Personal Firearms Proficiency

Special: A character wishing to be a Shadow Sorcerer must have suffered some

extreme emotional trauma or come from a background with enough strife to wish to

change their life through less than moral means. The character must find some-

one who already knows shadow sorcery and learn the procedures for casting the

magic.

Class IInformation

The following information pertains to the Shadow Sorcerer advanced class.

Hit DDie

The Shadow Sorcerer gains 1d6 hit points per level. The character’s

Constitution modifier applies.

Action PPoints

The Shadow Sorcerer gains a number of action points equal to 6 + one half their

character level, rounded down, every time they gain a level in this class

Class SSkills

The Shadow Sorcerer class skills are as follows: Computer Use (Int),

Concentration (Con), Craft (any), Escape Artist (Dex), Hide (Dex), Investigate

(Int), Knowledge (Arcana)(Int), Move Silently (Dex), Research (Int), Search

(Int), Sense Motive (Wis), Sleight of Hand (Dex), Spellcraft (Int), and Survival

(Wis).

Skill PPoints aat EEach LLevel: 9 + Int modifier

Arcane SSpells

Unlike the mage, the Shadow Sorcerer keeps no spellbook and doesn’t need to

spend time memorizing spells. Each night as he sleeps, the shadows themselves

whisper the secrets of shadow magic directly into his in the form of night ter-

rors, disturbing images, and words. He retains this information during his wak-

ing hours without remembering the torturous experience in his sleep, though his

body surely pays for the lack of rest.  

This price manifests as a -2 penalty to all physical skill checks (skills with

a key ability score of Str, Dex, or Con) at first, but eventually he becomes

accustomed to (or goes completely insane from) the lack of natural sleep. Because

he has better combat abilities, the Shadow Sorcerer progresses more slowly than

the mage and doesn’t have access to the higher level spells, but makes due just

Class Level Base Attack
Bonus

Fort Save Ref Save Will Save Special Defense Bonus Reputation
Bonus

1st +0 +0 +0 +2 Talent +1 +1
2nd +1 +0 +0 +3 Bonus Feat +1 +1
3rd +1 +1 +1 +3 Talent +2 +1
4th +2 +1 +1 +4 Bonus Feat +2 +2

5th +2 +1 +1 +4 Talent +3 +2

6h +3 +2 +2 +5 Bonus Feat +3 +3

7th +3 +2 +2 +5 Talent +4 +3

8th +4 +3 +3 +6 Bonus Feat +4 +3

9th +4 +3 +3 +6 Talent +5 +4

10th +5 +3 +3 +7 Bonus Feat +5 +4
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fine with a good balance of fighting ability and spellcasting. 

Bonus FFeats: The shadow sorcerer gains a bonus feat at levels 2, 4, 6, 8, and

10 that must be chosen from the following list: Advanced Firearms Proficiency,

Archaic Weapons Proficiency, Alertness, Attentive, Blind Fight, Combat

Expertise, Creative, Deceptive, Educated, Far Shot, Frightful Presence, Improved

Initiative, Iron Will, Low Profile, Meticulous, Point Blank Shot, Precise Shot,

Stealthy, and Weapon Focus. The character must meet the prerequisites for any

feat chosen as a bonus feat.

Combat MMagic TTalent TTree

Some shadow sorcerers choose to focus more on the combat side of the magic of

shadow sorcery rather than any survival instinct that would make them concen-

trate on physical combat. This talent tree represents the magical combat abili-

ties of the shadow sorcerer.

Spell Combination: The shadow sorcerer can combine two spells he knows into

one spectacular spell effect which takes a full round action to cast. Using this

ability uses up all the spell slots of the spells the shadow sorcerer chooses

to combine and can only be used once per day, plus one per point of his Charisma

bonus.

Greater Spell Combination: Like Spell Combination, but the shadow sorcerer can

now combine three spells into one magical effect as a full round action. This

ability supercedes and does not stack with Spell Combination, making the lesser

ability useless. This ability can only be used once per day, plus one per point

of his Charisma modifier. Prerequisite: Spell Combination.

Shadow Weapon: The shadow sorcerer can sacrifice a spell slot in order to turn

any ranged or melee attack he makes into a touch attack. In addition to this,

any ammunition used during such an attack changes to shadow and disappears after

the attack is complete (thus depriving the authorities of evidence).

Prerequisites: Spell Combination, Greater Spell Combination.

Shadow MMagic TTalent TTree

Some shadow sorcerers delve deeper into the shadow aspect of their powers

rather than any type of combat abilities. This talent tree is for any shadow

sorcerer who may have it easier than others and can research more shadow-based

abilities than normal. However, this talent tree also causes the Shadow Sorcerer

temporary ability damage as he exposes himself to the debilitating evil of the

Shadow.

Shadow Adept: The Shadow Sorcerer instills the essence of Shadow itself in his

body and mind. This has the benefit of granting him a +2 enhancement bonus to

the DC of his spells when he is in an area of dim illumination (twilight or

torchlight). Activating this ability is a free action, but inflicts a single

point of Constitution damage and lasts for one minute per class level. 

Shadow Resistance: The Shadow Sorcerer gains a +2 resistance bonus to all sav-

ing throws while in an area with dim illumination (twilight or torchlight). This

ability costs one point of Constitution drain when first chosen, but is then a

continuous ability that cannot be dispelled or taken away (much like a feat).

Prerequisites: Shadow Adept.

Shadow Jump: The Shadow Sorcerer gains the ability to transport himself over

long distances simply by making a standard action and taking 2 points of
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Constitution damage. The Shadow Sorcerer can travel up to 10 miles, +1 mile per

class level per day. This does not have to be used all at once, however – the

character can jump 1 mile, then 10 miles, then five miles, as long as he does

not exceed the maximum allowed distance. Prerequisites: Shadow Adept, Shadow

Resistance.

Stealth MMagic TTalent TTree

Some shadow sorcerers just want to be left alone to their studies; these few

individuals usually take powers from the Stealth Magic talent tree in order to

accomplish this. These provide magical abilities which hide, change the thoughts

of others, or make them see what isn’t real. However, the ability to warp appear-

ance and reality leaves permanent or temporary deformations and shadowy lesions

on the Shadow Sorcerer's skin, causing Charisma damage.

Illusionist: The shadow sorcerer’s illusion spells are considered to be one

level higher than they actually are. These spells are also harder for ‘mundanes’

to disbelieve than usual, granting a +1 bonus to the save DC. This bonus stacks

with the one granted by the Shadow Adept ability. The Shadow Sorcerer suffers 1

point of Charisma drain when gaining this talent.

Hide in Plain Sight: The Shadow Sorcerer can attempt to use the Hide skill

even while being observed as long as he is within 10 ft. of some source of shad-

ow (excluding his own shadow) even if there is nothing for him to hide behind

or in. In the view of others, the Shadow Sorcerer simply fades from sight as if

he were never actually there. The Shadow Sorcerer takes 2 points of Charisma dam-

age when using this ability. Prerequisites: Illusionist.

Stygian Whispers: The Shadow Sorcerer can communicate with anyone he has met

before through the powers of Shadow. To the person he is speaking to, it’s as

if the Shadow Sorcerer were whispering directly into their ear. This ability can

be performed only if the other person is within 20 miles, +1 mile per class

level. The Shadow Sorcerer may infect the other person with a mild compulsion

effect not unlike the suggestion spell once per day (a save vs. DC 10+Shadow

Sorcerer's level + Int modifier applies). The Shadow Sorcerer takes 1 point of

Charisma drain when selecting this talent. Prerequisites: Illusionist, Hide in

Plain Sight.

0-level Arcane Spells

Arcane Graffiti

Daze

Detect Magical Aura

Message

Prestidigitation

Read Magic

Resistance

Mending

1st-level Arcane Spells

Change Self

Cause Fear

Degauss

Feather Fall

Obscuring Mist

Ray of Fatigue

Shield

Sleep

Summon Vivilor 1

True Strike

Undetectable Magic Aura

2nd-level Arcane Spells

Blur

Burglar's Buddy

Darkvision

Invisibility

Levitate

Locate Object

Magic Message

Magic Mouth

Protection from

Arrows/Bullets

Resist Energy

See Invisibility

Spider Climb

shadow sorcerer spell list
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Summon Vivilor II

Web

3rd-Level Arcane Spells

Dispel Magic

Displacement

Gaseous Form

Greater Magic Weapon

Hold Person

Invisibility Sphere

Nondetection

Phantom Chopper

Secret Pocket

Shutdown

Slow

Summon Vivilor III

Vampiric Touch

Wall Walk

4th-Level Arcane Spells

Animate Dead

Bestow Curse

Confusion

Detect Scrying

Dimension Door

Fear

Phantasmal Killer

Remove Curse

Scrying

Summon Vivilor IV

Wire Walk

5th-Level Arcane Spells

Cloudkill

Cone of Cold

Hold Monster

Passwall

Phantom Limousine

Phantom Watchdog

Secret Vault

Seeming

Summon Vivilor V

Telekinesis

Wall of Force

APPENDIX FOUR: EQUIPMENT
Amulet oof tthe RRelentless HHunter: This heavy silver amulet on a platinum chain

is inscribed with strange, warped beasts tearing apart men, dogs, women and chil-

dren, the engravings seemingly filled with blackish verdigris that doesn't come

off, no matter what is used. There is a small cluster of rubies on the backside

and cryptic runes that seem to twist and warp to defy translation. The entire

amulet is cold to the touch, though not dangerously so. 

The possessor of this amulet can summon two grendlespawn per point of wisdom

bonus per day. These creatures will remain in the physical realm, and under the

caster’s control for one hour per point of charisma bonus.

The amulet has 45 hit points and hardness 15; the chain has 15 hit points and

hardness 10. 

Type: Wondrous Item (magic); Caster Level: 7; Purchase DC: 35 (restricted);

Weight: 5lbs (8lbs w/chain).

Blue SShield: This looks like a normal police badge, but it also provides the

wearer with a +2 deflection bonus to AC and DR 5/- against piercing weapons.

Type: Wondrous Item (magic); Caster Level: 7; Purchase DC: 35 (restricted);

Weight: --

Truesight SScope: This scope sees through darkness, mist and other vision-

degrading conditions (but not a solid wall, be realistic) like tinted windows,

smoke and fog, as if the visibility were two classes better. The scope doubles

the range increment of the weapon to which it is mounted.

Type: Wondrous Item (magic); Caster Level: 11th; Purchase DC: 33; Weight: 1

lb.
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast,
Inc ("Wizards"). All Rights Reserved.
1. Definitions: (a)"Contributors" means the copyright and/or trade-
mark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
"Distribute" means to reproduce, license, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise distribute; (d)"Open
Game Content" means the game mechanic and includes the meth-
ods, procedures, processes and routines to the extent such con-
tent does not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work cov-
ered by this License, including translations and derivative works
under copyright law, but specifically excludes Product Identity. (e)
"Product Identity" means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photo-
graphic and
other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures,
equipment, magical or supernatural abilities or effects, logos, sym-
bols, or graphic designs; and any other
trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity,
and which specifically excludes the Open Game Content; (f)
"Trademark" means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or the
associated products
contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit, for-
mat, modify, translate and otherwise create Derivative Material of
Open Game Content. (h)
"You" or "Your" means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as
described by the License itself. No other terms or conditions may
be applied to any Open Game Content distributed using this
License.
3.Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a
perpetual, worldwide, royalty-free, non-exclusive license with the
exact terms of this License to Use,
the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content,
You represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by
this License.
6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copy-

ing, modifying or distributing, and You must add the title, the copy-
right date, and the copyright holder's name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independ-
ent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and to that
Product Identity.
8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work
that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License.
You may use any authorized version of this License to copy, mod-
ify and distribute any Open Game Content originally distributed
under any version of this License.
10 Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any
of the terms of this License with
respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use
any Open Game Material so affected.
13 Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail
to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this
License.
14 Reformation: If any provision of this License is held to be unen-
forceable, such provision shall be
reformed only to the extent necessary to make it enforceable.
15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast,
Inc.
System Reference Document Copyright 2000, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams,
based on original material by E. Gary Gygax and Dave Arneson.
Modern System Reference Document Copyright 2002, Wizards of
the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman,
Charles Ryan, based on material by Jonathan Tweet, Monte Cook,
Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell,
John Tynes, Andy Collins, and JD Wiker.
Quick Shots: Mission File Bravo Copyright 2004, the Brood.

21: Get the RAID!
“Damn this desert is boring.”
“Shut up, it’s your fault the Agency won’t pay for a plane.”
“Hey, I need my sniper rifle. I’m not turning it over to luggage-
apes.”
“LOOK OUT!”
“I hope your insurance covers ‘big-ass ant’, H-Honey, or you’re
screwed.”
“Oh man, no car, no phone service, and a dead ant, this can’t be
good.”
“Day-um, T-Dog, who farted?”
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Hooking the Party Up
The PCs are driving through a remote desert area, this can be the
American Southwest, Iraq, California, whatever, when they slam
grill-first into an ant. No problem? Well, this ant is roughly eight feet
high by 20 feet long. It is also fairly peeved about being hit by the
PCs and starts tearing apart the car with huge mandibles that drip
caustic venom.
A Spot Check (DC: 5) will spot the ant scurrying across the road,

but it will take a Drive Check (DC: 25) to avoid the ant, as it has
moved very quickly and managed to dart out in front of the charac-
ter’s vehicle within only 5 feet of the front bumper. Speeding PCs
will be hating life when the vehicle collides with the ant if the Drive
Check fails.
The ant will be wounded, and will release a large cloud of ammo-

nia smelling vapor that will stink up the place. The ant will also tear
into the car, ignoring any PCs unless they do more than 15 HP of
damage over its damage resistance to it, in which case, it will pur-
sue and intend on killing that PC.

Once that ant is killed, it will release a foul, acrid odor, which will

fill the area and coat the PCs and their gear. Around 10 (1d6+8)
minutes later, a high pitched buzzing sound will fill the air, and
soon afterwards (1-2 minutes) more ants will cross over the hill, fol-
lowing the “INJURED” and “THREAT” and “DEAD” scents that the
ant released into the air.
Variant: The ants are scouring farm houses and eating cattle and
humans. The party is called in to investigate these disappear-
ances, or perhaps have gone to visit a friend in the country, and
the friend is missing, or perhaps is concerned over missing cattle
or neighbors.
Variant: The ant shoulders its way out of a manhole, tearing up the
road as it erupts into an intersection in the middle of town, causing
havoc as it attacks both cars and people, seemingly impervious to
bullets.
Campaign Hook: On the back of the ant is a series of coded let-
ters and a bar code. The ant could have been created by a corpo-
ration, a government, or a rogue military bioweapons laboratory.
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