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Introduction
So Once again you don’t have anything planned for a certain part of the adven-

ture, 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-modified-for-the-campaign

adventures. They require a minimum of fuss and work.

This Book is written for use with RPGObjects Campaign Model, Blood & Relics,

which is primarily low FX, and involves the many religions of the world.

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 necessary

to run these encounters. Each weapon is listed with the full statistics in the

adventure.

Finally, above all else, remember,

HAVE FUN!
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#1:Street Preacher Delight
“Repent! Thy sins shall come home to roost! Repent now, sinner!”

“Hey, Tim, he’s talking to you.”

“Booyah, you been tol’!”

“Shut up, Paul. Yeah, right. I’m pure as the driven snow.”

“GOD SEES THY SINS, HARLOT!”

“Harlot? I’LL KILL YOU!!”

On many metropolitan streets in America, you can find the streetpreachers, who

expound whatever twisted and crazed versions of  religion that they follow for

all to hear. Many consider them merely annoyances, but those in the know real-

ize that the street preacher is often a kind of modern day prophet who has wan-

dered the vast concrete and steel deserts and now speaks in the voice of their

chosen god.

Hooking tthe PParty UUp

A Street-preacher denounces sins of passersbys correctly without  ever having

met them in person, and without spying on them. Those who are denounced are often

publicly embarrassed at having their deep, dark sins revealed. When the party

passes by, the street preacher will denounce either their greatest wrongdoings,

deepest shames, or their most recent sins.

Even if there were no witnesses to the crime/sin the street preacher will still

comment upon it, and name the victim. If the crime is particularly heinous, or

if the character’s allegiance is toward evil, then the street preacher will fol-

low the character, haranguing them and pointing at them while shouting out the

guilty party’s sins. If the character is particularly evil, the street preacher

will appear out in front of his residence, pointing at it and decrying the “Evil

within!”

Troubleshooting

Some characters will figure that a good solution to the public shaming is just

to kill the street preacher. This is a short term solution at best. More and

more street preachers will denounce them; and strangers (the stranger the bet-

ter) and homeless people will decry their foul deed in public.

Street preacher, male human Charismatic Ordinary 1: CR 1/2; Medium
humanoid; HD 1d6+1; hp 3; Mas 13; Init -1; Spd 30ft; Defense 9, touch 9, flat-
footed 9 (-1 Dex); BAB +0; Grap +1; Atk +1 melee (1d3+1 nonlethal, unarmed);
Full Atk +1 melee (1d3+1 nonlethal, unarmed); FS 5 ft by 5 ft; Reach 5 ft; SQ:
sinsight; AL Higher Power; SV Fort +2, Ref +0, Will +2; AP 0; Rep +2; Str 12,
Dex 8, Con 13, Int 10, Wis 14, Cha 15.
Occupation: Religious [class skill or mod: Knowledge (streetwise), class skill
or mod: Knowledge (theology & philosophy), class skill or mod: Sense Motive].
Skills: Gamble +4, Gather Information +6, Intimidate +8, Knowledge (current
events) +4, Knowledge (streetwise) +5, Knowledge (theology and philosophy)
+5, Profession (street preacher) +6, Sense Motive +8.
Feats: Attentive, Confident.
Possessions: Bible, rosary beads.
Sinsight (Su): By studying a single person for 1 round, the street preacher
gains an intimate knowledge of what he or she considers transgressions
against his or her moral code (“sins”).  No transgression can be hidden from
this ability.  It is not something the street preacher can control or suppress,
though he or she usually takes this ability in stride and publicly derides the
person whose sins they see.

Sin Eater, male or female male human Fast Hero 3/Sin Eater
1: CR 4; Medium humanoid; HD 3d6+1d10+8; hp 27; Mas 13; Init
+4; Spd 30ft; Defense 23, touch 19, flat-footed 19 (+5 class, +4
Dex, +4 equipment); BAB +3; Grap +5; Atk +5 melee (1d4+2,
knife) or +8 ranged (2d6, TEC-9); FS 5 ft by 5 ft; Reach 5 ft;
SQ weight of sin, transfer the load; AL Higher Power, Sin
Eaters; SV Fort +5, Ref +6, Will +3; AP 2; Rep -1; Str 12, Dex 18,
Con 13, Int 10, Wis 15, Cha 16.
Occupation: Religious [class skill or mod: Knowledge (street-
wise), class skill or mod: Knowledge (theology & philosophy),
class skill or mod: Sense Motive].
Skills: Hide +10, Knowledge (streetwise) +6, Knowledge (theol-
ogy and philosophy) +7, Move Silently +10, Sense Motive +8.
Feats: Conviction (Higher Power), Weapon Focus (TEC-9),
Point Blank Shot, Double Tap
Talents: Evasion, Opportunist.
Possessions: TEC-9, Concealable vest.
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Variant: A Sin Eater comes after the truly guilty that the street preacher has

denounced. Should the characters have performed any evil acts, the Sin Eater may

come after them. This could lead them into direct conflict with a local group

of Sin Eaters.

Variant: The denounced have nightmares of being the victims of their sins. This

could keep characters from sleeping well, until they attend a true confession,

and honestly repent for the sins that they have performed.
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#2:SEX & POLITICS
“I have our orders in.”

“Anything good, H-Honey?”

“Shut up, Paul. What’s DIA want this time?”

“Wet-work, Tim. Right up your alley.”

“Whip out the jammy, and flat blast some niggah?”

“I swear to God, Paul, you sound like a crappy rap song, shut up.”

At times, there can be no choice but to use naked force to eliminate politi-

cians. Blackmail, bad press, voting, all of it just rolls off the crooked politi-

cian’s back. Sooner or later, these corrupt officials seek to break their con-

tracts with those who have bought their souls, and the organization that owns

them will seek to have them killed.

In other cases, certain government organizations will seek to remove the

crooked politician from office via the application of heavy firepower.

Hooking the Party Up

The PC’s are “tasked” by higher-ups with the elimination of an incubus posing

as the Governor. This is a definite shadow-op, with collateral damage considered

unacceptable.

The Governor has a recent habit of taking four or more low-class streetwalk-

ers to a somewhat remote motel and staying there for three to six hours with

them.

The agency wants the Governor eliminated; either in the room, or in the park-

ing lot. The streetwalkers are to be considered acceptable casualties in the

elimination of this target.

If the characters burst into the room, they will discover the Governor in all

of his demonic glory, “servicing” the streetwalkers in the hopes of creating off-

spring.

Not only will the governor use everything at his disposal to eliminate the

witnesses to his true form, but the streetwalkers will defend their “paramour”

to the death.

Troubleshooting

If the PC’s blow the shot, or have to retreat, the incubus will target them,

sending minions from the underworld out to elimi-

nate them.

This is pretty much a straight forward “Walk in

and kill him on the bed.”

Variant #1: It’s taken over a Catholic bishop’s

body, and is preaching that casual sex is not a

sin, and a worthy thing in the eyes of God. He will

have “converted” a small harem of women, who will

defend him to the death. The Agency wants him elim-

inated at home.

Variant#2:It has possessed a teenaged male pop

star. This one is very difficult, as the pop star

Prostitute/haremite, female Charismatic Ordinary 1; CR 1/2;
Medium humanoid; HD 1d6+1; hp 5; Mas 13; Init +2; Spd 30ft;
Defense 12, touch 12, flat-footed 10 (+2 Dex); BAB +0; Grap +1; Atk
+1 melee (1d3+1 nonlethal, unarmed) or +2 ranged (2d4, Walther
PPK); Full Atk +1 melee (1d3+1 nonlethal, unarmed) or +2 ranged
(2d4, Walther PPK); FS 5 ft by 5 ft; Reach 5 ft; AL none; SV Fort
+2, Ref +3, Will +0; AP 0; Rep +2; Str 12, Dex14, Con 13, Int 8, Wis
10, Cha 15.
Occupation: Criminal (class skill or mod: Gamble, class skill or
mod: Sleight of Hand, bonus feat: Personal Firearms Proficiency)
Skills: Bluff +8, Disguise +8, Escape Artist +4, Gamble +4,
Knowledge (streetwise) +3, Perform (dance) +6, Profession
(prostitute) +4, Sleight of Hand +8.
Feats: Personal Firearms Proficiency, Deceitful, Nimble
Possessions: Walther PPK, condoms, Astroglide lubrication,
handcuffs, cell phone.
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will have security, who will more than likely be mid-level dark warriors, and

will often be surrounded by crowds. The characters’ best bet will be a long

ranged sniper shot. For this variant, moderate collateral damage in the form of

bodyguards will be allowable, and those that request it can receive a “clean”

Barrett light-Fifty.

Governor Grant Carlyle, Bishop George Canterbury, or teen pop sensation G-Cooli, male Incubus; CR 7; Medium fiend; HD 6d8+6; hp 38; Mas 13; Init +1; Spd 30 ft. (6 squares), fly 50
ft. (average); Defense 20, touch 11, flat-footed 19 (+1 Dex, +9 natural); BAB +6; Grap +7; Atk +7 melee (1d6+1, claw) or +8 ranged (2d6, Colt Python); Full atk +7/+7 melee (1d6+1, claw) or +8
ranged (2d6, Colt Python); FS 5 ft by 5 ft; Reach 5 ft; SA alter shape, allure, winning smile, talk down, sow distrust, demon seed; SQ damage reduction 10/cold iron or good, darkvision 60
ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, spell resistance 18, telepathy 100 ft., tongues AL chaos, evil; SV Fort +6, Ref +6, Will +7; AP 0; Rep +5; Str
13, Dex 13, Con 13, Int 16, Wis 14, Cha 26
Skills: Bluff +19, Concentration +10, Diplomacy +12, Disguise +17 (+19 acting), Escape Artist +10, Hide +10, Intimidate +19, Knowledge (civics) +12, Listen +19, Move Silently +10, Search +12,
Spot +19.
Feats: Dodge, Mobility, Persuasive, Quick Recovery, Instant Recovery, Self-Aware (x3).
Possessions: Colt Python
Alter Shape: the Incubus may assume any humanoid form.  If the Incubus wishes to resemble a specific person, he must make a Disguise check (at a +10 bonus) when assuming that
form.  Anyone familiar with the chosen person must make a Spot check versus the Disguise result to determine if they notice the falsehood.
Allure: the Incubus can talk people with favourable attitudes toward him into engaging in sexual activities.  He must spend a full round talking.  This ability applies to all beings within 30
feet of the Incubus who can hear him.  They must make a Will save (DC 24) to resist the urge to have intercourse with the Incubus.
Winning Smile: the Incubus such a force of personal magnetism that he or she can convince a single target to regard him as a trusted friend. The target makes a Will saving throw to
avoid being persuaded by the Incubus’ words and actions (DC 24). The DC is Charisma-based. This doesn’t give the Incubus control the target, but the target perceives his words and
actions in the most favorable way. He can try to give the target orders, but he must win an opposed Charisma check to convince the target to perform any actions the target wouldn’t
normally undertake. The target never obeys suicidal or obviously harmful orders, and any act by the Incubus or his allies that threatens the target breaks the mood and clears the tar-
get’s head. Otherwise, a target remains won over for 6 minutes.  This is a Mind-Affecting ability.
Talk Down: the Incubus can talk his way out of trouble. Either prior to the start of hostilities or during combat, the Incubus can talk down all opponents within 30 feet of his position or
otherwise able to hear his voice. That opponent immediately stops fighting and reverts to an indifferent attitude regarding the Incubus and the situation in general. Any hostile action by
him or one of his allies directed at the opponents allows the opponents to act as they see fit.
The Incubus must spend a full-round action talking to his opponents. They may make a Will saving throw (DC 24). If the save fails, the opponents stop fighting. If the save succeeds, the
opponent continues as normal.  The DC is Charisma-based.  This is a Mind-Affecting ability.
Demon Seed: Incubii live for one simple purpose: to breed.  When copulating with a mortal humanoid, there is an 85% chance that the female will become pregnant.  The seed within her
begins to gestate, taking 2d4+20 weeks.  After 20 weeks, the pregnant woman loses 2 point of Constitution; if she dies before the baby is ready, so does the baby.   Once ready, the seed
within her bursts out as an infant incubus (male) or succubus (female).  The “mother” must make a Fortitude save (DC 15) or die.  If she succeeds, she still loses ½ her remaining
Constution points and may never had children again.  She may also be permanently disfigured or disabled, as per the GM’s decision.
Sow Distrust: the Incubus can turn one character against another. He must spend a full-round action and know the name of the character he is attempting to persuade as well as the
name of the character toward whom the target’s distrust will be directed.  The target makes a Will save (DC 24).  The DC is Charisma-based.  If the target fails the save, his or her atti-
tude toward the other designated character worsens by one step: helpful turns to friendly, friendly to indifferent, indifferent to unfriendly, unfriendly to hostile (see the Diplomacy skill).
The target makes a Will save whenever the Incubus uses this talent against him or her. As long as the target continues to fail the Will save, the Incubus can continue taking full-round
actions to worsen the target’s attitude toward a designated character. When the target’s attitude drops to hostile, he or she attacks the designated character.  A successful Will save
doesn’t restore previous attitude shifts, but it does render the target immune for 24 hours to further attempts by the Incubus to sow distrust.  This is a Mind-Affecting ability.
Tongues: Incubii are able to speak and understand all verbal languages.

Bodyguard, male Tough Hero 3/Bodyguard 3/Dark Warrior 3; CR 9; Medium humanoid; HD 3d10+3d12+3d12+32; hp 81; Mas 16; Init +2; Spd 30ft;
Defense 23, touch 18, flat-footed 21 (+6 class, +2 Dex, +5 equipment); BAB +7/+2; Grap +9; Atk +10 melee (1d6+3, brass knuckles) or +9 ranged
(2d6, Glock 17); Full Atk +10/+5 melee (1d3+3, brass knuckles) or +9/+4 ranged (2d6, Glock 17); FS 5 ft by 5 ft; Reach 5 ft; SA harm’s way, hatred
1/day; SQ combat sense +1, willing manifestation (contortions); AL dark power, avarice; SV Fort +11, Ref+8, Will +4; AP 80; Rep +; Str 14, Dex 14, Con
16, Int 8, Wis 13, Cha 10.
Occupation: Blue Collar (class skill or mod: Drive, class skill or mod: Intimidate, class skill or mod: Repair).
Skills: Concentrate +12, Gamble +3, Intimidate +15
Feats: Armor Proficency (light), Armor Proficiency (medium), Brawl, Confident, Defensive Martial Arts, Improved Damage Threshold.
Talents: Robust, Stamina.
Possessions: Light-duty vest, brass knuckles, Glock 17, FRS radios w/ headsets.
Harm’s Way: Once per round, if the Bodyguard is adjacent to an ally who is targeted by a direct melee or ranged attack (but not an area effect),
the Bodyguard can subject him or herself to the attack in the ally’s stead. If the attack hits the Bodyguard, he or her takes damage normally. If it
misses, it also misses the ally.
The Bodyguard must declare his or her intention to place himself in harm’s way before the attack roll is made. The Bodyguard selects his or her
ally either prior to combat or immediately after the Bodyguard makes his or her initiative check. The Bodyguard can’t change his or her ally for
the duration of the combat.
Combat Sense: The Bodyguard may designate a single opponent during his or her action and receive a +1 competence bonus on attacks against
that opponent. The Bodyguard can select a new opponent on any action.
Hatred: 1/day, may add Dark Warrior level (+3) to damage on a melee attack
Willing Manifestation: By spending an action point, the Bodyguard may allow his body to contort as if possessed in order to frighten his foes (see
Contortions in Blood & Relics).
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#3: Watering the Plants
“Nice job, Paul, you got us lost again.”

“Hey, I got mad nav skills.”

“Then why is your map upside-down, dumbass?”

“Yo, check the whack peeps!”

“Drop the knife, buddy! I will put you down!”

There have long been rumors of secret societies holding dark and sinister rites

in remote locations. For the most part, it is considered little better than urban

legend that groups go out into the woods and commit vile acts to appease their

dark masters or gain power.

Hooking the Party Up

While in a remote location, the party stumbles onto a ritual human sacrifice.

There are only about 2 cultists per party member, none of which are armed (or

clothed for that matter) except for the high priest(ess), who will be armed with

a ritualistic sacrificial knife.

The cultists will attempt to kill the ‘interlopers’ for witnessing and/or

interfering with the sacrifice, and the sacrifice is entirely willing.

The cultists clothing is near the area, roughly 60’ away. Only a few of the

cultists will be carrying firearms (clothing), but everyone has weapons hidden

in their clothing of one type or another. This could lead to the characters

alternating between the hunters and the hunted through the area.

Troubleshooting

If the characters allow any of the cultists to escape, they will come after

the PC’s. These people come from all walks of life, and if it is a major cult,

the PC’s could have made a long time enemy with great power and resources. There

will be nowhere safe, and nobody they can trust.

Variant: without the sacrifice taking place, a demon escapes from imprisonment

and begins killing the cult members. The demon has been kept in its prison for

centuries by the cult, and is out for revenge. If the characters attack it, it

will attack back, otherwise it will thank them and leave them standing there

amidst the bloody carnage.

Variant: The cultists are local politicians and police. If any are allowed to

escape, this will create a lot of hardship on the characters, since the escapees

will have a lot of clout and influence. This will also mean that a lot more of

the cultists will have firearms in their bundled and folded clothing.

Variant: The sacrifice IS the demon, and this is the only way to destroy it. Its

human appearance is only the skin of some poor soul that it has removed and is

now wearing.

Cultist (student), male or female Smart Hero 3/Cultist 1; CR 4; Medium humanoid; HD 3d6+1d6+4; hp18; Mas 12, Init +4; Spd 30 ft; Defense 12, touch 12, flat-footed 12 (+2 class); BAB +1;
Grap +0; Atk +0 melee (1d3-1 nonlethal, unarmed) or +0 melee (1d4-1, knife); Full Atk +0 melee (1d3-1 nonlethal, unarmed) or +0 melee (1d4-1, knife); FS 5 ft by 5 ft; Reach 5 ft; SA control
undead; AL Dark Power; SV Fort + 2, Ref +1, Will +8; AP 2; Rep +1; Str 8, Dex 10, Con 12, Int 16, Wis 14, Cha 13.
Starting Occupation: Student [class skill or mod: Computer Use, class skill or mod: Knowledge (arcane lore), class skill or mod: Knowledge (theology and philosophy)].
Skills: Computer Use +11, Forgery +10, Knowledge (arcane lore) +14, Knowledge (ritual) +10, Knowledge (theology & philosophy) +16, Knowledge (three other subjects) +10, Research +11,
Search +10.
Feats: Conviction (Dark Power), Educated (arcane lore & theology and philosophy), Iron Will, Improved Initiative.
Talents: Savant [Knowledge (theology and philosophy)], Trick.
Possessions: Knife (not on person)
Control Undead: Cultist may control, rebuke, and bolster undead as a 1st level evil cleric
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Cultist (cop), male or female Strong Hero 3/Cultist 1; CR 6; Medium humanoid; HD 3d8+1d6+6; hp 28; Mas 12, Init +4; Spd 30 ft; Defense 12, touch 12, flat-footed 12 (+2 class); BAB +3;
Grap +6; Atk +6 melee (1d3+3 nonlethal, unarmed) or +3 ranged  (2d6, Baretta 92F); Full Atk +6 melee (1d3+3 nonlethal, unarmed) or +3 ranged  (2d6, Baretta 92F); FS 5 ft by 5 ft; Reach
5 ft; SA control undead; AL Dark Power; SV Fort + 5, Ref +1, Will +5; AP 3; Rep +1; Str 16, Dex 10, Con 12, Int 8, Wis 14, Cha 13.
Starting Occupation: Law Enforcement (class skill or mod: Drive, class skill or mod: Listen, bonus feat: Personal Firearms Proficiency).
Skills: Drive +8, Knowledge (ritual) +4, Knowledge (theology & philosophy) +6.
Feats: Conviction (Dark Power), Educated (arcane lore & theology and philosophy), Blind-Fight, Improved Initiative.
Talents: Melee Smash, Improved Melee Smash.
Possessions: Beretta 92F (not on person)
Control Undead: Cultist may control, rebuke, and bolster undead as a 1st level evil cleric

Cultist (businessperson), male or female Smart Hero 1/Dedicated Hero 1/Charismatic Hero 1/Cultist 1; CR 4; Medium humanoid; HD 1d6+1d6+1d6+1d6+4; hp 23; Mas 12, Init +4; Spd 30 ft;
Defense 12, touch 12, flat-footed 12 (+2 class); BAB +0; Grap -1; Atk -1 melee (1d3-1 nonlethal, unarmed) or -1 melee (1d4-1, knife); Full Atk -1 melee (1d3-1 nonlethal, unarmed) or -1 melee
(1d4-1, knife); FS 5 ft by 5 ft; Reach 5 ft; AL Dark Power; SV Fort + 4, Ref +1, Will +8; AP 2; Rep +5; Str 8, Dex 10, Con 12, Int 16, Wis 14, Cha 13.
Starting Occupation: Entrepreneur [class skill or mod: Bluff, class skill or mod: Gamble, Reputation bonus +1].
Skills: Bluff +12, Computer Use +7, Gamble +9, Knowledge (theology & philosophy) +10, Knowledge (ritual) +10, Knowledge (eight other skills) +7, Listen +3, Sense Motive +3, Spot +3,
Investigate +4, Profession (any business) +4, Gather Information +2, Diplomacy +2, Intimidate +2.
Feats: Conviction (Dark Power), Educated (theology and philosophy & one other), Improved Initiative.
Talents: Savant [Knowledge (theology and philosophy)], Skill Emphasis (Bluff), Fast-Talk.
Possessions: Knife, cell phone (not on person)
Control Undead: Cultist may control, rebuke, and bolster undead as a 1st level evil cleric

Cultist (leader), male or female Smart Hero 3/Cultist 9; CR 12; Medium humanoid; HD 3d6+9d6+12; hp 57; Mas 12, Init +4; Spd 30 ft; Defense 17, touch 17, flat-footed 17 (+7 class); BAB +5;
Grap +4; Atk +4 melee (1d4-1, knife); Full Atk +4 melee (1d4-1, knife); FS 5 ft by 5 ft; Reach 5 ft; SA control undead; SQ darkness’s embrace, dark familiar, dark longevity; AL Dark Power; SV
Fort + 5, Ref +4, Will +12; AP 6; Rep +1; Str 8, Dex 10, Con 12, Int 16, Wis 14, Cha 13.
Starting Occupation: Religious [class skill or mod: Knowledge (arcane lore), class skill or mod: Knowledge (theology and philosophy), class skill or mod: Sense Motive].
Skills: Decipher Script +11, Forgery +10, Knowledge (arcane lore) +22, Knowledge (ritual) +18, Knowledge (theology & philosophy) +16, Knowledge (three other subjects) +10, Research +11,
Scry +11, Search +10, Sense Motive +9.
Feats: Conviction (Dark Power), Educated (arcane lore & theology and philosophy), Iron Will, Improved Initiative, Profane Ritual, Low Profile, Human Sacrifice, Blood Altar, Bloodletting,
Black Bargain, Antithesis (Higher Power)
Talents: Savant [Knowledge (theology and philosophy)], Trick.
Possessions: Knife (on person), cell phone, PDA with contact info for all associated cultists (not on person)
Control Undead: Cultist may control, rebuke, and bolster undead as a 9th level evil cleric 
Darkness’ Embrace: the Cultist has Darkvision to a range of 60 feet. However, the Cultist shuns the light and is –2 to hit and skill checks in daylight. Also, Undead and Fiends recognize
the Cultist as a “kindred spirit” and will not attack him unless provoked.
Dark Familiar: the Cultist leader has an Imp bond to him who acts as a spy, but is not present in the encounter. 
Dark Longevity: the Cultist adds one-hundred years to his maximum age as a “gift” from his Dark Power. However, the Cultist still suffers the normal effects of aging. When the charac-
ter exceeds his race’s normal maximum age, he suffers the ability modifiers for being venerable (–3 to Str, Dex, and Con; +1 to Int, Wis, and Cha) again.
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#4: no good deed

goes unpunished
“This one’s still alive, Heather.”

“Move, dumbass, before your kill him.”

“What did he say?”

“Not sure. Sounded like something about a small box. Quit grinning, field ape.”

“Wait, small box, or smallpox?”

“Yo, homey, whatcha tink you doin’?”

“Don’t move! Step away from that briefcase now!”

Hooking the Party Up

The party is body-guarding someone who has had several attempts on their life.

Several more attacks take place before a wounded, would-be assassin spills the

beans to the characters that their charge is a scion of Cain, who has in his

possession a vial of weaponized smallpox and is intent upon releasing it soon. 

Troubleshooting

Should the PC’s not care that their charge is going to kill several thousand

people, and cripple millions more, I personally suggest killing them. If that’s

not your style though, have them become “Known Terrorists” and on the FBI and

Homeland Defense Agencies Most Wanted lists.

Should Sing Abdulla escape from the PC’s, he will crop up soon afterwards in

the characters’ home towns, intent on gaining revenge by holding family members

hostage until the characters arrive, then making the PC’s watch as Sing and his

men torture and kill the characters’ families.

Variant: sing is instead carrying a location of a Cold War store of tactical

nuclear weapons that the old Soviet Union left behind in Africa, and intends on

auctioning it off to the highest bidder. Not only are terrorist groups attempt-

ing to kill Sing rather than pay the money, the PC’s have to protect Sing from

law enforcement and intelligence agencies.

Variant: Sing has the access codes to enter a forgotten FEMA site that contains

only God knows what, and would make a perfect base of operations for any ter-

rorist group or player character party that gets a hold of it.

Sing Abdulla, male human Smart Hero 8/Dedicated Hero 6: CR 14; Medium humanoid; HD 6d6+8d6+30; hp 81; Mas 16; Init +5; Spd 30ft; Defense 19, touch 17, flat-footed 18 (+6 class, +1
Dex, +2 equipment); BAB +8/+3; Grap +10; Atk +10 melee (1d3+2 nonlethal, unarmed) or +9 ranged (2d6, Beretta 92F); Full Atk +10/+5 melee (1d3+2 nonlethal, unarmed) or +9/+4 ranged
(2d6, Beretta 92F); FS 5 ft by 5 ft; Reach 5 ft; AL Scions of Cain, Evil, Death; SV Fort +8, Ref +5, Will +12; AP 7; Rep +5; Str 14, Dex 12, Con 16, Int 17, Wis 17, Cha 13.
Occupation: Technician [class skill or mod: Craft (chemical), class skill or mod: Knowledge (earth and life sciences), class skill or mod: Knowledge (physical sciences)]. 
Skills: Computer Use +20, Craft (chemical) +29, Craft (writing) +20, Decipher Script +5, Demoltions +16, Disable Device +18, Forgery +14, Knowledge (current events) +20, Knowledge
(earth & life sciences) +31, Knowledge (physical sciences) +31, Knowledge (tactics) +20, Knowledge (theology & philosophy) +20, Listen +14, Research +16, Search +5, Spot +14.
Feats: Personal Firearms Proficiency, Armor Proficiency (light), Educated [(earth & life sciences) and (physical sciences)], Improved Initiative, Educated [(current events) and (tactics)],
Meticulous, Cautious, Studious, Alertness, Lightning Reflexes, Iron Will, Advanced Firearm Proficiency, Blind-Fight.
Talents: Savant [Craft (chemical)], Savant [Knowledge (earth and life sciences)], Savant [Knowledge (physical sciences)], Plan, Skill Emphasis [Craft (chemical)], Faith, Aware.
Possessions: Beretta 92F, light undercover shirt, briefcase containing cans of shaving cream (actually concealed, cryo-cooled vials of weaponized smallpox).
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5: Women’s Liberation
“Admit it, Tim, men run the world.”

“Look, as long as the government tells me I gotta go fight and die because I

got a cock, you can shove equal rights up your…”

“Watch it,t-dog!”

“Christ, you just hit that woman, Tim!”

“Help me, please, they’re coming.”

“And when dey get here, Tim will run their asses over too.”

“Shut up, Paul, look at her tattoo.”

Hooking the Party Up

A Daughter of Eve slips into the PC’s car, badly wounded and holding an empty

pistol. She will beg the PC’s to take her to a safehouse, and protest any hos-

pitalization.

She will let the characters know that demonic supporters are chasing her, and

are perfectly willing to kill the characters to kill her.

Troubleshooting

If the party leaves the Daughter of Eve to die, betrays her, or dumps her out

of the car, they will see a brief blurb on the news that her body was found in

a nearby body of water. The blurb will state that the police are treating it as

a suicide.

Variant: She dies enroute to the hospital, leaving the PC’s holding a damaged

and encrypted CD, as well as dark warriors chasing them to regain it. The only

way to get rid of the dark warriors is to either give them the CD, in which case,

the Dark Warriors will kill them, or find a way to get ahold of the Daughter’s

of Eve.

Variant: She’s fighting possession by a demon that is trying to infiltrate the

Daughters of Eve. She will switch back and forth between a calm, lucid state

where she questions the characters on their allegiances, and a pained, desper-

ate state where she pleads to be taken to a church to be exorcised.

Variant: She’s escaping cult “persuasion” to “participate” in a ritual, and wants

desperately to return to her sisters. She will be heavily drugged, as well.

Meredith Lane, female Smart Hero 4/Monitor 3; CR 7; Medium humanoid; 4d6+3d10+7; hp 28; Mas 12; Init +3; Spd 30 ft; Defense 21, touch 21, flat-footed 18 (+8 class, +3 Dex,); BAB +6/+1;
Grap +7; Atk +7 melee (1d8+1, 19-20, longsword), or +9 ranged (2d6, TEC-9); Full Atk +7 melee (1d8+1, 19-20, longsword), or +9 ranged (2d6, TEC-9); FS 5 ft by 5 ft; Reach 5 ft; SA monitor’s
wrath; SQ divine health; AL Good, Daughters of Eve; SV Fort +5, Ref +6, Will +4; Str 13, Dex 17, Con 12, Int 10, Wis 14, Cha 13.
Starting Occupation: Academic [class skill or mod: Decipher Script, class skill or mod: Knowledge (arcane lore), class skill or mod: Knowledge (theology and philosophy)]
Skills: Decipher Script +8, Drive +10, Knowledge (arcane lore) +11, Knowledge (theology and philosophy) +11, Sense Motive +5, Spot +5, Tumble +10.
Feats: Conviction, Archaic Weapons Proficiency, Personal Firearms Proficiency, Two-Weapon Fighting, Point Blank Shot, Low Profile, Pentagram.
Talents: Uncanny Dodge 1, Uncanny Dodge 2.
Possessions: TEC-9, longsword.
Monitor’s Wrath: Monitors bear a special enmity for those who would plunder the past for their own purposes, and for the creatures of darkness. They gain a +1 bonus to Bluff, Listen,
Sense Motive, Spot, and Survival checks when using these skills against Undead, Fiends, Grave Robbers, or anyone who has stolen from a site of power or threatened the Sang Real.
Likewise, he gets the same bonus to weapon damage rolls against creatures of these types. A Monitor also gets the damage bonus with ranged weapons, but only against targets within
30 feet (the Monitor cannot strike with deadly accuracy beyond that range). The Monitor’s damage bonus applies to Undead and Fiends even if those creatures are immune to critical hits,
because Monitors have trained and studied these creatures for weaknesses.
Divine Health: Meredith is immune to all diseases, including magical diseases.
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#6: From Hell’s Heart…
“SHIT! What’s HE doing back? I shot him in the face twice!”

“Day-um, T-Dog, he looks whack! You really messed up his grill. It’s all you,

dog!”

“There ain’t no comin back, this is the really real world!”

“Do you assholes know how long it took me to repair this body so that I could once again walk the earth?”
“SHOOT HIM, TIM, SHOOT HIM!”

“Now I shall take my revenges upon your souls.”
“T-Dog jacked you, not me!!”

Hooking the Party Up

An old foe, presumed dead, returns, possessed by a demon and out to gain revenge

for the body it now inhabits in order to satisfy the lust for vengeance the near-

ly departed soul has.

This foe will not only contain the skills and knowledge of the deceased, but

also skill and powers of the possessing entity. For reasons unknown, this merg-

er worked far better than any other the demon has ever managed before.

Troubleshooting

There should not be too much trouble, beyond the fact that this will be an

eventual fight to the death. The villain will fight as they always did, just

with the demons power, skill and cunning in reserve/backing them up.

Variant: Killing the possessing spirit avenges the spirit of the foe, as it was

the spirit that drove it to face the PC’s in the first place. Releasing the spir-

it will grant the PC’s a one time luck bonus of +4 to any roll.

Variant: The possessing entity is the real foe, and it switches from body of

defeated foe to body of defeated foe. Something the characters did years ago

released or angered the spirit, and they are the only ones able to put the spir-

it down.

Arkon DuPraide, Male Human Fiendish Vessel Dedicated 4/Field Medic 4: CR 10; Medium-size Humanoid (Fiend); HD 4d6+4d8+16; hp 48; Mas 13; Init +6; Spd 30 ft.; Defense 27, touch 17 flat-
footed 25 (+5 class, +2 dex, +1 equipment, +9 natural); BAB +5; Grap +8; Atk Straight razor +8 (1d4+3 19-20(x2)), Sword cane +8 (1d6+3 19-20(x2)), Claw +8 (1d4+3), Bite +8 (1d6+3); FS 5
ft. by 5 ft.; Reach 5 ft.; SA alter self, instill hatred, rage; SQ telepathy, immune to fire, damage reduction 5/+1; SV Fort +9 Ref +5 Will +6; AP 60; Rep +4; Str 17, Dex 17, Con 16, Int 17, Wis 14,
Cha 7.
Occupation: Doctor (Class Skill or Mod: Treat Injury, Class Skill or Mod: Craft (Pharmaceutical))
Skills: Balance +2, Bluff +6, Climb +3, Computer use +6, Concentration +2, Craft +4, Craft (Pharmaceutical) +17, Decipher Script +4, Demolitions +4, Diplomacy +10, Drive +4, Escape Artist
+2, Forgery +11, Gamble +4, Gather Information +10, Hide +2, Intimidate +10, Investigate +10, Jump +3, Knowledge (Arcane Lore) +10, Knowledge (History) +8, Knowledge (Ritual) +6,
Knowledge (Streetwise) +10, Knowledge (Theology) +6, 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, Speak Ancient Hebrew, Speak Latin, Speak English, Speak French, Read/Write Ancient Hebrew, Read/Write Latin,
Read/Write English, Read/Write French
Feats: Archaic Weapon Proficiency, Profane Ritual, 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)
Telepathy (Su): Arkon can communicate telepathically with any creature within 100 feet that has a language.
Alter Self (Su): Arkon can assume any humanoid shape, at will. The duration of these changes is indefinite. Arkon will typically take the shape of any group in the majority.
Instill Hatred (Su): Arkon can cause the Spiritual Affliction of Hatred. See Spiritual Afflictions and Possession for more information. The Save DC for this ability is 15.
Immune to Fire (Ex): Arkon is immune to fire of all kinds. In the past, many of these creatures enjoyed going to the stake and stepping out the flames en masse to rend their “execution-
ers” to pieces.
Damage Reduction 5/+1 (Ex): This damage reduction does not protect against any weapon Consecrated by a Believer of 8th level or higher or from Holy Water drawn from a Holy Site
(such as the fountains of Glastonbury) or created by a Believer of 8th level or Higher.
Rage (Ex): Arkon temporarily gains +4 to Strength, +4 to Constitution, and a +2 morale bonus on Will saves, but suffers a –2 penalty to AC. The Constitution bonus increases Arkon’s hit
points by 2 points per level, but these hit points go away at the end of the rage when the Constitution score drops back to normal. While raging, Arkon cannot use skills or abilities that
require patience and concentration. Only Intimidate may be used while enraged. Arkon may not use his Profane Ritual feat while Raging.  A fit of rage lasts for 7 rounds. Arkon may volun-
tarily end the rage before its time is up. At the end of the rage, Arkon is fatigued (–2 to Strength, –2 to Dexterity, and can’t charge or run) for the duration of that encounter. Arkon can
only fly into a rage once per encounter, but he may do so at will. Entering a rage takes no time itself, but Arkon can only do it during his action. 
Possessions: Straight razor, leather jacket, sword cane.
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#7: We were the first to

kill, you should be honored
“SNIPER!”

“Got him. FIRE IN THE HOLE!”

“Moving forward, cover me.”

“Who the hell is this guy?”

“Geez, Paul, you sure make a lot of friends. What in the hell is an obvious spetz

doing gunning for you here in Iraq?”

“Beats me, Captain. Hey, check the whack tattoo.”

“Heather, call for retrieval, Paul’s in a shitload of trouble.”

“Why?”

“That’s a scion of Cain, Captain. Trust me, we need to get out of here, they

never operate singly.”

Hooking the Party Up

The Scions of Cain Fraternal Order puts a hit out on the party or just one of

the party members. Information in their possession shows that the party member

is on the edge of unwittingly uncovering one of their deep level operatives.

While It is only circumstantial evidence, the scions of Cain have not existed

for centuries by being stupid or sloppy, and they intend to eliminate the char-

acter or characters and pin it on one of the major problem groups in the PC’s

lives.

Troubleshooting

The biggest problem with this Quickshot, is that there is a very real possibil-

ity that the Scions of Cain will eliminate their targets. In three playtests,

the PC’s were wiped out twice by the Scions of Cain cell. The entire Scions of

Cain organization should NOT be dragged into this plot, but rather, a small,

local group with one highly-placed operative. Perhaps a Sheriff, or a District

Attorney. Should the PC’s have too easy of a time with the first few members

having the cell leaders being much stronger is not unfeasable.

Variant: The Scions of Cain are trying to recruit one of the PC’s. If the PC can

defend himself successfully from an attack, the Scions of Cain will approach the

PC and attempt to recruit him.

Variant: The goal is actually the PC’s computer harddrives, as the PC acciden-

tally downloaded a cell member list while looking for computer text porn on a

peer to peer network.

Shawn Golan, male Strong Hero 5/Infiltrator 10; CR 15; Medium humanoid; HD 5d8+10d8+15; hp 88; Mas 12, Init +3; Spd 30 ft; Defense 21, touch 21, flat-footed 18 (+8 class +3 Dex); BAB
+10/+5; Grap +12; Atk +15 ranged (2d10, HK PSG1) or +13 ranged (1d8+2, Compound Bow); Full Atk +15/+10 ranged (2d10, HK PSG1) or +13/+8 ranged (1d8+2, Compound Bow); FS 5 ft by 5 ft;
Reach 5 ft; SA sweep, improved sweep; SQ improvised implements, improved evasion, skill mastery, improvised weapon damage, without a trace; AL Scions of Cain; SV Fort + 7, Ref +11,
Will +6; AP 7; Rep +2; Str 14, Dex 17, Con 12, Int 8, Wis 14, Cha 10.
Starting Occupation: Military (class skill or mod: Hide, class skill or mod: Move Silently, bonus feat: Personal Firearms Proficiency).
Skills: Disable Device +13, Hide +21, Listen +12, Move Silently +21, Search +12, Tumble +13.
Feats: Personal Firearms Proficiency, Armor Proficiency (light), Armor Proficiency (medium), Archaic Weapons Proficiency, Point Blank Shot, Weapon Focus (HK PSG1), Far Shot, Stealthy,
Dead Aim, Dodge, Skip Shot, Mobility, Low Profile
Talents: Extreme Effort, Improved Extreme Effort, Advanced Extreme Effort.
Possessions: HK PSG1, compound bow, 20 arrows, climbing tools, Crate of 12 Colt 9mm assault rifles in OEM packaging.
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#8: The end is near!
“The end is coming! Repent, the end is here!”

“Aw man, these guys are popping up everywhere.”

“Dese dudes be trippin.”

“Shut up, Paul.”

“Repent, sinning harlot, for…”

“Heather, tell me you didn’t just shoot him.”

Hooking the Party Up

A sniper shoots a street preacher that is haranguing the party from a street

corner. The party will be standing close enough that the blood will splatter

them, and the street preacher will have taken a 7.62mm Dragunov sniper rifle

round to the right temple, exiting just above the left side of the jaw.

People on the street will immediately begin panicking. Some may accuse the

PC’s of shooting the man, and the police will arrive in 5+1d4 minutes, further

confusing the scene.

The sniper shot took place from right and up, at an old hotel that is now a

flophouse for the homeless and drug addicts. It is 7 stories high, and the shot

came from the 3rd room on the right on the 5th floor.

If the PC’s can get to the room within 4 minutes, they will find the sniper

putting the rifle away. The sniper does not intend on getting captured or killed,

and will not engage in a standup gun battle with PC’s, preferring to jump out

onto the fire escape and make a run for it.

The sniper belongs to the Scions of Cain, and has a map of the local area with

9 more circles on various corners, with a blue circle around buildings that face

those corners.

The scion of Cain fully intends on eliminating these 10 street preachers for

unknown reasons, and possesses no leads as to where the cell meets, or who else

belongs to the local chapter of the Scions of Cain.

Variant: The street preachers are actually Satanic Minions who attempt to sway

people’s minds against the bible. The sniper is actually a Daughter of (the true)

Eve. The street preacher will pretend to be dead so that it can escape from the

morgue later as “resurrected by my faith in Christ” and continue to spread it’s

corrupted gospel.

Variant: The sniper is a demon, and doesn’t die when the bullet hits him. If the

PC’s try to give first aid, they will notice slight signs that the demon is actu-

ally alive if a successful Treat Injury Roll (DC: 15) is made. The demon intends

on being taken to the morgue, and sneaking out later.

Ellen Dyer, female Strong Hero 5/Infiltrator 10; CR 15; Medium humanoid; HD 5d8+10d8+15; hp 88; Mas 12, Init +3; Spd 30 ft; Defense 21, touch 21, flat-footed 18 (+8 class +3 Dex); BAB
+10/+5; Grap +12; Atk +15 ranged (2d10, 7.62mm Dragunov) or +12 melee (1d4+2, knife); Full Atk +15/+10 ranged (2d10, 7.62mm Dragunov) or +12/+7 melee (1d4+2, knife); FS 5 ft by 5 ft;
Reach 5 ft; SA sweep, improved sweep; SQ improvised implements, improved evasion, skill mastery, improvised weapon damage, without a trace; AL Daughters of the True Eve; SV Fort +
7, Ref +11, Will +6; AP 7; Rep +2; Str 14, Dex 17, Con 12, Int 8, Wis 14, Cha 10.
Starting Occupation: Military (class skill or mod: Hide, class skill or mod: Move Silently, bonus feat: Personal Firearms Proficiency).
Skills: Disable Device +13, Hide +21, Listen +12, Move Silently +21, Search +12, Tumble +13.
Feats: Personal Firearms Proficiency, Armor Proficiency (light), Armor Proficiency (medium), Archaic Weapons Proficiency, Point Blank Shot, Weapon Focus (7.62mm Dragunov), Far Shot,
Stealthy, Dead Aim, Dodge, Skip Shot, Mobility, Low Profile
Talents: Extreme Effort, Improved Extreme Effort, Advanced Extreme Effort.

classified document - not for distribution

14 quickshots mission file: charlie bmp-0002



Possessions: Dragunov rifle, knife, Bible.

Possessed street preacher, male human Fiendish Vessel (Qaldjinn) Charismatic Ordinary 1: CR 1; Medium humanoid (Fiend); HD 1d6+2; hp 7; Mas 13; Init +0; Spd 30ft; Defense 19, touch 10,
flat-footed 19 (+9 natural); BAB +0; Grap +2; Atk +2 melee (1d6+2, bite) or +2 melee (1d4+2, claw); Full Atk +2 melee (1d6+2, bite) or +2 melee (1d4+2, claw); FS 5 ft by 5 ft; Reach 5 ft; SA
enthrall, inflame; SQ: sinsight, ballistics immunity, fire immunity, poison immunity, pagebound, Qaldjinn tongue; AL Dark Power, Evil, Satan; SV Fort +3, Ref +1, Will +2; AP 0; Rep +2; Str 14,
Dex 10, Con 15, Int 20, Wis 10, Cha 26.
Occupation: Religious [class skill or mod: Knowledge (streetwise), class skill or mod: Knowledge (theology & philosophy), class skill or mod: Sense Motive].
Skills: Bluff +22, Diplomacy +22, Gather Information +22, Intimidate +22, Listen +10, Sense Motive +10, Spot +10, Read/Write English, Speak English, Read/Write Arabic, Speak Arabic,
Read/Write Aramaic, Speak Aramaic, Read/Write Latin, Speak Latin, Read/Write Hebrew, Speak Hebrew.
Feats: Archaic Weapons Proficiency
Possessions: Satanic Bible (to which the Qaldjinn is pagebound)

Demonic Ellen Dyer, female Fiendish Vessel (Qaldjinn) Strong Hero 5/Infiltrator 10; CR 18; Medium humanoid; HD 5d8+10d8+15; hp 88; Mas 12, Init +3; Spd 30 ft; Defense 30, touch 21, flat-
footed 27 (+8 class +3 Dex, +9 natural); BAB +10/+5; Grap +13; Atk +15 ranged (2d10, 7.62mm Dragunov) or +13 melee (1d4+3, knife); Full Atk +15/+10 ranged (2d10, 7.62mm Dragunov) or
+13/+8 melee (1d4+3, knife); FS 5 ft by 5 ft; Reach 5 ft; SA sweep, improved sweep, enthrall, inflame; SQ improvised implements, improved evasion, skill mastery, improvised weapon dam-
age, without a trace, ballistics immunity, fire immunity, poison immunity, pagebound, Qaldjinn tongue; AL Daughters of the True Eve; SV Fort + 7, Ref +11, Will +6; AP 7; Rep +2; Str 16, Dex 19,
Con 14, Int 20, Wis 10, Cha 26.
Starting Occupation: Military (class skill or mod: Hide, class skill or mod: Move Silently, bonus feat: Personal Firearms Proficiency).
Skills: Bluff +22, Diplomacy +22, Gather Information +22, Intimidate +22, Listen +10, Sense Motive +10, Spot +10, Read/Write English, Speak English, Read/Write Arabic, Speak Arabic,
Read/Write Aramaic, Speak Aramaic, Read/Write Latin, Speak Latin, Read/Write Hebrew, Speak Hebrew..
Feats: Personal Firearms Proficiency, Archaic Weapons Proficiency
Talents: Extreme Effort, Improved Extreme Effort, Advanced Extreme Effort.
Possessions: Dragunov rifle, knife, Satanic Bible (to which the Qaldjinn is pagebound)
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#9: long distance
“Yo yo yo, mah nigguz!”

“Shut up, goon. You seen Tim anywhere?”

“Nope, H-Honey, I ain’t peeped da homey.”

“That’s weird, he should have… There you are.”

“Shut up, and get down.”

“What? What do you mean… Holy shit!”

“Yo, someone be poppin’ caps at us!”

“No shit, I’m out of ammo, anyone got a clip?”

“who’d you piss off enough that you’re out of bullets, Tim?”

Hooking the Party Up

One of the PC’s is targeted by a hitman who has been hired to eliminate someone

that had caused a powerful group a lot of trouble. This assassin is not known

to be a dark warrior, just very competent at the craft of killing.

He plans on eliminating the PC through any necessary methods, up to and includ-

ing a car bomb. He will start off with sniper methods, then move to attempts in

an alley, and finally, with explosives.

Variant: he is a Church Hitman who is out to kill a PC who has offended or

betrayed the Church in such a manner that the Church feels it necessary to elim-

inate them with deadly force.

Variant: this is actually Retroactive Abortion, and the hitman, once killed, will

disappear in a crackling of bluish-white electricity and a sucking wind. There

will be no evidence left over to even prove the hitman exists, except possibly

the pistol that the hitman favors.

Vaungh Braum, male human Strong 3/Martial Artist 2/Gunslinger 3; CR 8; Medium
humanoid; HD 3d8+2d8+3d10+24; hp 78; Mas 16, Init +11 (+3 Dex, +8 Jacked Reflexes); Spd
30 ft; Defense 19, touch 19, flat-footed 16 (+6 class, +3 Dex,); BAB +7/+2; Grap +10; Atk +12
ranged (2d10, 7.62mm Dragunov) or +13 ranged (varies, Syntek fast-fire 19) or +10 melee
(1d6+5, unarmed); Full Atk +12/+12/+7 ranged (2d10, 7.62mm Dragunov) or +11/+11/+6
ranged (varies, Syntek fast-fire 19) or +10/+10/+5 melee (1d6+5, unarmed); FS 5 ft by 5
ft; Reach 5 ft; SA flying kick, close combat shot; AL varies based on encounter; SV Fort +6,
Ref +13, Will +5; AP 4; Rep +1; Str 17, Dex 17, Con 16, Int 12, Wis 14, Cha 13
Starting Occupation: Adventurer (class skill or mod: Demolitions, class skill or mod:
Sleight of Hand, bonus feat: Personal Firearms Proficiency)
Skills: Climb +10, Demolitions +14, Drive +9, Jump +10, Sleight of Hand +13, Tumble +22
Feats: Personal Firearms Proficiency, Combat Martial Arts, Defensive Martial Arts, Power
Attack, Combat Throw, Elusive Target, Weapon Focus (Syntek fast-fire 19), Quick Draw.
Talents: Melee Smash, Improved Melee Smash.
Possessions: Dragunov sniper rifle, Syntek fast-fire 19 pistol, holographic imager with
target’s personal data and images in memory.
Cyberware: Eye Replacement with Thermal Imaging, Low-Light, Flare Compensation, x10
magnification, and targeting sight. Weapon-Wire Targeting System, Balance Augmentator,
Jacked Reflexes 2.

Matthew Mark

Luke John

&

Bless the bed that I lay on.
Four corners to my bed.
Four Angels around my head.
One to watch
One to pray
Two to keep me safe till day
-Child’s Prayer
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#10: I did what?
“OK, Paul, I paid your bail, let’s go.”

“I don’t understand what happened, H-Honey. The last thing I remember was drink-

ing at Tremors in Harker Heights.”

“Oh puh-lease, like you’d forget going on a cop-punching spree.”

“Straight up, G, the last thing I remember is drinking.”

Hooking the Party Up

One of the PC’s suffers demonic control for a few minutes each day. This con-

trol steadily gets worse at the rate of +1d4 minutes each day, until eventual-

ly the demon has a full time-share on the body.

The demon is not out to overthrow the world, but rather, a mischievous entity

more intent on causing havoc and trouble than actively spreading true evil.

Troubleshooting

If the PC doesn’t care about the problem, and merely blows it of, eventually

another demon will discover what the minor one is doing, and take control with

one goal in mind: Destroy the Daughters of Eve. This will bring the PC’s into

direct conflict with a powerful secret organization that is fully capable of

defending itself.

Variant: The possessing entity is actually himself from the future, attempting

to stop him from killing a seemingly random bad-guy.

Variant: Angelic/Demonic entities, both at random intervals, both vying for con-

trol of the same body, and using it to further their own opposing goals. This

could result in the PC alternately trying to kill or protect some person in par-

ticular at times, and completely confused about who the person is the rest of

the time.

Inspiron Possession Template
Challenge Rating: same as base creature.
Type: the creature’s type changes to Celestial.
Speed: same as base creature.
Defense: the base creature’s natural armor improves by +5.
Attacks: the base creature retains all of its attacks and gains no new ones.
Special Abilities: the base creature retains all of its special abilities and gains
the Instill Hope ability.
Special Qualities: the base creature retains all of its special qualities and gains
the Telepathy and Blessed Creature abilities.
Allegiances: the base creature’s Allegiances become Dark Power and Evil.
Saves: same as base creature.
Ability Scores: the base creature’s physical stats (Str, Dex, Con) increase by +2.
The base creature’s Intelligence becomes 16, Wisdom becomes 16, and Charisma
becomes 14.
Skills: the base creature skills become the following: Bluff +7, Diplomacy +6,
Gather Information +6, Knowledge (History) +7, Knowledge (Theology) +7,
Knowledge (Ritual) +7, Sense Motive +7, Speak Ancient Hebrew, Speak Latin, Speak
2 Modern Languages, Read/Write Ancient Hebrew, Read/Write Latin, Read/Write
2 Modern Languages
Feats: the base creature feats become the following: Archaic Weapons
Proficiency.

Maliason Possession Template
Challenge Rating: same as base creature.
Type: the creature’s type changes to Fiend.
Speed: same as base creature.
Defense: the base creature’s natural armor improves by +5.
Attacks: the base creature retains all of its attacks and gains no new ones.
Special Abilities: the base creature retains all of its special abilities and gains
the Instill Malaise ability.
Special Qualities: the base creature retains all of its special qualities and gains
the Telepathy and Damage Reduction 5/+1 abilities.
Allegiances: the base creature’s Allegiances become Dark Power and Evil.
Saves: same as base creature.
Ability Scores: the base creature’s physical stats (Str, Dex, Con) increase by +2.
The base creature’s Intelligence becomes 16, Wisdom becomes 16, and Charisma
becomes 14.
Skills: the base creature skills become the following: Bluff +7, Diplomacy +6,
Gather Information +6, Knowledge (History) +7, Knowledge (Theology) +7,
Knowledge (Ritual) +7, Sense Motive +7, Speak Ancient Hebrew, Speak Latin, Speak
2 Modern Languages, Read/Write Ancient Hebrew, Read/Write Latin, Read/Write 2
Modern Languages
Feats: the base creature feats become the following: Profane Ritual.
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#11: STOP SHOOTING JESUS!
“Stop the car, Heather!”

“Man, what are these people freaking about?”

“Yo, check it, some niggah whipping a cross around.”

“OH man, he just killed that kid. Paul, go right, Tim, grab your m-4 out of the

trunk, we need to drop this psycho.”

“Setting up my shot, Heather, call it.”

“Drop him, Tim.”

“Ummm, I can’t.”

“Shoot him, T-dog!”

“SHOOT HIM, Sergeant McNeal, that’s a direct order!”

“I can’t shoot Jesus!”

Hooking the Party Up

Recently a local church was donated a wonderfully crafted statue of Jesus on

the cross from an anonymous donor. Being a poor church, they took it as a cor-

porate or philanthropic donation. The statue was placed behind the altar, and

everything was fine for several weeks.

Then, a large mass occurred, and the demon inside the statue awoke, and has

begun killing everyone it can. The players can either be present at the church

for mass, or be driving by when “Killer Jesus” bursts out of the church with

bloody cross in hand.

There will be no way to trace the statue back, and the demon will dissipate

upon destruction of the Jesus statue. This is a dead end as far as investiga-

tion.

Troubleshooting

No real problems here, either the PC’s Mix it up, or stand by while “Killer

Jesus” murders dozens of people, taking special care to smush babies with his

cross.

Variant: Instead of Jesus, the killer is an angel armed with a sword.

Variant: A statue of

Jesus on the cross

donated to a chil-

dren’s terminal ward

goes berserk, roar-

ing out the words:

“MEET MY FATHER,

UNCLEAN ONES!”

Non-Buddy Christ male construct; CR 6; medium construct; HD
4d10+20; Mas N/A; Init +3 (+3 Dex); Spd 30 ft.; Def 19, touch 19, flat-
footed 16 (+3 Dex, +5 Natural Armor); BAB +4; Grp +4; Atk +10 melee
(1d10+5, Mastercraft Cross); Full Atk: +10 melee (1d10+5, Mastercraft
Cross); Space/Reach 5 ft./5 ft, 10 ft.; SA None; SQ special qualities:
Construct Immunities, Darkvision; AL Evil, Chaos; AP 0; Rep +30 (It’s
Jesus!); SV Fort +1, Ref +3, Will +1; Str 21, Dex 16, Con --, Int 10, Wis 10,
Cha 18.
Starting Occupation: ---
Skills and Feats: Simple Weapons Proficiency
Racial Traits: Constructs are immune to mind-influencing effects and
to poison, sleep, paralysis, stunning, disease, necromancy effects, and
any effect that requires a Fortitude save unless the effect also works
on objects or is harmless. They are not subject to critical hits, non-
lethal damage, ability damage, ability drain, energy drain, or the effects
of massive damage. Constructs cannot heal damage on their own but
can be repaired using the Repair skill. A  successful Repair check (DC
30) heals 1d10 points of damage to a construct and each check repre-
sents 1 hour of work. A construct reduced to 0 hit points is immediate-
ly destroyed and cannot be repaired.
Possessions: Mastercraft Cross

Archangel of Hatred male construct; CR 6; medium construct;
HD 4d10+20; Mas N/A; Init +3 (+3 Dex); Spd 30 ft.; Def 19, touch
19, flat-footed 16 (+3 Dex, +5 Natural Armor); BAB +4; Grp +4;
Atk +10 melee (1d18+5, Mastercraft longsword); Full Atk: +10
melee (1d8+5, Mastercraft longsword); Space/Reach 5 ft./5 ft,
10 ft.; SA None; SQ special qualities: Construct Immunities,
Darkvision; AL Evil, Chaos; AP 0; Rep +30 (It’s an Angel!); SV Fort
+1, Ref +3, Will +1; Str 21, Dex 16, Con --, Int 10, Wis 10, Cha 18.
Starting Occupation: ---
Skills and Feats: Simple Weapons Proficiency
Racial Traits: Constructs are immune to mind-influencing
effects and to poison, sleep, paralysis, stunning, disease, necro-
mancy effects, and any effect that requires a Fortitude save
unless the effect also works on objects or is harmless. They are
not subject to critical hits, nonlethal damage, ability damage,
ability drain, energy drain, or the effects of massive damage.
Constructs cannot heal damage on their own but can be
repaired using the Repair skill. A successful Repair check (DC
30) heals 1d10 points of damage to a construct and each check
represents 1 hour of work. A  construct reduced to 0 hit points
is immediately destroyed and cannot be repaired.
Possessions: Mastercraft Longsword
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#12: faithful theft!
“Sergeant McNeal?”

“Yes, Private?”

“A man is here to see you.”

“Well, show him in.”

“He’s Arabic, Sergeant.”

“So? Send him in.”

“You fought in Iraq, did you not, Mr. McNeal?”

“Yes, neighbor, I did.”

“Your heart is not hardened against the Islamic people?”

“Only asswipes with guns, neighbor.”

“What about demons?”

“They die like men. Tell me your problem, effendi.”

Hooking the Party Up

An Islamic Sunni cleric named Sulyman approaches the party with a request for

assistance. He fears for the souls of his congregation, since a recent “refugee”

from Iraq has arrived, and is speaking to his parishioners.

This “cleric”, a man named Abal Ibn Quryal has been speaking against the

police, against Americans, and against fellow Arabs, inciting street beatings,

quiet murders, and is currently working on inciting a riot in the area.

Sulyman knows that an Arabic riot in a major American city would result in

many of his followers being injured or killed, not to mention the social reper-

cussions against Arab communities in America.

Quryal is not human, but rather a Qaldjinn freed by the fighting in the Middle

East. Leaving Iraq out of curiosity, the Qaldjinn headed to America, where he

found plenty of opportunity to cause havoc and corrupt the hearts of people.

Quryal has been inciting the sulyman’s congregation, gleefully awaiting the

upcoming bloodshed and heartbreak, in hopes that this will merely be the begin-

ning of carnage and bloodshed on a scale he has never before been able to cre-

ate.

Variant: Sulyman is the one who is actually the Qaldjinn, and Quryal is the one

who is trying to stop Sulyman from inciting a riot that would destroy a large

section of the Arabic sector of a city and create a lot of social tension.

Variant: Both Sulyman and Quryal are being played for suckers by a member of the

Cult of the Tentacle, who is trying to get both sides to start a massive fight

that will lead the way to street fighting in America, and allow them to destroy

several churches and mosques in the area.

Abal ibn Quryal: Qaldjinn: CR 8; Medium fiend; HD 7d8+7 hp 46; Mas 12; Init +1; Spd 30 ft. (60 squares), fly 40ft; Defense 18, touch 11, flat-footed 17 (+1 Dex, +2 equipment, +5 natural); BAB
+4; Grap +4; Atk +4 melee (1d6, 19-20, machete), or +5 ranged (2d8, 20, AK-47); Full Atk +4 melee (1d6, 19-20, machete), or +5 ranged (2d8, 20, AK-47); FS 5 ft by 5 ft; Reach 5 ft; SA
enthrall, inflame, malicious fatwa; SQ: ballistics immunity, fire immunity, poison immunity, pagebound, Qaldjinn tongue; AL chaos, evil; SV Fort +5, Ref +6, Will +5; AP 0; Rep +0; Str 10, Dex
13, Con 12, Int 20,
Wis 10, Cha 26
Skills: Bluff +22, Diplomacy +22, Gather Information +22, Intimidate +22, Listen +10, Sense Motive +10, Spot +10, Read/Write English, Speak English, Read/Write Arabic, Speak Arabic,
Read/Write Aramaic, Speak Aramaic, Read/Write Latin, Speak Latin, Read/Write Hebrew, Speak Hebrew.
Feats: Archaic Weapons Proficiency, Armor Proficiency (light), Personal Firearms Proficiency
Possessions: AK-47, machete, cleric’s robes, copy of the Qu’ran (to which he is bound).
Enthrall (Su): Abal begins preaching his inflammatory, militant Islamic views.  All those who can hear him and who listen for one round may make a Will save (DC 20) or become
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enthralled. Any creatures with an allegiance opposed to Islam receive a +4 bonus on their saving throw.  The DC is Charisma-based.  Enthralled creatures listen intently to Abal’s words
and take no other actions, but are not kept from moving or defending themselves should the need arise.  This ability lasts for a maximum of one hour, though Abal can end it before that
time by simply stopping his speech.  Whenever the speech ends, the creatures remain enthralled for 1d3 rounds more. This ability is language-dependant.
Inflame (Ex): By enthralling a group for one hour, Abal can incite in them the urge to riot, commit violent atrocities, and wage war.  This destructive impulse lasts for 1d6 days.  A suc-
cessful Will save (DC 20) is required to resist the Inflame ability, which also breaks the enthrall effect. Creatures whose alignment is opposed to Islam may make another Will save (DC
20) with a +4 bonus.  Creatures may make a new save each day to resist the Inflame effect. The DC is Charisma-based.
Malicious Fatwa (Ex): Abal is able to convince his followers that his word carries the weight of Islamic Fatwa.  By keeping an audience enthralled for one hour, Abal may grant upon each
of them the Enemy feat to one Allegiance he deems opposed to Islam.  Creatures whose alignment is opposed to Islam may make another Will save (DC 20) with a +4 bonus (creatures
whose alignment matches the one selected for the Enemy feat receive a +8 bonus to their save). The DC is Charisma-based.  Those who make successful saves resist the implantation of
the Enemy feat and are no longer enthralled.  Abal may only grant one such Enemy feat to his followers; if he tries to grant another one targeting a different Allegiance, the old one is
replaced.
Immunities (Su): Qaldjinn are immune to all damage from ballistic, fire, and poison sources.
Pagebound (Su): Qaldjinn are born in hateful writings, and thus are bound to collections of written word.  All Qaldjinn are linked to a page of written text. A Qaldjinn reduced to 0 hit
points is instantly trapped within the page they are bound to until someone reads it, afterwhich the Qaldjinn springs forth again with full hit points.  Qaldjinn are able to link themselves to
a new piece of text with a successful Charisma check (DC 15).  Success means the Qaldjinn is no longer bound to it’s former page and is linked with the new one.  Establishing a new link
takes a day.  By establishing new links, Qaldjinn have transcended through the various ages of humanity, transported through its ever-changing written medium.
Qaldjinn Tongue (Ex): All Qaldjinn have a +4 racial bonus to Bluff, Diplomacy, Gather Information, and Intimidate.  They know how to read and write the language of any page they are
linked to.

Abal ibn Quryal appears as a typical Arab Muslim cleric.  His skin is olive, his greying beard is long and uncut, and he wears traditional white robes.  He is obviously more than he seems.
His charisma and his fanatacism for Islamic Jihad against the forces of the West have catapulted him to the forefront of tensions in the Middle East.  What few know is that Abal ibn
Quryal is no man of God.  His heritage is fiendish, his sustenance is hate, and his followers are ready to fight.  He is a Qaldjinn, Arabic for “demon of the heart.”  These ancient fiends were
born of the fierce hate imbued in humanity’s earliest piece of malicious writing.  They thrive on hatred and revel in inspiring violence within the human race.  Abal ibn Quryal is a relatively

young Qaldjinn, born in the 6th century and bound to one of the first recordings of the Qu’ran.  He has enjoyed the potential in Islam for religiously sponsored fanaticism, and has through-
out the ages used it to inspire his beloved violence.  He was recently released from his prison in the Middle East, and posed as a refugee in order to quickly leave the land of his creation.
Current, Abal ibn Quryal is in the United States, where he is enjoying the freedom to move around, and the political and social turmiol that is just below the surface, ready to explode with
just a little incentive.
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#13:When ECOLOGISTS ATTACK!
“Why did we let Paul lead again?”

“Cause I got mad skillz, biatch.”

“That’s Captain Biatch to you. Where are we?”

“I be knowin, but it be secret 411.”

“Hmph, remember the last time this dumbass got us lost, Tim?”

“Yeah, we saw something like that.”

“Aw Christ, not another freak. I hate the woods.”

Hooking the Party Up

While in the woods, the deeper the better, perhaps even looking for a meeting

or heading for a drop point of illegal weaponry, the party stumbles across a

naked woman, surrounded by over a dozen naked babies.

The babies are crying, and before the PC’s can react, the woman picks one up,

turns it upside down, and slits the infant’s throat, killing it and allowing the

blood to spray upon the roots of the tree. As she turns to grab another child,

she spots the characters.

She will snatch the Colt M1911A1 out from between her legs, and begin firing,

grabbing up a nearby living infant to use as partial cover.

Troubleshooting

Should the PC’s kill those children, they will be up on murder charges. If they

stand there and do nothing, have the FBI show up, and arrest them as accomplices

“standing guard”. If the woman gets away, she will hunt down the PC’s to stop

them from halting whatever she is doing.

Variant: The tree is a Blood Oak that will awaken to help defend its Mistress.

It has also given the woman a taste of its power in order to strengthen her in

the mortal world.

Variant: FBI shows up and the killing begins as the agents open fire on every-

one in the area, making it a butchering free for all.

Variant: She’s actually making a holy site, and the babies are not being

destroyed, but purified and saved from the clutches of the tree’s evil. The dag-

ger she is using is one that

penetrates the body, kills the

demon, and when withdrawn,

leaves the victim unharmed.

FBI Agent, male or female Smart Ordinary 4; CR 4; Medium humanoid;
HD 4d6; hp 12; Mas 10, Init +3; Spd 30 ft; Defense 14, touch 11, flat-foot-
ed 14 (+1 class, +3 equipment); BAB +2; Grap +3; Atk +2 ranged (2d6,
Beretta 92F); FS 5 ft by 5 ft; Reach 5 ft; AL Active Duty (FBI); SV Fort
+3, Ref +1, Will +4; AP 0; Rep +2; Str 12, Dex 11, Con 10, Int 15, Wis 14,
Cha 8.
Starting Occupation: Law Enforcement (class skill or mod: Drive,
class skill or mod: Listen, bonus feat: Personal Firearms Proficiency).
Skills: Computer Use +9, Demolitions +9, Drive +9, Disable Device +9,
Investigate +9, Knowledge (behavioral sciences) +9, Knowledge (cur-
rent events) +9, Knowledge (tactics) +9, Listen +9, Repair +9, Search
+9.
Feats: Personal Firearms Proficiency, Armor Proficiency (light), Great
Fortitude, Point Blank Shot.
Possession: Undercover vest, Beretta 92F

Tree Freak, female Smart Hero 3/Cultist 9; CR 12; Medium humanoid; HD 3d6+9d6+12; hp 57; Mas 12, Init +4;
Spd 30 ft; Defense 17, touch 17, flat-footed 17 (+7 class); BAB +5; Grap +4; Atk +4 melee (1d4-1, knife); Full Atk +4
melee (1d4-1, knife); FS 5 ft by 5 ft; Reach 5 ft; SA control undead; SQ darkness’s embrace, dark familiar, dark
longevity; AL Dark Power; SV Fort + 5, Ref +4, Will +12; AP 6; Rep +1; Str 8, Dex 10, Con 12, Int 16, Wis 14, Cha 13.
Starting Occupation: Religious [class skill or mod: Knowledge (arcane lore), class skill or mod: Knowledge
(theology and philosophy), class skill or mod: Sense Motive].
Skills: Decipher Script +11, Forgery +10, Knowledge (arcane lore) +22, Knowledge (ritual) +18, Knowledge (theol-
ogy & philosophy) +16, Knowledge (three other subjects) +10, Research +11, Scry +11, Search +10, Sense Motive
+9.
Feats: Conviction (Dark Power), Educated (arcane lore & theology and philosophy), Iron Will, Improved
Initiative, Profane Ritual, Low Profile, Human Sacrifice, Blood Altar, Bloodletting, Black Bargain, Antithesis
(Higher Power)
Talents: Savant [Knowledge (theology and philosophy)], Trick.
Possessions: Knife, cell phone, PDA with contact info for all associated cultists
Darkness’ Embrace: the Cultist has Darkvision to a range of 60 feet. However, the Cultist shuns the light and
is –2 to hit and skill checks in daylight. Also, Undead and Fiends recognize the Cultist as a “kindred spirit” and
will not attack him unless provoked.
Dark Longevity: the Cultist adds one-hundred years to his maximum age as a “gift” from his Dark Power.
However, the Cultist still suffers the normal effects of aging. When the character exceeds his race’s normal
maximum age, he suffers the ability modifiers for being venerable (–3 to Str, Dex, and Con; +1 to Int, Wis, and
Cha) again.

classified document - not for distribution

21 quickshots mission file: charlie bmp-0002



#14: Last Will & Testament
“Yo, check it, peeps! My dead uncle be hookin’ a brother up!”

“Speak English, idiot.”

“What, ain’t you down wit’ da ‘hood?”

“No, I own a house and have a job.”

“I be needin’ leave. My uncle died.”

Hooking the Party Up

A member of the party hears news that a little known of relative has died, and

they are requested to attend the hearing of the will. Unknown to the character,

the uncle has kept track of the character’s accomplishments in the shadow war of

Good VS Evil, and sees much of himself in the character.

When the character attends the will-reading, they discover that they have

inherited a “relic” from Western Europe that the uncle’s father acquired during

WW-II.

The relic is a bronze mask, roughly from the Sumerian period, that is thought

to be the death mask of a high priest from ancient Sumeria. It’s heavy, ugly,

and has an unpleasant feeling.

The mask enables the character to “see” if someone is possessed, by being able

to see the possessing entity as an “overlay” of the possessed.

While this may sound wonderful, the character using it will soon be approached

in his dreams by a succubus who will slowly seduce him.

The succubus intends on fully seducing the pc, and using him as a way to re-

enter the world. Once she accomplishes that, she intends on setting herself up

as a queen, unaware of the vast changes that the world has undergone in the eons

since she walked the earth.

Troubleshooting

if the character chooses to keep it, feel free to have the succubus eat him.

the hardest part the party may face is trying to wrest the mask and the charac-

ter’s dream lover away from the lucky inheritor.

Variant: It tries to possess one of the PC’s buddies, in order to return to it’s

grave in the Middle East. This could lead the party straight into the middle of

a hot zone, where there is heavy or light fighting, to a previously unknown tomb.

The problems of getting travel permits, and surviving the trip would be a heavy

challenge to any group.

Variant: the Nazi’s captured it from the Cult of the Tentacle, who wants it back

now that it has “surfaced” again. They will kill, torture and commit arson to

get it back, since it has vast religious significance to them, in addition to

its powers.
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#15: central heating
“Help me, Mister, please? I’ll do anything if you help me.”

“Christ, what’s going on? where’s your clothes, kid?”

“Let the kid go, Tim, she’s just a hooker.”

“I’ll make you feel real good, Mister, just save me.”

“Hey, kid, don’t touch me like that. What’s your problem.”

“Come on, Sergeant, we have to report back that we dropped Paul off at

Morningoak. We don’t have time for you trying to save everyone.”

“In a minute, Heather. Finish your Quikie-Burger. What’s the problem, kid?”

“This way, please. You have to believe me. It’s in the basement of my parent’s

house, and nobody believes me!”

“A basement? Tim, I swear to god, if you so much as touch…”

“It’s in here. It hates me, and nobody believes me.”

“what the fuck!”

Hooking the Party Up

A young girl approaches the party in the middle night. She dressed in a night-

gown, and barefoot, obviously terrified. She is nearly hysterical, and the back

of her nightgown is singed badly, as are the ends of her long hair.

She will be babbling about something in the basement of her parent’s house,

inside the furnace. She will be desperate, and will offer the characters sexual

favors if they just help her.

The house is a small, middle-class house in the middle of a middle-class neigh-

borhood. The young girl will want the PC’s to follow her to the back door, which

is directly across from the basement door, so as “not to wake up my parents”.

If the PC’s insist on going through the front door, or wish the parents

involved, the parents will chastise the young girl, apologize to the PC’s, and

rush them out of the house, threatening to call the police if necessary.

If the PC’s follow the girl, she will show them down into the basement, where

boxes of old family stuff have been stacked in such a way as to create a small

bedroom, with the furnace against the far wall. There will be some posters of

popular teenage bubblegum bands on the walls, an icon of Christ on the cross

over the small bed, and a bible on top of a dresser.

The young girl will show the characters the furnace, refusing to approach it,

and telling them that there is a “monster” inside of it. The monster is a “blade-

fiend” that is trying to use the gas furnace as a way to enter the real world.

It will take at least 45 minutes before the heater kicks on, probably star-

tling the PC’s when it shakes for a moment then ignites with a rumbling roar.

After nearly 10 minutes of putting out more and more heat, causing the room to

become nearly intolerably hot, they will see the tips of serrated bone blades

push through the grill of the gas heater and begin rattling the door. The blade

fiend is attempting to enter the real world.

The pc’s will have only 2 rounds to prepare, and the bladefiend will finally

manage to breach the gate, erupting from the front of the furnace in a gout of

fire (Ref 15 to avoid, 1d6 fire damage) and look at the young girl with a leer.
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The bladefiend intends on killing the PC’s, raping the young girl, and return-

ing to wherever it comes from. It will repeat the rape of the young woman until

she becomes pregnant, whereupon it will be gone, leaving the young woman alone

with a demonic child and no explanation to give to her bible-thumping parents.

Troubleshooting

Should the PC’s choose not to help her this night, she will appear to the PC’s

a week later, looking much more desperate, and exhausted, begging them to hide

her from the bladefiend’s vile lusts.

Should the PC’s refuse again, they will see that the young girl leaped from a

bridge and committed suicide that night. She may return from the grave to hound,

torment, and revenge herself against those who abandoned her.

During the fight, if the PC’s use firearms, there is a chance the gas main

could take damage, causing the basement to explode as the gas main is ruptured.

The DM should keep this in mind during the fight.

Variant: The parents are not as religious as they seem, and have actually enabled

the bladefiend to enter the world and impregnate their daughter in order to fur-

ther their dark lord’s aims.

Variant: The Daughter’s of Eve contact the party for help in stopping the blade-

fiend before it can harm the girl, and also to possibly handle the child’s moth-

er. The Daughter’s of Eve will let the party know that if the parents must be

killed, that they will welcome the child into their ranks.

Blade Fiend: CR 6; Large outsider; HD 7d8+21; hp 68; Mas 17; Init –1; Spd
30 ft.; Defense 22, touch 8, flatfooted 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 blade fiend 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 successful
Reflex save (DC 12) halves the damage.
Improved Critical (Ex): A blade fiend threatens a critical hit on a natu-
ral roll of 19 or 20.
Immunities (Ex): A blade fiend is immune to fire and poison
Electricity Resistance 20 (Ex): A blade fiend ignores the first 20
points of damage from any attack that deals electricity

Jamie McCuggin, female human Dedicated Ordinary 1: CR 1/2; Medium
humanoid; HD 1d6+1; hp 3; Mas 13; Init -1; Spd 30ft; Defense 9, touch 9, flat-
footed 9 (-1 Dex); BAB +0; Grap +1; Atk +1 melee (1d3+1 nonlethal, unarmed);
Full Atk +1 melee (1d3+1 nonlethal, unarmed); FS 5 ft by 5 ft; Reach 5 ft; AL
none; SV Fort +2, Ref +2, Will +2; AP 0; Rep +1; Str 12, Dex 14, Con 13, Int 8,
Wis 15, Cha 10.
Occupation: Student [class skill or mod: Knowledge (current events), class
skill or mod: Perform (keyboard), class skill or mod: Perform (sing)].
Skills: Knowledge (current events) +3, Perform (keyboard) +6, Perform
(sing) +6, Spot +6.
Feats: Creative [Perform (keyboard) & Perform (sing)], Run.
Possessions: Nightgown, jade pinkie ring, jade chip earring studs
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#16: Instant Corpse
“I love the city.”

“You are too stupid for words.”

“You don’t like the city, Tim?”

“Something always happens to me.”

“No way… watch it!”

“GET OFF ME, FREAK!”

“Oh, man, he ruined your boots.” 

Hooking the Party Up

While the party is wandering around a city, a homeless guy, dressed in dirty

rags and in obvious need of a bath, runs up, babbles nonsense, vomits blood onto

the character and dies. The homeless man has nothing of value on him, nor do the

words make sense in any language ever spoken.

Checking the corpse reveals nothing except for a faded tattoo on the inside

of his left forearm, nearly invisible under the dirt and grime that coats his

skin. The tattoo marks him as a former member of the “Sons of Lilith”, a shad-

ow organization that has been involved in every conflict since the Garden of

Eden.

A successful Treat Injury check (DC: 20) will reveal that the man was poi-

soned, although the type of venom used is completely unfamiliar to the charac-

ter, and does not show up on any toxicology of the corpse.

Soon after the death (a night or two at the most), the local chapter of the

sons of lilith contact the character whom the Son of Silith touched, intent to

know what he said, or if he handed anything to the PC. The Sons of Lilith will

not believe the PC’s denials, and will eventually pop the PC full of sodium pen-

tathol, a hit of ketamine and interrogate him about what the pc heard and saw.

Once the chemical interrogation is complete, the Sons of Lilith will leave,

satisfied that the PC has told the truth, and whatever the deep cover street

agent had been engaged in is now lost forever.

Troubleshooting

The Sons of Lilith will not take no for an answer from the PC’s and are will-

ing to go to any lengths to find out what the character knows.

Variant: When the man vomits up the blood, a small reptilian-like creature is in

bloody vomit. The creature is tadpole shaped, with obvious scales and malevolent

black eyes. It will quickly try to flip it’s way into the gutter and a storm

drain, and escape.

Variant: The dead guy is on the news as “vanishing” from the morgue, and soon

afterwards, the PC hears a hammering on his door in the middle of the night.

When the door is opened, they will see the dead man, standing before them, and

holding out a small necklace to them. On the doorway is a phone number, scrawled

in blood. As soon as the pc takes the crucifix from the corpse, it will collapse

with sigh. When the police arrived, the character may be charged with stealing

the corpse, along with molesting the corpse.

Variant: the PC is accused of killing the man, with several people claiming that

they saw the PC stab him. Unfortunately for the character, for once, there is a
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Taylor Armitage, male Tough Ordinary 6; CR 6; Medium humanoid; HD 6d10+18; hp 54; Mas
19, Init +4, Spd 30 ft; Defense 13, touch 13, flat-footed 13 (+3 class, +0 Dex); BAB +4; Grap +5;
Atk +5 ranged (1d4 + paralysis, taser); FS 5 ft by 5 ft; Reach 5 ft; AL Dark Power, Sons of
Lillith; SV Fort +6, Ref +2, Will +3; AP 0; Rep +2; Str 12, Dex 10, Con 16, Int 11, Wis 8, Cha 14.
Starting Occupation: Blue Collar (class skill or mod: Climb, class skill or mod: Drive, class
skill or mod: Intimidate)
Skills: Climb +11, Drive +10, Intimidate +11.
Feats: Personal Firearms Proficiency, Improved Initiative, Iron Will, Improved Damage
Threshold.
Possessions: Taser, Halitosis, urine stench, mismatched shoes, pair of panties stolen from
a prostitute

Gutseater CR 1; Diminutive Fiend; HD 1d8-3; hp 2; Mas 5, Init +3; Spd 0 ft, swim 10 ft;
Defense 15, touch 12, flat-footed 13; BAB +1; Grap +1; Atk +4 melee (1d2, bite); FS 1 ft by 1-
1/12 inch; Reach 0 ft; SA devour innards; SQ acid immunity; AL Dark Power; SV Fort –3,
Ref +3, Will –5; Str 10, Dex 17, Con 5, Int 1, Wis 1, Cha 1.
Devour Innards: When within the body of another creature, a Gutseater will begin to
consume the creature from within.  Every hour, the creature will lose one point of
Constitution and must make a Fortitude save to resist dying (DC 15).  If the creature
dies before being utterly consumed by the Gutseater, it vomits the creature up in a
bloody pool and expires.  Attempting to remove the Gutseater from the creature’s body
requires a Treat Injury check made by a character with the Surgery feat (DC 20).
Failing the check by less than 5 means the Gutseater is still in the victim’s body.  Failing
by 5 or more kills the victim instantly.  Succeeding at the check means the Gutseater is
removed, but the victim must make a final Fortitude save to avoid dying (DC 15) as the
creature resists removal.

Gutseaters are small aquatic fiends.  They are typically used to as a painful method of
execution by dropping them down a victim’s esophagus.  Once inside a person’s mouth,
the fiend wriggles down the windpipe, latching onto the tongue or the inside of the cheek
with their powerful teeth if any attempt to remove them is made.  Once inside, they rav-
enously devour the victims innards.

police officer right there when he isn’t

needed, who will be over-zealous in his

attempt to take in the PC for murder,

evidence be damned.

Taylor Armitage, male zombie Tough Ordinary 6; CR 6; Medium humanoid; HD 2d12+3; hp 14;
Mas -, Init +4, Spd 30 ft; Defense 14, touch 14, flat-footed 14 (+3 class, -1 Dex, +2 natural);
BAB +4; Grap +5; Atk +6 ranged (1d4 + paralysis, taser) or +6 melee (1d6+2, slam); FS 5 ft
by 5 ft; Reach 5 ft; SQ move or attack action only; AL none; SV Fort -, Ref -1, Will +0; AP 0;
Rep +2; Str 14, Dex 8, Con -, Int -, Wis 10, Cha 1.
Starting Occupation: Blue Collar (class skill or mod: Climb, class skill or mod: Drive, class
skill or mod: Intimidate)
Skills: none.
Feats: Toughness
Possessions: Taser, Halitosis, urine stench, mismatched shoes, pair of panties stolen from
a prostitute, maggots.

Efferiel Gregorum, female Dedicated Hero 3/Believer 2/Investigator 4; CR 9; Medium
humanoid; HD 3d6+2d6+4d6+18; hp 55; Mas 15; Init –1; Spd 30 ft; Defense 16, touch 16,
flat-footed 16 (+6 class, -1 Dex +1 equipment); BAB +6/+1; Grap +8; Atk +10 melee (1d8+2,
unarmed) or +5 ranged (1d4 + paralysis, taser); Full Atk +10/+4 melee (1d8+2, unarmed)
or +5/+0 ranged (1d4 + paralysis, taser); FS 5 ft by 5 ft; Reach 0 ft; SA turn undead, lay
on hands, profile; SQ contact (low-level), nonlethal force; AL Dark Power, Asceticism,
Sons of Lilith; SV Fort +6, Ref +3, Will +9; AP 5; Rep +3 Str 14, Dex 9, Con 15, Int 15, Wis
17, Cha 16.
Starting Occupation: Investigative (class skill or mod: Investigate, class skill or mod:
Sense Motive, bonus feat : Brawl)
Skills: Decipher Script +4, Gather Information +6, Intimidate +6, Investigate +18,
Knowledge (ritual) +4, Knowledge (streetwise) +16, Knowledge (theology and philosophy)
+12, Listen +13, Sense Motive +18, Spot +13, Treat Injury +11, Read/Write Aramaic,
Read/Write Latin.
Feats: Brawl, Educated (streetwise & theology and philosophy), Attentive, Iron Will, Faith,
Improved Brawl, Knockout Punch.
Talents: Empathy, Intuition.
Possessions: Taser, leather jacket, needles, doses of sodium penathol & ketamine.
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#17: Christ died for your

sins, and now, so shall you!
“There’s my contact, he’ll know who’s gunning for me.”

“Captain, are you sure about this? Sergeant McNeal doesn’t seem very reliable to

me.”

“Look, Lieutenant, McNeal is in his element. Defense Intelligence Agency or not,

my money’s on his information rather than on your data.”

“Still, Captain, this isn’t even an approved meeting place, or following any of

the other procedures that go along with meeting a contact.”

“He’s dead, let’s go, you two.”

“What happened, Tim.”

“Someone got here before us. You two go home. They left a calling card, and it’s

me they’re after.”

Hooking the Party Up

The Scions of Cain have targeted one of the PC’s for elimination after they

have interfered one too many times in an operation that the scions have been

running. The PC’s might not even know that they have interfered with one of the

operations.

The Scions of Cain will attack from ambush, use snipers, car bombs and other

methods to try to eliminate the PC. The local cell is somewhat small, only 10

active field members, but are still strong enough to put a serious hurt on the

party in general, and the PC in particular.

There is no talking their way out of this problem, none of the field agents

know the identity of any other field agents, or even of their control. They are

merely activated via a hotmail(free/public?) email account that contains a pic-

ture of the target and a codeword grouping.

Troubleshooting

If the Scions of Cain put the PC’s down too fast, it might be advisable to

bring in the Sons of Lilith, or the Daughters of Eve to help the party out.

Variant: He’s after a PC’s long-time friend and comrade, who must be kept alive

for the next two days, and put on a plane to Washington, DC to testify before a

congressional investigative committee regarding recent assassinations of high-

level government officials.

Variant: He’s the PC’s subconscious alter-ego at night, and is eliminating his

own friends to make sure that any and all threats are removed.

Variant: If the Scions of Cain are killed, the PC is invited to become a Scion

of Cain by the last few remaining scions of the local cell.
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Harry Ving, male Strong Hero 5/Infiltrator 10; CR 15; Medium humanoid; HD 5d8+10d8+15; hp 88; Mas 12,
Init +3; Spd 30 ft; Defense 21, touch 21, flat-footed 18 (+8 class +3 Dex); BAB +10/+5; Grap +12; Atk +15
ranged (2d10, HK PSG1) or +13 ranged (1d8+2, Compound Bow); Full Atk +15/+10 ranged (2d10, HK PSG1) or
+13/+8 ranged (1d8+2, Compound Bow); FS 5 ft by 5 ft; Reach 5 ft; SA sweep, improved sweep; SQ impro-
vised implements, improved evasion, skill mastery, improvised weapon damage, without a trace; AL Scions
of Cain; SV Fort + 7, Ref +11, Will +6; AP 7; Rep +2; Str 14, Dex 17, Con 12, Int 8, Wis 14, Cha 10.
Starting Occupation: Military (class skill or mod: Hide, class skill or mod: Move Silently, bonus feat:
Personal Firearms Proficiency).
Skills: Disable Device +13, Hide +21, Listen +12, Move Silently +21, Search +12, Tumble +13.
Feats: Personal Firearms Proficiency, Armor Proficiency (light), Armor Proficiency (medium), Archaic
Weapons Proficiency, Point Blank Shot, Weapon Focus (HK PSG1), Far Shot, Stealthy, Dead Aim, Dodge, Skip
Shot, Mobility, Low Profile
Talents: Extreme Effort, Improved Extreme Effort, Advanced Extreme Effort.
Possessions: HK PSG1, compound bow, 20 arrows, climbing tools

Scion of Cain lackey, male or female Strong Ordinary 2/Fast Ordinary
2/Tough Ordinary 3; CR 7; Medium humanoid; HD 2d8+2d8+3d10+14; hp 39;
Mas 14, Init +1; Spd 30 ft; Defense 19, touch 19, flat-footed 18 (+8 class +1 Dex);
BAB +5; Grap +7; Atk +7 melee (1d6+2, 19-20, cleaver) or +7 melee (1d6+3,
brass knuckles) or +6 ranged (2d10, sniper rifle) or 6 ranged (2d6, pistol); FS
5 ft by 5 ft; Reach 5 ft; AL Scions of Cain; SV Fort + 4, Ref +4, Will +1; AP 3;
Rep +1; Str 15, Dex 13, Con 14, Int 8, Wis 11, Cha 10.
Starting Occupation: Blue Collar [class skill or mod: Craft (structural), class
skill or mod: Drive, class skill or mod: Repair] or White Collar [class skill or
mod: Computer Use, class skill or mod: Knowledge (business), class skill or
mod: Research].
Skills: Knowledge (current events) +4, Knowledge (popular culture) +9,
Knowledge (streetwise) +4, Profession (any) +10.
Feats: Conviction (Scions of Cain), Improved Initiative, Brawl, Point Blank
Shot.
Possessions:  various weapons (see stats) depending on preference.
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#18: past deeds
“You, I know I can trust you!”

“Get off me, Abdulla! Who the fuck are you?”

“Please, you must help me, they will kill all of my flock!”

“Hey Tim, where’d you get the new friend?”

“Sergeant McNeal, have you been consorting with uncleared Arabic religious per-

sons?”

“Does this guy look like a friend of mine? Shut up, Lieutenant.”

“Please, they say you are a friend to the true son of Islam.”

“Fine, calm down, old man, what’s the problem.”

Hooking the Party Up

While returning home late one night, bruised, beaten up, and low on ammo, an

Islamic cleric will approach the PC’s, desperate for help. This is best used if

one of the characters has a military background, as the cleric can claim that

he remembers the PC from the PC’s tour of the Persian Gulf.

The cleric will tell the party that the Cult of the Tentacle is out to destroy

his small mosque, and kill all of his parishioners, and he desperately needs

their help.

Troubleshooting

If the characters refuse to help the cleric, it doesn’t matter, the cult will

have seen the Islamic cleric make contact with the PC’s, and will slate them for

capture, that way the cult can either brainwash them, or feed them to something

horrid.

Variant: The local law enforcement are agents of the Cult of the Tentacle, and

will use all the powers at their disposal to make life rough for the PC’s.

Variant: Beneath the mosque lies a pool of blackish fluid that the cult worships

as a fragment of one of their inhuman masters.

Variant: the party discovers that the Cult of the Tentacle is a small sect that

has been hired by a rival cleric in order to eliminate this mosque.

Campaign hook: Pursuing the Cult of the Tentacle, and following-up leads could

lead the party to the Middle East, into the middle of a near-war zone, and put

them in great danger, as they slowly make their way to an ancient temple of the

Cult of the Tentacle.

Islamic Cleric, male human Charismatic Ordinary 1: CR 1/2; Medium humanoid; HD 1d6+1; hp 3; Mas 13; Init
-1; Spd 30ft; Defense 9, touch 9, flat-footed 9 (-1 Dex); BAB +0; Grap +1; Atk +1 melee (1d3+1 nonlethal,
unarmed); Full Atk +1 melee (1d3+1 nonlethal, unarmed); FS 5 ft by 5 ft; Reach 5 ft; AL Islam, Higher Power;
SV Fort +3, Ref +1, Will +3; AP 0; Rep +2; Str 12, Dex 8, Con 13, Int 10, Wis 14, Cha 15.
Occupation: Religious [class skill or mod: Knowledge (streetwise), class skill or mod: Knowledge (theolo-
gy & philosophy), class skill or mod: Sense Motive].
Skills: Bluff +6, Craft (writing) +4, Diplomacy +6, Gather Information +6, Knowledge (theology & philoso-
phy) +4, Perform (percussion) +6, Read/Write Arabic, Speak Arabic, Read/Write Urdu, Speak Urdu.
Feats: Conviction (Islam), Faith
Possessions: Qu’ran, robes.
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#19: Holy Harmon, Batman!
“Man, this sucks.”

“Hey, you’re the one who admitted you’re Roman Catholic.”

“Yeah, but nobody’s going to attack this church out in the middle of Hicks-

ville.”

“Damn, I miss Paul. He needs to get out of Morningoak Hospital.”

“Yeah, maybe this time he’ll be lucky the leprech… What in the hell?”

“Captain, what’s that?”

“Harmon? Oh please no. Not Harmon. Please tell me that isn’t Harmon, Heather.”

“Sergeant, call for backup! That thing just crushed my car!”

“Backup? Backup? I’m calling all of First Cav, you moronic Butterbar Bitch!

Harmon’s here and he is pissed!”

Hooking the Party Up

The PC’s have been assigned/hired to guard a small church that has suffered a

lot of problems lately. From vandals to outright desecration, this long stand-

ing church is beloved by the surrounding community, but someone, or something,

hates it. A Junkyard Golem attacks while the PC’s are guarding it, intent on

tearing the church down and kicking apart the foundation. It will be obsessed

with the church building itself, and will ignore the PC’s unless they do more

than 10 points of damage above and beyond its damage reduction.

The Junkyard golem bears no specifics markings of any religion, and the parts

were all bought off of the internet and shipped to a warehouse that burned to

the ground when the junkyard golem exited it.

Troubleshooting

If the junkyard golem is proving too much for the party to handle, having

S.W.A.T. arrive to help with the load may be just the key, but can open a whole

new set of problems for PC’s with criminal warrants for their arrests.

Variant: It’s Harmon with a mad-on for this church, where he was born decades

ago and baptized. Perhaps the only way to put down Harmon again is to write his

name in the book under “Deceased parishioners” or perhaps the PC’s must just try

to kill Harmon again. If the PC’s have faced Harmon before, he will go out of

his way to crush the PC’s.

Variant: Church messed up a purification ritual decades ago and must repurify

the site once the junkyard golem is disposed of. The bad consecration ritual is

what is causing the attraction of the Junkyard golem.

Jules Harmon, (junkyard golem): CR 12; Gargantuan Construct;
HD 32d10; hp 176; Mas -; Init -2; Spd 30 ft.; Defense 19, touch 4,
flat-footed 21 (-4 Size, -2 Dex, +15 Natural Armor); BAB +20; Grap
+41; Atk +29 melee (2d8+9, slam), or +24 melee (2d6+4, stomp),
or +24 ranged (2d10, piston shot); Full Atk +29 melee (2d8+9
slam), or +24 melee (2d6+4, stomp), or +24 ranged (2d10, Piston
Shot); FS 20 ft. by 20 ft.; Reach 20 ft.; AL chaos, evil; SV Fort +10,
Ref +8, Will +10; AP 0; Rep +2; Str 29, Dex 7, Con -, Int 6, Wis -,
Cha – 
Skills: Hide +4, Spot +4, Swim -10
Feats: Alertness
Possessions: None

SWAT officer, male or female human Strong Hero 6/SWAT5; CR 11; Medium humanoid; HD 6d8+5d8-11; hp 48; Mas
8, Init +3; Spd 30 ft; Defense 26, touch 19, flat-footed 25 (+8 class +1 Dex, +7 equipment); BAB +9/+4; Grap +11;
Atk +12 ranged (2d6, HK MP5); Full Atk +12/+7 ranged (2d6, HK MP5); FS 5 ft by 5 ft; Reach 5 ft; SQ quick
response +2, nonlethal force, reconnaissance; AL Active Duty (local police); SV Fort + 5, Ref +6, Will +3; AP 5; Rep
+2; Str 15, Dex 13, Con 9, Int 14, Wis 11, Cha 10.
Starting Occupation: Law Enforcement [class skill or mod: Intimidate, class skill or mod: Knowledge (tactics),
bonus feat: Personal Firearms Proficiency].
Skills: Climb +16, Drive +6, Hide +11, Intimidate +14, Jump +16, Knowledge (tactics) +16, Move Silently +6.
Feats: Personal Firearms Proficiency, Armor Proficiency (light), Armor Proficiency (medium), Weapon Focus (HK
MP5), Teamwork (police), Blind-Fight, 
Talents:  Extreme Effort, Improved Extreme Effort, Advanced Extreme Effort
Possessions: HK MP5, special response vest, pack of cigarettes, lighter.
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Quick Response: The SWAT gains a +2 bonus to initiative, and also gains +2 to hit a surprised, flat-footed,
or flanked target (this bonus is in addition to all other modifiers an attacker gains due to these condi-
tions). If the SWAT wishes to grapple or trip an opponent to the ground while gaining this bonus, he also
gains a +2 bonus to any opposed check. Lastly, the SWAT gains a +2 bonus to any Intimidate check (again
usually used to make a target surrender without violence).
Nonlethal Force: SWAT characters are highly trained in subduing opponents. He or she can deal Nonlethal
damage with a weapon that normally deals lethal damage (if he or she chooses) without taking the normal
–4 penalty on the attack roll.
Reconnaissance: SWAT team members are often sent ahead to reconnoiter an area prior to an assault,
so members of the tactical team will know where hostages are, to avoid crossfires and loss of innocent
life. The SWAT member takes a +5 bonus on all Spot checks. Also, if the reconnoitering character makes a
Spot check (DC 25), and the GM is using the optional Crossfire or Friendly Fire rules from Blood and Guts,
then any Reflex saving throw to avoid a crossfire gains a +5 bonus.
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#20: sewer rat
“Tim, whatcha looking at?”

“There’s a kid in the sewer, but she looks... weird…”

“A kid!?! Christ, Tim, do something!”

“I’m not sure, Heather…”

“Not sure? What, are you brain-broken like Paul?”

“You heard the Captain, Sergeant, get the kid.”

“Bite me, Bitch. I ain’t fucking with that kid, and

Heather can’t make me.”

Hooking the Party Up

As the party passes by a storm sewer grate, they hear

a small child calling for help (Listen Check, DC: 5) from

down inside the drain. Anyone looking down there will see

a small, bedraggled waif, approximately 7 years old,

dressed in decent clothing that is torn and filthy. She

is obviously terrified, and holding onto a muddy, bedrag-

gled doll.

The little girl will cry and complain, begging the PC’s

to rescue her, and stating that she fell into the drain

and has been walking around under there trying to find

someone to help her.

She is too short to reach hands thrust down at her, and

too weak to hold onto anything to be pulled up. It will

require someone to climb down and help her up.

And that’s when the mayhem begins.

The “little Girl” is actually a tentacle guardian who

lures victims into the sewers where she can tear them to

bits and devour them. This has been a very successful way

of feeding since she got lost from an underground chapel

of the Cult of the Tentacle.

She will flee any staunch resistance, hoping that her

intended prey will follow her into the sewers where she

can then ambush them and then flee again.

“Molly” is being sought after by agents of the cult

of the tentacle, who desire to bring her back to their

temple so that she can take her rightful place as a rep-

resentative of their god, and an object of worship.

Troubleshooting

PC’s who ignore the child, or abandon it, will have no repercussions, beyond

guilt.

Variant: While the PC’s are fighting “Molly”, the Cult of the Tentacle show up

with the intent of capturing “Molly” and will now attempt to kill the PC’s.

Variant: It’s actually a real little girl, who is now stalked with the intent

of killing her. The hunter is the tentacle monster, and this child has been on

the news as missing for the last 2 days as she has been fleeing the monster.

“Molly”, Tentacle Guardian: CR 5; Small ooze; HD
5d10+30; hp 61; Mas 20; Init -5; Spd 10ft; Defense
6, touch 6, flat-footed 6 (+1 size, -5 Dex); BAB +3;
Grap +5; Atk +5 melee (1d4+2, slam); Full Atk
+3/+3/+3/+3 melee (1d4+2, slam); FS 5 ft by 5
ft; Reach 10 ft; SA constrict 1d4+2, improved grab,
tentacle adept; SQ: blindsight 60 ft., immunity to
cold and fire, ooze traits humanform; AL cult of
the tentacle; SV Fort +7, Ref -4, Will +0; AP 0; Rep
+0; Str 15, Dex 1, Con 22, Int 10, Wis 8, Cha 1.
Skills: none.
Feats: Multiattack.
Constrict (Ex): A tentacle guardian deals auto-
matic slam damage with a successful grapple
check.
Improved Grab (Ex): To use this ability, a tenta-
cle guardian must hit with its slam attack. It can
then attempt to start a grapple as a free action
without provoking an attack of opportunity. If it
wins the grapple check, it establishes a hold and
can constrict.
Tentacle Adept (Ex): Tentacle guardians know
how to use their appendages in co-ordination to
increase their effectiveness.  As a full attack
action, the tentacle guardian may attack or grap-
ple using multiple tentacles, gaining a +1 bonus to
attack, grapple, and damage rolls for each addi-
tional tentacle used beyond the first.  The tenta-
cle guardian may also grapple as many as four
creatures at once.  It may begin a grapple even if
already grappling other creatures, so long as it
has at least one free tentacle.
Humanform (Su): As a full-round action, a ten-
tacle guardian may change its form to resemble
that of a human (in Molly’s case, a small child).
Its ability scores do not change, it gains no skills,
feats, or proficiencies, nor does it gain any
human senses, including sight (it retains its blind-
sight).  Its size changes to Medium.  If attacked,
the tentacle guardian returns to its natural form
(a full-round action).

Julie, female human Child: CR 1/2; Medium humanoid; HD
1d4-1; hp 3; Mas 8; Init +2; Spd 20ft; Defense 12, touch 12,
flat-footed 10 (+2 Dex); BAB +0; Grap -1; Atk -1 melee
(1d3-1 nonlethal, unarmed); FS 5 ft by 5 ft; Reach 5 ft; AL
none; SV Fort -1, Ref +2, Will -2; AP 0; Rep +0; Str 9, Dex
14, Con 8, Int 9, Wis 7, Cha 13.
Possessions: “Raggedy Anne” doll.
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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: ECHO, 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 out a hand now

and then.
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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.

Historical Data

SFC McNeal is what a lot of people think of when they think of a 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 near-

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

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

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

assisting 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 fol-

lowing: Arabic, German, English, Russian, Hebrew, French, Chinese, 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.”
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Recently, it has come to light to the Defense Intelligence Agency, that McNeal

is one of the Sons of Lilith, a fact that did not surprise Captain Heather: but

instead explains why he seems to know so many people, and have an easy time gain-

ing access to training and high-speed weaponry.

Heather, Dawn Melissa
rank: 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.

Historical Data

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

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-
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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.

Captain Heather is also a member of the secret society: Daughters of the true

Eve, and although her superiors at the DIA know about this, she keeps it very

quiet. She is considered an expendable agent by the daughters of the true eve

due to the fact that she in unable to have children after an operation that took

place in the Chernobyl dead zone in 2002.

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.

Historical data

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 counter-terrorism in

Kuwait and Israel for 3 years.

Sgt. McOwen suffered extreme trauma in a cave system in Afghanistan while con-

ducting what was assumed to be a standard sweep and clear for members of the

Taliban. He and his team mates came face-to-face with a blade-fiend. The blade-

fiend was backed by magical firepower, and Sgt. McOwen was the only survivor of

the ambush, although he was badly wounded. He was placed in Walter Reed Army

Hospital, where he met SFC McNeal. 

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. 

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.
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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.

As of this writing, Sgt. McOwen is currently incarcerated in Morningoak High

Security Mental Institution after an encounter with a creature that he claims is

demonic in nature while participating in a counter-terrorism operation in the

town of Rio Havrir (see RapidFire: Rio Havrir File), having sustained serious

injuries at its hands.

Sgt. McOwen is currently catatonic and unreactive to any stimuli.
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APPENDIX TWO: CREATURES
Qadljinn:
CR 7; Medium fiend; HD 7d8+7 hp 46; Mas 12; Init +1; Spd 30 ft. (60 squares),

fly 40ft; Defense 16, touch 11, flat-footed 15 (+1 Dex, +5 natural); BAB +4;

Grap +4; Atk +4 melee (1d3 nonlethal, unarmed); Full Atk +4 melee (1d3 nonlethal,

unarmed); FS 5 ft by 5 ft; Reach 5 ft; SA enthrall, inflame; SQ: ballistics immu-

nity, fire immunity, poison immunity, pagebound, qaldjinn tongue; AL chaos, evil;

SV Fort +5, Ref +6, Will +5; AP 0; Rep +0; Str 10, Dex 13, Con 12, Int 20,

Wis 10, Cha 26

Skills: Bluff +22, Diplomacy +22, Gather Information +22, Intimidate +22, Listen

+10, Sense Motive +10, Spot +10, Read/Write English, Speak English, Read/Write

Arabic, Speak Arabic, Read/Write Aramaic, Speak Aramaic, Read/Write Latin, Speak

Latin, Read/Write Hebrew, Speak Hebrew.

Feats: Archaic Weapons Proficiency

Possessions: none..

Enthrall ((Su): The Qaldjinn begins to speak in a rousing voice. The Qaldjinn

chooses an allegiance to support when using this ability.  All those who can

hear him and who listen for one round may make a Will save (DC 20) or become

enthralled. Any creatures with an allegiance opposed to the chosen allegiance

receive a +4 bonus on their saving throw.  The DC is Charisma-based.  Enthralled

creatures listen intently to the Qadjinn’s words and take no other actions, but

are not kept from moving or defending themselves should the need arise.  This

ability lasts for a maximum of one hour, though the Qaldjinnn can end it before

that time by simply stopping its speech.  Whenever the speech ends, the crea-

tures remain enthralled for 1d3 rounds more. This ability is language-dependent.

Inflame ((Ex): By enthralling a group for one hour, a Qaldjinn can incite in them

the urge to riot, commit violent atrocities, and wage war.  This destructive

impulse lasts for 1d6 days.  A successful Will save (DC 20) is required to resist

the Inflame ability, which also breaks the enthrall effect. Creatures whose

alignment is opposed to Islam may make another Will save (DC 20) with a +4 bonus.

Creatures may make a new save each day to resist the Inflame effect. The DC is

Charisma-based.

Immunities ((Su): Qaldjinn are immune to all damage from ballistic, fire, and poi-

son sources.

Pagebound ((Su): Qaldjinn are born in hateful writings, and thus are bound to col-

lections of written word.  All Qaldjinn are linked to a page of written text. A

Qaldjinn reduced to 0 hit points is instantly trapped within the page they are

bound to until someone reads it, after which the Qaldjinn springs forth again

with full hit points.  Qaldjinn are able to link themselves to a new piece of

text with a successful Charisma check (DC 15).  Success means the Qaldjinn is

no longer bound to it’s former page and is linked with the new one.  Establishing

a new link takes a day.  By establishing new links, Qaldjinn have transcended

through the various ages of humanity, transported through its ever-changing writ-

ten medium.
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Qaldjinn TTongue ((Ex): All Qaldjinn have a +4 racial bonus to Bluff, Diplomacy,

Gather Information, and Intimidate.  They know how to read and write the lan-

guage of any page they are linked to.

Qaldjinn is Arabic for “demon of the heart.”  These ancient fiends were born of

the fierce hate imbued in humanity’s earliest pieces of malicious writing.  They

thrive on hatred and revel in inspiring violence within the human race.  They

are fairly common, but are so indistinguishable from human beings that few know

they exist.

Incubus
CR 7; Medium fiend; HD 6d8+6; hp 38; Mas 13; Init +1; Spd 30 ft. (6 squares),

fly 50 ft. (average); Defense 20, touch 11, flat-footed 19 (+1 Dex, +9 natu-

ral); BAB +6; Grap +7; Atk +7 melee (1d6+1, claw) or +8 ranged (2d6, Colt

Python); Full atk +7/+7 melee (1d6+1, claw) or +8 ranged (2d6, Colt Python);

FS 5 ft by 5 ft; Reach 5 ft; SA alter shape, allure, winning smile, talk down,

sow distrust, demon seed; SQ damage reduction 10/cold iron or good, darkvision

60 ft., immunity to electricity and poison, resistance to acid 10, cold 10,

and fire 10, spell resistance 18, telepathy 100 ft., tongues AL chaos, evil;

SV Fort +6, Ref +6, Will +7; AP 0; Rep +5; Str 13, Dex 13, Con 13, Int 16,

Wis 14, Cha 26

Skills: Bluff +19, Concentration +10, Diplomacy +12, Disguise +17 (+19 act-

ing), Escape Artist +10, Hide +10, Intimidate +19, Knowledge (any one) +12,

Listen +19, Move Silently +10, Search +12, Spot +19.

Feats: Dodge, Mobility, Persuasive, Quick Recovery, Instant Recovery, Self-

Aware (x3)

Alter SShape: the Incubus may assume any humanoid form.  If the Incubus wishes

to resemble a specific person, he must make a Disguise check (at a +10 bonus)

when assuming that form.  Anyone familiar with the chosen person must make a

Spot check versus the Disguise result to determine if they notice the false-

hood.

Allure: the Incubus can talk people with favourable attitudes toward him into

engaging in sexual activities.  He must spend a full round talking.  This

ability applies to all beings within 30 feet of the Incubus who can hear him.

They must make a Will save (DC 24) to resist the urge to have intercourse with

the Incubus. The DC is Charisma-based.  This is a Mind-Affecting ability.

Winning SSmile: the Incubus has such a force of personal magnetism that he or

she can convince a single target to regard him as a trusted friend. The target

makes a Will saving throw to avoid being persuaded by the Incubus’ words and

actions (DC 24). The DC is Charisma-based. This doesn’t give the Incubus con-

trol the target, but the target perceives his words and actions in the most

favorable way. He can try to give the target orders, but he must win an

opposed Charisma check to convince the target to perform any actions the tar-

get wouldn’t normally undertake. The target never obeys suicidal or obviously

harmful orders, and any act by the Incubus or his allies that threatens the

target breaks the mood and clears the target’s head. Otherwise, a target
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remains won over for 6 minutes.  This is a Mind-Affecting ability.

Talk DDown: the Incubus can talk his way out of trouble. Either prior to the

start of hostilities or during combat, the Incubus can talk down all opponents

within 30 feet of his position or otherwise able to hear his voice. That oppo-

nent immediately stops fighting and reverts to an indifferent attitude regard-

ing the Incubus and the situation in general. Any hostile action by him or one

of his allies directed at the opponents allows the opponents to act as they

see fit.

The Incubus must spend a full-round action talking to his opponents. They may

make a Will saving throw (DC 24). The DC is Charisma-based.  If the save

fails, the opponents stop fighting. If the save succeeds, the opponent contin-

ues as normal.  This is a Mind-Affecting ability.

Demon SSeed: Incubi live for one simple purpose: to breed.  When copulating

with a mortal humanoid, there is an 85% chance that the female will become

pregnant.  The seed within her begins to gestate, taking 2d4+20 weeks.  After

20 weeks, the pregnant woman loses 2 point of Constitution; if she dies before

the baby is ready, so does the baby.   Once ready, the seed within her bursts

out as an infant incubus (male) or succubus (female).  The “mother” must make

a Fortitude save (DC 15) or die.  If she succeeds, she still loses ½ her

remaining Constitution points and may never have children again.  She may also

be permanently disfigured or disabled, as per the GM’s decision.

Sow DDistrust: the Incubus can turn one character against another. He must

spend a full-round action and know the name of the character he is attempting

to persuade as well as the name of the character toward whom the target’s dis-

trust will be directed.  The target makes a Will save (DC 24).  The DC is

Charisma-based. If the target fails the save, his or her attitude toward the

other designated character worsens by one step: helpful turns to friendly,

friendly to indifferent, indifferent to unfriendly, unfriendly to hostile (see

the Diplomacy skill). The target makes a Will save whenever the Incubus uses

this talent against him or her. As long as the target continues to fail the

Will save, the Incubus can continue taking full-round actions to worsen the

target’s attitude toward a designated character. When the target’s attitude

drops to hostile, he or she attacks the designated character.  A successful

Will save doesn’t restore previous attitude shifts, but it does render the

target immune for 24 hours to further attempts by the Incubus to sow distrust.

This is a Mind-Affecting ability.

Tongues: Incubi are able to speak and understand all verbal languages.

Junkyard Golem
Gargantuan Construct

Hit Dice: 32d10 (176 hp)

Initiative: -2 (-2)

Speed: 30 ft

Armor Class: 19 (+15 Natural, -2 Dex)

Attacks: 1 Slam +29 melee; 1 stomp +24 melee; 1 Piston Shot +24 ranged

Damage: Slam 2d8+9; Stomp 2d6+4; Piston Shot 2d10

Face/Reach: 20 ft by 20 ft/20 ft
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Special Attacks: Hazmat Breath

Special Qualities: Immunities (Construct), Darkvision 60 ft, DR 25/-, Repair &

Refit

Saves: Fort +10 Ref +8 Will +10

Abilities: Str 29, Dex 7, Con --, Int 6, Wis --, Cha --

Skills: Hide +4, Spot +4, Swim -10

Feats: Alertness

Climate/Terrain: Cold, Temperate, Warm, Desert, Forest, Hill, Marsh,

Mountains, Plains

Challenge Rating: 12

Treasure: None.

Alignment: Usually Neutral

Advancement Range: 33-64 HD (Gargantuan), 65-96 HD (Colossal)

Junkyard golems are massive collections of junk shaped into a vague humanoid

shape with old engines for fists. The ones created in older junkyards, with

vehicles made in the mid-1970's to mid 1980's, often have VW Bug front ends

for heads, V-6 or Straight-6 350s for fists, feet made of small truck beds,

and bodies

constructed out of support beams and axles. When fighting, the hood of the

Bug often rises in a roar, and the headlights (whether intact or not) glow

red.

The junkyard golem stands roughly 30 feet tall and 20 feet wide, made of

rusted metal. When not moving from place to place with earth-shaking steps, it

is collapsed into what looks like an old car wreck (its primary mode of con-

cealment).

Usually created by powerful desires for revenge, these creatures have only

cropped up a few times in the last 10 years. In all cases, the military has

seized the remains of the creatures, trying to discover how exactly they come

about.

Combat Section

The junkyard golem moves straight into combat, attacking first with its pis-

tonshot against aerial or vehicular attackers, then getting in close to use

its massive fists against other targets. When found in groups, often 2-5 of

them gang up on the single largest or most well armored unit to kill it first. 

Piston Shot (Ex): Each day, the Junkyard Golem has 12 missiles (6 in each

fist) that they may fire point to point. These missiles do 2d10 damage when

they hit, and force the target to make a fortitude check (DC: 20) or be

stunned for 4 rounds. The Piston Shot has 45' range increment.

Hazmat Breath (Ex): The Junkyard Golem may breath a mist of bright glowing

green droplets that extends out in a 40-foot cone. Those within the cone must

make a Reflex save (DC 26) or be covered in acid, which does 10d6 points of

damage per round until washed off.

Damage Reduction (Ex): The Junkyard Golem has a damage reduction of 25/- due

to the ritual magics that created and sustain them, and the materials that

were used to create them.

Refit & Repair (Su): The Junkyard Golem can repair itself at the rate of 1 hit

point per minute. The golem must touch a pile of scrap for at least a full
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round; pieces of the scrap fly up and adhere to its body as if it had suddenly

become magnetized. The metal warps and twists with loud groans and scrapes as

it forms

to repair damage. It takes the Junkyard Golem 1 minute and 25 pounds of metal

to regenerate 1 hit point.

*Due to its construction and appearance, the Junkyard Golem gains a +4

Circumstance bonus to Hide in urban and junkyard areas.

Succubus
CR 7; Medium fiend; HD 6d8+6; hp 38; Mas 13; Init +1; Spd 30 ft. (6 squares),

fly 50 ft. (average); Defense 20, touch 11, flat-footed 19 (+1 Dex, +9 natu-

ral); BAB +6; Grap +7; Atk +7 melee (1d6+1, claw) or +8 ranged (2d6, Colt

Python); Full atk +7/+7 melee (1d6+1, claw) or +8 ranged (2d6, Colt Python);

FS 5 ft by 5 ft; Reach 5 ft; SA alter shape, allure, winning smile, talk down,

sow distrust, demon seed; SQ damage reduction 10/cold iron or good, darkvision

60 ft., immunity to electricity and poison, resistance to acid 10, cold 10,

and fire 10, spell resistance 18, telepathy 100 ft., tongues AL chaos, evil;

SV Fort +6, Ref +6, Will +7; AP 0; Rep +5; Str 13, Dex 13, Con 13, Int 16,

Wis 14, Cha 26

Skills: Bluff +19, Concentration +10, Diplomacy +12, Disguise +17 (+19 act-

ing), Escape Artist +10, Hide +10, Intimidate +19, Knowledge (civics) +12,

Listen +19, Move Silently +10, Search +12, Spot +19.

Feats: Dodge, Mobility, Persuasive, Quick Recovery, Instant Recovery, Self-

Aware (x3)

Alter SShape: the Succubus may assume any humanoid form.  If the Succubus wish-

es to resemble a specific person, she must make a Disguise check (at a +10

bonus) when assuming that form.  Anyone familiar with the chosen person must

make a Spot check versus the Disguise roll to determine if they notice the

falsehood.

Allure: the Succubus can talk people with favourable attitudes toward her into

engaging in sexual activities.  She must spend a full round talking.  This

ability applies to all beings within 30 feet of the Succubus who can hear her.

They must make a Will save (DC 24) to resist the urge to have intercourse with

the Succubus.

Winning SSmile: the Succubus has such a force of personal magnetism that she

can convince a single target to regard her as a trusted friend. The target

makes a Will saving throw to avoid being persuaded by the Succubus’ words and

actions (DC 24). The DC is Charisma-based. This doesn’t give the Succubus con-

trol the target, but the target perceives her words and actions in the most

favorable way. She can try to give the target orders, but she must win an

opposed Charisma check to convince the target to perform any actions the tar-

get wouldn’t normally undertake. The target never obeys suicidal or obviously

harmful orders, and any act by the Succubus or her allies that threatens the

target breaks the mood and clears the target’s head. Otherwise, a target

remains won over for 6 minutes.  This is a Mind-Affecting ability.

Talk DDown: the Succubus can talk her way out of trouble. Either prior to the
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start of hostilities or during combat, the Succubus can talk down all oppo-

nents within 30 feet of her position or otherwise able to hear her voice. That

opponent immediately stops fighting and reverts to an indifferent attitude

regarding the Succubus and the situation in general. Any hostile action by her

or one of her allies directed at the opponents allows the opponents to act as

they see fit.

The Succubus must spend a full-round action talking to her opponents. They may

make a Will saving throw (DC 24). The DC is Charisma-based.  If the save

fails, the opponents stop fighting. If the save succeeds, the opponent contin-

ues as normal.  This is a Mind-Affecting ability.

Demon WWomb: Succubi are able to bear the seeds of their Incubi brethren,

though they do not often become pregnant (15% chance).  If they do, they bear

the child normally in 2d4+20 weeks with no Constitution loss.  The child is

birthed normally rather than bursting through its mother’s chest.

Sow DDistrust: the Succubus can turn one character against another. She must

spend a full-round action and know the name of the character she is attempting

to persuade as well as the name of the character toward whom the target’s dis-

trust will be directed.  The target makes a Will save (DC 24).  The DC is

Charisma-based.  If the target fails the save, his or her attitude toward the

other designated character worsens by one step: helpful turns to friendly,

friendly to indifferent, indifferent to unfriendly, unfriendly to hostile (see

the Diplomacy skill). The target makes a Will save whenever the Succubus uses

this talent against him or her. As long as the target continues to fail the

Will save, the Succubus can continue taking full-round actions to worsen the

target’s attitude toward a designated character. When the target’s attitude

drops to hostile, he or she attacks the designated character.  A successful

Will save doesn’t restore previous attitude shifts, but it does render the

target immune for 24 hours to further attempts by the Succubus to sow dis-

trust.  This is a Mind-Affecting ability.

Tongues: Succcubii are able to speak and understand all verbal languages.

Maliason
tiny humanoid Fiend; HD 2d8+4; hp 13; Mas 14; Init +0; Defense 14, touch 12,

flat-footed 14, (+2 size, +2 natural); BAB +1; Grap +3; Atk +3 melee (1d3,

bite) or +3 melee (1d2, claw); Full Atk +3 melee (1d3, bite) or +3 melee (1d2,

claw); FS 2-1/2 ft by 2-1/2 ft; Reach 0 ft; SA alter self, instill malaise; SQ

telepathy, damage reduction 5/+1; AL Dark Power, Evil; SV Fort +2, Ref +0,

Will +3; Str 10, Dex 10, Con 14, Int 16, Wis 16, Cha 14

Skills: Bluff +7, Diplomacy +6, Gather Information +6, Knowledge (History) +7,

Knowledge (Theology) +7, Knowledge (Ritual) +7, Sense Motive +7, Speak Ancient

Hebrew, Speak Latin, Speak 2 Modern Languages, Read/Write Ancient Hebrew,

Read/Write Latin, Read/Write 2 Modern Languages 

Feats: Profane Ritual

Telepathy ((Su): Maliasons can communicate telepathically with any creature

within 100 feet that has a language.

Alter SSelf ((Su): Maliasons can assume the form of any Tiny creature, at will.
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Instill MMalaise ((Su): Maliasons can cause the Spiritual Affliction of Malaise.

See Spiritual Afflictions and Possession  in Blood & Relics for more informa-

tion. The Save DC for this ability is 12.  Conversely, the Maliason can use

this ability to negate the effects of Instill Hope.

Damage RReduction 55/+1 ((Ex): This damage reduction does not protect against any

weapon Consecrated by a Believer of 8th level or higher or from Holy Water

drawn from a Holy Site (such as the fountains of Glastonbury) or created by a

Believer of 8th level or Higher

Inspiron
tiny humanoid Celestial; HD 2d8+4; hp 13; Mas 14; Init +0; Defense 14, touch

12, flat-footed 14, (+2 size, +2 natural); BAB +1; Grap +3; Atk +3 ranged

(1d4, bow); Full Atk +3 ranged (1d4, bow); FS 2-1/2 ft by 2-1/2 ft; Reach 0

ft; SA alter self, instill hope; SQ telepathy, blessed creature; AL Dark

Power, Evil; SV Fort +2, Ref +0, Will +3; Str 10, Dex 10, Con 14, Int 16, Wis

16, Cha 14

Skills: Bluff +7, Diplomacy +6, Gather Information +6, Knowledge (History) +7,

Knowledge (Theology) +7, Knowledge (Ritual) +7, Sense Motive +7, Speak Ancient

Hebrew, Speak Latin, Speak 2 Modern Languages, Read/Write Ancient Hebrew,

Read/Write Latin, Read/Write 2 Modern Languages 

Feats: Archaic Weapons Proficiency

Telepathy ((Su): Inspirons can communicate telepathically with any creature

within 100 feet that has a language.

Alter SSelf ((Su): Inspirons can assume the form of any Tiny creature, at will.

Instill HHope ((Su): Inspirons can inspire hope in creatures. It may grant a

single creature at a time a +2 morale bonus to attack rolls, skills checks,

and saves.  Conversely, the Inspiron can use this ability to negate the

effects of Instill Malaise.

Blessed CCreature: Damage dealt by this creature as an effective +1 source,

thus negating the damage reduction of most fiends.

Gutseater
CR 1; Diminutive Fiend; HD 1d8-3; hp 2; Mas 5, Init +3; Spd 0 ft, swim 10 ft;

Defense 15, touch 12, flat-footed 13; BAB +1; Grap +1; Atk +4 melee (1d2,

bite); FS 1 ft by 1-1/12 inch; Reach 0 ft; SA devour innards; SQ acid immuni-

ty; AL Dark Power; SV Fort –3, Ref +3, Will –5; Str 10, Dex 17, Con 5, Int 1,

Wis 1, Cha 1.

Devour IInnards: When within the body of another creature, a Gutseater will

begin to consume the creature from within.  Every hour, the creature will lose

one point of Constitution and must make a Fortitude save to resist dying (DC

15).  If the creature dies before being utterly consumed by the Gutseater, it

vomits the creature up in a bloody pool and expires.  Attempting to remove the

Gutseater from the creature’s body requires a Treat Injury check made by a

character with the Surgery feat (DC 20).  Failing the check by less than 5

means the Gutseater is still in the victim’s body.  Failing by 5 or more kills
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the victim instantly.  Succeeding at the check means the Gutseater is removed,

but the victim must make a final Fortitude save to avoid dying (DC 15) as the

creature resists removal.

Gutseaters are small aquatic fiends.  They are typically used to as a painful

method of execution by dropping them down a victim’s esophagus.  Once inside a

person’s mouth, the fiend wriggles down the windpipe, latching onto the tongue

or the inside of the cheek with their powerful teeth if any attempt to remove

them is made.  Once inside, they ravenously devour the victims innards.

Tentacle Guardian
CR 5; Small ooze; HD 5d10+30; hp 61; Mas 20; Init -5; Spd 10ft; Defense 6, touch

6, flat-footed 6 (+1 size, -5 Dex); BAB +3; Grap +5; Atk +5 melee (1d4+2, slam);

Full Atk +3/+3/+3/+3 melee (1d4+2, slam); FS 5 ft by 5 ft; Reach 10 ft; SA con-

strict 1d4+2, improved grab, tentacle adept; SQ: blindsight 60 ft., immunity to

cold and fire, ooze traits humanform; AL Ccult of the Ttentacle; SV Fort +7, Ref

-4, Will +0; AP 0; Rep +0; Str 15, Dex 1, Con 22, Int 10, Wis 8, Cha 1.

Skills: none.

Feats: Multiattack.

Constrict ((Ex): A tentacle guardian deals automatic slam damage with a success-

ful grapple check.

Improved GGrab ((Ex): To use this ability, a tentacle guardian must hit with its

slam attack. It can then attempt to start a grapple as a free action without

provoking an attack of opportunity. If it wins the grapple check, it establish-

es a hold and can constrict.

Tentacle AAdept ((Ex): Tentacle guardians know how to use their appendages in co-

ordination to increase their effectiveness.  As a full attack action, the ten-

tacle guardian may attack or grapple using multiple tentacles, gaining a +1 bonus

to attack, grapple, and damage rolls for each additional tentacle used beyond

the first.  The tentacle guardian may also grapple as many as four creatures at

once.  It may begin a grapple even if already grappling other creatures, so long

as it has at least one free tentacle.

Humanform ((Su): As a full-round action, a tentacle guardian may change its form

to resemble that of a human.  Its ability scores do not change, it gains no

skills, feats, or proficiencies, nor does it gain any human senses, including

sight (it retains its blindsight).  Its size changes to Medium(the child is

seven, is this right?.  If attacked, the tentacle guardian returns to its nat-

ural form (a full-round action).

Bloodoak tree
Blood Oak, Lesser; CR 11; Huge Plant; HD 10d8+62; hp 107; Mas: 21; Init -2;

Spd 0 ft.; Defense 22, touch 16, flat-footed 24 (-2 Dex, +16 natural, -2

Size); BAB +7 (-2 size); Grap +24; Atk +16 (Branch whip 2d4+9); Full Atk

+16/+11 (Branch whip 2d4+9); FS 10 ft by 10 ft; Reach 15 ft; SQ: Empowered by

Sacrifice, DR 10/slashing, Transform, Grant Long Life, Grant Charisma boost.

AL: ; SV Fort +13, Ref +1, Will +4; Abilities: Str 28 (+9), Dex 7 (-2), Con 21
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(+5), Int 14 (+2), Wis 12 (+1), Cha 20 (+5).; skills: - ; Racial Bonus: - ;

Feats: Toughness (x4) (b); 

Empowered bby SSacrifice: For every ten creatures that is sacrificed to a lesser

blood oak it gains +1 HD. When it gets enough HD to change into the next power

level, it does so. 

Transform: When a Lesser Blood Oak gains 15 HD it changes into a blood oak.

Grant LLong LLife: A Lesser Blood Oak like all blood oaks can extend a persons

life to ten times its normal maximum.

Grant CCharisma bboost: A lesser Blood Oak finds and picks one person to be his

spokes person. The person that helps give it the sacrifices it needs to trans-

form into the next form (So giving the person more power). So long as the

Lesser Blood Oak wishes, it can give one person a +4 to its Charisma Score.

Blood Oak; CR 16; Huge Plant; HD 15d8+129; hp 196; Mas: 26; Init -2; Spd 0

ft.; Defense 25, touch 16, flat-footed 24 (-2 Dex, +19 natural, -2 Size); BAB

+11 (-2 size); Grap +30; Atk +20 (Branch whip 2d4+11); Full Atk +20/+15/+10

(Branch whip 2d4+11); FS 10 ft by 10 ft; Reach 15 ft; SQ: Empowered by

Sacrifice, DR 15/slashing, Transform, Grant Long Life, Grant Charisma boost.

AL: ; SV Fort +16, Ref +3, Will +6; Abilities: Str 32 (+11), Dex 7 (-2), Con

25 (+7), Int 14 (+2), Wis 12 (+1), Cha 26 (+8).; skills: - ; Racial Bonus: - ;

Feats: Toughness (x8) (b); 

Empowered bby SSacrifice: For every fifteen creatures that is sacrificed to a

blood oak it gains +1 HD. When it gets enough HD to change into the next power

level, it does so. T

ransform: When a Blood Oak gains 17 HD it changes into a greater blood oak.

Grant LLong LLife: A Blood Oak like all blood oaks can extend a persons life to

ten times its normal maximum. 

Grant CCharisma bboost: A Blood Oak finds and picks one person to be his spokes

person. The person that helps give it the sacrifices it needs to transform

into the next form (So giving the person more power). So long as the Blood Oak

wishes, it can give one person a +6 to its Charisma Score.

Blood Oak, Greater; CR 22; Huge Plant; HD 17d8+206; hp 282; Mas: 30; Init -2;

Spd 0 ft.; Defense 22, touch 14, flat-footed 24 (-2 Dex, +16 natural, -2

Size); BAB +12 (-2 size); Grap +32; Atk +22 (Branch whip 2d4+12); Full Atk 4

branch whips +22 (2d4+12); FS 10 ft by 10 ft; Reach 15 ft; SQ: Empowered by

Sacrifice, DR 20/slashing, Grant Long Life, Grant Charisma boost, Grant Spell-

like abilities. AL: ; SV Fort +22, Ref +3, Will +6; Abilities: Str 34 (+12),

Dex 7 (-2), Con 30 (+10), Int 14 (+2), Wis 12 (+1), Cha 30 (+10).; skills: - ;

Racial Bonus: - ; Feats: Toughness (x12) (b); 

Empowered bby SSacrifice: For every forty creatures that’s sacrificed to a

greater blood oak it gains +1 HD. 

Grant CCharisma bboost: A Greater Blood Oak finds and picks one person to be his

spokes person. The person that helps give it the sacrifices it. So long as the

Blood Oak wishes, it can give one person a +8 to its Charisma Score. 

Grant SSpell-llike aabilities: The greater blood oak can give the person that its

giving the boost to charisma the ability to use Ray of Fatigue and Sleep at
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will as cast bye a 5th level mage. 

blood oaks appear as large, healthy oak trees with a reddish tinge to thier

leaves and bark, as well as a deep crimson sap. These trees are the evil crea-

tures that many darker druid sects once worshipped, and what some english ladies

catered too in order to restore thier youthful appearance and vigor.

Blood Oaks grow in out of the way places, often surrounded by other oaks. it

devours all of it’s prey, including the bone and horn. blood oaks will often

appear as perfectly normal trees, as this is it’s best defense against those who

would wish to harm it. when attacked, the blood oak attacks with a fury, intend-

ing on completely destroying any foes and devouring them hole. any non-edible

parts of the victim are grasped by the roots and pulled deep underground, even-

tually pushed over to the other oaks in a dim attempt at pinning the blame on

the other trees, as well as letting the other oaks deal with any poisons or tox-

ins resident in the inedible substances.
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APPENDIX THREE: CLASSES
Sin Eater

The mansion was silent; its rich façade hiding the evil deeds that had taken

place inside. Within its dark basement, virgins had been defiled, children sex-

ually used and sacrificed, and things far darker and far worse in the name of

personal power.

The mansion’s owner treaded the dark halls without fear, as secure in his

earthly power as he was over the supernatural power he had been granted in

exchange for his soul and the souls of others, for favors performed to advance

his dark master’s plans.

A timid knock at the heavy front doors, still audible as the owner, Henry

James, millionaire, passed it by, his crotch still covered in the blood of a

child. The sound startled the man, since his guards had not cleared a visitor,

and they all knew that to disturb the lord of the manor could result in pain

worse than death.

Henry James answered the timid knock at the door, wrapping his silken robe

around himself. Who ever was knocking at the door at 2AM was going to get a piece

of his mind, and the security guards on shift were going to be fired for let-

ting someone through without screening them first.

The door swung open slowly, revealing the rainy night and the wet figure drip-

ping water onto the marble porch. The figure was wrapped in a heavy burlap robe

that was flung open to reveal stylized body armor.

James briefly recognized the symbol of Christ carefully painted on the mili-

tary grade hardened body armor of the figure before him, his mind focusing on

the image rather than the short and stubby submachine gun held easily in the

man’s hands.

James knew that he had been shot by the flaring muzzle, but the thick, heavy

silencer muffled the shots to the point where James could actually hear the

weapon’s bolt working.

He was falling back, the reek of hot blood filling room, and James vaguely

heard the words: “Thy sins have been forgiven.” As he hit the thick carpeting.

James managed to mouth the words “Sin Eater” before he shuddered and died, his

back arching and blood gouting from his mouth.

Originally a man who, for trifling payment, was believed to take upon himself,

by means of food and drink, the sins of a deceased person. The sin-eater was

taken into the death-chamber, and, a piece of bread and possibly cheese that had

been placed on the breast of the corpse by a relative (usually a woman) was hand-

ed to the sin eater, who ate it in the presence of the dead. He was then hand-

ed his fee, and at once hustled and thrust out of the house, for the sin eater

now contained the sins of the dead.

This pariah treatment led to the twisting of the teachers in recent centuries,

until it had gone from a method of saving the soul of the recently deceased to

killing those guilty of crimes before they can blacken their soul further, and

taking the sins unto themselves as their own burden.
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Sin Eaters now hunt and kill those they have deemed have souls stained by the

blackest evil, those who the Sin Eaters feel would never gain the rewards of

Heaven without their intercession. Upon the death of the guilty one, the Sin

Eater believes that by murdering the sinner, the Sin Eater has taken the sins

of the deceased upon them, allowing the deceased to go to the arms of their god.

However, this comes at a high price for the Sin Eater, who feels the weight

of these sins upon his own soul, and often embarks in painful purification rit-

uals to purge these sins from himself.

To become a sin eater, the character must fulfil the following:

Skills: Knowledge (Theology) 6 Ranks

Feats: Conviction (Higher Power), Weapon focus (One firearm)

Allegiance: Higher Power

Special: Must be inducted into a Sin Eater order by other members of the order.

Class IInformation

The following information pertains to the Sin Eater advanced class

Hit DDice: 1d10

Action PPoints: 6+1/2 character level, rounded down, every time the character

attains a level in this class.

Class SSkills: Climb (Str), Demolitions (Int), Drive (Dex), Jump (Str), Knowledge

(Streetwise, Tactics, one other of choice), Survival (Wis), Swim (Str), Treat

Injury (Wis)

Skill PPoints: 2+Int Modifier

Table 01: The sin eater

Class FFeatures

All of the following are class features of the Sin Eater advanced class. 

Weapon aand AArmor PProficiency: The sin eater is proficient in the use of sim-

ple and martial weapons, light and medium body armor.

Weight oof SSin: The Sin Eater can tell if a character is of the allegiance of a

dark power, and how deeply they are sunk into evil. The Sin Eater can smell the

sin upon them.

Transfer tthe LLoad: When the Sin Eater kills his victim, he gains one negative

level for each level of his victim, that lasts until the Sin Eater has been puri-

Class

Level

Base

Attack

Bonus

Fort

Save

Ref

Save

Will

Save

Def

Bonus

Rep Special 

1st +1 +2 +0 +0 +1 +0 Weight of Sin, Transfer the Load

2nd +2 +3 +0 +0 +1 +0 Prayer, Uncanny Dodge

3rd +3 +3 +1 +1 +2 -1 Low Profile, Weapon specialization

4th +4 +4 +1 +1 +2 -1 Girded Soul

5th +5 +4 +1 +1 +3 -1 Exorcism

6th +6 +5 +2 +2 +3 -2 Stealthy

7th +7 +5 +2 +2 +4 -2 Evil’s steps

8th +8 +6 +2 +2 +4 -2 Long Life

9th +9 +6 +3 +3 +5 -3 Sustained by faith

10th +10 +7 +3 +3 +5 -3 Sudden Insight
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fied. The Sin Eater does not die if her level reaches zero or less. These neg-

ative levels must be purged through a painful ritual that requires 1 day per

negative level before the levels are lost.  When the ritual is over, the Sin

Eater must make Fortitude Save of 10+number of negative levels, or else the rit-

ual was unsuccessful. Rituals to purify a Sin Eater involve such things as cru-

cifixion, self-flagellation, etc.

Prayer: The Sin Eater gains the Prayer Feat (See Blood & Relics) For Free

Low PProfile: The Sin Eater loses all reputation bonuses acquired due to previ-

ous levels in other classes, and no longer gains reputation bonuses.

Girded SSoul: The Sin Eater is immune to spiritual afflictions and possessions as

well as brainwashing and any other mind affecting magics, psionics or abilities.

Exorcism: The Sin Eater gains the Exorcism Feat (See Blood & Relics) for free.

Stealthy: the Sin Eater may expend one action point if spotted by the target,

or by the target’s body guards, and reroll his hide check with a +4 bonus. If

successful, the Sin Eater remains undetected. Furthermore, the Sin Eater may fire

a silenced weapon and not incur another hide check or penalty to remain hidden.

Evil’s Steps: The sin eater may track his target by concentrating for one round

and expending an action point. When the round is over, the sin eater knows the

approximate distance (to within 10 feet if the sin eater is within 500 feet, to

within 5 miles if the sin eater is on the same continent, to within 100 miles

if the sin eater is in the same reality) and the direction of the target.

Long LLife: Through the continual burden and lifting of others’ sins, and devo-

tion to duty to their higher power, the Sin Eater is granted long life. They

effectively stop aging at mature, and live for an unspecified amount of time.

Usually, this is when the Sin Eater passes their mantel to another, training them

for a brief period of time, inducting them into their order, and then dying of

nearly instantaneous old age.

Sustained by faith: The sin eater can go without food and water for one week per

point of constitution bonus, while on the trail of a target. They also gain a

+4 holy bonus to resist torture inflicted upon them.

Sudden Insight (Reprinted From Modern Players companion Volume 2, by The Game

Mechanics): Once per day the sin eater may spend 1 action point to determine

what, in very general terms, the target intends to do next. Potential answers

include: stay where it is and hide, flee, set a trap, cast a spell, summon

allies, or attempt to ambush the sin eater. This is a free action for the

sineater.
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APPENDIX FOUR: EQUIPMENT
Syntek Fast-fire 19

A brutal looking pistol, with a built in laser sight, made of black polymer

and is slightly slick feeling to the touch, the syntek fast-fire is the latest

enforcement weapon for the police officer in the concrete jungle. With special

safety locks to keep the weapon from being used by prospective perps, this weapon

not only represents firepower that could stop a gang-enforcer cyborg, but can-

not be turned upon its wielder.

By the use of picochip technology exclusively available in syntek high qual-

ity firearms, the fast-fire 19 bonds itself to the users thermal palm signature,

and can only be used to fire a preset number of rounds before the weapon “switch-

es off” and is no longer usable as the internal mechanisms dissolve into harm-

less vapors.

Should a perp grab the weapon the fast-fire discharges its chlorium battery

in a directional emp/electrical pulse designed to drop a perp where they stand.

In addition, syntek has continued its popular trend of using poly-molecular

bucky-ball and carbon tube recoil compensation in order to make sure that what

you aim at, you hit. Add in our “drop-em-lite” laser sight, and “Rapid-rambo”

firing mechanism, and you have something to make even a chrome-bone think twice

about resisting arrest, inside the arcology or out in the twisted steel streets!

Why pack something cheap when you hit the streets? Syntek stands by its bioclin-

ic guarantee. If your weapon fails, your medical bills or burial costs are on

us! (not a guarantee)

the grip is warm to the touch and seals to the users palm, the user’s grip is

unaffected by sweat, blood, or other debris upon the pistol’s grip.

The fast-fire 19 uses syntek’s patented ballistic polymer blocks as its ammuni-

tion, and has two projectile settings and three rates of fire. The projectile

settings are flechette and normal rounds. The rates of fire are: single shot,

three round burst, and fully automatic. The burst setting fires the three round

at such a fast rate that it sounds like one shot, and the barrel has little, if

any, rise, enabling you to put down the toughest over-chromed alley-dumpster.

In order to keep the weapon from being illegally modified, syntek introduced a

revolutionary process that causes the weapon to dissolve into goo when it is bro-

ken down, x-rayed, fluoroscoped, or is magically or psionically examined. Only

syntek and registered law enforcement offices have the ability to break down the

fast-fire 19 without it dissolving or reset it’s firing count.

[Author’s note (again): yes, I know the

damages do not adhere to normal firearm

damage for pistols, but keep this in

mind: nobody knows where it came from, it

cannot be reverse engineered, the pc’s

can’t get another, and they only have a

single block of polymer.]

Weapon Damage Crit Damage
Type

Range
Increment

Rate of
Fire

Magazine Size Weight

Syntek fast-fire 19 2d6+1 20 Ballistic 30 ft S, B, A 25 S 1.5 lbs

Syntek Fast Fire 19 3d4 19-20 Flechette 40 ft 25 S

Burst-Flechette 4d4 19-20 Flechette 40 ft 25 S

Burst-Ball 3d6+1 19-20 Ballistic 30 ft 25 S

“Perp Discharge” 4d6 - Electrical Touch - - - -
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APPENDIX FIVE: ORGANIZATIONS
Children of the true eve

God then formed Lilith, the first woman, just as He had formed Adam, except that He used filth and sed-
iment instead of pure dust. From Adam's union with this demoness, and with another like her named
Naamah, Tubal Cain's sister, sprang Asmodeus and innumerable demons that still plague mankind.
Many generations later, Lilith and Naamah came to Solomon's judgment seat, disguised as harlots of
Jerusalem. 

Adam and Lilith never found peace together; for when he wished to lie with her, she took offence at the
recumbent posture he demanded. 'Why must I lie beneath you?' she asked. 'I also was made from dust, and
am therefore your equal.' Because Adam tried to compel her obedience by force, Lilith, in a rage, uttered
the magic name of God, rose into the air and left him. 
Adam complained to God: 'I have been deserted by my helpmeet.'

God at once sent the angels Senoy, Sansenoy and Semangelof to
fetch Lilith back. They found her beside the Red Sea, a region
abounding in lascivious demons, to whom she bore lilim at the
rate of more than one hundred a day. 'Return to Adam without
delay,' the angels said, `or we will drown you!' Lilith asked: `How
can I return to Adam and live like an honest housewife, after my
stay beside the Red Sea?? 'It will be death to refuse!' they
answered. `How can I die,' Lilith asked again, `when God has
ordered me to take charge of all newborn children: boys up to the
eighth day of life, that of circumcision; girls up to the twentieth
day. Nonetheless, if ever I see your three names or likenesses dis-
played in an amulet above a newborn child, I promise to spare
it.' To this they agreed; but God punished Lilith by making one
hundred of her demon children perish daily; and if she could not
destroy a human infant, because of the angelic amulet, she
would spitefully turn against her own. 

Some say that Lilith ruled as queen in Zmargad, and again in
Sheba; and was the demoness who destroyed Job's sons. Yet she
escaped the curse of death which overtook Adam, since they had
parted long before the Fall. Lilith and Naamah not only strangle
infants but also seduce dreaming men, any one of whom, sleep-
ing alone, may become their victim. 

Undismayed by His failure to give Adam a suitable helpmeet,
God tried again, and let him watch while he built up a woman's
anatomy: using bones, tissues, muscles, blood and glandular secretions,
then covering the whole with skin and adding tufts of hair in places. The
sight caused Adam such disgust that even when this woman, the First Eve, stood there in her full beauty,
he felt an invincible repugnance. God knew that He had failed once more, and took the First Eve away.
Where she went, nobody knows for certain. 

God tried a third time, and acted more circumspectly. Having taken a rib from Adam's side in his sleep,
He formed it into a woman; then plaited her hair and adorned her, like a bride, with twenty-four pieces

of jewelry, before waking him. Adam was entranced.-excerpts from chapter 10 of Hebrew

Myths: The Book of Genesis: Rapael Patai (Wayne State University Press,

3rd edition, 1978).

God allowed Adam to view the creation of our mother, and he spurned her, both

Yahweh and Adam turned away from us. Newborn, confused, and rebuked, our mother

went out into the lands of nod. Whereas lilith went to the red sea, our mother

journeyed a different path. Life sprang forth from her and a race began. A pure

and simple life was led. Untouched by the sins of lilith or of adam for many

Artist Sir Edward-Coley Burne-Jones
Possibly Adam Rebuking the First Eve?
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years as they hid from all who would harm them. The land of nod became their

sanctuary until man was cast out of the garden and mixed his seed with the true

daughters of eve, and for the first time corruption entered our house.

From the stories of our mothers, we have secreted within our hearts a histo-

ry both of man and not of man that has not been revealed to outsiders, to those

who are not the daughters of the true eve.  Our life is best kept secret from

those who wish to harm us.  And it came to pass that the beauty that Adam became

infatuated with led to the fall of man.

The daughters of the true Eve claim to have walked the earth since before adam

and eve left the garden of eden. They claim to have watched lilith seduce and

consort with the children of angels and women, and give birth to half-breeds that

would eventually cause god to flood the world.

The daughters of the true eve were warned of the flood, as god took mercy upon

the children of the woman he created and abandoned, but yet still remained true

to his word. If “true eve” gave her life, her children would live, and “true

eve” stayed behind as her daughters built a second ark and survived the flood.

Rumor has it that it was a daughter of the true eve that Christ married, on

the orders of his father, in order to heal the breach between the children of

adam and the second eve, and the children of the first eve.

In the years since, the daughters of the true eve have been in a shadowy war

against those who would corrupt the words of god, or side with the forces of

evil. Despite the catholic church’s and vatican sanctioned Daughters of eve’s

denial of the daughters of the true eve’s existence, and age old hatred of the

daughters of the true eve, the organization still strives to uphold the word of

god.

They care nothing for relics, giving them over anonymously to the Vatican

rather than hoarding them or using the relics for themselves. The Vatican, how-

ever, refuses to acknowledge their existence, going so far as to maintain the

biblical editing that took place under King James’ revision of the bible, and

denying the existence of the first eve. Despite the stance of the Vatican, daugh-

ters of the true eve still see the Vatican as the best hope for the word of

Christ and god.

In recent years, the daughters of the true eve have been discovered by the

scions of cain, and have been locked in mortal combat with them since 1975. since

1975, the scions of cain have been slowly winning through attrition, but the

daughters of the true eve have foiled far many more plots than the scions of

cain have managed to pull off. Due to the attrition, however, the daughters are

considering the possibility of recruiting the male children of their members to

round out the ranks. Some daughters of the true eve are even considering join-

ing forces with the sons of lilith in order to bring up their numbers and take

the fight to the scions of cain.

Membership: 800

Current headquarters: None

Symbol: daughters of the true eve have a tattoo of an unbitten apple upon their

left breast, roughly the size of an American quarter.

Requirements for membership: Membership to the Daughters of the true eve is
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not earned, or recruited, but rather is a birthright. When a daughter of the

true eve gives birth to a female, she indoctrinates the child in the beliefs of

the daughters’ organization.

Benefits of membership: the daughters of the true eve gain the antithesis

(Scions of Cain) feat for free.

At character level one, the daughter of the true eve gains the feat: convic-

tion (higher power), and must choose allegiance (higher power) as well as alle-

giance (Daughters of the true eve).

Daughters of the true eve are also immune to spiritual afflictions and pos-

sessions, as their mother was never corrupted by the original sin. 

Daughters of Eve
And the LORD God said, Behold, the man is become as one of us, to know good and evil: and now, lest he
put forth his hand, and take also of the tree of life, and eat, and live for ever:
Therefore the LORD God sent him forth from the Garden of Eden, to till the ground from whence he was
taken.

So he drove out the man; and he placed at the east of the garden of Eden Cherubims, and a flaming
sword which turned every way, to keep the way of the tree of life.-Genesis 3

For ages, our mother has been blamed for the fall of man. Her sin was used to

justify war, oppression, rape and murder, and her daughters often paid the price.

The sins of our mother became far less than the sins visited upon us tenfold.

Evil crept into the world, and often justified cruelty to us, the offspring

of Adam’s soulmate, as being deserved for the sin of our mother. Despite the

punishment laid upon us by God, many men felt that it

was necessary to punish us even further, and brand us

with the sigil of evil by the penance that god laid upon

our bodies. As if the pain and blood of childbirth was

not enough for us to bear. Causing some of my sisters to

depart the world early because of our mother’s sin.

Children became our duty, even with the pain they caused.

In order to lessen the oppression, we began to fight

back against those who would corrupt our soulmates. We

began to fight, and learned the skills of our brother

Cain so that we could lay low those who sought to deny

all of Adam and Eve’s children the birthright of heav-

en. Our skills became more than a simple blow to the

head. We learned to use what God provided in the form of plants, and our bodies

to lure them. Our talents are simple, our methods are final.

We take the war to them. With their own tools, we send evil back to the dark-

ness, and back to the snake whose lies stole from us the light of heaven.

The daughters of eve came into existence during the Spanish inquisition, when

many woman hating church officials began what was viewed as an attempt at wip-

ing out women.

Where a man would be pardoned, or not even accused, a female would be put to

death or worse. Many women were killed merely for being women if a particular-

ly rabid, woman-hating clergyman came into the area.

The Daughters of eve estimate that over 25,000 women in western Europe were
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killed on trumped up charges by rabid, woman-haters during this time, and many

laws oppressive to women came about during this time.

The daughters of eve were created in the dungeons of a Spanish prison, by women

who had been raped and tortured. They managed to escape, losing over 75% of their

number as they did so, but they found freedom. Those who survived swore that

they would no longer allow men to cast women in an evil light when Adam’s greed

had led to three eves being created, and there were far worse sins that men were

perpetrating using eve’s sin for justification.

This led to a tightly knit group of women who were willing to break tradition-

al bonds laid upon women, and learn the art of war, the craft of assassination,

and do unto those who would do unto them.

With these skills, they began to try to influence local policies toward women,

fighting historical and cultural bias against women.

In recent years, more and more daughters of eve have entered the political and

corporate arenas, attempting to stop the persecution of women worldwide.

Membership: Approximately 1,200

Current Headquarters: Vatican

Symbol: a snake severed in half tattooed upon the inner left thigh or two snake

halves worn upon a necklace.

Requirements for membership: allegiance (higher power), conviction (higher

power), exorcism.

Benefits of membership: The Daughters of Eve are recognized by the catholic

church, and each member is provided with an enclopion, Each Daughter of Eve is

provided with a silver dagger consecrated by Pope John Paul II, and is used as

an identification method as well as a weapon,

Sons of Lilith
“When the Almighty created the first, solitary man, He said: It is not good for man to be alone. And He
fashioned for man a woman from the earth, like him (Adam), and called her Lilith. Soon, they began to
quarrel with each other. She said to him: I will not lie underneath, and he said: I will not lie underneath
but above, for you are meant to lie underneath and I to lie above. She said to him: We are both equal,
because we are both created from the earth. But they did not listen to each other. 
When Lilith saw this, she pronounced God's avowed name and flew into the air. Adam stood in
prayer before his Creator and said: Lord of the World! The woman you have given me has gone
away from me. Immediately, the Almighty sent three angels after her, to bring her back. 
The Almighty said to the Angels: If she decides to return, it is good, but if not, then she must
take it upon herself to ensure that a hundred of her children die each day. They went to her
and found her in the middle of the Red Sea. And they told her the word of God. But she refused
to return. They said to her: We must drown you in the sea. She said: Leave me! I was created for
no other purpose than to harm children, eight days for boys and twenty for girls. 
When they heard what she said, they pressed her even more. She said: I swear by the name of the
living God that I, when I see you or your image on an amulet, I will have no power over that
particular child. And she took it upon herself to ensure that, every day, a hundred of her children
died. That is why we say that, every day, a hundred of her demons die. That is why we write the names
Senoi, Sansenoi and Semangloph on an amulet for small children. And when Lilith sees it, she remembers
her promise and the child is saved.” –Excerpt from Genesis

War is our stock in trade. Munitions our coin. The world, our battlefield.

When the end comes, we are the soldiers that shall stand between the forces of

darkness and the children of Eve.

Lilith?
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Since the exodus from the garden of Eden, we have fought their wars, killed

their enemies, and destroyed those who sought to harm them. Demons, spirits, and

those who came before the race of man left the garden, all are those whom we

call foe.

The sons and daughters of eve do not understand, that mortal war is merely a

prelude to the war in heaven. When god ordered our mother to slay a hundred of

her sons and daughters each day, she chose war, violence, and bloodshed to be

the vehicles for this, to sharpen our skills.

On the day of judgment, when the battle between the fallen archangel Lucifer

and the hosts of Jehovah takes place, our alle-

giance will be with god.

If he forgives our mother for the sin of pride

in his creation, and not being Adam’s subordi-

nate.-prologue to: The book of battle, history

and genealogy of the sons of lilith

The Sons of Lilith claim to be descended from

Adam’s first wife, Lilith, whom the Christian God

made at the same time he made Adam. According to

the Sons of Lilith, Adam fathered several chil-

dren upon Lilith before Adam and the non-submis-

sive Lilith had a falling out regarding who was

supposed to be in charge (Read: who was supposed

to be on top) after the Serpent had whispered

about domination and the role of servant and

slave to Adam and lilith separately.

After the argument, Lilith rejected God, who

sided with his chosen son, Adam, and she was cast

out from the Garden of Eden, along with her chil-

dren, and cursed that all male offspring would be

slain by her hand. Calling upon the true name of

god, she warped the curse so that she would have

dominion over violence, in her rage at god’s

obvious favoritism toward Adam, she chose her

sons, the male that jehovah was so proud of, to

die in the name of jehovah’s curse. Since that

day, the Sons of Lilith have served as mercenar-

ies, soldiers, ronin and much else, and at least

one has been present in every battle in the his-

tory of mankind.

Sons of Lilith are not distinguished by any

obvious mark, and come from nearly all the eth-

nic branches on man. Membership cannot be earned, it is a birthright. Sons of

Lilith have no tailbone, no missing rib, and a much wider pelvis than that of a

normal male. Sons of Lilith are also marked by increased aggression, loyalty,

and a bad savior complex.

Sons oof LLilith TToday

Approximate MMembership: Presumed over 50,000

Summoning our mother in your time of need.
[author’s note: if you do this, and if for some reason, she shows up and
tears your lungs out, that’s your fault for being stupid, so don’t come
crying to the brood or rpgnow because some moldy old demoness ripped
your cojones off to wear as earrings.]

Clearly mark the floor with a white cord (or white
chalk) and make a protective circle or pentagram. A
white marble inlaid in black marble floor would be
best, but most people can't afford that. It is impor-
tant that nothing disrupts the protective circle. Even
a brush of dirt across the white line could ruin the
spell. 

Take 3 black candles (or 5) and place them equal
Distances apart inside the circle. 
Outside the circle, make 3 or 5 (same number as
the candles) protective talismans or sigils around
you. 

If possible, create an outer circle made from
crushed protective herbs mixed together. (Crushed
dried bay leaves, arcania, and cloves are a few that
can be used. Also a circle of salt can be used.)

Calm yourself and relax. Centre yourself. 

Now, visualize the circle around you, protecting
you and separating you from the rest of your house.
This is *essential*. 

Once you have done that, and the candles are lit,
lie in the pentagram position (arms straight out, legs
apart) and summon the succubus (or incubus). 

Feel her come into the circle and feel her power. 

Feel her coalesce into a physical, or semi physi-
cal form and now you'll be able to interact with her. 

She should be easier to invoke and banish than
an Incubus and I suggest a successful encounter
with her followed by a successful banish of her
before attempting the more aggressive Incubus.
Always do these at the new moon.

[Author’s note: I suggest you get a better hobby than trying to
summon up women, but hey, if you want to risk it, you’re a big boy,
and if you screw this up, and she eats you for breakfast, tough shit,
buddy.]
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Current HHeadquarters: None

Symbol: Sons of Lilith are not distinguished by any obvious mark, and come from

nearly all the ethnic branches of man.  although Sons of Lilith often have a

sigil of a unit they served in battle with, or the unit insignia of a particu-

lar unit they are proud of serving with tattooed upon them, this is more of an

idiosyncrasy than a requirement or a ritual. 

Requirements ffor mmembership: Membership cannot be earned, it is passed from

father to son. Often, the father will watch the son, looking for the genetic

disposition that marks them as a true son of lilith. On occasion, the blood will

come from a female, often these sons of lilith end up being recruited at a later

date after distinguishing themselves in battle.

Recruitment mmethods: None. However, Sons of Lilith look more at a woman’s genet-

ic traits, such as strong heart, heavy bone structure, etc, in order to choose

a mate and strengthen the bloodline even further.

Benefits oof MMembership: The Sons of Lilith Have the following bonuses applied:

+2 on promotion checks for military characters using blood & guts rules

+2 on willpower saves against battle fatigue

+1 point of natural healing for each character level per day of rest.

When captured on the field of battle by a fellow Son of Lilith, the captive will

be either executed on the spot, or treated with politeness.

Cult of the Tentacle
We worship in secret, our holy places those abandoned by man, or shunned by

those who serve the young gods. Our grasp extends throughout the world, taking

in those whom the young gods have cast aside.

The lonely, the hideous, the lost. Those too small to be of consequence to the

young gods, they all feed our lord.

The Cult of the Tentacle claims to have been a religion since mankind was cov-

ered in hair and grunting at one another in caves. They believe that mankind was

created to serve a grotesque, squid-like monstrosity that lairs in deep caves

and secret places of the earth. They claim that those that they worship who had

been above ground when Jehovah, Allah, Shiva and the other arrived, were

destroyed, and only those who had been slumbering, or had managed to go under-

ground during the great battle, survived those terrible days when foreign gods

came.

Strangely enough, the Cult believes that all of the world’s major religions

are true, and believe that those Gods overthrew or destroyed theirs. They deeply

hate Jehovah and Satan equally, and hold just as much hatred for Shiva and Allah.

They seek to destroy all temples but their own.

The CCult ttoday

Membership: Unknown, possibly in the tens of thousands worldwide.

Current HHeadquarters: None

Symbol: A six tentacled squid crushing a cross

Since recent world events, the Cult of the Tentacle had stepped up operations,

firebombing churches, assassinating preachers, and instigating the current reli-
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gions into going at one another’s throats.

Recruitment has become easier with so many people becoming disgusted with reli-

gion, or looking for better answers than mainstreams religions offer. Current

apathy and rage at life in general has made it quite easy for the cult of the

tentacle to recruit from the disillusioned, or those who feel that they were des-

tined to be “more special” than they feel that they are.

Sex is a common lure, often by using tentacle guardian in human form as an

object for a prospective client to slake their lusts upon, no matter how per-

verse.

In the last several decades, the cult of the tentacle has been masquerading

as various satanic cults, since the thought of worshipping the “anti-god” appeals

to those rebelling against the catholic church, Islamic faith, or Buddhist

tenets.

Requirements for membership: none, only a deep abiding hatred for mainstream

religion.

Recruitment mmethods: individual members of the cult of the tentacle seek out

prospective members in such places as the internet, homeless shelters, satanic

cults, etc. Once they locate a prospective member based upon their voiced hatred

of mainstream religion, they begin slowly seducing them over to the cult of the

tentacles’ view, using drugs, sex, whatever the person desires.

Benefits oof mmembership: the cult of the tentacle has many hiding places, and

access to wealth. Should a member of the cult of the tentacle need to purchase

something for the mission that was tasked to them, consider their wealth 8 points

higher while buying necessities. Higher level, more influential members will

often be escorted, and/or have as a servant one or more tentacle guardians.

Scions of Cain
8: Cain said to Abel, his brother, "Let us go out to the field." And when they

were in the field, Cain rose up against his brother Abel, and killed him.

9: Then the Yahweh said to Cain, "Where is Abel your brother?" He said, "I do

not know; am I my brother's keeper?"

10: And the Yahweh said, "What have you done? The voice of your brother's blood

is crying to me from the ground.

11: And now you are cursed from the ground, which has opened its mouth to receive

your brother's blood from your hand.

12: When you till the ground, it shall no longer yield to you its strength; you

shall be a fugitive and a wanderer on the earth."

13: Cain said to the Yahweh, "My punishment is greater than I can bear.

14: Behold, thou hast driven me this day away from the ground; and from thy face

I shall be hidden; and I shall be a fugitive and a wanderer on the earth, and

whoever finds me will slay me."

15: Then the Yahweh said to him, "Not so! If any one slays Cain, vengeance shall

be taken on him sevenfold." And the Yahweh put a mark on Cain, lest any who came

upon him should kill him.

16: Then Cain went away from the presence of the Yahweh, and dwelt in the land

of Nod, east of Eden.." Genesis 4:8
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Our first tool was a rock, and we used it well against our own brother. At

that time, our lineage was crude, our methods unde-

veloped, our ways clouded. Since that rock that took

the life of Abel, we have progressed in our ways, and

our tools. We were the first to forge implements of

bronze and iron, and when a young man raised his hand

against lamech, he too was slain.

Knives, swords, pistols, axes, stealth bombers,

drugs, anthrax, chemical weapons, all of these are

used to kill our brother. In whatever way we can, we

carry out the task that our father started, and slay

as many of the weak sheep that have issued from the

blood of Adam, our forefather.

Where there is peace, we bring war. Where there is

plenty, we bring famine. Where there is health, we

bring disease. Where there is life and love, we bring

death and hatred. The four horsemen are our gods,

since god loved Abel best, we would not settle for

his opponent, and so, we chose those who would bring

about the end of the time of Man upon this earth.

We are the scions of Cain, and death of all is our

desire. If you kill us, you have strengthened us by doing our work.-From the

book of battle, the geneology, tactics and doctrine of the scions of cain

When Cain was ejected from his family, and took a wife from the land of nod,

he raised his sons and daughters with an in-depth hatred of the offspring of

Adam and Eve. He trained them to hunt and kill all those who still worshipped

the god of his parents, and to destroy and burn their temples, raze their holy

places, and plunder their wealth. He instilled upon them the desire to lay low

their civilizations, and to incite nations to exterminate nations.

When the death camps of World War II were in full flourish, the Scions of Cain

were there. When Stalin committed bloody purges, it was the scions who whispered

rumors of treason in his ear. The scions of Cain desire nothing less than the

total extermination of all mankind, themselves included.

To this end, the pursuit of weapons of mass destruction by the global super-

powers was seen as a nearly holy thing, a good thing, something to be pushed

forward. A doomsday clock at 5 minutes to midnight is not good enough, the clock

must be pushed forward those precious minutes.

Only one minute after midnight will do.

The Scions of Cain today

Membership: 12,500

Current headquarters: rumored to be in the Chernobyl dead zone.

Symbol: A bloody stone

Requirements for membership: allegiance (Scions of Cain), must have killed in

order to foster even greater violence.

Recruitment methods: the scions of Cain recruit from the worst of the terrorist

groups, the most vile of the hate groups, and those on death row who revel in

slaughter and misery. War criminals are especially sought after by the scions of

NOVELLI, Pietro (b. 1603, Monreale, d.
1647, Palermo)
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Cain.

A scion of Cain usually approaches a would-be member, feels out their venom

toward the rest of mankind, gauging how easy it would be to sway them into hatred

of all mankind. The internet is a perfect ground to seek out potential converts.

Once a convert has been selected, through subtle interviews, the scions of

Cain will take the prospective member on a mission, to gauge their reaction to

the wholesale death and slaughter.

If the convert shows enthusiasm or pleasure in the deed, a rigorous indoctri-

nation of brain-washing, religious indoctrination and terrorist training begins.

Those that fail are often sent upon suicide missions, as do those who do not

meet the recruiters standards.

Benefits of membership: a scion of Cain gains his character level toward a wealth

check to acquire weapons, explosives, and munitions. A scion of Cain can a level

check once per week in order to draw disposable assets according to the follow-

ing table:

Level Check
(DC)

Who Shows Up

15 or lower 1d4 low-level thugs
16-20 1d6 4th level Tough ordinaries and 1d4 mid-level thugs
20-25 2d6 mid level thugs and 1 8th level tough hero
26-30 3d6 mid-level thugs and 1d4 level tough heroes
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APPENDIX six: MAPS
Below is an apartment floor, suitable for use with Quickshots #2 & #4

classified document - not for distribution

61 quickshots mission file: charlie bmp-0002



The following is the interior of a house, suitable for:#15

basement
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harbor area

useable for QuickShot # 17
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