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Roleplay ing Group  
 

Bulut Karakaya 

Ryan Kim 

Ben Miller 

Francisco Souki 

Brainstorming  

Stories  
 

1. Indiana Jones type: looking for a relic or artifact in real world setting. There is place for 

supernatural elements to show up. 

2. Caracas during a public manifestation. 

3. The three characters are widely known as a gang / group. 

4. The three characters are rivals forced to work together. 

5. Completely normal people caught up in the middle of an event. 

6. Characters have a way to complement each other so that their abilities are better when 

they are together. 

7. Characters come to a new city where weird things are going on. 

8. Characters are trained investigators of the supernatural. 

9. Characters are coming back home from a mission and find everything is somehow 

weird. 

10. Characters have known each other for a while, and are usual work partners. 

Settings 
 

1. Caracas. 

2. Medieval. 

3. Jungle / exploration. 

4. Abandoned Theme Park. 

5. Jumps between the natural and the supernatural; some sort of jumping dimensions. 

6. Victorian. 

7. City of chaos. 

8. Abandoned Hotel. 

9. Abandoned Office Building. 

10. Abandoned School. 
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Kicking things off  
 

To get everyone acquainted with how role-playing works, we kicked things off with a very small 

session between the four of us and Kyle Dolan as a guest. Bulut acted as Game Master and I 

helped him get all the players set, according to D&D 3.5 rules. We had a relatively balanced 

party, with a Rogue, a Fighter a Barbarian and a Cleric (no Wizards, which always makes me 

happy). 

 

Newcomers got a sense of how overwhelming the D&D system can be, with all its rules and 

tables ς and we did not really go deeply into combat rules or other complicated matters. Still, 

Bulut did a good job of keeping the action going smoothly and I believe we managed to 

successfully initiate them into the role-playing world. 

My Setting 

System 
 

I wilƭ ǳǎŜ ²ƘƛǘŜ ²ƻƭŦΩǎ Řмл-based system to manage skills and combat. I will not delve too 

deeply into any of the more intricate game aspects, like merits, flaws or morality as defined by 

²ƘƛǘŜ ²ƻƭŦΣ ōǳǘ ǿƛƭƭ ƛƴ ǘǳǊƴ ŎǊŜŀǘŜ Ƴȅ ƻǿƴ ƳŜǊƛǘǎ ōŀǎŜŘ ƻƴ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ǇŀǊǘƛŎǳƭŀǊ ǎǘƻǊƛŜǎΦ L 

ǿƛƭƭ ǳǎŜ ŀƴ ŀŘŀǇǘŀǘƛƻƴ ƻŦ ²ƘƛǘŜ ²ƻƭŦΩǎ ²ƛƭƭǇƻǿŜǊ ǾŀƭǳŜ ǘƻ ǘǊŀŎƪ ǇƭŀȅŜǊΩǎ ŜƳƻǘƛƻƴŀƭ ǎǘŀǘǳǎΣ ǿƘƛŎƘ 

will play a big role ƛƴ ǘƘŜ ǿƻǊƭŘΩǎ ǎŜǘǘƛƴƎΦ 

My World  
 

The world is the modern world we are living in, but slightly modified and exaggerated. White 

²ƻƭŦΩǎ ²ƻǊƭŘ ƻŦ 5ŀǊƪƴŜǎǎ ƻǊ {ƛƴ /ƛǘȅ ŎƻǳƭŘ ŘŜŦƛƴƛǘŜƭȅ ōŜ ŎƻƴǎƛŘŜǊŜŘ ƛƴǎǇƛǊŀǘƛƻƴ ƳŀǘŜǊƛŀƭΦ Lƴ ǘƘƛǎ 

world there is room for the supernatural, and it is relatively commonplace ς or at least everyone 

knows about it. The world is populated in its entirety by humans, though, and with a 

combination of technology (i.e. Weapons) and supernatural abilities that some humans have 

developed, the human race has managed to keep the supernatural beings relegated to relative 

submission. 

 

Sure, everyone knows of the Supernatural, but in some places their restriction is more heavily 

enforced than others. Some cities are considered Supernatural-clean (conspiracy theorists will 

always believe that this is not so, of course) and some cities have come to the point where the 

Supernatural beings and the humans coexist without much fuss; both of these cases are rare. 
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The Adapted  
 

As mentioned before, some humans have developed supernatural abilities. Some say that it is 

evolutionary response because we are threatened by the Supernatural, some that they are the 

result of cross-breeding and some that they are purely unnatural beings themselves that are 

under disguise and playing their part until the day they decide to turn against us. Nobody knows 

the truth, and it is indeed a matter that troubles most. However, these people are what keep 

the Supernatural at bay. 

 

The Adapted are usually organized within cities and sometimes even countries. They are a kind 

of police force or army, though most of the time they are not directly associated with them. 

Some of the Adapted work for the Police, Army or Government, officially trying to eradicate the 

Supernatural out of cities. Other Adapted work for independent companies, mostly 

multinationals and very important companies that do not want to be attacked or (worst) 

infiltrated by Supernatural. However, most of the Adapted work independently and are self-

organized inside cities or countries. A lot of these organizations have come together under the 

name BASTION.   

 

As opposed to the Supernatural, the Adapted are very much in control of their emotions. If they 

were to lose control, though, the results are usually catastrophic.  

The Supernatural  
 

The Supernatural come in many forms and shapes, but all are created in the same way: they 

spawn out of extremely strong human emotions. The nature of the process itself is a mystery, 

but people who have been implicated in situations where a Supernatural is created are usually 

very aware of the fact. It is rare, but one of the implicated humans can become an Adapted in 

the process. 

 

If, for example, a mother were to lose her two sons and husband in an accident, a Supernatural 

could be created out of her grief, the same way that one could be created out of vengefulness 

after a crime of passion. Not all Supernatural are created out of negative emotions.  Positive-

aligned Supernatural from emotions like love, happiness or sacrifice are incredibly and 

increasingly rare. 

 

The Supernatural have the ability to influence everyone around them with the emotion they 

represent, and there is not much that humans can do to counter this effect, though the Adapted 

have ways to resist this. A SupernaturaƭΩǎ ŘƛǎǇƻǎƛǘƛƻƴ ŘŜǇŜƴŘǎ ƻƴ ǿƘƛŎƘ ŜƳƻǘƛƻƴ ƛǘ ǊŜǇǊŜǎŜƴǘǎΣ 

but they usually keep to themselves unless they are messed with. Supernatural spawned out of 

stronger emotions are more prone to influence people out of their own volition. 
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The Supernatural do not always take physical form, and some can even change form and shape 

quite easily. When in physical form, they can be damaged by physical objects though their 

bodies arŜ ƳǳŎƘ ǊŜǎƛǎǘŀƴǘ ǘƘŀƴ ŀ ƘǳƳŀƴΩǎ. Some Adapted know ways of weakening the 

Supernatural to make them more vulnerable. 

 

The Supernatural do not tend to take human form, and when they attempt it they are usually 

not good at reproducing faithful copies of humans. The shapes they take are usually humanoid, 

but can also be unlike any other human or animal. They usually do not have ways of picking up 

objects, and their interaction with the physical world tends to be minimal. In some cases, a 

simple door can be enough for a human to safely separate from a Supernatural. 

 

Some Supernatural have adapted themselves to the ways of the human world, and offer their 

abilities as service. They never take money in exchange, usually taking payment in the form of 

memories, emotions, favors and other non-physical means. These Supernatural are also more 

object-savvy and can work most basic human objects.  

Combat between the Adapted and the Supernatural  
 

The Supernatural have high defense values, and are hard to hit with straightforward attacks. 

They can physically harm players, but their strength usually lies in their ability to get into 

ǇƭŀȅŜǊΩǎ ƳƛƴŘǎ ŀƴŘ ŀǘǘŀŎƪ ǘƘŜƳ ŜƳƻǘƛƻƴŀƭƭȅΦ ¢ƘŜ ōŜǎǘ ǿŀȅ ǘƻ ŀǘǘŀŎƪ ǘƘŜ {ǳǇŜǊƴŀǘǳǊŀƭ ƛǎ ǘƻ ŦƛǊŜ ŀǘ 

them while trying to lower their defenses by countering the emotion they represent with an 

ŜƳƻǘƛƻƴ ƻŦ ǘƘŜ ǇƭŀȅŜǊΩǎ ƻǿƴΦ  

 

The Supernatural usǳŀƭƭȅ ǘǊȅ ǘƻ Ǉƭŀȅ ǿƛǘƘ ǘƘŜ ǇƭŀȅŜǊΩǎ ŜƳƻǘƛƻƴǎ ŀƴŘ ǳƴŜŀǊǘƘ ǘƘŜƛǊ ŘŜŜǇŜǎǘ ŦŜŀǊǎ 

or memories, in order to use against them. They can also use physical attacks to harm the 

players, usually by hurling objects that are lying around at them, or even by directly going at 

ǘƘŜƳΦ ! {ǳǇŜǊƴŀǘǳǊŀƭΩǎ ŦƛƎƘǘƛƴƎ ǎǘȅƭŜ ƛǎ ƎǊŜŀǘƭȅ ƛƴŦƭǳŜƴŎŜŘ ōȅ ǘƘŜ ŜƳƻǘƛƻƴ ƛǘ ǊŜǇǊŜǎŜƴǘǎΦ 

 

In order for the players to get a better chance to harm the Supernatural, they can spend 

temporal Willpower points to weaken them. However, this leaves them in turn with lower 

ŘŜŦŜƴǎŜǎ ǘƻ ǊŜǎƛǎǘ ŀ {ǳǇŜǊƴŀǘǳǊŀƭΩǎ ŜƳƻǘƛƻƴŀƭ ƛƴŦƭǳŜƴŎŜΦ 

Tracking the Supernatural  
 

The Adapted can attempt to track the Supernatural. To do so, they must make themselves 

temporarily vulnerable to emotions. When doing so, they spend as many temporal Willpower 

points as they want and get to roll one extra die per point spent. If a Supernatural is found, the 

player must succeed in a Willpower check with his remaining Willpower points or become 

ƻǾŜǊǿƘŜƭƳŜŘ ōȅ ǘƘŜ {ǳǇŜǊƴŀǘǳǊŀƭΩǎ ŜƳƻǘƛƻƴǎΦ ¢Ƙe number of successes necessary to track a 

Supernatural are determined by the distance between the tracker and the Supernatural. 
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Additional successes are required if the player wishes that the Supernatural remains oblivious of 

being tracked. 

The Adventure  
 

Ben, Bulut and Ryan will play characters loosely based upon them. Their statistics will be mostly 

set, but they will get minimal freedom to assign a few skill points so they have a chance to 

personalize their characters a bit. 

 

Their characters will be a small Adapted team aligned with BASTION. They will go to Caracas, a 

city waging a losing war in the resistance against the Supernatural. As specialists in driving 

Supernatural out of buildings, organizations or even small towns, their mission will be to drive 

the Supernatural out of a High School. The High School has stopped functioning for around a 

week, and some kids are still trapped inside, unable to get out because of the Supernatural 

influence.  

Brian  
 

Ben will play Brian, a 28 year-old American man. Brian used to be a regular human, one of many 

researchers trying to unveil the mysteries of the Supernatural. However, he did what no other 

did: he developed a close relationship with a Joy Supernatural, a very rare creature indeed. He 

developed a sort of dependency for this relationship, while at the same time finding a way to 

make his own emotions resonate with the Supernatural. By doing this, he managed to destroy 

the Supernatural and rid himself of emotion at the same time. He is an artificial Adapted of 

sorts, but at the same time he has insight into the manner of being of the Supernatural that 

ŀƭƳƻǎǘ ƴƻ ƻƴŜ ŜƭǎŜ ƘŀǎΦ Iƛǎ ŜƳƻǘƛƻƴǎΣ ƘƻǿŜǾŜǊΣ ŀǊŜ ƳƻǊŜ ǳƴǎǘŀōƭŜ ǘƘŀǘ ŀ ǊŜƎǳƭŀǊ !ŘŀǇǘŜŘΩǎΦ 

Demir  
 

Bulut will play Demir, a 23 year-old Turkish man. Demir was born an Adapted, meaning that he 

developed his abilities without ever coming in direct contact with the Supernatural. He was born 

in the human side of Ankara, a city famous for having being divided in two: human-Ankara and 

Supernatural-Ankara. Nobody is officially allowed to cross over between the two, though it is 

relatively simple to do so; however, Supernatural do not risk it, since to be found in human-

Ankara means immediate destruction for them. Demir is one of the BASTION members 

dedicated to protecting the border, though his curiosity for the Supernatural and his own desire 

to know the whole truth about his nature make him incursion into Supernatural-Ankara with 

relative frequency.  
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Dae-Jung 
 

Ryan will play Dae-Jung, a 27 year-old Korean-American man. Dae-Jung lost his father at age 12 

and became an Adapted at age 18, when his three younger sisters died alongside his mother in a 

house fire ς they were all found dead in the master bedroom, and the cause of the fire was 

never found out. The incident also spawned a Supernatural of Anger. Dae-Jung and this 

Supernatural became the only non-humans at the time in Hartford. The Supernatural went for 

all of Dae-WǳƴƎΩǎ ŦǊƛŜƴŘǎ ŀƴŘ ƭŜŦǘ ŀ ǘǊŀƛƭ ƻŦ ŘŜŀŘ ōƻŘƛŜǎ ŦƻǊ ȅŜŀǊǎΣ ƴŜǾŜǊ ƭŜŀǾƛƴƎ ǘƘŜ ŎƛǘȅΣ ǳƴǘƛƭ ǘƘŜ 

moment where Dae-Jung finally subdued him. Dae-Jung never gave in to the rage that the 

Supernatural hoped to ignite in him. To this day, Hartford remains Supernatural-free, heavily 

guarded by BASTION. 

Caracas 
 

The city is widely regarded as a lost cause in the battle against the Supernatural. Most citizens 

have gotten used to this, and the Supernatural have been slowly settling in several zones of the 

city. However, the East of the city has been battling back with the help of a small number of 

Adapted.  

 

Most humans that are against the Supernatural have left the city, but the ones who still have 

hope of retaining a part of the city remain still, alongside the ones that have no means of getting 

out. 

 

The nature of the Supernatural invasion is not violent, but more like a natural process, like an 

organism getting taken over by invisible forces. From one day to another, a person might feel 

the influence of the Supernatural around him and then quickly get accustomed to it. This was 

the case of La Salle School, a big private school that takes kids from elementary school up to 

senior High School year. 

 

A regular day during classes, some Supernatural entered the school and settled in it. The 

teachers that could react in time tried to get as many students out as possible, but some 

teachers and students remained inside along with the Supernatural. The school will soon 

become a ground for the Supernatural unless the Adapted act quickly. Since BASTION is not 

strong in Caracas, the three characters have been summoned to deal with the situation. 

Getting there  
 

The characters will start play arriving at Caracas and quickly traversing the Supernatural-ridden 

part of the city. They should get a glimpse of what life is like over there. They will go directly to 

the school, which is in unclaimed territory near the invisible border of what is still human-

Caracas. 
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The School 
 

The school will appear abandoned, desolate. Upon entering, a Fear Supernatural will attempt to 

make them turn back; they will need to battle him in order to proceed. This battle should take 

place inside or around the church. 

 

After this they should investigate the school and find the classrooms empty, until the point 

where they find one classroom with a dead teacher inside.  

 

They will encounter the remaining teachers, about five of them, held captive in the library by a 

Torment Supernatural, a subtype of Anger Supernatural. This Supernatural will cause them to 

relive their worst memories, creating an opportunity for some of them to go out of control. If 

this happens, they might imagine one or more of the teachers take the form of an enemy of the 

past and try to kill the teacher. The best way to dispose of this Supernatural is to utilize the 

emotion of fear against him, since Fear is the opposing emotion to Anger.  

 

From the teachers, they will learn that the children are kept across the school, through the 

soccer fields. When they approach the field, it will progressively catch fire, making it impassable. 

They should realize that the way to put out the fire is to turn on the sprinklers, but they can get 

hints on that from the teachers if they are stuck. That represents the first puzzle. 

 

They must now cross the soccer fields, which are completely covered in thick smoke. There is no 

wind, and the smoke is not going anywhere. The ground is still smoking, and some small patches 

can be seen still burning. As they go into the smoke, they start going through the soccer fields 

until they feel the presence of a second Fear Supernatural. The situation should be of total 

nervousness and panic: nowhere to run, no sight of the Supernatural, no sight of anything. If 

they choose to run together, they will go in circles. After a minute or if they choose to stay, the 

smoke will dissipate and a house will appear in the field, identical to the house where Dae-

WǳƴƎΩǎ ŦŀƳƛƭȅ ŘƛŜŘΦ ¢ƘŜ ƘƻǳǎŜ ƛǎ ƴƻǘ ƻƴ ŦƛǊŜ ƻǊ ōǳǊƴǘΣ ƛǘ ƛǎ ƛƴǘŀŎǘΦ ¢ƘŜȅ Ŏŀƴ ƎŜǘ ƻǳǘ ƻŦ ǘƘƛǎ ǎƛǘǳŀǘƛƻƴ 

by going up to the master bedroom and finding his family, though they are nor responsive and 

instead they radiate fear. They must then set the house on fire by blowing up the gas in the 

stove or in any of the bathroom heaters, and burn Dae-WǳƴƎΩǎ ŦŀƳƛƭȅ ǘƻ ŘŜŀǘƘ ŀƎŀƛƴΦ This will 

dispose of the Supernatural and of the Illusion it represents. The only one who can actually 

perform this deed is Dae-Jung himself. This is the second puzzle. 

 

Finally, as they approach the Elementary School building they will start to feel a sense of 

completion. As they get nearer the room where the kids are kept it will seem like their problems 

are going away, like the school is already saved, like their lives are beautiful. Inside the room 

they will encounter all the kids, in charge of a Joy Supernatural. This is the first time Dae-Jung or 

Demir see a Joy Supernatural and they are completely mesmerized. It is the first Joy 

Supernatural Brian sees since his incident with the previous one. He must overcome his own 



10 

 

emotions and between them they should decide if they leave the kids in charge of the 

Supernatural, if they kill it or if they do something completely different.  

 

I cannot hope to know what they will decide, although my prediction is that they will kill it to 

finish the mission. My deepest hope is that they will at least have a discussion about what is 

more beneficial for their characters and for the kids. 

 

If they kill the Supernatural, the eldest of the kids will become an Adapted, tuned to the 

emotion of Sorrow.  

Supernatural encounters  
 

For the purposes of this story, the players will only need to fight against two Supernatural: a 

Fear Supernatural and an Anger Supernatural. Their fighting styles and combat scripts are as 

follows. 

 

Fear Supernatural: the players encounter this Supernatural right after entering the school, 

hopefully in the church if they decide to enter it, or in the courtyard in front of the church if they 

do not enter. The purpose of this Supernatural is to try and have the players turn back and leave 

the school. He will first attack them by throwing objects at them, like church benches, and will 

follow by trying to terrorize them into leaving the grounds. This Supernatural has a Defense of 3 

and 7 Health Points. 

 

Anger Supernatural: this Supernatural is waiting for the players in the library, holding several 

teachers captive. He hides among the bookshelves, and controls a teacher as his puppet to try 

ŀƴŘ ǘǊƛŎƪ ǘƘŜ ǇƭŀȅŜǊǎΦ IŜ ǿƛƭƭ ǘǊȅ ǘƻ ƎŜǘ ƛƴ ǘƘŜ ǇƭŀȅŜǊǎΩ ƳƛƴŘǎ ŀnd make them believe that the 

teachers are enemies from their pasts, therefore making them attack the teachers. When the 

players discover him, he will focus all his actions to directly attack the players. This Supernatural 

has a Defense of 4 and 10 Health Points. He has also a strong emotional attack.  

 



11 

 

Maps 
 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

School Map. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Library Map. 



12 

 

Predictions (and expectations)  

Predicted interest curve  
 

The predicted interest curve for my adventure is as follows: 

 

 
Predicted Interest Curve. 

 

I have highlighted five moments with downward-pointing arrows as the peaks in the curve. 

¢ƘŜǎŜ ŀǊŜ ǘƘŜ ƳƻƳŜƴǘǎ L ōŜƭƛŜǾŜ ǿƛƭƭ ǎǘŀƴŘ ƻǳǘ ƛƴ ǘƘŜ ǇƭŀȅŜǊΩǎ ŜȄǇŜǊƛŜƴŎŜΦ The upward-pointing 

arrows represent transition moments of rising action.  

 


