Adventure assignment

ByFrancisco Souki
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Roleplaying Group

BulutKarakaya
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 characterare 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 togeher.

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 whaled are usual work partners.

Settings

©ONDOE®WNE

Caracas.

Medieval.

Jungle / exploration.

Abandoned Theme Park.

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

City of chaos.

Abandoned Hotel.

Abandoned Office Building.

10. Abandoned School.



Kicking things off

To get everyone acquainted with hawle-playingworks, 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 |
helped him get all the playerset, 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¢ 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 | believe we managed to
successfully initiate them into thele-playingworld.

My Setting
System

I wif dz&S 2 KA (Khsed fdtemQamakagenskills and combat. | will not delve too

deeply intoany of the more intricate game aspects, likerits, flaws or morality as defined by
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My World

The world is the modern world we are living in, but slightly modified and exaggerated. White
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world there is room for the swgrnatural, and it is relatively commonplager 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 otlers. Some cities are consider&dipernaturaklean (onspiracy 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.



The Adapted

As mentioned before, someumans have developed supernatural abilities. Some say that it is
evolutionary response because we aredhtened by the @ernatural, some that they are the
result of crossreeding and some that they are purely unnatural beings themselves that are
underdisguise 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. Howewhese people are what keep

the Supernatural at bay.

The Adapted are usually organized within cit@nd 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 ofcities. 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 insideities 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 catastioph

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 situatiombere 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 becreated out of her grief, the same way that one could be created out of vengefulness
after a crime of passion. Not all Supernatural areated out of negative emotions. oBitive-
aligned Supernatural from emotions like love, happiness or sacrifice aredibly and
increasingly rare.

The Supernatural have the ability to influeneeeryonearound 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 Supernatur® 8 RA&ALRZ AAGA2Y RSLISYRa 2y 6KAO
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.



The Supernaturado not alvays 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 a8 Y dzOK NXB & A & G I y Bomei Kdapfed know Kadm$ lofy Wikdkening the
Supernatural to ma&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 aainiThey 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 theshves 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, emaotions, favors and other nphysicalmeans These Supernatural are also more
objectsavvy andtan 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 thdityaoi get into
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them while trying © lower their defenses by counteg the emotion they represent with an
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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 direatly gb
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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 thanturn with lower
RSTSyasSa (G2 NBaAald F {dzZLISNYF GdzNF £ Qa SY20A2y Lt Ay

Tracking the Supernatural

The Adapted can attempt to track the Supernatural. To do so, they must make themselves
temporarily vulnerable to emotionsWhen doing so, they spend agany temporal Willpower

points as they want and get to radine extradie per point spent. If a Supernatural is found, the

player must succeed in a Willpower check with his remaining Willpower points or become
2POSNBKSEYSR o0& (KS { dzli®igf lofisdedebsesthicesSay oittedk ¥ a @ ¢ K
Supernatural are determined by the distance between the tracker and the Supernatural.



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 tion. 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 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 towresr mission will be to dve

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 yeald American manBrian 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 oflependency 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 o

sorts, but at the same time he has insight into the manner of being of the Supernatural that
Ffy2ald y2 2yS StaS KlFhad |1A&d Sy2idAz2yas K2gSOSNE

Demir

Bulut will play Demir, a 23 yeatd Turkish man. Demir was loan 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: hidmieara and
SupernaturalAnkara. Nobody is offiglly 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 protectinghe border, though his curiosity for the Supernatural and his own desire
to know the whole truth about his nature make him incursion into Supernatirédara with
relative frequency.



Dae-Jung

Ryan will play Dadung, a 27 yeasld KorearAmerican man. Be-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¢ they were all found dead in the master bedroom, and the cause of the fire was
never found out. The incident alsgpavned a Supernatural of Anger. Daeng and this
Supernatural became the only ndrumans at the time in Hartford. The Supernatural went for
allof Daewdzy 3Qa FTNASYRa FyR fSFaG F GNIXAf 2F RSIR
moment whereDaeJung finally subdued him. Ddeng never gave in to the rage that the
Supernatural hoped to ignite in him. To this day, Hartford remains Supernditaeal heavily
guarded by BASTION.

Caracas

The city is widely regarded as a lost cause in the batilEinst 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 tlat 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 moredikatural 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 privetieool 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 possiblesdooe
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 deaheitittiation.

Getting there

The characters will start play arriving at Caracas and quickly traversing the Superridtienl

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 imnclaimed territory near the invisibl 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 proceBais battle should take
place insideor aroundthe 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 teacheedhout 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,iey 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.

Fromthe teachers, lhey will learn that the children are kept across théaul, through the
soccer fieldsWhen 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 turntio@ sprinklers, but they can get
hints on that from the teachers if they are stuck. That representditeepuzzle.

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

wind, and the smoke is not going anywheihe 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
nervousnessand 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, identicahéohouse where Dae
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by going up to the master bedroom and finding his family, though they are nor responsive and

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

stove or in any of the bathroom heaters, and burn Bedzy 3 Q& FI YA€ &hisinl RSIF 0K |
dispose of the Supernatural and of the lllusion it represefitee only one who can actually

perform this ded is DaeJung himselfThis is thesecond puzzle

Finally, as they approach theElementary School building they wdtart 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 awaylike the school is already saved, like their lives are beautiful. Inside the room
they willencounter all the kids, in charge of a Joy Supernatural. This is the first tirndubger

Demir see a Joy Supernatural and they are completely mesmerized. heidirst Joy
Supernatural Brian sees since his incident with the previous one. He must overcome his own



emotions and between them they should decide if they leave the kideharge of the
Supernaturalif they kill itor if they do something completelyftérent.

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 Supernaturalthe eldest of the kidswill become an Adaptedtuned 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 andn 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 frdrthe 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 intéeaving 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

FYR GNRO|l GKS LXF@SNAR® | S nilnbke thamNiBlievé that tBeS G Ay G
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 Hedhbints. He has also a strong emotional attack.
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Predictions (and expectations)

Predicted interest curve

The predicted interest curve for my adventure is as follows:

Predictednterest Curve.
I have highlighted five momentwith downwardpointing arrowsas the peaks in the curve.
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arrows represent transition moments of rising action.
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