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Script

	Key

Dialog speakers go here next to dialog
	Bold=Narrator Speaking

Italics=Narrator Action

Plain=Character Dialog

	Intro
	The year is 1992 and Ace of Base is playing on every radio.

CUE: “Beautiful Life”

The four of you have recently graduated from High School far to the north.  You have come to spend your last summer before college working at Camp Sacred Hoop, just outside of Hendersonville, North Carolina at the NC/ GA border.

Unbeknownst to your friends (except for you Nerd) look at Seth, you have all managed to get through high school with your virginity intact.  Your mission this summer is to lose your virginity before camp is over.  

Welcome to… Summer of Love.

CUE: Place DM Screen

This task is easier said than done.  You have to find that special someone, convince them you are special too, woo them, then find a secluded spot and let the magic happen.

Because it goes without saying that you can’t show up at State U in the fall with your V-card.  

You have to accomplish all these steps while completing your duties as a camp counselor to all the little kiddies.  With that in mind, it’s time to pick out your schedules for the activities you want to supervise.  Here is the list of activities:

Cue: Give List, explain that they fill out one at a time passing it around clockwise.

Great, now that we have activities picked out, let’s figure out what your strengths and weaknesses are.  

Roll one D20 to determine each attribute.  Because I’m generous, I’ll allow you to roll an extra 3 times to replace values you don’t like.  By the way, higher numbers are best!  When you finish, you can swap numbers between attributes.  It is helpful to use your bonuses with your high rolls to really elevate one or two key stats.




Script (cont)

	Starting the experience

Director Stennis

Response

Director Stennis

Lauren

Response

Lauren

Response

Lauren

Lauren

Director Stennis

Lauren

Lauren
Lauren

Allison

Allison

Lauren


	Alright, you guys got some rad stats!  Lets get to camp!  

Each one of you is dropped off by a parent, cause guess what?  You don’t have a car!  No wonder you never got laid in high school…  When you first get to camp, it is late afternoon and you are greeted by Camp Director Stennis.  A middle-aged balding man, Director Stennis is a little eccentric, but very friendly and energetic.  
“Welcome to Camp Sacred Hoop!  I’m so glad you guys can help out this summer!  I love free labor, hahahaha! Just kidding! Unless you want to work for free… do you?”
“No, I guess not.  Anyways, why don’t you kids head over to the mess hall and meet some of the other counselors?”
You walk over the short distance from the entrance of Camp Sacred Hoop to the Mess Hall.  The building is buzzing with activity as you enter and sit down at an empty table.

A well-dressed girl with large dangly earings is loudly smacking her gum nearby.  She looks your group over and walks over and sits down with you.

“Hi there!  Like, who are you guys?”

“Oh cool, my name’s like, Lauren.   I’ve got the scoop on like, everybody here at camp.  Do you like, want to know what’s going on?”

“Alright, here’s the lowdown on the guys…”

CUE: Show them the character sheets one at a time as she describes the characters.
This is Ben.  He’s like, kinda cute, but he gets arooound, if you like, know what I mean.

This is Garf.  He’s like, so serious about his job.  Don’t let him like, catch you goofing off or anything.

This is Garrett.  He’s like, kinda weird but like, real sensitive and stuff.
Oh my god, this is Logan.  He’s like, so dreamy, but he doesn’t pay attention to most of the girls that much.

This is Richard.  He’s like, into science and nerd stuff, but I guess he’s alright.

This is Zuar.  He’s like, kinda dumb but real strong and stuff.  People call him Dum Dum, but like, not to his face.

“And here’s the deal with all the other girls…”
This is Merril.  She like, wants to be an actress or something.

This is Kara.  She’s like, really good at stuff and all the guys like, drool over her and stuff.

This is Maggie.  She’s like, always getting into trouble and stuff.

This is Katie.  She’s like, kinda slutty but nobody like, tells her that.  Everyone kinda talks about her, like behind her back.
This is Kristin.  She’s like, really good at sports and stuff, but she’s like, not really very girly.
This is Megan.  She’s like, all into like, the earth and flowers and stuff. Whatever!
Oh yeah, that guy over there in the back is “Cooky.”  He like makes all our food and stuff.  It’s like, good to stay on his good side, cause he’s like kinda crazy.  I think he like, got all whacked-out in Vietnam or something.  But Director Stennis had to hire him cause like, the camp has no money.  Did he like, say anything to you guys about it?
Yeah, he like totally said that same thing to me too.  I heard that, like, this camp was open a long time ago, like when our parents were kids, and like, Director Stennis’s parents were like, the directors back then and stuff.  But then, they like had financial problems or something and they had to close it up.  This is like the first year the camp has been open in like, a long time.  I heard that Director Stennis had to like, take out a big loan at the bank and stuff to like, get the money to reopen this place.  And then, I heard…. Oh my god, here he comes.  I better like shut up!  Hi Director Stennis, how are you today?

I’m fine Lauren, thank you for asking.  It’s time for you kids to get some work done, okay?  Lauren please take the new recruits over to Cabins 9 and 10 to get Adam, Christian and Allison.  They’ve been over there all afternoon cleaning up for the campers.  (looking at watch) I think if you guys hurry, you can get there before it gets dark.  Don’t forget to take your backpacks!
You notice that all of the other counselors have left the Mess Hall, presumably to go to the other cabins.

Okay (frowny face).  Like, come on guys.  Let’s like go over there and like, help out and stuff.

You all get up and head out the door.

Cabins 9 and 10 are like, this way you guys.  It’s like, kinda weird that there are even cabins that are like numbered 9 and 10, cuz there’s like, no cabins 7 or 8.  Like, why does it go from 6 to 9 and stuff?  Where’s 7 and 8?

Oh so like, I forgot to tell you about Adam and Christian and Allison cuz they like, weren’t there.  The guys are really nice but Allison is like, a total slut.  Like she makes that other slut Katie look like a total prude.  Oh my god, don’t tell them I said that okay?  Seriously, they will both be like, so mad at me!  But seriously, guys, I bet that Allison totally tries to make out with one of you!

Cabins 9 and 10
The area with cabins 9 and 10 is in the small enclave of a non-wooded area.  There are trees to the north and south, and a large cliff face to west.  There is a trail that leads from the south and winds its way up through the woods to the cliff.  

You guys make your way over to the cabins and see Adam and Christian hard at work while Allison lounges in a lawn chair, reading some celebrity gossip magazine.  She is struggling to read in the light from a beautiful sunset over the mountain tops.  She is an attractive girl wearing really short jean shorts and a white tank top.  Also, she has big… round… white… sunglasses.  She looks up from her magazine as she sees you approaching.  She lowers her sunglasses and stares at (whichever guy has higher physique).  Adam and Christian put down their brooms and look at each other.  You think you hear one of them say “Oh god, not again.”  The sun is almost completely down by now.
Allison puts down her magazine and stands up.  She begins twirling a finger through her hair and walks over towards (GUY).  

Lauren whispers “Told you” (whispered)

Allison is now walking in a circle around (GUY) staring him up and down.

Hey there hunk.  You wanna go up to the Bluff and make out?

Alright, (GUY), this first time, you don’t have a choice.  Ordinarily, you players would be the ones making the moves but for now, you have to go up to Lover’s Bluff with Allison so you guys can learn the rules of the game.  Get your dice ready!
Lauren looks over at the rest of the group and mouths “Like, Oh my god!”  Adam and Christian are shaking their heads in disbelief.  

Allison walks backwards in a sultry manner.  She is beckoning you sexily with her finger like this (Beckon).  

Come on big boy.  
It is really starting to get dark out now.  Allison is still facing you with her back to the trailhead that leads to Lover’s Bluff.  She’s not going to take no for an answer.

Suddenly, Allison screams and falls down to the ground, dead.  There is blood all over her back and something shiny is sticking out of it.

As you take your first step forward, a dark figure steps out from behind a large tree along the trail.  You cannot see his face because he is wearing a long robe with a big hood drawn up and over his head.  Adam and Christian run over to help Allison, as the rest of you are still in shock.  Six more hooded figures emerge onto the path and draw out various weapons.  You see some are holding knives, some are holding axes and some are holding what looks to be farm implements.
These figures fall onto Adam and Christian and you hear their screams, as you turn to run.  There is a trail leading through the woods that is opposite of where the hooded figures are busy hacking up the other counselors.  You see blood flying everywhere and eventually the screams fall silent.  Lauren leads you all onto this path and pulls out an enormous flashlight out of her purse.  She keeps repeating “Ohmygod! Ohmygod!Ohmygod!” as she struggles to turn on the flashlight to light your way.  She hands it to (Girl with highest AMBITION.  Give them card for maglite) Luckily, the hooded figures did not seem to be following you, although several of them were looking up at you as you went into the woods.

Come on you guys the farmhouse is down this path where we can find Ben and some others.  They’ll know what to do.
The Archery Range
Your group is moving at a fast pace down the path, but you are not all out running.  It is too dark and the path is slightly overgrown.  Glances behind you are few and far between but it seems that the hooded figures are not following you.  Ahead of you there seems to be a clearing in the woods, but it is around a corner of the path.  As you turn the corner you all get very quiet.  
You are standing at the back edge of the Archery Range.  At the end of the range, you see another two hooded figures huddled over something.  They seem to be concentrating very hard on whatever they are messing with on the ground.  They are standing directly in front of one of the foam targets for the Archery Range.  Their back is to you.  There is one target to the right of them and two to the left.  The targets look brand new.  No one has even fired a single arrow into any of them.  Directly in front of you is the Archery Range firing station.  It consists of a simple structure with a roof and wooden walls between the firing positions.  
There is a cabinet that is partially open to the left of the firing positions.  Something inside seems to glimmer when you shine the flashlight on it.  What do you do?

If they go straight for the cabinet and open it: create noise and startle HF’s enter combat without weapons.  They can get them during battle but it will take one turn.
If they are careful or search area: move a stack of arrows leaning against the door and do not make noise. Find contents of cabinet:
Stick Bow

Hunting Bow

Hatchet

For future reference, you can search areas for weapons and other items which will be useful to you during combat or at any other time.  Be specific about which areas you are searching.
Let me explain the rules of combat:

1) Characters take turns in order of their Ambitions.  Highest goes first, etc.

2) During your turn you may perform one action and move your total allotted number of Fitness Squares.  You are permitted to act then move, move then act or move then act and then move again, so long as you have not used all of your Fitness Squares in that turn.

3)Actions can consist of Attacking, Healing or performing a Special Action, such as Opening a Door, Picking Up a Weapon or Hiding.

4) When attacking, roll one D20 to determine your attack rating.  Add any bonuses you may get from your stats or schedule to this number.  If this number is higher than or equal to the weapon you are using’s attack rating, the hit is successful. Aggressiveness gives you a bonus to Melee Attacks and Cunning gives you a bonus to Ranged Attacks.
5) When you land a successful attack, roll the appropriate die to determine the damage you deal.  Don’t forget to add any bonuses.  Aggressiveness also gives a damage bonus to Melee Attacks, and some Schedule Activities give you a bonus with specific Weapon Classes.

6) When you land a successful attack, if any of your damage dice land on the highest possible number for that die, you have performed a critical strike.  For each critical hit you land per attack, roll one D6 to determine the critical hits effect.  See the Critical Hit chart in the appendix for each critical hit outcome.

7) The range of Ranged Weapons or Thrown Items is written on their card.  This is considered the maximum range at which a weapon can hit a target accurately.  The range to a target is equal to the shortest number of squares between the weapon user and the target.  Squares that are diagonally adjacent to each other can be used.

8) The range of Melee Weapons is also written on their card.  See the Melee Ranges chart to determine what each Range Class means.
9) Subtract the damage total from each successful hit from a characters HP.  Starting HP is equal to three times a player’s Physique stat.

10) When a player drops below 1 HP, they are considered incapacitated and cannot move or perform actions until their health is raised above 0.
11) Certain map features provide cover for characters, and they can use these to avoid attacks.  Look at the maps for features which can provide cover.  Also, enemies will not be visible on the map to you if they are not in your line of sight.  Likewise, enemies will not be aware of your presence if they cannot see or hear you.  Certain weapons are loud when used, however, and will alert enemies to your presence.
If the players choose to look into their backpacks:

You look into your Backpacks and realize you are carrying the following items: (Hand out starting items: Mark gets a pocket knife, Tracy gets Pepper Spray, others are schedule dependent, see Schedule chart).

If they do not choose to do so, remind them of the backpacks after the battle.
BATTLE 1

2 FAKE Cultist Hooded Figures

A)Male- 34 HP___________________________
             Attack:11 Damage:D6+2 Movement: 3 squares Ambition: 10
B)Female- 28 HP_________________________
            Attack:8 Damage: D6 Movement 4 Squares Ambition: 12

	Lauren

Response

Lauren

Garf

Response

Garf

Response

Garf

Garf

Stoner 1

Response

Big Tom

Sleazy

Big Tom

Response

Big Tom

MAN CHAR
	Examine Bodies:

When you remove the hood, you are surprised to find that the dead-eyed face staring up at you is young.  Well, was young.  These assailants were very close to your age.  They are wearing modern, fashionable clothes under their cheap, thin robes.  The robes remind you of something you would wear on Halloween.  You do not recognize their faces and they were not carrying any identification.

The male has dropped a Hatchet.

The female has dropped a Pocket Knife 2 and a Sm First Aid Kit.

You also realize that you still have your backpacks with the following items:

Tracy: pepper spray, Mark: pocket knife, others: Class Dependent

Lauren, who has been crouched behind the cabinet comes out of hiding and walks over to where you are standing over the bodies.

“Are, they… dead?”

“Why did they kill Allison?  Who are these people?  Let’s hurry up and find the others!”  

You notice that Lauren’s “Valley Girl accent has disappeared since the violence started.

The Farmhouse

You continue along the darkened path until you arrive at a two story house nestled in the woods.  This must be the farmhouse.  You slowly enter the building into a living room filled with well worn furniture.  There is a kitchen to your right and stairs leading upstairs to your left.  

You quickly realize that those inside are unaware of the events that have gone down tonight.  Ben is sitting on a ratty plaid couch drinking a cocktail and flirting with Katie.  Garf is yelling at them for being irresponsible while Megan tries to teach Richard about how flowers reproduce.  Kristin is doing curls with some hand weights.  Garf sees you enter and waves:

Hey guys!  How’s the first day of camp going?  Is that blood on you?

What happened?

Oh my god!  Let me get you guys bandaged up! 

Garf gets out his first aid kit and heals all your damage.  Reset your HP to its maximum.

We need to go out there and get these bastards!  This is our camp!  They can’t just go around dicing up all my counselors!  Let’s head out to the Rifle Range and get some more firepower!

Let me introduce you to the next game system.  Even though this game is no longer about hooking up, you must still create relationships to help you get through the game.  You can use your manipulation skill to convince counselors of the other sex to fight for you.  This is accomplished by attempting a Manipulation Roll.  To successfully Manipulate a counselor, you must meet or exceed the Counselor’s Manipulation Rating.  Add your Manipulation Stat to a D20 roll to determine your Manipulation Rating.  You have two chances to successfully Manipulate a Counselor.  Once you fail twice, you can no longer attempt to manipulate that particular Counselor.  Because of this, it is wise to come up with a strategy for which player should manipulate which Counselor, as some are harder to Manipulate than others.  There are two levels of manipulation, Low and High.  Low manipulated Counselors will generally do what they are asked by the player, but may refuse certain actions which are particularly dangerous, such as:

Facing multiple enemies alone

Moving between an enemy with a ranged weapon and another Counselor

Giving up a good weapon for a poorer one
Not fleeing when heavily damaged
     High Manipulated Counselors are fully under the control of the player. In addition, each player can only manipulate one counselor at a time. You can manipulate a new counselor but you will lose control of the old one.  This old counselor can be remanipulated by another player, if desired.
Look over these counselors stats and see who wants to try to manipulate who.  Remember, you can only manipulate members of the opposite sex!  Give out cards for Richard, Garf, Ben, Kristin, Katie, Megan.
Great!  You’ve got some more members to your party.  You can control them just like you would your own character, but if they are under Low Manipulation; I might tell you certain actions are too dangerous.

As you are gathering your gear and pretending to head out, Seth, the nerdy one, notices that the alcohol in the cocktail Ben was drinking might be of some use.

Give Seth the Molotov card.

Hint: There might be some other items of use in the house. But you have to be specific about where you are searching.  Pay close attention to the descriptions of places for clues.
If they search Upstairs, give them the .38 Special.

If they search the kitchen, give them a Sm First Aid Kit and a Kitchen Knife.

There are scratches on the living room floor, next to the couch.  It looks like it has been moved.

If they move the couch, give them the Pitchfork.  Garf says, “Why the hell is that under there?”

Alright, it’s time to head out to the rifle range.  Your group heads out of the house and follows (Male MAN. COUNSELOR) down another path through the woods.  In the distance you hear what sounds like hysterical laughter.  The path continues for a ways before it begins to get steadily steeper. The path is winding up a hill which is suddenly getting very, very steep when suddenly you hear some rustling in the trees ahead of you.  What do you do?

If they fire a warning shot, two stoners come running out of the woods, covering their heads and holding a bong.

If they fire into the direction of the sound, two stoners stumble out with a broken bong.

If they sneak up on the noise, three stoners are startled and spill the bong water on Everyone  Loses 1 Ambition.  Drugs are bad!

The Stoners

The two stoners are almost comical in their relation to each other.  One is about 6 foot 6 and must weigh 400 lbs.  The other is about 5 foot 6 and pencil thin.  The two stoners look at your group with puzzled faces.

Why do you guys have all those weapons and stuff maaaaaaaaaaaan?

Whaaat?  That’s craaaazy dude!  My name is Tom, but people mostly just call me Big Tom.  This little dude is Sleazy.

Sup?

Haven’t you guys ever heard of the Legend of Camp Blood? Have you?
It goes all the way back to when Director Stennis’s parents used to run this place.  It’s like this:  This camp used to be super popular and they made tons of money.  But then all kinds of weird stuff started happening.  

If no response Like what kind of weird stuff?
Like the campers started finding all kinds of dead animals around the place.  You name it, they found it.  Like dead birds and squirrels and deer and stuff.  They were all splayed out like they had been sacrificed to Satan, maaaan.  Except they never found any dead snakes.  The Satanists were like, friends with the snakes or something, cuz they reminded them of the Devil.  Anyway, you want to know what happened next?

Then, they started seeing people around.  Like weird people wearing robes and stuff, like the people you dudes saw earlier.

Like Satanists.  Sleazy interrupts.

Exactly dude.  So these Satanists started showing up around camp, just kinda hangin out in the shadows and stuff.  But they never really hurt anybody or anything.

They didn’t?

Well not until this one day.  You see, one day a bunch of them showed up at some of the cabins where all the campers were sleeping, and they burned em down, with all the kids sleeping inside.

Dude!

What do you think happened to Cabins 7 and 8 dude?  That’s why the camp got shut down for so long maan.

What are you two stoners talking about?  That is not what happened.  Everyone knows that Mr. and Mrs. Stennis got busted for tax evasion.  That’s why the camp got shut down.  We don’t have time to listen to these stoners anymore.

The air is a little tense now.  What do you do?
If they ask the stoners for help, they say, no way maan.  I’m way too stoned.  Yeah, and I’m like, a pacifist or something.  We’ll meet up with you guys at Cabins 1 and 2 later man.  That’s like, where we keep our stash, dudes.

If a girl asks or if they search around the area or ask for help twice or ask for items, they will still say no, but give the LANTERN and the Hunting Knife. “We found these in the woods man.”

If they try to do anything else, a MAN CHAR tells the group they need to hurry up and get to the Rifle Range.

The Rifle Range

You continue down the path, which has now leveled out.  The forest is thick but you guess that you are at the top of a plateau.  You trudge along the trail until you come up to another clearing.  There are fireflies flying around in the field, it is simultaneously beautiful and eerie.  At the back of the clearing is a large shear granite cliff.  Directly in front of the cliff is a large mound of what looks like dirt.  The clearing is dark, but the moon is high and it bathes the clearing in a soft light.

Something is shimmering in the moonlight towards the base of the cliff.  You hear the hoot of an owl as you walk up to the edge of the clearing.

What do you do?
If they go out to the Shiny object, give them 2x 22LR and spawn 3 FCs at the firing line

If they don’t go for the shiny object, tell them there is a flat low silhouette on the opposite edge of the clearing.  If they go towards the firing line, spawn the 3FCs at the targets:  You see three dark silhouettes walk out towards the shiny object.

BATTLE 2

3 FAKE Cultist Hooded Figures

A)Male- 34 HP___________________________

             Attack:11 Damage:D10+2 Movement: 4 Squares Ambition: 12

B)Female- 28 HP_________________________

            Attack:8 Damage: D10 Movement 5 Squares Ambition: 14

C)Large Male- 46 HP_______________________

          Attack:11 Damage: D12+2 Movement 3 Squares Ambition: 8

Examine the Bodies:  

These people are very similar to the first group you came across at the Archery Range.  They are all young, and the two males smell like alcohol.  You see little evidence that these kids are Satanists.

They carried a Pocket Knife, Wood Axe, and Bear Mace.

Also, if the players choose to ignore the shiny object, the FCs have 2 .22LRs

As you stand over the bodies, you hear loud gunshots far off in the distance and a rustle in the bushes to the south. Rustle, rustle.  As you turn to face the noise with your weapons in hand, Sleazy and Big Tom stumble out of the woods with their hands in the air.  

They are both shouting “Don’t shoot! Don’t shoot!”

They walk over to the group with their hands still in the air.  

You guys like totally kicked their asses!

Totally!

I know you dudes don’t believe me about the Satanists and all, but I can totally prove it.  We totally found the burned out cabins when we were looking for a chill spot to rip a bowlski.  If you follow us, we’ll show you.

I really don’t think we should be listening to these stoners.  The Boathouse is just up here.  We might be able to find some others or a phone.  We need to call the police!  We could get killed out here!

What do you do?
If they follow the stoners, go to Cabins 7 and 8

If they don’t, go to the Barn.  Maybe you should trust the stoners… They seem harmless enough.

Cabins 7 and 8
You follow Sleazy and Big Tom to the edge of the woods.  There is a trail which is clearly overgrown and looks like the entrance has been hidden, but it is a trail nonetheless.  It winds through thick woods and you must travel single file.  Eventually you come up to a steep drop off.  Sleazy and Big Tom crawl down onto their stomachs and drop down the ledge.

Throw us your weapons dudes!  We’ll hold them until you get down.

Do you toss them your weapons?
If yes, you crawl down and they give them back to you and say “Man I hate these things”

If no, each person that doesn’t rolls D6, they fall and hurt themselves for that much damage.  You’ve gotta learn to trust people more.
You walk another short distance through lighter woods and come up to another small clearing.  Sure enough, there are two burnt out shells, which are about the same size as the other cabins you saw earlier.  It looks like someone has been attempting to either renovate or completely tear down the structures.  There is a pile of dirt next to a hole with some tools and a tarp near it.
Told ya.
Sleazy walks over towards the pile of tools and picks something up.  It looks like a garage door opener.

We found this thing here but it doesn’t have any batteries in it.  Do you guys have any D batteries?

Are you sure?

Did you check?

Well okay then, but I bet you have some batteries somewhere…  You should bring it along just in case you find some later.  GIVE GDO.
Alright, I guess we believe you now.  There are some burnt out buildings in the woods.  (Sarcastically) That must Prove that Satanists killed a bunch of campers here a long time ago.  Can we please check out the Boathouse now?    Can we?

If they search the area, they find the Shovel and the Laser Sight.

If they correctly use the Batteries inside the Maglite they get the working Garage Door Opener.

The Barn

Sleazy and Big Tom again remind you to meet them at Cabins 1 and 2 later.  They claim to have business with Mr. Bongski.  You leave the clearing with the burnt out buildings and make your way down another trail.  This trail descends gradually and eventually opens out into a wide field with tall grass reaching to your waist.  The fireflies are back and the site of your group walking through the tall grass with the moon 
large in the sky behind would be quite astonishing if seen from a distance.

The tall grass is eventually replaced by shorter grass which looks like it has recently been mowed.  You see the silhouette of a large building in front of you.  As you approach it, you see that it is a barn.  There is a lot of equipment lying around the outside of the barn, including the large ride-on mower that was used to mow the grass.  You notice that the barn has been retrofitted with a large garage door where the main doors once stood. As you look around the building, you see that the garage door is the only entrance to the barn.  What do you do?

If they search the outside of the barn for another way in, there is none.

If they search the outside of the barn for items, give them the Weed Whacker.

If they figure out to combine the batteries from the Maglight with the Garage Door Opener, the Barn Door opens with a slow grinding noise.

Inside there is much more equipment used to maintain the grounds.  Of special note:

A chainsaw with no gas.

Several empty gas cans

6 clothes pins 

A clear plastic tube

A dirty bandanna

What do you do?
· If they siphon the gas from the lawn mower, they can fill the gas can and the Chainsaw.

· Seth can use the Gas Can to make Gas Bombs.

As you look out the window of the Barn, you can see the faint glimmer of moonlight reflecting off the surface of water.  You see the Lake!

You leave the Barn and walk along the shoreline.  The gentle splash of the water against the beach is very calming.  The moon has begun to rise higher in the sky, and it’s reflection off of the water’s surface is nothing short of awe inspiring.

The Boathouse

Eventually you make your way up the shoreline to an old gray wooden single story house built near the edge of the lake.  There is a black metal trailer stacked high with rusty metal canoes and well worn wooden 
paddles.  It looks as if someone has been attempting to remove the rust from the canoes.  The paint is peeling off the house in long strips.  Extending out from the front of the house are two mossy wooden docks.  The leftmost dock is slightly longer than the dock to the right.   The water looks like it starts shallow enough to wade into but quickly becomes deep.
There are four white rowboats moored to the docks.  Two of them look like you could use them to get from one dock to the other.  On the right side of the rightmost dock is a relatively new looking ski boat.  One of the lights has been left on in the motorboat, but you do not hear the engine running.  Over the soft murmur of the lake’s waves and the creaking of the docks, you hear what sounds like faint crying coming from the shoreline past the motorboat.  The motorboat is blocking your view of the shoreline where the crying is coming from.

What do you do?

If they go down the Long Dock and cross the boats, an arrow is fired into the side of the wooden boat and the players fall into the water in the confusion.  Initiate combat with players starting in the water. 

If they go down the Shot Dock, and into the Motorboat, they find a small locked compartment, like a glove box.  IF They have the key, they unlock it to find the 9mm and the Hunting Rifle.  If not, tell them it is locked.  

If they investigate the crying, You find a series of half sunk and capsized fiberglass canoes.  Some are pointing straight up out of the water and some are dragged up on shore.  They are all bright red with a logo that says Camp Cedar Lake.  They all have large holes in them, as if they were ripped apart by someone, or something.  You find a girl with the same cheap looking robe as the other “Satanists” leaning up against an overturned canoe.  She is bleeding from a deep gash in her abdomen and is crying next to another “Satanist” girl who appears to be dead.

Please, please don’t hurt me.  Please.  She begins sobbing again.
My friends and I are Counselors at Camp Cedar Lake, on the other side of the lake.  Some of our friends work here too, and we wanted to come over and play a prank on you guys.  We had all heard about the legend of Camp Blood and thought we would dress up like Satanists and canoe across the lake and scare you guys.  She starts crying again.  But when we got here, someone that was already here started to mess with us.  We heard footsteps behind us in the woods and some of our friends started to disappear.  I came back here to check on the canoes with Jessica…. Sobbing.  Oh god they killed Jessica!  She shakes her friend’s lifeless body.  They shot holes up in the canoes and that’s when they cut Jessica’s throat.  They were dressed like us… like Satanists.  It was so dark, I… I tried to run but one of them caught me and cut me across the stomach.  Oh god, I don’t wanna die…. 

As she makes this last statement a strange snapping noise tears through the tranquil night air.  An arrow’s fletching is now halfway lodged in the girl’s throat.  The nock is visible to you, but the rest of the arrow has disappeared through her neck and into the canoe behind her.
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	BATTLE 3

3 Real Satanist Hooded Figures

A)Older Male- 50 HP___________________________

             Attack: 8 Damage: D12+2 Movement: 3 Squares 
            Ambition: 12 Melee Long Drops: Wheat Reaper

B)Female- 54HP_________________________

            Attack: 12 Damage: D10+2  Movement 5 Squares 
            Ambition: 16 Melee Medium Drops: Sickle
C)Older Female- 48HP_______________________

          Attack: 11 Damage: D12+2 Movement 3 Squares 
         Ambition: 8 Ranged 10 Drops: Crossbow
Examine the Bodies:
Unlike the previous groups of figures you examined, these figures robes are of a very high quality.  They are thick but well worn and snagged in some places.  The figures are wearing Western or Rural style clothing underneath their robes.  They appear to be locals.  The figures vary in age and gender.  Two of the bodies are female and one is an older male.  He looks older than your parents but younger than your grandparents. All three have a curious tattoo on their left forearm.  It looks like three snakes crossed in pattern like this:
 Show Tattoo Image
If they search the building and grounds:
There is a Lg FAK inside the kitchen cabinets.

There is a Chef’s Knife in a drawer in the kitchen.

There is a 20 Gauge Shotgun in one of the canoes in the trailer.

There is a severed human hand on a bloody plate in the refrigerator.

Underneath the plate there is a map of the Camp, the map has been annotated:

 a red ? drawn behind Cabins 3 and 4

A pentagram drawn over Cabins 1 and 2.  Wasn’t that where you were supposed to meet Big Tom and Sleazy?

If they don’t find it keep hinting that there is something for them to find in the house.  Hot and Cold.

In one of the canoes in the trailer is a bear trap which does D10 damage to whoever searches it.

If they search in the couch in the living room, they find a Key to the Boat, unless they already have one.

At this point, Lauren, the gossipy girl shows up at the Boathouse alone.  She looks tired and out of breath.  She tells you that she has heard that Logan and some of the others are holed up in Cabins 3 & 4.  She suggests that you follow her so that you can meet up with the others.  What do you do?
If they Follow her, go to Cabins 3 and 4
If they don’t go to Cabins 1 and 2

Cabins 3 and 4
You walk along the edge of the lake until you come to another densely wooded area on the other side of the large clearing where the lake house is.  You can see that these woods extend all the way up to a large mountain which dominates the eastern landscape.  You enter a small path into the forest which winds its way through the darkness.  Eventually you see the lights of the cabins in the distance.  
As you approach them, a shot rings out into the still night air.  The crickets get quiet for a moment as a confident sounding masculine yell’s out towards you. 

Who is it?
Who?

If they respond with “We are the new counselor’s or something similar” okay, I’m going to unlock the door.

If they respond with something else, he shoots one of the MAN CHARS for 2D20 damage or Lauren Etta for D12 damage.  After, Kara runs out the door and yells at Logan 

“What are you doing?  You are going to kill them/ I think you killed him/her!”

An attractive young blond girl runs out and greets you.  She is trying to shield you from fire from within the building.

Oh my god, I’m really sorry guys.  I didn’t recognize you.  I thought you might be some of THEM.  I’m Logan.  

	Logan
	Here’s your chance to get some new recruits.  You can attempt to replace some of your old Counselors if you’d like.  These counselors are a little bit better at defending themselves.  Show them the character cards for Zuar, Garrett, Logan, Merril, Maggie, Kara.

If they attempt to search the house, Logan tells them that there aren’t any useful weapons that they haven’t already found.  We found this pistol in a trunk under one of the beds. Give 9mm.

 But you may want to check that map…

If they follow the ? on the map: 

You follow a slightly overgrown trail behind the cabins until you come up to a small wooden structure on the edge of the lake.  In it you find a machine for throwing clay pigeons and a Shovel.  There are tracks in the dirt under the clay pigeon “trap” which make it look like the machine has been moved recently.
What do you do?

If they move the clay pigeon trap:
The dirt underneath looks like it has been recently disturbed.

What do you do?

If they dig a hole under the trap:

Give them the 12 Gauge and the Rifle Scope
 Let me see that map.  

Thanks.  Let’s see here… We/You guys should go check out that symbol on the map.  There may be some kind of clue as to what is going on there. Then we/you should go up to the Nurse’s Station and try and use the phone.  We have got to get the hell out of this camp!  There are Satanists everywhere!  There’s a huge group of them making a bonfire in the center of the soccer field.  We just barely snuck around without them seeing us.  It smelled like they were cooking something… or someone.

Where do you go?



	
	Cabins 1 and 2

You approach a trail leading into the woods.  The large mountain rises fairly steeply from the base of the woods.  You follow a short trail until you come up to small clearing in the woods with two cabins that are similar in size and shape to the others you have visited.  There is a fire burning in a small fire ring in front of one of the cabins.  There is a Satanist holding a large wicked looking knife facing the fire.  His back is to you.  There are dim lights coming from within the cabins but you do not hear any noises besides the gentle rhythms of the crickets and the wind occasionally blowing through the trees. What do you do?
· They can leave and go to the Nurses Station.

· They can fight the figure at the Fire and initiate combat

· They can sneak around and investigate the cabins from the back.

BATTLE 4

4 Real Satanist Hooded Figures

A)Older Male, by Fire- 50 HP___________________________

             Attack: 8 Damage: D12+4 Movement: 3 Squares 

            Ambition: 12 Melee Long Drops: Sacrificer

B)Female- 54HP_________________________

            Attack: 12 Damage: D12+4  Movement 5 Squares 

            Ambition: 16 Ranged 6 Drops: 20 Gauge
C)Older Female- 48HP_______________________

          Attack: 11 Damage: D12+2 Movement 3 Squares 

         Ambition: 8 Ranged 10 Drops: Crossbow

D)Male- 58HP______________________________

        Attack: 9 Damage: D12+6 Movement 4 Squares
       Ambition: 17 Ranged 12 Drops: Hunting Rifle

Examine the Bodies:
These Satantists look much like the last bunch.  They are a variety of ages and are dressed similarly.  They have the same robes and each has the same Snake Tattoo on the left forearm.
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	Search the area:

· There is a bucket of water and a mop in Cabin 2.  They can use this to put out the fire.

· If they put out the fire there is a .357 Magnum in the ashes.

· There is a Machete sticking out of a stump in the back of the cabins.
· There is a Sm FAK under a bed in Cabin 1.

As you begin to leave the area, Big Tom walks up the path in a lackadaisical manner.  He is singing a song to himself loudly and wearing headphones.  He seems fairly oblivious to the fact that your group is standing there watching him until he is very close to you guys.
Whoa!  I didn’t see you there.  What’s going on over here?

Boy am I glad you guys got here before I did.  I would have been toast.  What are you guys going to do now?

Well I’ll tell you right now that the Nurse’s Station is locked up tight man.  There’s no way in.  We tried to get in there earlier, you know, for some pills maaaan.  Are you guys going there looking for pills too?

Oh yeah, I think there is a radio and a phone in there.  But you gotta have the key to get in…
Don’t worry though.  I know where the key is… I sent Sleazy to get it.  But he should be back here by now…  Have you guys seen him?

Sleazy said that the only person he knew that had a key was Cooky.  So I bet he went to the Mess Hall to find Cooky.  You guys should go there and help him find the key.

You follow Tom’s advice and head back down the path.  You skirt around the edge of the large open field in the center of camp.  You can see the bonfire out in the field and smell a strange meat cooking.  You really don’t want to know what it is.
Mess Hall
As you approach the Mess Hall you see Sleazy sitting on the ground, pulling up blades of grass and examining them closely.  He looks up and waves to you as you walk up to him.
Hi guys!  What’s up?

Yeah, Cooky’s got the key all right.  But that crazy old kook won’t give it up.  He’s gone off the deep end man.  I think all the gunshots have scrambled his brain.  He thinks he’s back in ‘Nam or something.
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	It would be super sweet if you guys would try and get the key from him.  Lord knows he won’t give it to me.  He keeps saying something about how I’m gonna give it to some guy named Charlie…  I’ll wait here for you guys to get it.
You enter the now darkened Mess Hall.  All of the tables are empty.  The lights are off, but you see a light coming from a room in the back.  It looks like that should be the kitchen.  You hear a lot of racket coming from back there.  Yelling. Metal on metal clanging.  A loud banging noise.  A pot comes flying out of the back room and skids across the floor, stopping at your feet.
What do you do?

If they attack Cooky, enter combat.

If they walk in calmly, Cooky addresses them:

The first thing that you notice is that the kitchen is in a state of disarray.  Food, condiments and cookery are scattered all over the room. Cooky is talking to himself loudly.  He is mostly mumbling but you think that you hear him mention something about Charlie this and Sergeant something or other…

He notices you after a moment of pacing back and forth.  His eye’s are shifting back and forth between the lot of you:
What outfit you fellas with?

If they mention a higher command, or call him Private Cooky, etc, Cooky snaps to attention and gives a salute.  He promptly hands over the key and his weapon, a .357 Magnum.
If they mention that the area is crawling with Charlie, bogey’s, etc, you must still convinve him to give you the key, but he will not be hostile.

If they say ANYTHING else,

That doesn’t sound right.  You must be VC spies.  I will not let you take this vector!  He pulls out a large handgun and points it at you.
BATTLE 5

“Private” Cooky

A)85 HP___________________________

             Attack: 8 Damage: D12+8 Movement: 4 Squares 

            Ambition: 19 Ranged 8 Drops: Magnum

Examine Body:
Cooky is wearing dog tags which read Private First Class Daniel Legg.  He does in fact have a key with a keychain attached with a red medical cross. In his pocket you find a picture of a can of Tomato Soup with a heart drawn around it.  Weird.
If they search the room, they find a Chef’s Knife, and a sweater crumpled up on the floor.

You exit the building and find Sleazy staring up at the clouds in the night sky.  The moon has reached its peak and is beginning to move back down the other side of the sky.  The stars are twinkling brightly.

Did you get the key, Dudes?

Sweet. Let’s go get into the Nurse’s Station.
Nurse’s Station

You hurry back to the Nurse’s Station and use the key on the door.  It gets stuck.  The door won’t open.  You try it again and it opens jerkily.  Crappy lock.  The room is very small.  There are two small cots and a cabinet filled with medical supplies.  There is also a small desk with a telephone and a small ham radio.  What do you do?

If they pick up the phone, the line is dead.  There is no signal coming through the phone.  Someone must have cut the line…

If they search the medical supplies.  There are 2 Lg FAKs in the cabinet and a Sewing Kit.

If they try the Radio,

You try to talk into the radio, but only hear static back.

What do you do?

Nothing happens if they try it again.  I don’t think anyone is going to save you.  Maybe you should search someplace else…

As you begin to leave, you hear a crackly voice over the radio.  

Hello?  Hello? Are you there?  Come in!  Come in!  It sounds like Camp Director Stennis.

Oh thank God you kids are alright.  Listen, I’ve got my car up here at the top of the mountain.  Come up here and meet me.  We’ll ride into town together.  I’m so thankful you kids are safe.  Something sounds off about his voice.   You cut off the radio.
What choice do we have?  We can’t walk into town; it’s like 20 miles from here.  Who knows how many of those Satanists are out there along the road, waiting to catch us when we try to escape?  Let’s head up the mountain.
You begin to hike up the mountain road to meet Director Stennis.  The walk is long, and everyone is edgy.  The road is heavily wooded on either side, and the branches form a canopy above you.  You begin to think that this would be a rather pleasant experience under different circumstances. At one point, a crow flies up out of the bushes and startles everyone.  Tracy gasps aloud.  

As you near the summit of the mountain, you see a smalll house take shape in the darkness ahead of you.  It’s a very cute mountain style log cabin home, with a garage on the first floor and living area and large wrap around porch on top.  You imagine the back end of the garage is cut into the mountain.  There are stairs next to the garage leading up to the porch.  There is a door a ways down the porch that is open and swinging in the breeze. What do you do?

The garage is open and you see a 1988 Chevy Suburban with a two toned paint job inside.  It is locked.

The only thing to do really is to go inside.

When you walk up the stairs you can hear Director Stennis mumbling to himself.

Oh god, it’s happening all over again.  They tried to warn me.  Why? Why? Why didn’t I listen?  I’m sorry ma.  I’m sorry pa.  Why didn’t I believe you?  There’s no such thing as a Satanic Cult I said.  That would never happen in Hendersonville, I said.  Just some clumsy kids with an ld butane lantern.  Prolly just horsing around and kicked it over. Why? Why? Why?

As he says these last words, he smashes his head into the wall three times.  When he slowly lifts his head up, its covered in blood.  He finally notices your group.
Oh thank god you kids are alright.  I don’t know what I’d do if something happened to you…

He is walking towards you as he says these last words, with a crazy look in his eyes.  There is blood dripping off his face now.  Hr reaches out and grabs sleazy by the collar.  He looks deep into Sleazy’s bloodshot eyes.

You kids are going to be just fine.

He gives Sleazy a hug and lets him go.  Stennis picks up his keys from the desk behind him.  He motions for you to follow him
Stennis leads you out the door and around the back part of the porch.  As he leads you down another set of stairs on the far side of the house you hear what sounds like a small motor running.  It sounds much too small to be the engine of the Suburban.  Seth, you notice that it sounds like a two-stroke engine. As you round the bend at the back of the house, he once again violently grabs Sleazy by the arm and shoves him face first into a running wood-chipper.  Sleazy’s head then torso are splattered all over you in little bits and pieces as Camp Director Stennis reaches for a 12 Gauge leaning against the side of the house.  
There can be no evidence!  He screams as pumps the shotgun.  Sleazy’s legs vibrate up and down as gravity slowly feeds the rest of him into the chipper.
BATTLE 6

Camp Director Stennis

125 HP___________________________

             Attack: 8 Damage: D12+D6+4 Movement: 5 Squares 

            Ambition: 19 Ranged 6 Drops: 12 Gauge

Examine Body:
 At least Director Stennis is at peace now…  You pick up the keys to the Suburban and start it up.  There are 2 Lg FAKs in the back.
You pull down the steep mountain road as “Free Bird” plays on the radio.  The sun is beginning to come up behind you.  It’s the start of a brand new day.  Things just might turn out alright after all.  

As you pull down off of the winding mountain road and onto the main camp entryway, you are blinded by high beams coming from around the tree line, directly under the Camp Sacred Hoop entranceway.  Just as you are about to panic, the familiar red and blue flashing lights of a law enforcement vehicle greet you.
A Sherriff wearing cowboy boots, a button down shirt, and a Cowboy hat steps out of the passenger side of the Police Cruiser.  A more traditionally dressed Deputy steps out of the driver side.
Well, well. Thank the Lord, some of you kids made it.  We were gettin’ a’frightened that there were no survivors.

You kids want to tell us what happened here?

Well that sounds mighty strange, kids.  This here is good Christian country. We don’t have no devil-worshipping cults in these parts.  Doesn’t their story seem a little strange, Deputy Horne?

Sure does boss.

Yessirree it does to me too.  Now how do we know you kids aren’t responsible for all those bodies we found?

REPEAT IF THEY DON’T ANSWER.

Well that may be true, but it’s like I said before.  We just don’t have no devil worhippin Satanists around here.  Fact is, all we got is good ole God fearin members of the Holy Name of Jesus Pentacostal Church.

Both men roll up their sleeves, revealing the same tattoos as all the “Satanists”. 

Whispered: Snake Handlers…
Maybe we don’t want you young folk coming down to our neck of the woods, committin all kinds of fornication and sins against the Lord.

Say your prayers, Children.

Both men draw their guns.
FINAL BATTLE 

A)Sherriff

85 HP___________________________

             Attack: 6 Damage: D12+D6+6 Movement: 4 Squares 

            Ambition: 21  Ranged 8
B)Deputy

65 HP___________________________

          Attack: 8 Damage: D20+1 Movement: 6 Squares

         Ambition: 19 Ranged 9

The sun has fully risen as you stand over the bodies of the dead police officers; you realize you are lucky to be alive.  
It just begins to hit you that this whole situation is going to be difficult to explain to the authorities.  As you begin to mull it over in your head, you the roar of a large diesel engine pulling up the steep road into camp.  

You are expecting the worst when around the bend comes two school busses full of happy campers arriving to their first day of Summer Camp.  The children quiet down and stare in disbelief as you stand in the middle of the road over the dead police officers,  covered in blood that is dripping onto the pavement below your feet…
THANKS FOR PLAYING

THE END




Rules

	Combat
	1) Characters take turns in order of their Ambitions.  Highest goes first, etc.

2) During your turn you may perform one action and move your total allotted number of Fitness Squares.  You are permitted to act then move, move then act or move then act and then move again, so long as you have not used all of your Fitness Squares in that turn.

3)Actions can consist of Attacking, Healing or performing a Special Action, such as Opening a Door, Picking Up a Weapon or Hiding.

4) When attacking, roll one D20 to determine your attack rating.  Add any bonuses you may get from your stats or schedule to this number.  If this number is higher than or equal to the weapon you are using’s attack rating, the hit is successful. Aggressiveness gives you a bonus to Melee Attacks and Cunning gives you a bonus to Ranged Attacks.

5) When you land a successful attack, roll the appropriate die to determine the damage you deal.  Don’t forget to add any bonuses.  Aggressiveness also gives a damage bonus to Melee Attacks, and some Schedule Activities give you a bonus with specific Weapon Classes.

6) When you land a successful attack, if any of your damage dice land on the highest possible number for that die, you have performed a critical strike.  For each critical hit you land per attack, roll one D6 to determine the critical hits effect.  See the Critical Hit chart in the appendix for each critical hit outcome.

7) The range of Ranged Weapons or Thrown Items is written on their card.  This is considered the maximum range at which a weapon can hit a target accurately.  The range to a target is equal to the shortest number of squares between the weapon user and the target.  Squares that are diagonally adjacent to each other can be used.

8) The range of Melee Weapons is also written on their card.  See the Melee Ranges chart to determine what each Range Class means.

9) Subtract the damage total from each successful hit from a characters HP.  Starting HP is equal to three times a player’s Physique stat.

10) When a player drops below 1 HP, they are considered incapacitated and cannot move or perform actions until their health is raised above 0.




	Combat (continued)
	11) Certain map features provide cover for characters, and they can use these to avoid attacks.  Look at the maps for features which can provide cover.  Also, enemies will not be visible on the map to you if they are not in your line of sight.  Likewise, enemies will not be aware of your presence if they cannot see or hear you.  Certain weapons are loud when used, however, and will alert enemies to your presence.

12) Burn Damage is applied at the end of a character’s turn.  A player can stop Burn Damage from occurring with a Stop, Drop and Roll Maneuver.  The character cannot move or act while stop, drop and rolling.  The character must roll a 5 or 6 with a D6 roll to end burn damage.  Burn damage automatically ends when combat ends.



Charts

	Overview
	These charts are used to determine character bonuses from stats.


	Aggressiveness

Applies to Melee attacks

	
	Bonus

	Stat
	Attack
	Damage

	1-4
	0
	-1d

	5-8
	0
	0

	9-12
	+1a
	+1d

	13-16
	+1a
	+2d

	17-20
	+2a
	+3d

	21-24
	+2a
	+4d

	25-28
	+3a
	+5d

	29-32
	+3a
	+6d

	33-35
	+4a
	+7d

	36-38
	+4a
	+8d

	Fitness

	Determines movement 

	Stat
	Squares

	1-3
	1

	4-7
	2

	8-11
	3

	12-15
	4

	16-18
	5

	19-21
	6

	22-24
	7

	25-27
	8

	28-30
	9

	Cunning

	Applies to Ranged attacks

	Stat
	Attack

Bonus

	-2-1
	-2

	2-5
	-1

	6-9
	0

	10-13
	+1

	14-17
	+2

	18-21
	+3

	22-25
	+4

	26-28
	+6

	29-32
	+8

	33-34
	+10


	Critical Hit Table

	# Rolled
	Critical Hit Effect

	1
	+D6 damage

	2
	+2D6 damage

	3
	+3D6 damage

	4
	Crippling Blow (-2 movement per CB until status is removed)

	5
	Crippling Blow (-2 movement per CB until status is removed)

	6
	Double Damage! 


	Schedule

	Activity
	Bonus/Reroll
	Items

	Archery
	+6 A +4D Bow class
	

	Science
	+2 Cunning
	Give clues for creating explosives

	Aerobics
	+6 Fitness
	

	Drama
	+6 Cunning
	

	Soccer
	+6 Physique
	

	Outdoorsmanship
	+6A +4D Axe class
	Hatchet

	Capture the Flag
	+6 Aggression
	

	Orienteering
	
	Map

	Junior Counselor Supervisor
	+6 Manipulation

2 bonus rolls for Manipulation
	

	Water sports
	
	Key to boat
Filet Knife

	Arts and Crafts
	Bonus to observation

(point out items)
	Sewing Kit

	Cooking
	+D6A +D6D Knife Class
	Kitchen Knife

	Ropes Course
	+6 Ambition
	

	First Aid
	+6 Healing
	Lg FAK


	
	                                 Melee Ranges




Melee Short


Melee Medium


Melee Long
Items

	
	


Maps
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