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CHAPTER ONE 

Introduction 
Intent and Use 

The Boston Massacre is a self- 
contained adventure and sourcebook 
built on the violent struggles facing 
the small colony of survivors who 
have laid claim to Boston in the world 
of The End. It is not, however, a story 
with a final conclusion. The trials that 
Boston and her “Sons of Liberty” 
face cannot be resolved within the 
space of a single adventure. The rise 
and fall of a colony takes much 
longer. Neither success nor defeat is 

so easy. 
Furthermore, this adventure 

serves as a starting point for future 
events on the East Coast. There is a 
terror lurking in Washington, D.C., 
and it hungers for Boston. If that 
proud and desperate colony falls, it is 
unlikely that D.C.3 dark appetite will 
be sated. With the thorn of Boston 
removed from its side, that evil will 
be able to turn its attention to the 
other colonies that have managed to 
rebuild themselves after the Rapture. 
If Boston cannot hold on to its hard- 
won survival, can the other colonies? 

With this in mind, The Boston 
Massacre has been written so that the 
immediate events contained within it 
are brought together and closed by 
the end, but threads are left open for 
continuation. This adventure is not 
meant to be an entire campaign or 

The text in this book is designated Open Game Content with the 
exception of such text as is speufically identified as Product Identity 
in the Designation section of the Open Game License compliance 

section at the end of this book. 
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chronicle itself, but a piece of one, 
perhaps even the very beginning of a 
campaign. 

A Break-Down of the Chapters 

The section you are reading right 
now, Chapter One: Introduction, is 
just that, an introduction. It is meant to 
give you a clear idea about what this 
entire book is for, as well as what it 
contains. As such, it contains not only 
enough setting information on New 
England to give the adventure some 
context, but also a brief summary to 
help the Judge have a solid grasp of 
the material presented. 

Chapter Two: the Boston 
Metropolitan Area serves as a very 
brief tour of Boston, just enough to 
provide the Judge with the material 
needed to invent their own Boston in 
the world of The End. This chapter 
also provides all of the information on 
major residents of the city in a central 

THE END 
location, for ease of reference during 
play. The states of Rhode Island, 
Connecticut and Massachusetts are 
explored in Chapter Three: 
Southern New England while 
Chapter Three: Northern New 
England looks at New Hampshire, 
Vermont and Maine. The characters 
and locations presented therein pro- 
vide Judges with fodder with which to 
create further adventures. 

Chapter Four: Act I is the open- 
ing act of the adventure, where every- 
thing begins and the players are intro- 
duced to the colony of Boston and 
most of the major players of this 
drama. Following that is Act 11, in 
which conflict and excitement are 
brought to the fore to get the blood 
pumping and keep the players 
involved in the story. Act I11 takes a 
pause from that excitement to provide 
the opportunity for the players to mull 
over the events they have experienced 
and piece things together, but that is 
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not to say it is without its surprises. 
Finally, Act IV concludes the adven- 
ture, giving the players the opportuni- 
ty to shape the destiny of the Boston 
colony. Appendix A: Judges Advice, 
notes and explanations provides a 
wealth of advice and resources for 
Judges looking to expand, change or 
alter the events of The Boston 
Massacre. Appendix B: Founder 
Reborn Class details the new 
Founder Reborn (Prestige) Class. 
Appendix C: Non-Player 
Characters and Creatures details 
the NPCs and creatures for the adven- 
ture. 

A Brief Summary 

Boston welcomes a number of 
ragged refugees (Slang: “Refuse”) 
just before a mysterious enemy 
launches another series of attacks 
against them- apparently designed to 
gauge the colony’s strength. Boston 
responds with its own scouting mis- 

. 
sion, which leads the Sons of Liberty 
(slang: “SOLS”) to believe the army 
ultimately hails from Washington, 
D.C. Given little time to prepare, the 
Sons of Liberty attempt to defend 
their colony from the invaders as best 
they can, but their cause seems hope- 
less until the enemy mysteriously and 
miraculously withdraws. Lt. Col. 
Jefferson takes the opportunity to send 
out a number of long-distance forag- 
ing parties in an attempt to replace 
supplies lost in the fighting, and in the 
hope of finding another colony to 
form an alliance. 

The players should be recruited 
as one of these foraging parties. While 
on this scavenging mission, the play- 
ers discover the truth behind an 
unknown disease that made its first 
appearance in the colony shortly after 
the refugees arrived. Before they race 
back to Boston to avert a tragedy, they 
also discover the supplies the colony 
so desperately needs, as well as evi- 
dence of another colony they may be 
able to enlist help from. Upon return- 
ing to Boston, fighting through some- 
what unnerving and supernatural 
resistance, they are embroiled in a 
power struggle within Boston, cen- 
tered on which course of action to take 
regarding the refugees. 

Depending on their actions, the 
players may avert or cause a massacre 
and on the longer term they may save 
or fail the entire colony of Boston. 

Scope 

The events of this story are largely 
centered on the remains of the city of 
Boston, although Act I11 involves an 
extended trip into western 
Massachusetts and Connecticut. This 
keeps the physical scope of the game 
manageably small. It is a good idea to 
keep a tight control on the scope of the 
game as it progresses, and let it slow- 
ly widen as the story unfolds, until it 
reaches the desired expanse. 
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The theme of The Boston 
Massacre is that life will sometimes 
demand tough choices, and some- 
times people are faced with a choice 
between two evils. Either decision, in 
the end, demands 
responsibility and 
acceptance of the 
c o n s e q u e n c e s .  
Sometimes running 
fiom those conse- 
quences and 
“deciding” to make 
no choice at all will 
only make things 
worse. 

Life isn’t easy, 
and life for the 
Meek is even hard- 
er. Not only is sur- 
vival a daily strug- 
gle now, but God 
has turned his back 
on them. There is no longer anyone 
else to turn to for answers, no undeni- 
ably higher power in which people 
can place their trust and feel comfort 
in knowing that they are doing the 
right thing. The only thing a man can 
rely upon now is himself, and he is the 
only one who can say whether he has 
done right or wrong. Is mankind ready 
for that responsibility? This adventure 
explores that question. 

Mood 

The Boston Massacre goes 
through a variety of moods. Each act 
has its own distinct atmosphere and 
feel. The mood of the adventure taken 
as a whole, however, is one of sur- 
vival. Boston is embroiled in a war, 
and it doesn’t look like it is going to 
get better any time soon. The colony 
is doing its best to survive while 
remaining true to the ideals of the 
nation whose ashes it rose from. 
Caught in the jaws of the war, it may 

THE END 
very well find out that the strong sur- 
vive, not the idealistic. 

Pacing 

Just as the mood of the adventure 
varies wildly during its length, so too 

does the pacing. 
Like the scope, the 
Judge should keep 
a close eye and a 
tight reign on how 
events unfold. 
Roughly, Acts I 
and 111 have slow 
paces. They are 
periods of intro- 
duction, reflection 
and comprehen- 
sion. Acts I1 and 
IV, on the other 
hand, have much 
faster and more 
hectic paces. 
Conflict and action 
define Acts I1 and 

IV and things should happen fast 
enough to engender that feeling. Each 
chapter has a more detailed look at 
pacing considerations. 

Experience 

Experience should be awarded 
not only for combat or defeated foes 
but for completion and survival of sit- 
uations as the party moves on. 
Survival of each act should be equiva- 
lent to defeating a CR 5 opponent and 
Judges should be aware of bonuses 
highlighted in the text such as “CR 5 
Bonus if characters capture an oppo- 
nent for questioning. ” 

Introduction to New England 

A land of bitterly cold winters 
and picturesque autumns bursting 
with color, New England scenery is 
often what comes to mind when peo- 
ple think of the good old days of 
America (something that the tourist 
industry went to great lengths to culti- 
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THE END 
vate). Quaint little towns and historic 
monuments from the Revolutionary 
War are found almost everywhere, 
and a sense of "down-home America" 
was often manufactured where it did- 
n't actually exist. Many of the very 
first conflicts of the Revolutionary 
War were fought in the New England, 
engendering a great sense of indepen- 
dence and pride in its residents. 

Geography 

New England's landscape varies 
dramatically in a relatively small area. 
There are small mountains to the 
north, gentle harbors to the south, 
expansive lakes in the center and to 
the west and rocky, jagged coasts to 
the north. It is the coastline and forests 
that are the most distinctive features, 
however. The crooked arm of 
Massachusetts' Cape Cod is famous 
nation-wide, and the zig-zag coast of 
Maine immediately calls to mind 
images of massive lobsters. At the 
same time, there are few who have not 
seen an image of New England in 
autumn, with its vast forests painted in 
reds, golds and browns. 

Climate 

Bitterly cold in the winter and 
sticky hot in the summer, New 
England has rather dramatic extremes 
in weather. Summer temperatures 
waver between 80 and 90 degrees 
Fahrenheit, though the humidity 
makes it seem much worse. Similarly, 
while winter temperatures usually 
hover near freezing, strong winds cre- 
ate a wind chill that effectively drops 
it much lower, even below 0 degrees. 
Rain is common but not oppressive, it 
is the winter snowstorms that are 
remarkable. In northern New England 
especially, severe snow storms can 
bury everything under several feet of 
snow in a single night. Such inclement 
weather would sometimes halt every- 
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days, or even weeks in particularly 
bad cases (See DMG for the effects of 
bad weather). 

Unspeakable Horror and 
Irrepressible Rebellion 

While The End itself is a post- 
apocalyptic game concerned with 
morality and survival, not all its 
adventures need to follow the same 
pattern. New England, with its historic 
homes, ancient graveyards and tracks 
of relatively undisturbed wilderness, 
is a perfect setting for horror. Ghost 
stories are almost universal, but 
Lovecraftian horror lends itself to the 
northeastern spirit with remarkable 
ease. H.P. Lovecraft actually lived in 
Rhode Island and many of his stories 
took place nearby. The dense forests 
of northern New England may hide 
horrors unheard of, and the dark seas 
may hide even more hghtful terrors. 
Judges loolung for somewhere to set 
their horror game should find exactly 
what they are loolung for in the rotting 
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THE END MASSACRE 
colonial homes, towering lighthouses, 
isolated cabins or rocky coastline of 
New England. Who knows where 
some creature better left undisturbed 
may slumber away the centuries? 
What horrors did the Rapture unleash 
upon the world, or what did it awak- 
en? 

The region’s association with the 
Revolutionary War also makes it a fit- 
ting backdrop for stories of rebellion 
and the fight for freedom, themes that 
are displayed in the Boston colonists, 
the Sons of Liberty. Ambitious Judges 
may want to run a campaign where 
Washington, D.C. is able to conquer 
New England and the remaining sur- 
vivors must fight to regain their free- 
dom from their oppressors. The 
themes of rebellion and the fight for 
freedom may also be played up in the 
adventure presented in this book. 
References to the Revolutionary War 
are easily inserted (the title of this 

book is one itself) and the Washington 
force is already pretty clearly an 
oppressive enemy. Amplifying the t 
feeling that this is a struggle not sim- 
ply for survival, but for freedom itself 
should be relatively simple. 

Getting to Boston 

The Boston Massacre is written 
with the assumption that the charac- 
ters have already arrived in the Boston 
colony. Chapter One, while it does 
serve an introductory purpose, is 
designed to familiarize the players, 
and not their characters, with the city. 
The End is not a game of wandering 
adventurers overcoming random 
encounters on their way to retrieving 
the magic item and rescuing the 
princess. It is a game about communi- 
ty, sacrifice and survival. Characters 
are, to one extent or another, defmed 
by their role in their community, even 

8 l! 
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THE BOSTON 

~ if thnt i c  nnp nf ‘‘niitcider’‘ 

In this adventure, characters are 
assumed to be involved with the com- 
munity within Boston and involved 
with the Sons of Liberty and their 
cause. They may be full members, 
shouldering their duties as part of the 
colony, or they may be travelers and 
traders who come through the area 
regularly, selling their wares and sup- 
plies in return for shelter and compan- 
ionship. Either way, they must have 
some sort of stake in Boston and its 
continued survival, or they will have 
no logical reason not to simply exit 
stage left when things get hot. Maybe 
they live in Boston and don’t want to 
find a new home. Maybe they are in 
love with one of the residents. Maybe 
they just need a safe place to weather 
the tough New England winter. 
Maybe it’s all those and more, but 
whatever the reason, they need a con- 
nection to the city. Instead of provid- 
ing an explanation that will only work 
for a few people, I have left that up to 
the ones who will make the choice 
that will work best for them - the 
players and their Judge. 

This adventure is not built with a 
particular party composition in mind. 
Tailoring it to suit each group’s 
strengths and weaknesses is a matter 
of shifting emphasis around rather 
than large-scale changes. The Boston 
Massacre incorporates plenty of 
opportunities for both combat and role 
playing, alike. Each Judge should use 
their discretion with regards to what 
elements and scenes to give more 
weight to over others. Keep in mind 
the capabilities of the characters and 
the desires of the players and almost 
any sort of party should fit comfort- 
ably into this campaign. Act I serves 
another role in this regard, giving the 
Judge ample opportunity to gauge 
what those characters are capable of 
and plan accordingly. 

That said, there are a number of 
ways to get characters to Boston if 

THE END 
necessary. Within New England, vir- 
tually all major highways and roads 
either lead to Boston or come pretty 
close. Enough road signs remain 
standing that wandering travelers 
should not find it too hard to make 
their way to the city. With a reliable 
map and some luck, it should be just 
as easy to travel across the country to 
New England. If the characters are 
remarkable enough to have access to 
more advanced technology (and want 
to risk their routes remaining open) 
they can try the train lines that run 
from various cities around the nation 
through the New York City area and 
on to Boston, and there is also both 
Boston Harbor and the city’s Logan 
Airport. Trying to travel by train or 
plane in this new world is an adven- 
ture in itself, however. 

Mike Ursu (Order #28195963)



THE END THE BOSTON 
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CHAPTER I WO 

The Boston 
Metropol i ta  n 

Aiea 
History 

The history of Boston as an orga- 
nized colony begins very soon after 
the Revelation. Within mere weeks 
the former city had several hundred 
residents again. It was, after all, the 
most logical place for Meek from all 
over New England to travel to, 
whether in desperate search for sup- 
plies or simple companionship. 
People flocked to the city, but fright- 
eningly few of them really knew how 
to survive in this new and abandoned 
world. Certainly none of them were 
fully prepared for the facts and hard- 
ships of this life, not even the charis- 
matic officer Lieutenant Colonel 
Henry Thomas Jefferson. He did, 
however, have an idea, one which he 
readily shared with his fellow citizens 
of a post-Revelations Boston. He got 
organized. 

Years of military service had pro- 
vided Jefferson with the skills neces- 
sary to survive, the discipline needed 
to maintain those skills and the pow- 
erful charisma required to teach them 
to others. Freely offering to help other 
survivors learn how to survive, he 
began to build a community around 
himself, carrying on the tradition of 
something that Jefferson held most 
sacred in his heart: America. Under 
his capable leadership, the fledgling 
colony survived, even thrived. 
Supplies were scavenged and stock- 
piled, homes were rebuilt and it 

\ 
looked like electricity could be 
restored quickly. All of this changed E 
when three strange men came calling 
on the Lt. Col. 

Jefferson’s deadly meeting early 
one morning with the “Three Killers,” 
as the colonists soon began calling 
them, has taken on a near-legendary 
status in Boston. He met the three 
heavily armed men alone and after 
barely five minutes he walked out, 
over their corpses. Jefferson said sim- 
ply that the men were the vanguard of 
a much larger invading force, but 
speculation about what “really” hap- 
pened was rampant, and wild stories 
of his heroism and martial skill still 
circulate through Boston. Some say 
that the men attempted to bribe or 
threaten Jefferson into giving up the 
colony without a fight, and he shot 
them in righteous disgust. According 
to one story, an old enemy sent the 
men as a warning of the invasion to 
come, a “declaration of war” as it was. 
Washington, D.C., and perhaps even 
the rest of the East Coast, are under 
the control of this evil figure, bent on 
revenge because of some past defeat 
at Jefferson’s hands. Others whisper 
that the men were the agents of the 
Devil, and Jefferson beat them down 
with his honor and his faith, but they 
only say that very quietly. 

Regardless of the events of that 
night, Lt. Col. Jefferson emerged con- 
vinced that a new war was coming to 
his colony, and it must be prepared. 
Offering to provide supplies and sup- 
port for anyone who decided to leave 
instead of staying to fight, he reputed- 
ly nearly burst into tears when none of 
the survivors took him up on the offer. 
Llke the army they would have to 
become, the residents of Boston 
assembled under Jefferson’s leader- 
ship. No longer were they simply sur- 
vivors left behind after God’s judg- 
ment, now they had become the Sons 
of Liberty, defending the dream and 

IO 
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America even after the end of the 
world. 

The training regimen was strenu- 
ous and grueling, but Jefferson knew 
it had to be if they were going to be 
prepared in time. It was during this 
time that Boston began to take on the 
shape it wears today, that of a recog- 
nized government. The success of the 
colony was not due solely to 
Jefferson’s efforts, however. Beside 
him fiom nearly the beginning were 
Philip Meer and Joseph Meehan; both 
of whom proved to be invaluable 
advisors within the political arena. 
Jefferson had a masterfd grasp of tac- 
tics and military organization, but if 
his dream of a new America were to 
survive into the future, let alone the 
conflict looming over it, Boston 
would have to be more than a ragged 
army fighting for its survival. It had to 
become a community. 

The city’s population continued 
to grow through this period, as more 
survivors made their way to Boston in 
a slow but steady trickle. Susan 
Cominsky joined the colony during 
this period, and spent much of her 
time looking for other survivors 
throughout New England. As the 
army approached fiom the south, the 
trickle increased dramatically with 
fearful people fleeing northward to a 
hope for safety and shelter. At its 
peak, more than eleven hundred lost 
souls called Boston home, and were 
preparing to defend it with their lives, 
if necessary. 

THE END 
During the three weeks before its 

enemy arrived, a loose collection of 
desperate survivors evolved into a 
dedicated, if not experienced, fighting 
force. Under Jefferson’s command, 
they were as prepared as they could 
have been when the day finally came. 
The Battle of Boston was the colony’s 
first, and most decisive, victory, but it 
was not enough to deter the enemy. 

When the armored column of 
the enemy first rolled into Boston, it 
had expected resistance. What it 
found instead was an empty city, 
seemingly unplundered by its former 
residents. The looting started almost 
immediately as the undisciplined but 
well equipped invading force broke 
and fell upon the enticing riches the 
residents of the city had scattered in 
their path. In the ensuing confusion 
the Sons of Liberty descended upon 
their foes, slaughtering several hun- 
dred enemy soldiers and suffer 
almost no losses themselves. Boston 
rejoiced at their victory, but the 
greatest benefit was in recovering a 
great deal of deadly weaponry and 
vehicles from the defeated force. 

Since that initial success, Boston 
has utilized similar guerrilla tactics, 
almost always fighting forces with 
both superior equipment and num- 
bers. A combination of better tactics 
and discipline has often allowed 
Boston to carry the day, but some- 
times at great price. The colony tech- 
nically won the tragic Battle of 
Three Hills far to the south of Boston 
not long after their initial vic- 
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alternative. Thus, the Sons of Liberty 
continue to defend their domain with 
a resolute desperation. 

Geography 

The center of Boston’s power, 
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THE END THE BOSTON 
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Boston’s few permanent facilities, the 
State House is certainly the busiest, 
with colonists coming and going con- 
stantly during the day and even 
through the night. Kept meticulously 
clean and sheltering the colony’s gov- 
ernment and leaders as it does, the 
State House has become a solid, tan- 
gible symbol of all that it is fighting 
for- freedom, democracy and its 
very survival. 

Across the street from the politi- 
cal center of Boston is its cultural cen- 
ter, the Boston Common. A sizable 
park before the end, it has only 
become more lush and vibrant. The 
colonists of Boston gather here during 
their brief periods of calm. Despite an 
overall ban on music for military rea- 
sons, Jefferson has been known to 
allow an afternoon of revelry when 
stress is unusually high. The colonists 

spend the majority of their precious 
off-duty time enjoying the tranquility 
of the Commons. 

The limited intellectual and reli- 
gions circles within Boston are cen- 
tered several blocks west in Copley 
Square. One of the priests of the 
impressive Trinity Church survived 
God’s Revelation and found himself 
among the Meek after the end of the 
world. Father Trevor Bastin did not 
lose his faith, however, and he 
remains in his church, cleaning and 
offering it to the few residents of the 
colony who come to pray. He has also 
taken on the responsibility of main- 
taining the former Boston Public 
Library across the square from the 
Trinity Church, a service that many 
more people take advantage of. 
Everyone knows Father Trevor, and 
he goes to great lengths to help them 
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THE END 
find what they need, whether in the 
library or the church across the square. 
Whether through a desire to keep the 
past alive or simply a need to find a 
quiet method of recreation, almost 
every member of the colony visits the 
library on a regular basis. Indeed, Ann 
and Brendan Burke (a brother and sis- 
ter who had been studying engineer- 
ing at MIT when The End came) 
spend almost every minute they have 
which is not dedicated to construction 
in the library. Jefferson’s aides are 
often sent to the library to research 
military history and tactics in the hope 
of gaining the upper hand against the 
colony’s enemies. 

A little further west lies the 
colony’s highest point and the limit of 
invader’s farthest penetration into 
Boston during the first battle for the 
city. The Prudential Center, common- 
ly called “the Prue”, looms over above 
the city around it, an isolated giant, far 
from the other skyscrapers. This 
unique vantage point provides a clear 
view of the city for miles around, a 
fact that the Sons of Liberty use to 
their advantage. While scouts posted 
there certainly cannot see everything, 
they are in a perfect position to coor- 
dinate between the various scouting 
parties throughout the city. 
Furthermore, the Prue, prominent and 
visible from the entire city, has 
become almost as important a symbol 
of the colony’s survival as the State 
House. An entire contingent of SOL 
soldiers is dedicated to the upkeep and 
occupation of “the Prue.” 

The citizens of Boston make their 
homes in the hotels and apartments 
throughout the city, though they tend 
to move frequently. During the sum- 
mer, when the city is warm and sunny, 
the colonists are very spread out, 
some even moving their temporary 
homes all the way out to beyond 
Kenmore Square and the Boston 
University dormitories. Surviving 
families and groups of hends often 
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THE BOSTON 
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find a building to their liking and 
claim it as their domain, returning 
there as the seasons change again. In 
the often bitterly cold winter months, 
however, the colonists almost crowd 
together in downtown hotels like the 
Park Plaza near the State House or the 
Sheraton in Copley Square. There is 
more than enough real estate to go 
around and disputes are extremely 
rare. When they do occur, Jefferson or 
the Senate steps in to arbitrate. 

The Metropolitan Area 

Across the rest of the city, 
colonists have established supply 
depots and caches for use in emergen- 
cies. Ammunition and basic medical 
supplies are stashed in cars, buildings, 
mailboxes and even trash cans some- 
times. In a few instances, a building is 
converted into a larger and more elab- 
orate storehouse to coordinate scav- 
enging and supply efforts for the area 
around it. The police station in 
Brighton serves as a center of opera- 
tions for the areas west of the city, pro- 
viding supplies for scouts and coordi- 
nating the effort to protect Boston’s 
western front. The farther from 
Boston one gets, the more the build- 
ings become homes and houses as 
opposed to stores and apartment com- 
plexes. The larger roads, particularly 
are major intersections, have clusters 
of shops and husks of abandoned 
businesses, but the rest of the area is a 
sea of small homes, many with tiny 
lawns surrounded by fences. Even 
they begin to thin out and give way to 
the rapidly encroaching wilderness 
before long. The quaint homes and 
inexorable advance of nature makes 
for something of a peaceful, if rather 
melancholy, atmosphere in the area. 

Along the south in communities 
like Dorcester and Mattapan, there are 
no large, central facilities as the con- 
stant pressure from the invasion forces 
makes them impractical. Supplies are 
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instead divided into a larger number 
of small, well-hidden caches, mini- 
mizing the damage should one or 
more were to be uncovered. The con- 
stant fighting in the area has left its 
mark, many buildings and cars are 
simply burnt-out husks. Fires ravaged 
entire blocks after particularly heavy 
conflicts, leaving some neighbor- 
hoods looking like desolate war 
zones. Residential and business dis- 
tricts alike have been destroyed during 
the near-constant guerrilla war 
between the Sons of Liberty and the 
southern invasion force. Although the 
cities themselves are not unlike the 
much more peaceful regions to the 
northwest, the conflict amid ruins 
generates an tense air of paranoia and 
desperation. 

The Surrounding Area 

The central city of Boston and its 
metropolitan area are surrounded on 
all sides by suburbs, many of which 
are rapidly becoming part of the 
wilderness, falling to the Blues or 
being buried under the unnaturally 
growing forests. Medford and 
Waltham, not far to the north, are both 
overrun with thick vegetation and 
wild animals that no longer hold any 
fear for man. Rumors abound of great 
beasts and monsters stalking the 
forests north of the city and into New 
Hampshire. To the west the ruins of 
city of Worcester remains as a crum- 
bling testament to mankind’s past. 
Close enough to be easily reached but 
distant enough to not have been thor- 
oughly plundered, Worcester is the 
destination of a number of scavenging 
expeditions, on both sides of the con- 
flict. More than ones a supply mission 
has been hijacked. The Sons of 
Liberty use their knowledge of the 
area to best advantage and almost 
always emerge victorious in such shr- 
mishes, especially when the enemy 
cannot press its numerical advantage. 
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The Enemy Camp 

The army from Washington has 
set up its camp not even ten miles to 
the south of Boston, in the city of 
Quincy. Close enough to the front 
lines for quick deployment, the 
encampment also provides security, as 
it is out of the range of quick raids by 
the Sons of Liberty. Milton, a bit fur- 
ther north, is also a primary center of 
power for the army. It was quickly 
captured and secured early in the cam- 
paign. Now it functions as an essential 
staging ground for further assaults on 
Boston territory. 

Originally following Route 95 
along the coast from New York to 
Boston, the Washington army still 
makes extensive use of the highway. 
Not only does it skirt around the city, 
a feature the invaders use to flank 
around the Sons of Liberty to strike at 
the western front, but it also leads 
directly into the major city of 
Providence, to the south. The army is 
composed almost entirely of combat- 
ants, and thus relies heavily upon 
scavenging to provide supplies, stores 
and food. During the ongoing war 

and again to plunder it to fulfili its 
needs. The army has, in fact, paid lit- 
tle attention to the surrounding land, 
such as the cities of Connecticut or 
even the closer Cape Cod. Instead it 
has focused entirely upon dealing 
with the Boston colony first and fore- 
most, leaning upon the ruins of 
Providence to maintain itself while 
doing so. 

Other Places of Note 

Not everything in the area is 
under the dominion of the Sons of 
Liberty or the force opposing them, 
however. The colonists in Boston are 
fighting a desperate battle for survival 
and are barely able to hold on to their 
present territory, let alone expand it. 
At the same time, the army from 
Washington has concentrated its atten- 
tion on destroying the colony, as well 
as foraging expeditions into the ruined 
cities to the south, such as Providence. 
This leaves a fair amount of land open 
for the taking while the two giants in 
the area struggle against each other. 
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Once the conflict is resolved, howev- 
er, the victor will turn to address any 
other settlements ~ a concern that has 
led some otherwise neutral parties to 
sell their services to both sides, trying 
to keep the conflict going for as long 
as possible. 

To the east of the center of 
Boston, across a section of the harbor, 
lies the old city’s Logan airport. A 
massive, sprawling complex, Logan 
was constantly bustling with activity 
before The End, with flights coming 
and going at all times of the day and 
night. Now the facility stands empty, 
dark and ominously quiet. Despite the 
vast space and easily defensible loca- 
tion it presents, no one has ever settled 
there, at least anyone who was ever 
heard fiom again. One small contin- 
gent of hopeful settlers, about a dozen 
strong men and women, moved to 
claim the airport as their domain soon 
after the Revelation, shortly before 
Jefferson established the Boston 
colony to defend the area against 
Washington. They were never heard 
from again after the first night, nor 
were any bodies discovered when 
concerned Boston residents went to 
look for them. When a number of 
searchers also disappeared in the 
night, the Bostonians got the message 
and left the entire peninsula alone. 
Residents of the area tell fanciful sto- 
ries about the lost “Logan Colony” 
and the vengehl ghosts that haunt it, 
but no one dares to be caught there 
after dark. Something is there, and it 
doesn’t want company. 

Other dangers are more readily 
evident. The Lechmere mall, at the 
end of the Green Line of the subway 
system that runs throughout the city 
and the surrounding area, is the home 
to what most colonists consider a dan- 
gerous and insane cult. As they are 
occupied with the Washington army 
and the cultists are across the Charles 
River in Cambridge, however, Boston 

has made no move against the 
encampment. A bloody congregation 
of less than ten survivors led by a 
darkly charismatic leader who insists 
on being called “the Prophet,” mem- 
bers of the Lechmere cult pray to 
Satan as a savior, to rescue them now 
that God has turned his back. 
Concentrating on performing small 
animal sacrifices or reveling one form 
of debauchery or another, the cult sup- 
ports itself entirely on scavenging and 
raiding. It has given both Boston and 
the invaders a wide berth, however, 
fully aware that either could easily 
crush it. 

Not far from the cult’s domain 
lies the campus of Harvard University. 
In the early period of the conflict, the 
university buildings were used as sup- 
ply depots for northern expeditions. 
Within the last month, however, a 
number of caches have apparently 
been uncovered and looted, causing 
Jefferson to order northern supplies 
stored in the west, in the Brighton 
depots. Scouts have also reported 
noticing an increasing number of 
strangers in the area around Harvard, 
and nearly everyone catches a glimpse 
of movement or feels like they are 
being watched when in the vicinity. 
Susan Cominsky and many of her 
scouts are convinced that a new and 
secret colony, likely a very tiny one, 
has settled in the area, but Jefferson 
remains unconvinced. He thinks that it 
is highly unlikely that any significant 
group of people could move into the 
area without being noticed and identi- 
fied. The truth, however, remains 
unclear and is likely to remain so, as 
Boston has no resources to dedicate to 
uncovering it. 

Resources 

The ruins of a vast metropolis like 
Boston are a rich prize to plunder, 
mdoubtedly one of the reasons that 
Nashington is so eager to occupy it. 
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The city is not necessarily an easy 
place to live in, however, and its stores 
are not unlimited. The invasion force 
has relied heavily upon scavenging to 
support itself, leaving many of the 
cities to the south depleted, at least in 
part. The colony itself has been forced 
to divert attention from subsistence to 
defense ever since Jefferson's fateful 
encounter with the Three Killers, also 
growing to rely on scavenging more 
and more as the conflict stretches on. 

Although recovering preserved 
foodstuffs throughout the area pro- 
vides a significant portion of Boston's 
food, it is not the only avenue open to 
the colony. The city has always been a 
port town with an extensive harbor, a 
fact unchanged by the End, even if 
nature has become even more unpre- 
dictable. One of the survivors living in 
Boston when Jefferson founded his 
colony was an experienced fisherman, 
and he has trained a handful of people 
in the trade to the extent that the 
colony is actually able to field a tiny 
fishing fleet of three vessels. While 

they do not return with massive quan- 
tities of fish and are unable to make 
use of many modern methods, 
seafood does have a central place in 
the Bostonian diet. Further afield and 
with a bit more difficulty, the colony 
makes regular use of the encroaching 
wilderness to the north in New 
Hampshire for hunting expeditions. 
Dear, rabbit and a variety of wild 
game are a welcome treat by the 
weary Sons of Liberty. However, 
predators have become more common 
and more vicious. The conflict with 
Washington has diverted much of the 
colony's attention away from gather- 
ing or growing food, placing salvaged 
canned or non-perishable food high 
on the list of foraging parties. Finding 
food in Boston itself requires a 
Scavenge check (DC 17), though it 
may vary at the Judge's discretion. 
Scavenging in the surrounding coun- 
tryside or neighboring cities may be 
much easier or much more difficult, 
depending on how thoroughly they 
have been looted, or whether they 
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have fallen prey to the Blues. 
Weaponry has never been plenti- 

ful in the area, however. The colonists 
have raided and scavenged from gun 
stores and police departments, coming 
away with small arms and ammuni- 
tion, but they are completely out- 
gunned by the invasion force. Worse, 
the closest military base to downtown 
Boston was apparently decommis- 
sioned right before the Fourth Seal 
was broken. The training and disci- 
pline of the SOL soldiers does go a 
long way to make up this discrepancy, 
and when victorious, the Sons have 
managed to strengthen their armory 
with higher-grade equipment taken 
from their foes. For the most part they 
must make do with that they have. 
Soldiers in heavy fighting on the 
southern front are given the best 
weapons, sometimes even military 
rifles, while other citizens have hand- 
guns or hunting rifles at most. A reli- 
able supply of advanced weaponry 
would dramatically help the SOL 
cause (but not nearly so much as a 
reliable supply of people). Those 
searching for weapons in locations 
likely to have a supply (jails, police 
stations, gun stores) face a DC 20 
Scavenge check, due to how thor- 
oughly they have already been 
searched. Condition will be Worn at 
best. 

The colony is desperate for more 
warm bodies to carry on the fight 
against the invasion force. Boston is 
winning most of the battles, but losing 
the war. The enemy can afford to send 
wave after wave of soldiers and does 
not seem to care about sacrificing so 
many people. Washington is fighting 
a long war of attrition, and it can 
apparently afford to. Boston cannot. 
Unfortunately for the Sons of Liberty, 
few people want to throw their lot into 
an area at war. The rapid growth that 
marked the days before Washington’s 
first attack are long gone and 
Jefferson is watching his proud colony 
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get slowly ground down. Defense of 
the city is foremost on the Lt. Col.’s 
mind, and it is becoming increasingly 
clear that he may not be able to win 
this war without reinforcements. To 
that end, Jefferson is almost desperate 
to establish a lasting political and mil- 
itary alliance with another colony to 
defeat the invaders. He is worried that 
will be the only viable option. 

Due to the conflict with 
Washington, Boston has had little 
time to devote to repairing the city’s 
infrastructure. They have no electrici- 
ty or running water or any such 
amenities. The Burke siblings worked 
to repair one of the city’s power gen- 
erators for a while and had almost 
succeeded when the attacks started. 
Now they have been forced to con- 
centrate on repairing equipment and 
securing fuel and supplies. Most of 
the colony’s gasoline has come from 
abandoned gas stations that have yet 
to be destroyed or completely looted. 
They have yet to find any sort of 
regional depot or large storage station. 
Such a find would be a godsend, how- 
ever, allowing the colonists to dramat- 
ically increase their maneuverability 
and speed with an entire fleet of vehi- 
cles. 

Residents 

The Meek living in Boston are a 
hardy and often grim lot. Life in the 
colony is not easy, the war is 
omnipresent with a new slurmish or 
conflict every few days. Living after 
the Revelation is hard enough, and 
these battles only make it worse. The 
Sons of Liberty don’t have electricity 
beyond gas powered generators to 
heat or light their homes and most 
often cannot afford to make fires for 
fear of attracting the attention of the 
invaders. Winters in New England are 
harsh and unforgiving; the snow is 
high and the temperatures low. 

The colonists stubbornly persist, 
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however. Boston is their home, and 
they are determined to see it kept free, 
free from the tyranny of Washington, 
D.C. Lt. Col. Jefferson himself was an 
intensely patriotic man, serving the 
nation he loved in defense of the ideal 
of liberty, and the colony he founded 
sees itself as the inheritor of that tradi- 
tion. “God may have abandoned us, 
but we have not abandoned the self- 
evident truths of liberty, equality and 
justice,” Jefferson has told his follow- 
ers, and they took it to heart. The 
image of upholding the tradition of a 
proud nation in this dangerous world 
is very important to Boston, forming 
the center of their morale. American 
flags are treasured and the state house 
is used to house the colony’s small 
government. 

Government 

Lt. Col. Jefferson could have eas- 
ily declared himself king of Boston, 
especially after the fighting began and 
he led his people to victory after vic- 
tory. However, Jefferson has gone to 
great lengths to ensure that he is not 
considered a king. The first thing he 
did after oroviding: everv colonist with 

1 

basic combat training was to establish 

democratic ideals. He-caEed for the 
colony to establish a formal governing 
body for itself and elect representa- 
tives to it. After a great deal of discus- 
sion, a tiny senate was formed and 
seven representatives were elected to 
it via secret ballot. Jefferson was, of 
course, unanimously voted into the 
group and has effectively taken on the 
role of chairman and generally recog- 
nized leader of the colony, even 
though a man by the name of David 
Tarr actually holds the title of presi- 
dent. What worries Jefferson most is 
that few people ever challenge his 
authority. Jefferson has been very 
vocal about how he views this senate 
as a temporary measure, an interim 
government while Boston remains 
under siege. When the invaders are 
defeated, he assures the colony, a real 
government can be established. Few 
of the Sons seem concerned. 

Jefferson, Philip Meer and Joseph 
Meehan are by far the most influential 
members of the council. All of the 
senators are still only in the beginning 
of their first terms in office. 
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Faith in Boston is a quiet thing. 
Religion has an odd place all across 
the world after the End, and the 
colonists in Boston hardly have the 
luxury of time to dedicate to untan- 
gling the theological problems of the 
world after God’s departure. Only 
Father Bastin and a few others openly 
proclaim faith in the Lord. Others are 
very resenthl of both God and his 
believers. Friction between those who 
blame their current troubles on God 
and Father Bastin’s followers is the 
primary cause of unrest within the 
colony. This has never progressed to 
open violence, but it has created a 
great deal of bad blood in the small 
population. Otherwise peaceful meals 
and gatherings have been shattered, 
devolving into shouting matches 
between devout believers on either 
side. Most of those living in Boston 
still find themselves praying to God in 
the heat of battle, even if they cannot 
understand why He has abandoned 
them and the world. 

Given Boston’s current situation, 
locked in combat with a superior foe, 
the colonists have little time for alter- 
native religions. There may be 
shamans or magicians living among 
the smaller, more mysterious settle- 
ments in the area, such as in the 
Lechmere Mall or Logan Airport, but 
they have not attracted any significant 
attention. Boston has much more 
immediate and pressing issues to 
attend to. 

THE END 

WHO’S WHO 

Full d20 game information can be 
bund on each of the following in 
ippendix C. Judges should embellish 
)r reduce character’s history or roles 
is they see fit. 

Lt. Col. Henry Thomas Jefferson 
:MeeWThug/Founder) 

Born into a family with a proud 
radition of patriotic support of the 
land of the free and the home of the 
xave, you took on the mantle your 
father and your father’s father had 
worn, serving with distinction in the 
military. After graduating with honors 
from West Point in 1970, you fought 
in every war America was involved 
in, larger or small. From the horrors of 
Vietnam to peacekeeping operations 
in trouble spots scattered across the 
globe, you were always on the front 
lines, leading the fight to defend your 
beloved nation and the ideals it held 
dear. America came before everything 
else, including God. 

Even after the End, your passion- 
ate dedication to democracy and the 
values set down in the Constitution 
did not waver at all. Your training left 
you better suited to survive in this new 
world than most, and you soon began 
to train anyone who would learn. At 
first you were simply struggling to 
survive and doing your best to help 
others do the same, but then you 
began to dream of something more as 
you saw a settlement form and 
America was reborn before your eyes. 
Then you met with three men who 
wanted to “parley.” 

Now you find yourself at the 
helm of a desperate colony facing 
what is apparently a much larger and 
better-equipped force. Watching your 
fellow colonists fight for their free- 

Mike Ursu (Order #28195963)



THE END 
dom has only fanned the flames of your 
passion - you can see a new America 
being born in Boston. The war deeply 
worries you, however, not only for the 
conk t  itself but also for what will hap- 
pen afterward. Already you chafe under 
the responsibility and adoration you 
receive. Politics have always made you 
uncomfortable and you have done every- 
thing in your power to avoid being put in 
any position as lung of Boston, even if it’s 
called the “presidency.” 

Roleplqing notes: An powerful and 
imposing ~llilll, you are level-headed and 
even somewhat reserved, except when 
defendmg the ideals of liberty you hold so 
dear. Then it is nearly impossible to con- 
ceal the passion and emotion w i h  you. 
You are worried about your position in the 
colony, concerned that other residents 
place too much onto you and not the 
dream you follow. Exercise your near- 
total influence over Boston with caution 
and only in the rarest of circumstances. 

Appearunce: Despite being nearly 
fifly, Jefferson cuts an impressive figure. 
Always carrying a very digmfied air, h s  
attire is perpetually neat and clean. He is 
the very image of the righteous general, 
well-kept hair fixring a deeply hed face 
and piercing eyes. 

Traits: strong, tough, charismatic, 
highly skilled. 

You were always concerned with 
the little things, perhaps to the exclu- 
sion of the “big picture.” After a cau- 
tious and calculated college program 
in history, you led a cautious and cal- 
culated career at Harvard University 
and had two cautious and calculated 
marriages. One divorce couldn’t force 
you to see the forest for the tress, what 
hope did a second have? 

It took the end of the world to jar 
you loose, and by then everyone you 
loved was gone. If it hadn’t been for 
Lt. Col. Jefferson and his dream of a 
free colony to fight for, you might not 
have survived in a world abandoned 
by God. From the beginning, 
Jefferson’s burning passion and 
charisma gave you something to fight 
and work for, until his vision became 
your own. You have been by his side 
from the beginning, taking care of the 
details of founding and running a 
colony, following Jefferson devotedly 
and without question. As the second 
most prominent and respected mem- 
ber of the Boston senate, however, the 
Lt. Col.’s apparent fear of truly talung 
on the leadership role for the colony 
has begun to greatly concern you. 
Someone is going to have to lead 
Boston and take on the responsibility 
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such a position would entail, and you 
have just begun to flex your political 
influence. Jefferson is a great man, but 
you have begun to doubt if he is the 
right man. 

Role playing notes: You are still 
concerned with details, but they do 
not rule you. Ironically enough, it took 
The End of the world to allow you to 
enjoy life. You are cautious and 
thoughtful, but not a coward by any 
stretch of the imagination. When 
action is called for, you can and will 
leap into the midst of it all just as fast 
as anyone else. 

Appearance: Middle-aged and 
balding, Meer was a history professor 
and looked the part, but surviving in 
the End has worn the stereotype away. 
An embarrassing gut has been 
replaced with wiry muscle, giving the 
small man to body of someone a 
decade his junior. 

Traits: Wise, intelligent 

Joseph Meehan (Meek) 

You knew it was going to happen, 
the terrible visions of apocalypse that 
wracked your dreams slowly crept 
into the comer of even your waking 
hours until the End finally came and 
the world was damned. Of course, you 
tried to tell them, but they wouldn’t 
listen to you. Nothing you could do 
would convince them or prevent what 
was coming. The Baltimore newspa- 
per you worked for sent you on “vaca- 
tion” and recommended that you visit 
a psychiatrist. Your parents would 
only look at you with their eyes full of 
pity and your girlfiiend simply left 
you. Eventually, you even doubted 
yourself. Being proven right was real- 
ly no consolation at all. 

Surviving in this new world was a 
difficult task, and when a new empire 
quickly rose in Washington, D.C. and 
spread to the surrounding area, it was 
obvious resistance was futile, so you 
didn’t bother. When your commander 

told you to go north and infiltrate 
Boston, you knew refusing would 
mean your death, so you didn’t bother 
to argue. Arriving in Boston, however, 
you found peace for the first time 
since the visions of the End struck 
you. Jefferson’s energy and the hope 
of the entire colony were contagious 
and you began to feel at home, 
becoming a center of the new city. 
Then the invasion force destroyed 
those dreams and you realized how 
foolish it was to have thought of free- 
dom in the first place. With the 
invaders came a new vision of anoth- 
er apocalypse, one in which a massive 
pentagon and a horrific man covered 
in blood loom on a dark horizon, 
eclipsing everything. The message is 
obvious: it is impossible to stop the 
coming horror, so why bother trying? 

Role playing notes: Despite your 
position in Boston’s senate, you know 
that this war cannot be won and strug- 
gling against Washington just means 
more death on all sides. You fight like 
all of your fellows, at least for now, 
but only because you have been 
ordered to. Very soon you will be 
forced to betray your new home, and 
you know it. If only there was some 
way to stop fate and fight against des- 
tiny.. . 

Appearance: Until the visions 
began anew just recently, Meehan was 
a striking young man with stnking 
features. Tall, dark and handsome, he 
was even more charismatic and mov- 
ing than Jefferson, providing a youth- 
ful and vigorous counterpart to the Lt. 
Col.’s passion and Meer’s caution on 
the council. He has become more and 
more withdrawn and melancholy of 
late, however, something that most 
who know him attribute to the stress 
of the conflict with the invaders. 

Traits: charismatic, perceptive. 
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David Tarr (Meek) 

You went to business school 
because your parents wanted you to. 
You joined the firm because your wife 
wanted you to. You joined the PTA 
and became its president because your 
kids wanted you to. You can’t remem- 
ber the last time you did something 
because you wanted to - and then it 
was too late because the world ended. 
You were amazed that life went on, 
however. Even after The End, you still 
got hungry and cold and tired. You 
were completely unprepared for this 
new and terrible world and would 
have died if one of Lt. Col Jefferson’s 
students hadn’t found you and 
brought you to the fledgling colony. 
Jefferson’s training saved your life 
and gave you a chance to do some- 
thing for yourself, and you’ll never 
forget that. 

When Jefferson asked you to 
become the President of this colony, 
you were stunned. Politics had always 
been your dream, but your parents felt 
it was too unstable and your wife had 
hated the idea of living so public a 
life. You leapt at the chance, excited to 
finally be able to do something 
because you wanted to for a change. It 
soon became clear who truly lead the 
colony, however. Despite the title, 
Jefferson is still in charge and virtual- 
ly unchallenged. You have begun to 
worry if you are just a figurehead, and 
if becoming President was really what 
you wanted, or if it was what Jefferson 
wanted. 

Role pluying notes: Quiet, with- 
drawn and increasingly pensive, you 
no longer feel so certain and assured 
of your actions. Increasingly you 
wonder if you really want to be a 
President who does nothing, and you 
wonder if Jefferson put you there 
intentionally. You have become suspi- 
cious that he is hiding something, and 
that is why he avoids officially taking 
control of the colony. 

lions of other white-faced- business- 
men. His hair is still receding and 
thinning and he still wears small, pro- 
fessional glasses, but the realities of 
life after the Rapture has slimmed him 
down considerably and given him a 
much more weathered look. 

Traits: Quiet, highly observant, 
suspicious. 

Jaime Dahlke (MeeWhysician) 

The only son of a hard-working 
industrial worker, you clawed your 
way up from poverty to work your 
way through medical school, deter- 
mined to make a difference. 
Somewhere along the way, you got 
lost. School was just too expensive, 
and your dreams of becoming a 
world-famous surgeon or discovering 
a cure for cancer crumbled. When The 
End came, you were caring for 
invalids and the elderly in a facility on 
Cape Cod. 

Ironically, The End was the best 
thing that could have happened to 
you. Suddenly you were able to truly 
do what you had always wanted - to 
really make a difference. Doctors are 
valued above almost all other people 
in this forsaken world, and now you 
can truly help the people. Boston wel- 
comed you with open arms, thankhl 
to have anyone with advanced med- 
ical training. The only problem was 
Jefferson’s impassioned devotion to 
democracy and the “American 
Dream.” After living in poverty for 
much of your life and working your- 
self to the bone to achieve your 
dream, only to have it snatched from 
you for something as unimportant as 
money, you have no faith in a democ- 
racy “for the people” that fails to help 
the people. Communism is the only 
way to protect everyone’s rights and 
allow for equality. Russia fell to the 
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corruption that was simply accepted 
as standard operating procedure in the 

THE END 

old America.&Perhai;this new world, 
this new Eden, will provide a chance 
to establish a pure communist state. 

Role playing notes: You are 
friendly and warm, genuinely caring 
for everyone, even total strangers. 
That is, after, all why you studied 
medicine in the first place - to help 
people. The only thing that you are 
somewhat guarded and reserved about 
is politics. Jefferson is obviously an 
idealist blind to the truth of his dream, 
but he is also the only hope Boston 
has for survival, so you keep silent for 
now. 

Appearance: Dahlke is almost 
always laughing or smiling. He gives 
a strong and warm handshake with 
surprisingly thick hands for a doctor, 
and his small pipe is rarely far. Caring 
for Boston’s sick and wounded leaves 
him little time to care for his appear- 
ance, but he usually has reasonably 
clean clothes, though they are often 
creased from the short naps he takes 
whenever he has the chance to relax. 

Traits: intelligent, dexterous, 
medical skills, political skills 

Susan Cominsky (Meek) 

Living a life of privilege was 
easy, you never had to do anything 
you didn’t want to. College and a 
career in some or other field was just 
something to do to keep from being 
bored. That was what everything was, 
actually. The country always held a 
special lure for you, though. Whether 
racing a horse through the woods or 
just relaxing in the weekend house in 
Maine, the country was one of the few 
things you really loved. It was your 
one true passion in a life of luxury. 
Then you watched entire family die 
before your eyes while the whole 
world went to Hell. 

The easy life is gone now, and the 
natural world is no longer the same. 

Where once it was beautiful and 
peaceful, now it is wild and danger- 
ous. You love it just the same, howev- 
er, and spend more time alone in the 
area around Boston than in the colony 
itself, something that you know scares 
many of your fellow colonists. You do 
your best to help your fellow sur- 
vivors, however, and even find their 
reactions amusing. Relaxing in the 
city, whether sleeping with someone 
for a night or spealung about the 
future in the Commons, is almost as 
invigorating as traveling through the 
encroaching forests. Susan Cominsky 
has found her new life after the end of 
the world to be much more fulfilling, 
despite the hardship. The End burned 
away the dilettante when her family 
died, leaving behind a woman with 
the will to survive. 

Role playing notes: Life is about 
enjoying yourself, and even the end of 
the world can’t change that, though 
now you know that it is not something 
to simply taken but instead must be 
worked for. Laughter, joy and beauty 
are built from blood, sweat and tears. 
Watching your father, mother and sib- 
lings die one by one as The End 
approached has left its mark on you, 
however. Your forays into the wilder- 
ness is as much driven by a fear of 
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watching those you care for suffer 
again as by your love of nature. 

Appearance: Cominsky was 
always beautiful, even as a young girl. 
Survival after the End has given her 
lines and hardened her beauty, but not 
diminished it. Muscular and willful, 
she still possesses the cultured mind 
of a socialite, speaking with an unex- 
pected eloquence. 

Traits: Strong, great endurance, 
nimble. 

Rebecca Richards (MeeWFounder) 

You still remember you husband 
and your children, and your children’s 
children. You can still remember how 
much you loved it when they all came 
over to visit your house in New York 
City. Nothing gave you as much plea- 
sure as taking care of your family, and 
you were always the perfect house- 
wife and grandmother. The memories 
are as fresh as if they happened just 
yesterday, despite the fact that all of 
your beloved children and grandchil- 
dren have gone on to a better place 
now (you hope). 

In the remains of New York, you 
became a grandmother to all of the 
survivors, caring for everyone you 
could find. When the men with guns 
came from the south and demanded 
that everyone throughout the city sur- 
render, you began to worry. When 
they brutally crushed the little opposi- 
tion they encountered, you were terri- 
fied. You gathered as many people as 
you could and fled to Boston. You had 
heard a few stories about it, and it was 
a large city, sure to have a colony of its 
own far from these violent invaders. 
Too bad you were wrong. 

Role playing notes: You will not 
see anyone under your care suffer, it is 
just not acceptable. The fear that not 
all of your children were virtuous 
enough to ascend to Heaven and sit 
with God terrifies you, and you blame 
yourself for not raising them better. 

That mistake will not happen again, 
and you will go to any length to pro- 
tect the people you have adopted as 
your new family, even if it means you 
will die. 

Appearance: An elderly woman 
with thinning, gray hair pulled back 
into tight bun, Richards almost looks 
more like a lawyer than a grandmoth- 
er. She is stern and harsh when wor- 
ried about her charges, but quickly 
becomes warm and fhendly when 
able to relax. 

Traits: intelligent, wise. 

Thaddeus O’Malley (MeeMThug) 

Coining to America to escape the 
terror and hatred in Ireland, you 
quickly built your own little piece of 
the American Dream in New York. 
Owning and managing The Emerald 
Briar was that dream come true. You 
thought of yourself as a good 
Catholic, you saw nothing wrong with 
being gay and prayed to God to give 
thanks for all you had. He must not 
have heard, because when The End 
came, you were left behind. 

You had never given up before, 
however, and you certainly weren’t 
going to then wither, even when your 
city was invaded. When Rebecca 
kchards began to gather other sur- 
vivors to flee to Boston, you threw 
yourself into helping her, acting as 
one of the primary scouts on the jour- 
ney and providing your own Land 
Rover to help carry the weaker 
refugees. You believed Richards’ 
promises of a new life in a new city, 
away from the troubles of New York. 
Boston wasn’t everything you had 
hoped for and was mired in a war of 
its own, but you’re not about to quit 
now, after you’ve come so far. 

Role playing notes: “Never say 
die.” That’s the motto you live by and 
it has served you well enough. Keep 
your eyes on the prize and don’t stop 
until you simply can’t move anymore. 
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That doesn’t leave much time to actu- 
ally enjoy yourself, however. There is 
always something that needs to be 
done, and when you do get a chance to 
relax, you simply want to enjoy the 
peace and quiet. The Irish stereotype 
of the boisterous drunkard amuses 
you to no end. 

Image: Thin, tall and completely 
bald, O’Malley doesn’t look like the 
typical Irishman either. Before The 
End, he always kept his clothes 
immaculate, but now he has to settle 
for simply cleaner than almost every- 
one else. 

I 

Walton Norfleet (MeeWThug) 

When one of your most promis- 
ing and charismatic reporters sudden- 
ly started ranting about the end of the 
world and the coming apocalypse, 
you shook your head and assumed he 
had gone around the bend. “Take a 
vacation,” you told him. “Get yourself 
some help.” If you have listened to 
him, you couldn’t have stopped The 
End, but at least you could have pre- 
pared yourself and come out of it bet- 
ter. It is, after all, all about coming 
“out of it” better than everyone else. It 
was only natural to join the force in 
Washington, D.C., then. The empire 
ruled by a bloody man-god would 
dominate the entire East Coast soon 
enough, and it is better to be stepping 
on someone than get stepped upon. 

Despite no military training 
before the apocalypse, the role of sol- 
dier suited you well and you rose 
among the ranks very quickly, always 
malung sure to properly deal with 
those who helped you up along the 
way. Before long, in fact, you were 
given an army and put in charge of 
“dealing with” the troublesome 
colony in Boston. Immediately you 
ordered Joseph Meehan, that very 
reporter who had heralded the end of 
the world, to travel to Boston make 
himself an essential part of the colony. 
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ifter you had gathered your troops 
tnd assisted in the initial operations 
iround New York, you moved on to 
jour target. Jefferson’s little colony 
,roved to be much more difficult than 
you had anticipated, however, and 
your lack of training in military tactics 
ias become apparent. You are win- 
ling this war, but only through a 
Aoody campaign of attrition, and one 
:hat does not serve to engender a great 
jeal of loyalty in your troops and offi- 
:en. 

Role pluying notes: You are the 
most important person in your life, 
that’s just common sense, after all. 
4nything you can do to better your 
position you will do, and you expect 
myone else to do just the same. It’s 
not like you’re totally uncaring, but if 
you don’t look out for number one, 
who will? You are beginning to worry, 
however, that you are not ready for a 
military operation of this magnitude. 
Even more frightening is the question 
of whether your superiors already 
knew that when they sent you here. 

Image: Stern, dignified and stoic, 
Norfleet is the perfect images of a 
reserved and wise general, especially 
in his sharply cut uniform. His face 
and attitude betray nothing of his cal- 
culating and conniving nature, pro- 
jecting only a respectable image. 
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CHAPTER THREE 

New England 
Massachusetts 

Although Boston is the center o 
Massachusetts and even the entireg 
of New England, it is not the onlj 
location of interest. Forty miles wes 
of the massive metropolis, the remain: 
of Worcester sit in the middle of a we1 
of highways and major roads. Most of 
the survivors who found themselves 
in Worcester quickly moved to Boston 
for the relative safety of the larger 
colony, In the face of Washington’s 
attacks, however, a small number 
have returned, hoping to escape to a 
more peaceful region. Worcester has 
become more important as a large 
source of supplies near to the belea- 
guered and besieged Boston colony. 
The primary route between Boston 
and Worcester, 1-90, is carefully 
guarded by the colonists, and fortu- 
nately for them the Rag Tag army has 
concentrated its attention on Boston 
proper or scavenging in Providence to 
the south. Were Worcester to be taken 
from Boston, however, it would be 
another massive blow to the colony’s 
chance to survive its war. 

Further west, the raw wilderness 
has stretched south from Vermont and 
New Hampshire, turning western 
Massachusetts and the Berkshires into 
a renewed natural wonderland. The 
region has yet to become as hostile or 
deadly as the forests of northern New 
England, and travel through it is actu- 
ally tranquil and relaxing (a very rare 
thing after the End). 

To the east of Boston is the 
crooked peninsula of Cape Cod. 
Living almost entirely on the tourist 

whales are still seen as omens of great 
fortune among the scattered settle- 
ments surviving in the area. At the 
very tip of the “arm” of the peninsula 
is the small colony in Provincetown. 
Almost completely isolated from the 
rest of New England, except for travel 
down the entire Cape or by boat 
across the bay, the 40-odd survivors in 
the city were forced to band together 
very quickly in order to survive, and 
they have managed to establish a 
thriving, if small and remote, colony. 

An ambitious group has made the 
former tourist trap of Martha’s 
Vineyard into their home. Barely two 
lozen of the Meek, many of them pro- 
fessional or amateur sailors, have 
struggled hard to master the new and 
hckle oceans. They have had some 
legree of success, so much so that 
hey are able to survive by trading 
with another small settlement in 
Hyannis on the southern coast of the 
C‘ape and the factions in Newport, 
&ode Island. With a handful of small 
;hips, the Vineyard fleet hopes to 
mite the many disparate groups scat- 
ered around America’s Atlantic coast, 
hough they are fearful of the increas- 
ngly dangerous ocean and its inhabi- 
ants. If they are able to reach Boston 
md come to some sort of alliance, 
heir ability to cany both people and 
nformation with remarkable efficien- 
:y would be a godsend to the resis- 
ance effort. 

:onneeticut 

Connecticut holds little of interest 
n the new world. Any settlements that 
fould have formed were crushed 
leneath the inexorable advance of the 
Vashington forces on their way to 
ioston. Indeed, the entire state has 
lecome nothing more than a road 
rom Boston to New York and the rest 
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major highways and still has a surpris- 
ing amount of supplies left undis- 
turbed, despite the volume of people 
who have passed through it. Most 
travelers recognize its vital impor- 
tance as a crossroads, a stop on the 
way to a more distant destination. A 
number of small shelters and supply 
depots have been established, fortified 
and expanded by many of the later 
visitors who use Hartford. Hartford’s 
central location has turned it into the 
“Diggers’ City” because scavengers 
and nomads in New England make 
their way through it on a regular basis, 
often leaving news or information at 
one of the supply depots or meeting 
spots, to be picked up and disseminat- 
ed by other travelers. 

Of fw-ther interest in Connecticut 
are the ruins of Groton, on the coast 
near the eastern edge of the state. 
Unremarkable in itself, Groton hosts a 
US submarine base. The equipment 

THE END 
~ 

and raw materials inside have weath- 
ered the months since The End 
remarkably well (Good condition) and 
would be a staggering find for anyone 
to stumble across it. Weapons, mili- 
tary rations and medical supplies are 
plentiful, and a particularly adventur- 
ous Judge may allow boats or even a 
submarine to have survived the tribu- 
lations and the Blues. 

Rhode Island 

The tiny state of Rhode Island is 
dominated by the ruined metropolis of 
Providence. Once a bustling city, it is 
now relegated to the ignoble role of 
being the larder for the army from 
Washington, D.C.. Unable to spare 
many resources to long range scav- 
enging or even cultivation, the army 
has returned again to Providence’s 
stores and markets, grabbing every- 
thing and anything of value. Despite 
Providence’s size and lack of settle- 
ments to further drain its resources, 
the city has nearly run dry under the 
strain of supporting an entire army in 
the midst of a pitched battle to the 
iorth. Scavenging for any sort of sup- 
Aies at all is almost impossible in 
Providence, and the empty city is 
:rumbling at an amazing rate. Almost 
:mpty of anything of any value at all, 
Providence seems to be in a hurry to 
lecay into dust and blow away on the 
xind. 

Further south, on an island in the 
rregular Narragansett Bay, lies the 
:ity of Newport. Renown for its osten- 
atious displays of wealth and privi- 
ege before The End, the survivors 
lave carried on that tradition in a sick, 
wisted fashion. Four different fac- 
ions have laid claim to four of the 
nassive mansions in Newport, and 
ight a constant and bloody campaign 
igainst each other for the limited 
esources on the island. All bridges off 
he island have been destroyed, as 
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have most boats. The residents have 
turned on each other like trapped 
wolves. 

New Hampshire 

Largely overrun with rapidly 
growing forests, New Hampshire does 
have a number of sniall settlements, 
most of them scattered around Lake 
Winnipesaukee. Few, if any, have 
more than a dozen members and all of 
them are too busy surviving to explore 
the area around them or form signifi- 
cant alliances with other groups. 
Manchester, what used to be New 
Hampshire’s largest city, lies com- 
pletely and conspicuously empty and 
abandoned. There are no settlements 
or colonies there and only the most 
experienced diggers and scavengers 
go in and make it out alive. A number 
of legends and superstitions have 
grown up around the deadly city, and 
the remaining residents of the state 
blame it on the so-called “America’s 
Stonehenge,” a network of tunnels 
and standing stones long thought to be 
some sort of ancient sacrificial altar. 
As of yet, they have made only minor 
progress, but their limited supernatur- 
al might is enough to secure their safe- 
ty during their travels. 

The seaport city of Portsmouth is 
a very quiet, secretive and tiny colony, 
intent on unlocking the secrets of the 
magic that has returned in 111 force 
after the Rapture. Thirteen men, all 
formerly scientists, preachers or doc- 
tors before The End, live like monks 
in the picturesque city, surviving on 
whatever food they can scavenge 
while they study any and all texts they 
are able to locate in both public and 
private libraries all across nearby 
cities and towns. Furthermore, they 
make the trek across half the state to 
“America’s Stonehenge” four times 
yearly, hoping to find something of 
supernatural significance there. 

THE BOSTON 
MASSACRE c 

Vermont 

The verdant forests that cover 
Vermont’s gentle Green Mountains 
have been almost entirely abandoned 
to the animals. There are no major set- 
tlements across the entire state with 
the notable exception of Wilson 
Castle in the small town of Rutland, 
situated a bit to the south of the center 
of the state. Ruled over by a madman 
who insists on being referred to as 
King Wilson, the settlement of a few 
hundred people is in something of a 
precarious situation. The feral wilder- 
ness encroaches on all sides and many 
of the beasts of Vermont have grown 
particularly vicious since The End, 
only Wilson Castle and seemingly the 
King himself can keep them at bay. 
Each and every individual who has 
publicly challenge the mad King’s 
authority has later been found dead, 
coincidentally mauled by beasts. The 
surviving citizens of Rutland and the 
area around have been cowed into 
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rules 
over them like a despot, maintaining a 
life of amazing luxury in this post- 
apocalypse world. 

The rest of Vermont is well and 
truly under the domain of nature. Man 
should be wary when traveling 
through the state, as even the mun- 
dane beasts have grown to fnghtening 
size and ferocity. The safest routes are 
usually the shortest, and staying close 
to the rapidly crumbling roads offers 
some measure of protection, at least 
while they last. 

Maine 

Even more so than Vermont, the 
former state of Maine is truly a land of 
new beasts and magic. As large as the 
rest of the New England states com- 
bined, the wilderness is vast and terri- 
ble this far north. Where Vermont may 
harbor dangerous animals, the forests 
of Maine have an almost unbearable 
air of menace. It always feels as if 
something is watching from the dark- 

THE END 
ness amid the trees, something much 
more intelligent than the unnaturally 
large wolves that might attack travel- 
ers through the rest of New England. 
With the Rapture, fnghtening things 
came to Maine, and they have claimed 
its forests and unbroken wilderness as 
their home. 

Perpetually locked under a thick 
blanket of snow during the winter, 
Maine blossoms into growth during 
the summer months, as if making up 
for lost time. In this harsh and unfor- 
giving climate, only two settlements 
of note have managed to survive. To 
the south, not far from the remains of 
Maine’s biggest city, Portland, the 
Sabbathday Lake Shaker Community 
still manages to survive as it has for 
nearly three centuries. Though they 
numbered only seven before the End, 
their numbers have swelled to just shy 
of one hundred, as they extend their 
charity to those who are willing to 
work hard and accept the simple, reli- 
gious lifestyle of a Shaker. Despite 
God’s apparent abandonment of the 

Mike Ursu (Order #28195963)



Earth, the faith of the Shakers remains 
strong, almost palpable in the air of 
the small, rustic settlement. 

About halfway up the coast of 
Maine, another small settlement has 
survived, huddled in the massive and 
impenetrable Fort Knox. Using the 
fort as a safe and secure base of oper- 
ations, the tiny colony has gone to 
great lengths to seek out any survivors 
in other cities and towns and bring 
them to safety. Originally formed 
around a core of survivalists and farm- 
ers, it has grown into a hard-bitten 
encampment. Its 50-odd members 
have seen and survived almost 
unspeakable horrors and take no non- 
sense from anyone. Extremely suspi- 
cious of anyone exhibiting even 
vaguely supernatural abilities, Fort 
Knox colonists also extend every 
courtesy and hospitality they can to 
rehgees or visitors. Anyone who can 
bring news of the state of the world 
beyond Maine is particularly appreci- 
ated. 
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CHAPTERFOUR 
The Boston 

Massacre 

ACT I: 
THE SET-UP 

The Mastiffs of War 

As the characters fulfill their por- 
tion of patrol duty through the city or 
otherwise enter Boston (Judges 
should review Chapter One regard- 
ing the possible character roles in 
Boston), the hair at the back of their 
necks stands on end and their stom- 
achs knot up. They’re being watched, 
and they know it. What once was a 
peaceful city in golden autumn 
becomes much more sinister as every 
building seems like it might be hiding 
an observer, and every crunch of a leaf 

makes the characters jump and spin, 
expecting to find someone behind 
them. 

This air of paranoia begins once 
the characters leave Boston proper 
and the territory directly controlled by 
the Sons of Liberty. After a few 
blocks of this mystery, characters will 
notice a faint smell of blood with a 
Spot Check (DC 15) . Those who suc- 
ceed on this check by more than 5 will 
spot a pack of four dogs standing in 
the distance down a street perpendicu- 
lar to the one they are traveling on. 

Unusually massive like many ani- 
mals since the Revelation, the dogs 
appear to be mastiffs of a dull, mottled 
gray color. The entire pack stands 
eerily still and silent, observing the 
party. They will move to dodge any 
shots taken at them by the characters, 
and if pursued, they will turn and flee 
into the subway system of the city 
(See Appendix C for game statistics). 

Characters attempting to follow 
them down should be made aware of 
the near-impenetrable dark that fills 
the tunnels. They will need a reliable 
source of light to avoid becoming 
immediately lost, and the Mastiffs 
will be almost impossible to follow. 
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They can quickly outpace the charac- 
ters and their illumination and don't 
make any sound to follow once they 
are out of sight. 

Once the characters continue on 
their way or the Mastiffs have escaped 
into the subways, the faint smell of 
blood will disappear and the uneasy 
feeling that began this scene will dis- 
appear. The Mastiffs have left. 

The Downtrodden 

Soon after their brief brush with 
the Mastiffs, the party (or any charac- 
ter acting as an advanced scout) will 
catch sight of a ragged column of peo- 
ple marching down the crumbling 
highway of 1-90, the Mass Pike, head- 
ing towards the city. Apparently very 
lightly armed (only four rifles), about 
twenty men and a few women walk 
next to a car and a truck, both stuffed 
full of more women and a number of 

dressed 'simply in well-worn shoes 
and threadbare clothes. It is obvious 
that they have traveled for quite a 
while, their feet and the tires of the 
vehicles are caked with mud and the 
people walking are clearly exhausted. 
Some even pause to rest briefly, only 
to be forced to rush to catch up again. 

Players may wish to report back 
to Lt. Col. Jefferson before malung 
contact on their own or they may sim- 
ply move ahead on their own initia- 
tive. Either way, the manner in which 
these travelers react when approached 
depends largely on how those 
approaching them act. Characters 
revealing themselves at a distance and 
wallung up in an obviously hendly 
manner will be met with largely simi- 
lar warmth. If the group is ambushed 
and held at gunpoint, they will return 
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that trust, forcing all parties to talk to 
‘each other over raised barrels. A 
’ warm and open welcome on the part 

of the characters will make the rest of 
the adventure run much more smooth- 
ly and easily, and Judges may want to 
play up the pitiful nature of the 
refugees in an attempt to generate 
sympathy for them. Lt. Col. Jefferson, 
if he is informed of their approach 
before contact is made, will have 
Philip Meer, Jefferson’s right hand 
man, greet them. Ever cautious, Meer 
will approach the travelers with a 
strong escort and a hand extended in 
friendship. His guarded welcome is 
returned in kmd, and after a few tense 
moments during introductions, every- 
one relaxes and the group is wel- 
comed into the colony for further dis- 
cussion. After all, manpower is need- 
ed in Boston. 

The ragged travelers turn out to 
be refugees from what is left of New 
York, driven east by pressure from an 
organized and powerful military 
force. Lead by a woman named 
Rebecca Richards, they number thir- 
ty-one in all, including fourteen 
women and eight children between 

the ages of three and twelve. The chil- 
dren are especially rare and precious 
in The End and the attitude of the 
refugees clearly reflects this reality. 
Their exodus and dangers they have 
faced have obviously brought the 
refugees close together. Although they 
are overjoyed to find a friendly recep- 
tion upon reaching their destination, 
most of them attempt to remain some- 
what reserved from the Boston 
colonists, returning to “their own 
kind” after the initial joy of the wel- 
coming. 

Once introductions have been 
made and Lt. Col. Jefferson has heard 
their story, he will officially offer a 
place in the colony to the refugees, 
though Philip Meer or the characters 
may very well have done so already. 
The refugees are more than willing to 
take on the duties of any other mem- 
ber of the settlement and they readily 
accept. Jefferson asks the characters, 
since they were the first to encounter 
the refugees, to show the new mem- 
bers of the colony to an empty home 
near where the rest of the residents 
call their homes during autumn. 

The Refugees (Typical Refugees; 
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see Appendix C) have run out of med- 
ical supplies and almost exhausted 
their food as well. Between all 31 
refugees, they have only 4 Worn rifles 
and less than 50 rounds of ammuni- 
tion. Rebecca Richards leads them. 

War: The Attacks from 
Washington 

As if to spoil the good fortune of 
welcoming the refugees into the 
colony, Boston is faced with another 
series of small, probing attacks almost 
immediately. As the characters are 
bringing the refugees to an open and 
suitable house, a number of other 
colony members run past them, shout- 
ing something about “There’s another 
attack!” and “They’re back again!” 
Anyone stopped for more information 
informs them that there has been 
another engagement with the enemy. 

This sets up a brief but frantic 
period of desperate fighting as the 
colony desperately tries to defend 
itself, but without a clear idea of jus1 
what it is up against. Older women 
attempt to herd children into hidden 
shelters while able men and women 
grab whatever weapons they have and 
rush off to fight this new thrust by the 
enemy. Although the discipline 
instilled by Lt. Col. Jefferson quickly 
asserts itself and cuts through the ab 
of disorganization, the confusion is 
never fully dispelled, as hard facts 
regarding just what kind of enemy 
force has appeared and just what kinc 
of attack ensued remain few and fa] 
between. 

Boston’s relatively loose militaq 
structure serves it well. After on13 
twenty minutes, Lt. Col. Jeffersor 
reveals what information on the situa. 
tion they have managed to confirn 
and arranges a force to deal with it, a: 
well as making sure to distribute fur 
ther troops elsewhere across the ciQ 
on high alert. What is known is tha, 
one of the heavier scouting parties, 2 

group of five men with radio equip- 
ment, was apparently ambushed by a 
hostile force to the south around 
Dorchester, where they were quickly 
pinned down inside an abandoned 
convenience store. The communica- 
tions soldier was the first to fall, leav- 
ing his radio out of reach of the sur- 
vivors, until they managed to push 
through briefly and retrieve it. It was 
that period of radio silence that 
informed the colony to the incident in 
the first place, and also what kept 
them from determining what exactly 
was going on. 
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senior staff can conclude that the orig- 
inal scouting team, of which it is pre- 
sumed that at most three members 
have survived, is being assaulted by 
an enemy force numbering perhaps 
twenty strong. In response, a powerful 
force of fifty men is sent to repel the 
enemy and, if possible, rescue the 
original scouts. Additionally, 
Jefferson distributes his remaining 
troops throughout the colony’s territo- 
ry, to ensure that this attack wasn’t just 
the tip of the iceberg. As such, opera- 
tions have one of two main motiva- 
tions, either 1) to defeat the enemy the 
colony is aware of or; 2) to ensure the 
security of Boston’s other borders. 
Characters may very likely want to 
involve themselves in the latter opera- 
tion, radioing other scouting parties or 
talung part in the patrols themselves, 
and should the Judge agree, they are 
more than welcome to do so. It is 
assumed, however, that they are more 

Scout Map 

THE END 
driven to assist with the rescue force, 
and Judges are welcome to use direct 
orders from superiors to enforce such 
action if they need to. Boston, despite 
being a republic and defender of liber- 
ty, is still a military force at war - 
members do not have complete auton- 
omy. Characters that directly disobey 
orders could be considered traitors, 
and in times of war traitors are often 
executed. 

The Fight Scene 

The scouting party is trapped in a 
convenience store approximately a 
half hour dnve from central Boston, 
and the reactionary force sent by 
Jefferson races out there as quickly as 
they can. Several blocks from their 
target, the trucks are stopped and the 
soldiers disembark and march to the 
scene in an attempt to conceal their 
approach to some extent. Forward 
scouts are dispatched to get a reliable 
and detailed idea of the situation, both 
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how much of the scouting team is left 
alive but, more importantly, where the 
enemy has entrenched itself. 

As the Boston colonists already 
knew, the scouting team has holed 
itself up in a ruined convenience store, 
an old Store24 at the intersection of 
Birch Street and Donovan Street, 
abutting a large pile of rubble block- 
ing off any rear exit. The invading 
force has simply splayed itself around 
the fiont of the building, waiting for 
the trapped soldiers to attempt to 
make a break for it. The buildings on 
the other three corners of the intersec- 
tion that the ruined Store24 sits on 
have all been occupied and each con- 
tains approximately five enemy sol- 
diers in it, as far as the scouts can 
determine. 

After some deliberation, the com- 
manding officers decide that the best 
option is the most cautious one. The 
Boston force takes up position mirror- 
ing their enemy's, watching all possi- 
ble exits. The buildings are then set 
afire in an attempt to smoke out their 
targets, driving them into the open 
where they can be dealt with. 
Characters should be involved in the 
battle as part of a squad assigned to 
light one of the buildings on fire. 
They must be able to sneak up to it, 
remain undiscovered long enough to 
set the fire, and then escape. Many 
Move Silently, Spot and Listen checks 
will be essential, and if they are dis- 
covered, combat will ensue. 
Alternatively, they may want to be 
among the forces assigned to targeting 
any enemy troops that flee the build- 
ings, requiring only attack rolls. 

Those who find these tactics 
abhorrent can attempt to sway the 
decision of the commanding officer, 
an vibrant man by the name of 
Richard Pate1 (See Appendix C), 
though they face an uphill battle. After 
months of living in fear of the military 
might from the south, the soldiers are 
little inclined to mercy when facing 

with whatever larger %ody sent them 
out or something similar are much 
more likely to be given serious con- 
sideration. Unless the players can sug- 
gest some sort of alternate plan of 
action to prevent that, however, it will 
only further convince the SOL sol- 
diers that a swift and merciless assault 
is their only hope. 

The Enemy Forces 

The invading force has occupied 
three buildings, to the east, southeast, 
and south of the Store24 as well. The 
tallest building, to the east, is a three- 
story apartment complex of the sort 
scattered all around the city and a full 
six soldiers have settled into it, mostly 
at the top floor to provide a clear perch 
from which to watch the Store24. A 
liquor store once stood in the one- 
story building to the southeast. Four 
soldiers have made use of its open bay 
windows, now broken and covering 
the ground in bits of glass, to fire upon 
anyone out in the open through the 
intersection. To the south is a ruined 
laundromat and cleaning service 
where the rest of the enemy force, 
including its commander, is located. 
Along with five Rag-Tag soldiers and 
aids, the commander (add six hit 
points to the standard Rag-Tag soldier 
detailed in Appendix C) directs the 
miniature siege from the second floor, 
assisted by a unit of five further men 
who act as scouts and couriers 
between the three buildings. When the 
fighting starts, it is this last group that 
inflicts the most damage upon the 
SOL forces as they flee and shoot 
their way out before the final building 
is fully set aflame. 
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The Aftermath 

If the tactic of burning the enemy 
out is employed, it is almost com- 
pletely successful. Two of the three 
targeted buildings are easily caught 
afire and the people inside pose little 
threat as they run for their lives. The 
tallest building, to the east of the 
Store24, burns with amazing speed, 
and the six soldiers within it barely 
manage to run into the streets and fall 
beneath SOCs bullets before the 
entire structure collapses. The one- 
story building to the southeast of the 
scouting team’s haven bums more 
slowly, but the enemy inside is 
smoked out and “disposed of’ almost 
as readily. The final building to the 
south fares much better as the fire fails 
to truly catch. Ln the end, SOL soldiers 
are forced to use a precious grenade to 
open the front of it open and rush in, 
suffering virtually all of their casual- 
ties of the engagement in that battle. 

When the dust settles and the 
shooting stops, the intersection of 
Birch and Donovan hosts seventeen 
enemy corpses and five SOL 
dead(this number should be adjusted 
for any dead party members of 
course), include the two scouts who 
originally fell. The SOL force further 
suffered four wounded, but only one 
severely so. 

THE END 
Scouting out the Enemy 

While the battle has been won 
and the invaders have been defeated 
for the moment, the war continues on. 
Such is life within the Boston colony. 
Concerned that this latest incident 
presages a larger and more concerted 
attack upon the colony, and further 
worried that the news the refugees 
bring from New York is a sign of 
future troubles for his city, Lt. Col. 
Jefferson outlines a plan for an exten- 
sive deployment of scouting teams. 
Hoping to get a clear and detailed pic- 
ture of the size and capabilities of the 
invasion force he may be facing, 
Jefferson puts the entire colony’s 
resources behind this intelligence 
operation. Over the course of a few 
days, Susan Cominsky, Boston’s best 
scout, brings the deep wilderness 
scouts she has trained back into the 
city. Using them as a foundation, 
Jefferson restructures a significant 
portion of his force into a number of 
small, mobile teams. 

These teams of five men and 
women are filtered out into the terrain 
around the city and each is put under 
the direct command of one of 
Cominsky’s scouts. Each of those 
scouts directly coordinates between 
the teams in a broad area, serving as a 
field commander of sorts during this 
operation. Cominsky and Jefferson 
personally oversee this network, while 
Meer takes on the task of reinforcing 
the colony’s defenses throughout their 
territory. Each scout team is given 
strict orders to return with informa- 
tion, not to attempt to enter combat 
with anyone they may encounter. 
When they do come across hostile sol- 
diers, the teams are to temporarily 
withdraw (after determining the 
force’s strength) and report in, and 
then probe further. The goal of the 
operation is to gather as much infor- 
mation about the enemy as possible 
while concealing this heightened 
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sense of awareness for as long as pos- 
sible. Overconfidence has been the 
failing of Boston's opponent for quite 
a while, and Jefferson hopes it will 
continue to remain so. 

Specific character assignments 
may vary a great deal, depending on 
character concepts and the pace of the 
story. Boston is in desperate need of a 
clear grasp of what it is fighting 
against, and disperses much of its 
fighting force throughout the city and 
the outlying area in an attempt to get 
that. Relatively low-ranking charac- 
ters will be given standard patrol 
duties, ordered simply to sweep 
through a section of the city to find out 
the enemy is or was there. More expe- 
rienced characters or those with spe- 
cialized skills will be called on for 
more precise missions, from more 
extended scouting missions to follow- 
ing up on leads regarding possible 
emplacements of enemy forces possi- 
bly uncovered by the more routine 
patrols. Some short samples are pro- 
vided as ideas that Judges can use to 
build brief scouting encounters. 

On Patrol - The characters are simply 
assigned to patrol a several block area, 
determine if the enemy is or has been c 
through it, and report their findings 
back to their superior. Numerous Spot 
and Listen checks (with the DC usual- 
ly 15, but varying depending on the 
skill of the enemy forces present, if 
any) will be required to find any hid- 
den or unseen enemy troops. Search 
rolls (DC 15-20) are required to fmd 
traces of troops that have moved 
through the area, and Traclung (DC 
17-25) can be used to determine 
where the came from and where they 
were likely headed. If the Judge has 
not specifically decided whether or 
not the enemy is present, there is a 
30% chance they are. Successful 
Completion Experience Award: 1 CR 
equivalent per hidden enemy revealed 
or meaningful trace recovered. 

Confirming a Supply Depot - Near 
the Charles River, just to the west of 
Boston proper, a large moving van has 
been parked in an empty lot to make it 
easily accessible to all colonists and 
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stuffed full of supplies, including ' blankets, clothing and weapons. The 
' characters have been assigned, likely 

while en route to another mission, to 
locate and confirm its safety. It is a 
simple matter to locate the van and 
confirm the supplies therein (Search 
check, DC 10). However, if the Judge 
has not decided whether the enemy 
has discovered this depot already, 
there is a 60% chance they have. The 
Washington forces can find large yel- 

low trucks just as easily as a Boston 
colonist. Successful Completion 
Experience Award: 2 CR equivalent 
for locating and secure the van, 4 CR 
is they party recovers it undamaged 
from enemy forces that control it. 

Investigating a Report on the 
Enemy- Another group on patrol has 
reported that they found evidence that 
some of the invading force passed 
through their patrol area and may still 
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be nearby. The characters are sent in 
to confirm this and deal with the 
enemy, if they find them to be small 
enough. There is a 75% chance that 
the report is accurate, but only a 50% 
chance that the enemy force has more 
than 2d6 Rag-Tag soldiers in it (See 
Appendix C). They have established a 
temporary camp within a small cafe 

between two decrepit clothing stores 
in a shopping district (DC 17 Search 
check) and are resting when the char- 
acters find them (they will be sur- 
prised it attacked). Successful 
Completion Experience Award: 2 CR 
equivalent bonus for surviving. 
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Exploring Southern Roads - The 
characters are sent south on 1-95 
(towards Providence, RI) to see how 
far north Washington’s Rag Tag’s 
have traveled. Unless they can scav- 
enge some gasoline themselves 
(Scavenge check, DC 20), they are 
given bicycles with which to make the 
trip. The road itself has weathered The 
End relatively well and makes for 
smooth, easy travel. After a few 
hours, about 10 miles beyond the met- 
ropolitan area, characters can start 
making Spot checks (DC 17) every 
mile to notice signs of the invader’s 
advance to that point. Characters who 
actually stop and Search only face a 
DC of 12 or the same roll, and can 
make the check every quarter of a 
mile. There is a 25% chance that they 
may face a similar scouting party 

THE END 
from the enemy during their travels. 
Successful Completion Experience 
Award: 5 CR equivalent bonus for 
identifying the edge of the Rag-Tag 
advance. 

Each squad is more heavily 
armed than usual for Boston defend- 
ers, but thankfully they do not engage 
the enemy further. What they discover 
over the course of a few weeks, how- 
ever, is far from heartening. A mas- 
sive force (estimates can only place it 
between six or seven hundred sol- 
diers) lies to the south of Boston, 
beyond the suburbs in Quincy. Worse, 
it seems very well supplied and better 
trained than the previous forces 
Boston has faced. Scouts report quali- 
ty rifles and shotguns being standard 
issue and some form of armor, even 
riot armor, as disturbingly common. A 
handful of converted riot vehicles are 
also in evidence, with New York or 
Washington, D.C. license plates (and 
department logos on those not repaint- 
ed), confirming suspicions regarding 
the invader’s origins. 
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ACT 11: 
THE SMACK-DOWN 
The Mastiffs of War 

Shortly after dawn, as they return 
from one of the last scouting sweeps, 
the characters again fall under the 
eerie atmosphere that marked the 
beginning of these trials. Just as they 
are about to return to the territory 
solidly held by the Sons of Liberty, 
their hackles rise and they get the 
undeniable feeling that something is 
watching them as the scent of fresh 
blood wafts on the breeze. Doing little 
to conceal their presence this time, the 
Mastiffs are easy to spot, requiring 
only an easy Spot check (DC 10) to 
locate. 

Looking down upon the charac- 
ters from atop several old cars in a 
ruined dealership, the four Mastiffs 
spend only a moment to take stock of 
them before turning and trotting away 
through the maze of abandoned cars. 
Attempts to follow or stop the 
Mastiffs are hitless, as if they had 

MASSACRE 
simply faded into thin air. Again, the 
pack makes no noise, even when they 
jump from the cars, and the scent of 
blood disappears soon after they do. 

Lyon’s Plague: The First Death 
from the Disease 

After providing a full report to 
Jefferson and meeting with the scout 
commanding them, the characters 
have a chance to enjoy a late break- 
fast, along with the other colony 
members not out scouting or on 
patrol. After two weeks of near-con- 
stant deployment around the city, the 
opportunity to sit down and relax with 
some real food should seem like heav- 
en. The rest of the colonists at the 
meal are somewhat pensive, but the 
lack of activity on the part of the inva- 
sion force has heartened most of them, 
and the morning is the most hopeful 
and pleasant of the last few weeks. 

Keith Lyons is also at the break- 
fast, still suffering from his cough, 
which has very obviously gotten 
much worse. He is coughing almost 
constantly now. In fact, characters 
succeeding on a very difficult Spot 
check (DC 25) will realize that Keith 
Lyons’ handkerchief is stained with 
blood and he is obviouslv in extreme 

Mike Ursu (Order #28195963)



pain. Despite being wracked by fits of 
uncontrollable coughing and unable to 
conceal the blood if confronted about 
it, he will insist that he is okay and 
tries to get something to eat. Almost 
immediately, however, he completely 
collapses, sending food flying every- 
where as he falls onto the table hold- 
ing bread and soup. 

Keith Lyons has a hghtening 
fever (in excess of 110 degrees F) and 
Jaime Dahlke and his staff are baffled 
by the cause and can only provide 
general treatment, which is complete- 
ly ineffective. The doctor cannot 
make any sort of prognosis and readi- 
ly admits that he has no idea how long 
it will take for Keith Lyons to recover, 
or even if he will survive at all. The 
best he is able to do is attempt to 
reduce the pain and fever a bit. Jaime 
Dahlke does say that he fears the 
worst, and he is tragically proven cor- 
rect when Lyons regains conscious- 
ness later that night only to continue 
coughing until blood is nearly con- 
stantly pouring from his mouth and he 
dies in agony. 

Washington Strikes Again 

Lyon’s death is far from the only 
tragedy to strike Boston that night as 
the invaders to the south begin mov- 
ing again, striking under the cover of 
darkness. The colony remains on 
alert, so the attack does not take them 
completely by surprise. The enemy 
forces seemed to have split into three 
columns in an attempt to spread out 
their strength and trap Boston within 
the three-pronged attack. One force 
circles around and heads into the city 
from the west while the two others 
both rush north into the city. Even 
worse, the attacks make it clear that 
this conflict may not end as well for 
Boston as previous ones have. The 
invaders seem to have learned from 
past mistakes and much of their over- 
confidence has evaporated. Over the 

THE END 
course of a few days, three major bat- 
tles define the conflict. To the south, 
Jamaica Plain becomes a warzone as 
two armies stare over their gun at each 
other. To the west, the Brightonpolice 
station plays host to the last stand of a 
vastly outnumbered Boston force 
under siege in one of the colony’s 
major supply depots. Finally, to the 
east, Jefferson himself leads a force to 
hold a strategically important bridge. 
The characters may become involved 
in any or all of these conflicts. Perhaps 
they are among the defenders in 
Brighton, hoping for salvation to 
arrive in time, or perhaps they act like 
the cavalry, traveling all over the city 
as needed. 

Boston h Tactics 

Relying upon the methods they 
have used to great effect so far, the 
Sons of Liberty engage in a vicious 
guerrilla battle with the enemy. SOL 
soldiers quickly separate into small 
squads and scatter themselves across 
the enemy’s path to make devastating 
ambushes. A squad will typically wait 
in a building they expect the enemy to 
march past and open fire once the 
front line has passed. Perched on the 
rooftops of these buildings, a number 
of squads are able to inflict heavy 
casualties before being killed them- 
selves or forced to retreat. 

Other squads, however, take 
more inventive paths. Some use the 
colony’s limited supplies of explosive 
in attempts to topple buildings. If 
brought town into a street before the 
enemy arrives, rubble can be used to 
try to herd them somewhere more 
desirable, usually towards other 
squads who have set up powerful 
killing fields. Other times the build- 
ings are demolished while the enemy 
passes by them, less in the hope that 
they will be crushed than in an attempt 
to divide the force into smaller and 
more manageable units. One squad 
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will destroy a building and cut a sec- 
tion of the enemy force off from its 
fellows and other squads will step in 
to “clean up” the area. 

In defense of their home and their 
lives, the Sons of Liberty use almost 
every method they can think of to gain 
even the smallest advantage. 
Homemade bombs hidden in cars or 
rubble, rigging building facades to 
collapse after placing enticing food or 
equipment inside or even just rolling 
cars down hills in the general direc- 
tion of the enemy; Boston makes use 
of everything at its disposal. 

Despite this desperate ingenuity, 
the colony fares poorly under this new 
assault. Sheer weight of numbers can 
be a powerful force, and the invaders 
have shown themselves more than 
willing to use their strength in that 
manner. Worse, as the fight wears on, 
it becomes more and more obvious 
that the enemy is learning from its 
previous failures. Characters can 
make a real and tangible difference 
here. Cunning strategies and devastat- 
ing ploys will tip the balance in favor 
of the defenders. 
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- Jamaica Plain (2:41 a.m) 

During the night, the largest hos- 
tile force heads up toward the center 
of the city, trying to push forward as 
far as it can. Still maintaining some- 
thing of a column formation, nearly 
five hundred enemy soldiers march on 
Boston, passing through and over- 
whelming the first sentries far from 
the city, but not before the sentries are 
able to get the word out and alert the 
colony. Jefferson quickly rouses his 
Sons of Liberty to defend their homes 
and fdly half of his force almost man- 
ages to halt the invading force during 
bitter house-to-house fighting. 

THE END 
From the several hours from the 

first assault to the breaking of dawn 
when the Rag-Tag’s column unex- 
pectedly entrenches itself in the build- 
ings it managed to reach, this engage- 
ment is a running battle. The enemy 
force seems to advance inexorably, 
although SOL squads continue to 
harry it the entire way. As the main 
column continues forward, smaller 
units of invaders (2-6 Rag-Tag sol- 
diers; see Appendix C) are dispatched 
to neutralize the SOL guerrillas. 
Though they rarely return, the small 
Rag-Tag units do serve to occupy the 
SOL, allowing the main Biker Army 
force to continue on unhindered. 
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Jamaica Plain is a largely residen- 
tial area, filled with small streets and 
many tightly-packed three or four 
story homes. Boston's familiarity with 
the area is its only advantage, provid- 
ing it with inany opportunities for 
ambushes and traps. The invaders' 
strategy, on the other hand, is to form 
a broad front and walk forward, cap- 
turing one side of a street, and then 
crossing to capture the next. From the 
initial engagement to the point where 
the Washington force stopped, it man- 
aged to advance across and secure 6 
blocks. Characters may be assigned as 
part of a guerilla squad, sneaking 
around (Move Silently, DC 15+) to 
flank the enemy and attack from 
behind in an attempt to divert their 
attention. After the first few hours, 
however, this tactic becomes more 
and more dangerous as Washington 
sends out its own squads in response. 
Or the characters may take up a defen- 
sive position within a building on one 
of the Jamaica Plain streets. Jefferson 
is more than aware of the size of the 

force advancing upon his position, 
however, and has made it clear that 
lives are more important than build- 
ings at this point. 

When dawn arrives, however, to 
the astonishment of the Sons, the 
army stops and filters into the build- 
ings around it, taking cover, as if 
bunkering down for a heavy assault. 
Baffled, the defenders are unable to do 
much other than entrench themselves 
and wait. 

The Battle of Brighton (6:20 a.m.) 

While the larger force makes a 
spectacle of marching towards 
Boston, another enemy division 
makes its way west to loop around 
and attack the colony from another 
direction. The SOL'S attention dis- 
tracted by the battle to the south, this 
second attack manages to catch the 
SOL defenders by surprise and they 
are quickly routed until they regroup 
much deeper within the city. 

Unlike the fighting that raged 
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through Jamaica Plain before dawn, 
this force does not march stubbornly 
onward. Instead the smaller division, 

each hidden location. It is obvious that 
someone has leaked the information. 

The defenders make their final 
stand at the Brighton police station, 
only a couple hours walk fiom the 
center of Boston. The largest of the 
supply caches in the area, the police 
station was usually visited by 
colonists and travelers heading west 
or north out of the city. Now, fifty 

SOL soldiers have barricaded them- 
selves within to defend the important 
store of food, fuel and ammunition 

from nearly four 
times their num- 
ber. Surrounded 
by a parking lot 
and a broad lawn 
leading to two or 
three story homes 
and business, the 
station is a solid 
and defensible 
location. That was 
why it was chosen 
as a depot in the 

first place. Despite its security, how- 
ever, it can only hold out for so long 
before it is simply overwhelmed. 
Unless the “cavalry” arrive or those 
inside are able to mount a successful 
counter-attack, Boston will lose the 
west of the metropolitan area, and all 
the supplies they have stored there, to 
the enemy. 

The Brighton police station is rel- 
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atively isolated with a broad lawn on 
one side and a parking lot on the other. 
Beyond the parking lot are a number 
of several story residential homes. 
The thoroughly looted remains of St. 
Elizabeth’s Hospital lie opposite the 
lawn, and just to the east is Brighton 
center, with all of the commercial 
buildings that would be associated 
with it. The husks of restaurants, 
liquor stores and convenience stores 
stretch down the road away from the 
station itself. The defenders are able to 
get one or two shots at anyone who 
simply rushes at them, which is usual- 
ly enough. Before long, however, the 
Rag-Tags wise up and sit in for a wait- 
ing game of their own. Eventually the 
Rag-Tags procure some disposable 
vehicles, scavenging abandoned cars 
from the area and proceed to attempt 
to crash into the police station, using 
the car as a shield of sorts. Some 
expert shooting or heavier weaponry 
than simde rifles will be needed to 

prevent this from succeeding, forcing , 
the colonists into close-quarters com- 
bat. 

Anyone attempting to rescue 
those trapped within the station has a 
few options. If they are intent only on 
a rescue, they need only clear a path 
for escape and cover the SOL retreat. 
Protecting the supply depot is a much 
more difficult task (CR6 award), 
however, requiring either a force larg- 
er than the enemy’s or some innova- 
tive tactics. Somehow convincing the 
Washington force that they are facing 
a larger number reinforcements may 
work, as would quietly flanlung them. 
Truly desperate characters may even 
attempt to use the same tactics as in 
the previous chapter and try to burn 
their opponents out. Arson will only 
work on some locations, however, as 
the fire is unlikely to travel from the 
taller residential area to the commer- 
cial district without further coaxing. 
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begins as poorly as the first, the attack Washington arby as it advances over 
on two honts becomes three as the the bridge. The bridge confines the 
remainder of the invasion force enemy’s advance, creating something 
attacks from the southeast along the of a killing field. The opening attacks 
waterfront around midday. With of this battle are simply slaughters. 
Boston’s forces already divided, this This ploy will only work for a 
third column does not need to bother limited time, as the channel is not 
with stealthy ploys of any sort. Simply exceptionally wide. The hostile army 
marching up toward the skyscrapers can take a detour of a bit more than an 
still standing in the center of Boston, hour to skirt around it. That would, 
this collection of approximately four however, bring them close to the first 
hundred soldiers threatens to advance column of invaders that assault the 
upon the very heart of the colony city the previous morning, allowing 
itself. the colony to unite the two fronts and 

Jefferson himself takes command recombine its forces. 
of the resistance against the third The third invasion force is far 
Biker Army column, allowing the from content to surrender the bridges 
enemy to advance with minimal resis- to Boston without a challenge. Behind 
tance until they reach the bridges a faCade of overconfidence and impo- 
crossing the Fort Point Channel. tent attempts to batter through the 
There he uses the bridges as a bottle- defenders, small sabotage units are 
neck to stop the advancing army dead being sent across the channel. At first 
in its tracks with minimal exposure of they are sent around the channel, 
his own troops. More of the colony using some of the enemy’s riot vehi- 
precious explosives are mounted on cles and motorcycles to cover the dis- 
the bridges themselves, to deny their tance quickly. Later troops attempt to 
use to the enemy as a last resort if the swim over the channel. These flank- 
bridges cannot be held.. This battle is ing tactics severely weaken the 
much more static than many of the already small defending force. 
others during this conflict, as both Without some intervention, Jefferson 
sides have concentrated on one specif- will be unable to destroy the bridges 
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before the Washington force moves 
across them. Characters may volun- 
teer to seek out and destroy these sab- 
otage units, fighting a much more 
fluid battle in the neighborhoods 
around the bridge. They may also vol- 
unteer to protect the explosives on the 
bridge from being disarmed, or they 
could even attempt to set them off. If 
they can convince Jefferson that they 
will be able to actually destroy the 
bridges, he will change his strategy 
slightly, withdrawing to lure the 
enemy onto and over the bridge. After 
some of the troops have crossed over, 
the characters need to destroy the 
bridge, eliminating a large number of 
soldiers already on the bridge and, 
more importantly, splitting the enemy 
force in to two smaller pieces, which 
are much more easily dealt with by the 
beleaguered Boston colonists. 

The Eye of the Storm (5:31 p.m.) 

Just as Jefferson's forces on the 
bridges break, and the central enemy 
column gears up to continue its 
advance, Boston is blessed with what 
at first seems like a miracle. For no 
apparent reason, each of the enemy 
columns withdraw just as their victory 
seemed imminent. The two columns 
to the south halt their advance and 
retrace their path out of the city while 
the one to the west does the same, 
pausing only to make sure that each of 
the supply caches it overran are fully 
looted and set aflame. Each force 
engages only those weary Boston 
defenders that follow them. 

As their fellows rejoice at their 
change of fortune, however mysteri- 
ous, the characters catch scent of thal 
now disturbingly familiar smell oi 
blood, even over that of the carnage 
around them. Investigation reveals 
what they fear, the mysterious mas- 
tiffs. This time, however, the pack ol 
massive canines seems unconcernec 
with them, instead focusing on s 

corpse they have found. Sniffmg and 
pawing at the body amid the buzzing 
of flies, one of them turns to watch the 
characters as the stumble across the 
scene. Its gaze remains on them as its 
fellows silently pad deeper into the 
alley and around a corner before it 
turns and follows. 

The body itself turns out to be 
that of one of the refugee women, 
Roberta Kaplan. Her mouth is caked 
with dried blood and it looks like she 
had been coughing or vomiting it over 
her forearms as well, just as Keith 
Lyons did when he died. From the 
state the body, it is clear that she has 
been dead for a while. After a brief 
examination, Jaime Dahlke can con- 
firm that whatever claimed Lyons 
seems to have killed her as well. 
Indeed, she seems to have died the 
day before he did. 
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tunity to capture enemy soldiers -and 
make use of it, there is some further 
information about the enemy they can 
discover, though the prisoners are 
extraordinarily difficult to interrogate. 
The are neither well disciplines or 
loyal, but remain absolutely terrified 
of something, most refuse to say any- 
thing at all, except perhaps pleading to 

isoners an 

Should the characters have the oppor- 

THE END 
be released. If the characters can suc- 
ceed on a DC 20 Intimidation check, 
they can crack one of the prisoners, 
getting him to reveal what he knows. 
Doing so, however, quickly dnves the 
man insane and he is only able to pro- 
vide vague information. Any of them 
can confirm that the original invasion 
force has its home in Washington, 
D.C., but they did draw a number of 
converts and conscripts from New 
York, however, as well as supplement- 
ing their supplies with equipment 
looted from the ruins of the Big Apple 
in varying conditions. Those from 
Washington itself can also tell disturb- 
ing tales of crowds venerating a dark, 
mist shrouded man and an enormous 
pentagon fortress. Even on the march, 
the commanding officers have still 
enforced this worship of the 
“Bloodied Father” or “the Wrathful.” 

Washington’s intent for Boston, 
and likely other cities, was made clear 
in New York. After destroying what 
little resistance there was, the army 
began converting the populace, enlist- 
ing able-bodied men into the military 
and enforcing their violent religion 
upon everyone within their dominion. 
Washington is building an empire, one 
baptized in blood and death. 

A Council Meeting in Boston 
(957 p.m.) 

Jefferson makes full use of the 
short reprieve his colony has been 
granted, immediately calling the lead- 
ers of the colony together to decide on 
a course of action. Just as Jefferson 
calls the meeting, the first flakes of 
winter snow begin to fall. The sudden 
withdrawal by the Washington forces 
would seem to signal a willingness to 
let the colony be until winter passes 
and spring comes again. Surviving the 
brutal winter is not going to be easy, 
however, with the massive loss of sup- 
plies and manpower the colony suf- 
fered over the course of only two 
days. 
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Calling upon Susan Cominsky, 

Philip Meer and Rebecca Richards, 
Jefferson entertains plans to survive 
the coming winter. It is clear that 
something needs to be done. Even if it 
is possible to last the season with the 
supplies the colony has at the 
moment, the colony will be in no 
shape to put up any sort of resistance 
against the Washington force come 
spring. Replenishing their stores is of 
paramount importance. 

Through the course of the meet- 
ing Meer half-heartedly suggests that 
Cape Cod or Rhode Island may hold 
untouched stores. However, the inva- 
sion force sitting squarely between 
Boston and those locations makes any 
such expedition over land impossible 
and none of the colony's members are 
good enough seamen to travel by boat 
around the Cape. Cominsky confirms 
the unfortunate truth that there are no 
major unspoiled stores within easy 
reach of the colony, and hope seems 
lost. Rebecca Richards, however, 
reminds Jefferson and his advisors of 
her journey from New York with her 
fellow refugees. They passed through 
Connecticut and some of western 
Massachusetts, but did not encounter 
any settlements or colonies. With no 
one to thoroughly plunder it, the cities 
between Boston and New York, such 
as Hartford, Connecticut, should have 
enough to supply the colony and keep 
it strong until spring. Assuming those 
stores can be gotten past Washington's 
encampment, of course. 

Worried that the enemy may 
launch another offensive before the 
grip of winter fully sets in, Jefferson 
realizes that he cannot spare a large 
number of soldiers from his already 
weakened defense. Ultimately he 
decides that four teams will be sent 
out in different directions. Two will be 
sent north, into New Hampshire and 
Maine, to scavenge and hunt as best 
they can. Two others will be sent west, 
one into western Massachusetts and 

the other will later turn southward into ' 
Connecticut, followiog some of the 7 
route the refugees took to reach 1 

Boston. Three refugees will accompa- 
ny the last group to act as guides and 
all four teams will be given the best 
equipment that the colony can spare 
(Good condition), including trucks 
with large loads of fuel and plenty of 
ammunition. Recovering food is of 
the highest priority, along with further 
ammunition, medical supplies, and 
weaponry. Beyond that, Jefferson asks 
each party to try to retrieve as much 
information as possible. Boston is a 
colony in desperate straits and truly in 
need of any ally it can find. More 
hands and strong backs can serve just 
as well as bread come spring. 

The characters are nominated to 
form the group to head into 
Connecticut with the refugees. Due to 
their history with the group, though 
they can decline if they so desire. If 
that is the case, the Judge will have to 
restructure the entirety of Act I11 to 
reflect that the characters did not 
accompany the refugees and stumble 
across the revelations that define 
much of the conflict in Act IV. 
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THE PAUSE THAT 

REFRESHES 
The Mastiffs of War 

An early snowfall marks their depar- 
ture from Boston as the four teams 
leave under an almost picturesque 
scene of light flakes drifting in the 
cold. Misty breath fills the air instead 
of words, but the silence speaks clear- 
ly. The survival of the colony depends 

upon these four parties returning with 
the supplies necessary not only to 
endure the winter but to emerge in 
spring strong enough to resist the 
pressures of Washington, D.C. Trucks 
are loaded up with fuel and supplies in 
a somber mood and that hardly lifts as 
everyone clambers in their vehicles 
and drive out of the haven of Boston. 

Their departure is far from unno- 
ticed, however. Extremely perceptive 
characters (Spot check (DC 25)) will 
recognize the scent of blood upon the 
air again as they leave and all four 
Mastiffs watch the entire caravan pass 
them on the highway. Impassive and 
motionless, the quartet of beasts sim- 
ply observes, radiating an almost pal- 
pable aura of patience. 
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Traveling in the Wilderness 

Not far from the city, the four 
groups separate and disperse, heading 
toward their destinations. Two turn to 
the northern roads and one continues 
west while the characters turn south- 
ward, towards Connecticut. Each is 
seeking out supplies and provisions, 
but hoping for more. Each carries the 
hope that the metropolitan areas that 
they will encounter have not been 
completely looted or fallen to the 
Blues, but they also desperately hope 
to find a possible link to another 
colony. Reinforcements, sheer man- 
power, could serve Boston as well as 
food, fuel or bullets now. 

The wilderness after the Rapture 
is not the domain of man. To call it 
forbidding would not properly 
describe it, as it is lush and fiuithl, 
but very much not Man’s land. If test- 
ed, this reality will be proven with an 
impassionate and implacable finality. 
Traveling through this hostile wilder- 
ness in The End is not a light under- 
taking, and not simply out of the fear 
of encountering equally desperate and 
dangerous survivors out beyond the 
reach of any assistance (see the 
Encounter Table on page 16). See the 
Book of Lamentations in The End for 
information on some of the encoun- 
ters the characters may stumble into. 
Treks through the wilderness face 
nature itself in its many splendored 
and terrifying forms. Food, fuel and 
ammunition, the staples of survival 
for the Meek, are even more limited 
than usual, as they must be carried 
along. Shelter must be taken where 
possible. Weather is completely 
beyond anyone’s control and can be a 
savior and a destroyer in turn. 
Landslides, roadblocks, animal 
attacks, blizzards, torrential rain- 
storms and even perhaps the odd trav- 
eler can become trials even more dan- 
gerous than the pitched battles the 
character fought back home in 
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THE END 

Boston all the way to New York City 
is simply a matter of a few hours by 
car. Well-maintained highways allow 
cars to journey across the land quick- 
ly and efficiently, but times have 
changed. Both the Blues and simply 
nature itself have taken their toll on 
the roadways of America, and New 
England is far from well-traveled ter- 
ritory. Most of the roads and highways 
are in advanced stages of decay 
(“Worn” equivalent or worse). Most 
are simply rough, riddled with pot- 
holes and enormous cracks, making 
rides bumpy and severely limiting 
maximum speeds, but some have dis- 
appeared almost entirely, crumbling to 
black dust or split apart by the vora- 
cious advance of the forest. Perhaps 
more troublesome than this decay is 
the unpredictability with which road- 
ways are affected. Recovered road 

maps are very detailed, but it is virtu- 
ally impossible to predict which roads 
will turn out to be impassable. 
Exploration involves substantial 
amounts of turning and backtrachng 
when an otherwise passable road turns 
out to be obstructed or destroyed. 
Under these frustrating and difficult 
conditions, characters can expect to 
take a day, or even more, to reach 
New York from Boston. The refugees, 
many of whom traveled by foot, took 
several. 

Encounters in the Wild 

Depending on the plans of the 
Judge and the tastes of the players 
involved, this section of the adventure 
can go by in the blink of an eye or can 
be drawn out to constitute its majority. 
The roads themselves are in relatively 
good condition all the way into 
Connecticut, and the route is, of 
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course, passable as the party is simple 
retracing the path that the refugees 
took to reach the colony. Beyond that 
it is anyone’s guess. Once they deviate 
to enter another city to scavenge what 
they can, the party may very well be 
faced with washed-out bridges, 
destroyed highways and buried road. 
The roads are not the only concern 
however, even before that point there 
are a multitude of misfortunes that 
may (or may not) befall the charac- 
ters. 

Torrential Rains 

Despite the surprisingly cold 
weather and light snow of the morn- 
ing as the team left Boston, the weath- 
er takes a radical turn. Warming up 
significantly, the light snow becomes 
drizzle. The clouds in the sky contin- 
ue to darken and the rain intensifies 
until it becomes a downpour, a deluge 
the likes of which the characters have 
not seen in quite a while. Visibility is 
soon reduced to zero, and even before 
that wise dnvers will slow the trucks 
to avoid skidding along the road. The 
characters certainly cannot defeat a 
rainstorm, they can simply wait it out 
and hope that they are not at the base 
of a muddy hill. After all, a mud slide 
or flash flood could damage their 
vehicles beyond repair, if not killing 
them all outright. Refer to pages the 
Book of Numbers in The End, specif- 
ically pages 249-255, for detailed 
rules for vehicles. 

Deer Crossing 

Cruising along a refreshing well- 
preserved stretch of road, several large 
animals suddenly burst from the forest 
that has crept to the very edge of the 
pavement. Success on a very difiicult 
driving check (DC 20) is required to 
avoid hitting the few deer running 
across the road as just the wrong 
moment. Failure results in a collision, 

M AC .R .E 

which requires another roll (DC 20) to 
remain on the road and prevent the car 
from running off into the woods and 
striking a tree, something almost guar- 
anteed to severely damage the truck. 
Failing the first roll, however, results 
only in shocked characters and a man- 
gled hood unless it is botched (player 
fails roll by more than 15), in which 
case repairs may be in order, at the 
Judge’s discretion. At the very least, 
the windshield will be damaged or 
cracked, if not entirely ruined. 

Technical Diflcculties 

Machines are far from complete- 
ly reliable in the world abandoned by 
God. Just as the characters seem to 
have recovered from any previous 
problems and are malung good time, 
one of their vehicles gives out. The 
extent of the problem is left to the 
Judge’s needs for the story. A blown 
tire and a moment taken to change it is 
enough to reinforce the realities of 
travel while malhnctioning engine 
components may force more difficult 
choices. The characters may take the 
remaining vehicle on a detour into a 
nearby town, if there is one, in an 
attempt to find a suitable replace- 
ment-assuming they have the tech- 
nical knowledge required, of course. 
Should the Judge need to extend the 
duration of the trip for whatever rea- 
son, mechanical failure is a conve- 
nient and omnipresent tool with which 
to do so. The Judge should make 
repair DCs appropriate to his or her 
needs. 
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Familiar Companions 

After a while, it becomes clear 
that the characters are not alone in 
their travels. Observant characters, or 
those familiar with the wilderness 
(Wilderness Shll or Spot checks at 
DC 17), will notice that a group of 
bikers can be seen a good distance 
behind them every now and then, 
apparently following them. This sus- 
picion is confirmed if the characters 
double back, as the bikers will contin- 
ue past them as if nothing was out of 
the ordinary, refusing any calls to stop 
and talk. A short time later, as the 
party continues along its way, the bik- 

THE END 
ers can be spotted again, still follow- 
ing them a respectable distance 
behind. 

If the characters ever do pass by 
the blkers or come close to them in 
any other manner, they will realize 
that they carry the same strong and 
unmistakable scent of blood as the 
Mastiffs. Further heightening the 
paranoia, after catching sight of the 
bikers three or four times, extremely 
observant characters (Spot DC 25)) 
will actually see one of the Mastiffs 
watching their tiny caravan from a 
rocky outcropping overlooking the 
highway. Another member of the pack 
pads through the forest behind it. 
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The Surprise in the Heart of 
Hartford 

The mysterious bikers take no 
direct action against the characters 
unless attacked, however, and eventu- 
ally the party reaches the city of 
Hartford in the heart of Connecticut, 
assuming they manage to prevail 
against the trials of Mother Nature and 
do not turn back. True to hopes, it has 
been left largely unmolested. The 
Blues has caused more direct damage 
than any looting. Scavenging is rela- 
tively easy (DC lo), turning up plenti- 
ful amounts of canned food and even 

THE BOSTON 
MASSACRE 

much-needed medical supplies. 
Furthermore, fuel is easily recovered, 
if the characters also search around for 
suitable receptacles. Armament and 
appropriate ammunition is somewhat 
more difficult to come by, as the gun 
shops were among the first to be loot- 
ed. Nothing spectacular can be found, 
but standard rifles and handguns and 
more typical bullets than the charac- 
ters would know what to do with are 
left. 

Persistent searching across the 
city will eventually reveal the true 
prize in Hartford, however. Searching 
further afield, beyond the edge of the 

F 
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city, characters stumble across large 
arrows painted in the roads, pointing 
deeper into Hartford. Very obviously 
left after the Rapture, many characters 
may be very suspicious of wherevei 
they may lead. Following the trail oj 
arrows, however, will simply bring 
them to a courthouse. As far as any- 
one can tell, it is abandoned, and 
entering will confirm that as the case. 
The building is far from empty, how- 
ever (Search, DC 15). 

A wide variety of stores, from 
foodstuffs to medical supplies to 
weaponry, has been gathered and 
neatly arranged within, stores away 
from windows and the elements. 
Depending on the party’s success 
scavenging before, what they find 
here may be superior to their own 
products. Perhaps more important 
than these supplies, however, is a jour- 
nal of sorts. On a table outside of the 
store room (Spot DC 25, Search DC 
17) that the characters may very well 
miss when they first enter the build- 
ing, is a short document, apparently 
from whoever left this cache of sup- 
plies. 

From the story on the paper, a 
traveler from another colony to the 
west, in Elgin, created this depot. 
Sparse on the details of that colony, 
the document does say that the depot 
was established for the use of other 
other visitors from Elgin, should they 
follow. It says that some of the resi- 
dents of Elgin were attempting to find 
colonies around them, hoping to 
establish ties with other survivors. 
The document is dated in June, almost 
six months ago. 

A Hidden Enemy Revealed 
E 

Remaining somewhat quiet and 
aloof during the journey, the three 
refugee guides, Thaddeus O’Malley 
(See Appendix C), Jennifer Geffer 
(Standard Refugee), and Svetlana 
Lakteina, (Standard Refugee) never 
the less do their best to ensure the suc- 
cess of the mission. In fact, they seem 
zealously dedicated to it. They may 
leap into dangerous situations ahead 
of the players or volunteer to scout 
ahead alone. Additionally, should the 
characters all lack the necessary 
wilderness survival or mechanical 
repair skills necessary to keep the 
story moving, the refugee guides can 
step in to fulfill whatever roles are 
needed. They conceal a second and 
much more dangerous surprise, how- 
ever. 

When they had left Boston, one 
of their refugee companions had evi- 
denced the faintest hint of a cough DC 
30). By the time the party has reached 
Hartford and finished their search of 
the city, all three are constantly 
wracked with fits of coughing, often 
of blood. If mishaps and delays have 
drawn the trip out, their symptoms 
will become more and more evident 
before they manage to make it to the 
city. It takes about two days for the 
disease to run its course and for the 
coughing and fatigue to be undeni- 
able, at which point they are too 
infirm to assist in scavenging or for- 
aging or even any activity. It is obvi- 
ous that the refugees are infected with 
whatever disease killed Keith Lyons 
and Roberta Kaplan. 

How the characters deal with this 
dilemma may vary widely. Hard- 
hearted ones may very well abandon 
their comrades on the side of the road 
at the first sign of illness, desperate to 
avoid infection. More compassionate 
characters will likely make some 
attempt to help, perhaps searching for 
helpful medical supplies or trying to 
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provide some comfort at least. 
Characters with Medical- Treat Illness 
and other medical skills may attempt 
to aid them normally. If the characters 
succeed, award experience, but the 
guides will suffer a relapse and die 
quickly the next day. 

If they do offer to help, Thaddeus 
O’Malley will ask the characters to 
look for a few herbs and plants, none 
of which mean anything to characters 
not versed in holistic medicine, and 
then proceed to gnnd them into a grit- 
ty paste and chew upon the mixture. 
Sharing the mixture with his fellows, 
it very obviously relieves their suffer- 
ing to a much greater extent then any 
of the Doctor Dahlke’s treatments 
were able to. It is, however, not a cure, 
and the refugees all die by the next 
morning, choking on their own blood. 
Extraordinarily skillful medical atten- 
tion may extend their suffering until 
the afternoon, but death is inevitable, 
and they are aware of that. 

If pressed on how he knew about 
the treatment that he used to ease the 
pain, Thaddeus O’Malley will be non- 
committal at first, dismissing the 
question with some half-hearted com- 
ment about knowing some alternative 
medicine. A Sense Motive check (DC 
10) will reveal this to be false, how- 
ever. In the face of further question- 
ing, Thaddeus O’Malley will reveal 
that during the trip from New York, 
the refugees had watched the disease 
claim some of their own. The first vic- 
tim, Jennifer Paige, fell ill almost 
immediately after leaving and two 
others followed her soon after. 
Thaddeus O’Malley, tears in his eyes, 
will recount how Jennifer had this 
same mixture prepared as she was 
dying to ease her pain. It did not allow 
her, or the others who had been infect- 
ed, to survive long enough to reach 
Boston, however. The other refugees 
buried them along the way. 

If asked why the refugees had 
told the colony nothing of this, or if 

THE END 
the characters accuse Thaddeus 
O’Malley that he and the other 
refugees have brought a deadly dis- 
zase into Boston and may well have 
zondemned nearly a thousand people 
to death, he will begin to weep open- 
ly. The refugees had told themselves 
that they were not infected, that the 
disease has passed over them, when 
they got to Boston. Desperately cling- 
ing to the idea that everything would 
be okay once they reached their desti- 
nation, they kept silent about the dis- 
ease. Obviously they were wrong. 

Characters can, and may very 
well be llkely to, continue interrogat- 
ing and berating Thaddeus O’Malley. 
Even with his treatment, however, he 
and the other rehgees continue to 
worsen. None of them know a cure for 
the disease, nor do any have even the 
slightest clue as to its origin, other 
than its sudden appearance after they 
left New York City. All a burdened 
with guilt and remorse, even though it 
does nothing to bring back those who 
may have already fallen to the disease 
back in Boston. Eventually the futility 
of further questioning should become 
apparent to the characters and they 
will be faced with the decision of what 
to do with the refugees, both before 
and after their deaths. 
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ACT TV: 
THE BOSTON 
R/IASSACRE 

The Mastiffs of War 

As the characters leave Hartford, 
they face the Mastiffs again almost 
immediately. Instead of the rather 
aloof encounters they have had 
before, however, this time the Mastiffs 
are much more direct and aggressive. 
The entire pack, all four massive 
beasts, stands in the middle of the road 
north. The characters will have to take 
an alternate path or attempt to barrel 
through the creatures. If they do 
attempt to turn and take a different 
route, they manage to get a short dis- 
tance further before turning a bend to 
see the Mastiffs waiting for them 
again, arrayed across the street and 
blocking passage. 

If the characters attempt to run 

break the rear window, which &ly 
takes them a few moments consider- 
ing their bulk and viciousness. 
Characters can attempt to shoot or 
throw the Mastiffs off the vehicles, 
and the driver can attempt to throw 
them free as well, although that is dif- 
ficult and dangerous. Throwing the 
Mastiffs off requires a Grapple check 
for struggling characters, and the dri- 
ver may make a Driving Skill check 
(DC 15). Success knocks one Mastiff 
off. Failure on the drive roll simply 
leaves the Mastiff on the truck, but a 
failure by more than 10 could cause 
supplies to be damaged or lost, or 
even run the truck off the road at the 
Judge’s discretion. Throughout the 
enter conflict, the stench of old blood 
is almost unbearably strong. 

The Mastiffs of War fight until 
they are killed or left behind. They 
give no quarter and fight as viciously 
as, well, animals. 
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THE END 
Tough Choices 

Even should the characters man- 
age to overcome the Mastiffs and the 
bikers, they have not resolved every- 
thing. The most important conflict is 
in Boston itself. Barring any extreme 
delays during their journey, the party 
is the first of the four to return. They 
are met warmly by their fellow 
colonists, if somewhat guardedly. 
During their absence, at least four 
more people have died from the dis- 
ease and ten other, including 5 
refugees, have shown that they are 
infected. Jefferson and his Sons of 
Liberty are beginning to fear the 
worst. Fear is rampant, and morale is 
low. 

If the characters managed to 
return with any supplies, they are 

I THE BOSTON 
MASSACRE 

quickly unloaded and distributed. 
Depending on the group’s success, 
they should be of significant help to 
the colony. Furthermore, if they were 
able to discover the evidence leading 
to the Elgin colony far to the west, 
Jefferson is very excited, speaking of 
organizing an ambassadorial mission 
to ask for aid. It is, however, the infor- 
mation regarding the disease and its 
connection to the refugees that is of 
the greatest magnitude. 

If the players have managed to 
make the connection, and share it with 
Jefferson, he is outraged, as is the 
entirety of Boston. The colony feels 
hurt and betrayed by the people it wel- 
comed with open arms, and perhaps 
rightly so. This resentment will quick- 
ly develop into anger before Jefferson 
is able to move to stop it. Cries of 
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:easonable easy DC’s aid an experience 
iward for the players @ut only if they 
intervene). 

Boston is faced with really only 
two options. The colony can either expel 
the group of refugees or not. If they are 
given mercy and not expelled outright 
&om the colony, it must be further 
decided whether to segregate them or 
not, as well as determining whether or 
not they should be held accountable for 
their transgressions, perceived or real. 
Simply expelling them, on the other 
hand, is a much clearly choice. No fin-- 
ther qualifications need to be made. 

V i l l y  everyone on the council 
initially calls for expulsion, although 
Jefferson is the one to initially bring up 
allowing the refugees to stay. Nancy 
Kassell argues bitterly against exile, 
pointing out that with deep winter 
approaching and a hostile army to the 
south, that is simply a death sentence 
and a cruel one at that. Thls is where the 
characters can perhaps make their 
biggest contribution to the colony’s 
future, one way or another. They have 
the chance to attempt to sway the deci- 
sion one way or another, as they desire. 
The Judge should award a CR 10 equiv- 
alent experience bonus if the party can 
avoid a massacre or brutal exile. 

Should the characters have failed to 
determine the link between the disease 
and the refugees, Jaime Dahlke will 
realize it within a week, but not after 
more than twenty victims succumb. 
Then the same issue will be laid before 
Jefferson and h s  council, but this time 
the characters will have sigmficantly 
less mfluence. Instead it will be the doc- 
tor, advocating the expulsion the infect- 
ed in hopes of saving those still healthy, 
who has the greatest influence. 

Mercy Rules 

Even if they manage to prevent the 
outright exile of the refugees, the char- 
acters are unlikely to have been able to 
do it without some sort of compromise. 
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A quarantine of all infected colony 
members, whether they were originally 
refugees or not, is assumed, but there are 
likely to be other stipulations. Perhaps 
they had to make political deals in order 
to gather the support they needed to 
secure the victims’ safety. Any ques- 
tionable deals or shady alliances they 
had to make will now likely come due, 
perhaps with h e  consequences. 

As a result of their passionate 
defense of the refugees, they may be 
given the responsibility of finding a cure 
for the disease. “If you want to ensure 
the survival of the refugees, then it is 
your responsibility to ensure the sur- 
vival of the colony itself.’’ The search 
for a possible treatment or cure could 
grow into an entirely new campaign as 
the characters travel across the new 
world, perhaps even to the diseas’s cre- 
ator, Pestilence himself. 

Furthermore, even if the Council 
does decide to spare the refugees exile 
or execution, the mere fact that they 
considered it and came so close to doing 
so will create a massive amount of 
resentment on both sides. Tensions will 
run hgh and tempers will often flare up. 
Perhaps more dangerously, any sort of 
quarantine program must be carefully 
managed, or Nancy Kassell and the rest 
of the refugees may grow to feel like 
they have indeed been exiled in all but 
name. The characters, as defenders of 
the refugees, will likely be called upon 
to mediate any cllsputes and keep rela- 
tions cool Until the disease has been 
erahcated, if that is even possible. 

Out Into the Cold 

Without impassioned and convinc- 
ing reasoning, the council will decide to 
expel the refugees, turning them out into 
the cold with minimal supplies. Lots to 
determine those responsible for 
expelling the refugees are drawn up and 
distributed among the able-bodied sol- 
diers in Boston. All of the player char- 
acters draw the short sticks, forming the 

v ,  

the colony’s dir& work, executing the 
will of the council. 

The refugees, for their party, will 
obviously resist this. Lead by Nancy 
Kassell, they refuse to be marched off to 
what they see simply as their deaths 
without a fight. Still possessing not only 
their own weaponry, but also what was 
provided to them during the fighting, the 
refugees will resist to the last. Holed up 
inside the very buildmg that the charac- 
ters lead them to at the very start of the 
story, Boston will be forced to fire upon 
them if the colony intends to stand by its 
decision. 

Unless the characters manage inter- 
vene at the last minute to change things, 
this will ultimately culminate in a mas- 
sacre as Boston slaughters the refugees. 
Mediation without combat should earn 
the players more experience than com- 
bat, but will be understandably hfficult. 
The Council has made its decision and 
is loathe to rescind it. In fact, the 
refugees’ promises to fight back only 
harden many of the councilors’ resolve. 
Nancy Kassell and her refugees are 
acutely aware that they will be marched 
off to their deaths if they give in, they 
simply cannot survive alone. Kassell 
knows how unlikely it is that the 
Council will change its decree, but she 
cannot see any other choice. Either her 
people die alone out in the cold or here, 
fighting back against their murderers. It 
will be nearly impossible to convince 
them to surrender. 

Unfortunately for Boston, not 
every refugee sees the situation as that 
hopeless, and a handful will attempt to 
escape. Most will travel north or east, 
but some will head straight for the 
invading force to the south, hoping to 
trade information for shelter and safety. 
That would be disastrous for Boston, 
and it will be the character’s responsibil- 
ity to ensure that none of them escape 
alive. 

core of the force. If they did not protect 
the refugees, thev will be forced to do 
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Resolution 
After the massacre is averted or 

cleaned up, Boston has further prob- 
lems it must face within the next few 
months, perhaps immediately. 
Depending on their actions during the 
preceding events, they may have sim- 
ilar roles to play in these further plot 
threads, should the Judge explore 
them. Characters who aggressively 
took central positions during the 
adventure and proved themselves 
capable of the responsibility will fur- 
ther their standing in the colony and 
can exert great influence over the 
future of the colony. Alternatively, 
they could be sent to look for a cure. 

Judges looking to continue the 
story of Boston and its desperate resi- 

THE END 
dents have a number of large plot 
threads with which they can weave 
the foundation of further stories, with 
or without any other published adven- 
tures. Each will, of course, require 
work to fully flesh out into a worlung 
adventure, but all can be expounded 
upon and expanded to fit most any 
group of Meek in The End. Appendix 
A has further suggestions and advice 
as well. 

The Refugees 

If they were not destroyed by the 
Boston colony, or if some fled during 
the last stand, the refugees will 
undoubtedly figure prominently in the 
colony’s future. If they were spared 
and allowed to remain part of the 
colony, even if isolated for health con- 
cerns, they are incredibly grateful and 
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loyal to Jefferson. Their devotion 
sometimes exceeding even that of 
older Boston residents, some may 
develop a sort of martyr complex and 
their bravery and sacrifice against the 
invaders reach new heights. 
Alternatively, perhaps they hold to 
key to curing the deadly disease the 
entire colony faces, even if they do not 
know it themselves. If one rehgee 
recovers from the illness Jaime 
Dahlke might be able to fabricate an 
inoculation or even a cure. 

The Disease 

With or without the refugees that 
brought it, the disease that some resi- 
dents have begun to call Lyons’ 
Plague remains an immediate and 
deadly foe. During their journey to 
Connecticut, the characters had a 
chance to learn a temporary treatment 
for the effects of the plague. A com- 
passionate Judge might allow them to 
develop a better treatment or even a 
full cure from it. Perhaps in the wilds 
changed by the Rapture there is some 
antidote they can seek out, or perhaps 
the Rapture has changed diseases as 
well as animals and this plague is not 
what it had seemed at first. 
Regardless, without some treatment 
and cure, the plague will continue to 
ravage Boston, slowly killing its resi- 
dents. By spring, Washington will 
have no one left to fight. 
Alternatively, the adventure could end 
the discovery of a poultice which 
occasionally cures the disease. It may 
even be revealed by an agent of the 
Horsemen Pestilence who realizes 
that completely wiping out the 
refugees will prevent his creation 
from spreading ... 

Washington, D.C. 

The Sons of Liberty will still have 
to face War, even should they manage 
to defeat the plague. Whatever sup- 

plies or assistance the other scouting 
teams manage to return with is left to 
the Judge’s imagination, but without a 
miracle Boston will emerge from the 
harsh winter weakened and barely 
able to slow down the stronger 
Washington’s advance, let alone stop 
it or push it back. A miracle could take 
many forms. A quick and easy cure 
for the disease could be one. A timely 
alliance with another strong colony 
could be another. 

Elgin 

If the colony can resolve the dis- 
ease, Elgin stands as their key to sur- 
vival. It is clear that the invaders are 
the stronger force by far, and though 
Boston does not lack courage or deter- 
mination, it does desperately need 
reinforcements, something that the 
events of this adventure have only 
exacerbated. If Jefferson can enter 
into an alliance with the Elgin colony 
and heavily draw upon them for assis- 
tance, he might not only be able to 
keep his precious colony alive, but 
finally defeat the army that has been 
harrying his city. At least until 
Washington, DC decides to send 
another invasion force. 

fli 

Mike Ursu (Order #28195963)



JUDGE’ s 
ADVICE 

The Boston Massacre is an 
adventure designed to accomplish a 
number of things. As mentioned in 
the Introduction, the ultimate intent 
of the story was to put the characters 
in the middle of a very difficult deci- 
sion, a choice between two evils. Do 
they force a group of people they 
have come to care for out to their 
deaths or allow them to stay and con- 
demning virtually everyone they 
know to death? Is it acceptable to 
sacrifice a few in an attempt to save 
many? That is not the only goal of 

THE END 
the adventure, however. It also 
sought to allow the characters a 
chance to become deeply involved in 
the politics of Boston, reveal the 
nature of their enemy and to provide 
the colony with the hope of estab- 
lishing alliances with other settle- 
ments. It is important to keep these 
central threads in mind when dealing 
with possible complications or prob- 
lems as well as enacting alterations 
to the material presented, as all 
Judges are sure to do. Make sure 
characters act in a manner which 
reflects the world they live in and 
their Sin. 

Possible Complications 

There are a number of possible 
complications that potential Judges 
should be aware of, both when they 

Mike Ursu (Order #28195963)



THE END THE BOSTON 
MASSACRE 

are planning their sessions and when 
they are running them. Trying to 
keep these central elements in mind 
at all times can help avoid insur- 
mountable obstacles further down 
the road in the adventure. Neglecting 
one can not only lead the adventure 
into areas unanticipated by this 
material, but, more importantly, they 
can cause nonsensical plot develop- 
ments or pitfalls. If the players never 
associate with the refugees and have 
never left the Boston colony, then 
the entirety of Act I11 becomes 
almost impossible to explain. Judges 
should try to maintain a solid grasp 
on the story and, when necessary, 
taking some time to draw out the 
adventure in places to ensure that 
required events or revelations come 
to pass. 

At the same time, however, 
avoiding simply railroading the 
players is an important concern. 
While the Judge may feel that a cer- 
tain scene is of vital importance to 
the story, the players will become 
extremely frustrated if they feel like 
their decisions don’t matter. This is, 
in part, why The Boston Massacre is 
presented as such a skeletal adven- 
ture. The essential events are 
described and it remains up to the 
Judge to flesh them out in such a 
way as to give the players’ decisions 
the influence they deserve. 

A Link Between the Players and 
the Refugees 

A lot of the details of this adven- 
ture rely upon the assumption that 
the rekgees and the characters share 
some sort of close interaction, that 
they were the first ones to find them 
and welcome them into the colony. It 
is this assumed relationship that 
leads to the characters’ roles in trav- 
eling with the three refugee guides in 
the journey detailed in Act 111. Even 
more importantly, without either 

some degree of emotional invest- 
ment the ultimate dilemma of the 
adventure looses much of its impact. t! 

If the characters do not view the 
refugees as their friends and allies, it 
will become much easier for them to 
decide that expelling them from the 
colony is the correct course of 
action. 

Judges should make an effort to 
ensure that such a relationship devel- 
ops. Provide the character with the 
opportunity to interact with the 
rehgees and get to know them well. 
The first and second acts provide 
ample opportunity for this. Mixed 
patrol groups in the first act have 
plenty of time to talk with each other 
and become acquainted with each 
other while attempting to determine 
the full extent of the invasion force. 
In Act 11, daring refugees may come 
to the characters’ rescue, or simply 
fight alongside them valiantly. 
Alternatively, the refugees can be 
used to provide something for more 
noble characters to protect; victims 
in need of saviors. Players looking 
for noble quests or characters moti- 
vated primarily by compassion may 
respond well to that. 

The Connection Between the 
Disease and the Refugees 

Another possible source of fric- 
tion for the smooth development of 
the plot in the adventure is the con- 
nection between the plague and the 
refugees. It can be very easy for 
players to miss it entirely if their 
characters aren’t in the right places 
at the right times. If the characters 
are not involved in the expedition in 
Act I11 or they do not persuade 
Thaddeus O’Malley to talk with 
them, providing the evidence they 
need to confirm any suspicions they 
may already have, the events of Act 
IV are changed significantly. 
Without the sense of urgency to 
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plague, the charalters a rg  likely to 
take much longer scavenging in 
Hartford, returning in high spirits in 
expectation of a hero’s welcome. 
What they will find, however, is only 
more people already infected by the 
disease, and many more will suc- 
cumb and die before someone else 
makes the connection, thus precipi- 
tating the confrontation of Act IV. 
Providing the characters that did not 
attempt to draw the truth from 
Thaddeus O’Malley before his death 
with a guilty journal that also reveals 
everything can be a way to salvage 
Act IV without too many changes, 
even if it may seem a bit strained. 

Similarly, if the characters are 
given the impression that the 
refugees intentionally brought the 
disease into Boston, deciding upon 
exile will be very easy. While the 
refugees were deceitful in that they 
did not warn the colony that they had 
suffered losses from disease on their 
journey, they were desperate and had 
attempted to convince themselves 
the danger was past. They were not 
intent on killing anyone, they just 
wanted safety and shelter and prayed 
that everything would be all right 
once they reached their destination. 
Tragically, they were wrong and 
their self-delusion could very well 
destroy their haven. 

At the same time, however, it is 
also important to make sure that the 
players don’t stumble across the 
truth too quickly. If they make the 
leap and figure everything out in 
Acts I or 11, they will find the rest of 
the colony rather skeptical of their 
claims until more and more people 
start dying. The first visible victim 
of the disease is a colonist and not a 
refugee for precisely the purpose of 
concealing that link for as long as 
possible. Later the players stumble 
across a victim who died before 
71 

THE END 
Keith Lyons, but it shouldn’t be until 
Act 111, when the characters are far 
from Boston, that the realization 
dawns. Without that realization, the 
need to return to Boston in time to 
avert an epidemic, and the sense of 
accomplishment and closure doing 
so can provide, simply is not there. 
Judges should try to balance reward- 
ing players for their insight against 
the greater needs of the story, per- 
haps adding red herrings and poten- 
tially misleading evidence to create a 
sense of doubt. 

Washington, D.C., as the Home of 
the Invasion Force 

While not having a significant 
impact on the events within this 
book, making the nature of the inva- 
sion force clear is of central impor- 
tance for the future stories that The 
Boston Massacre is only the first 
installment of the Chronicles of 
WAR or another campaign. This is, 
perhaps, the easiest one to address as 
well, for Judges have a wealth of 
sources that they can use to provide 
their players with information about 
the army threatening Boston. 

The equipment that the soldiers 
use is one very simple device, as 
Washington, D.C. license plates or 
police equipment will make the ulti- 
mate source of the army clear to 
most players. The invaders are using 
converted Washington Police 
Department vehicles and riot gear, 
many of which retain distinguishing 
features such as logos or initials. 
Additionally, captured prisoners or 
even defectors could provide confir- 
mation of their origin, talking about 
Washington. It is recommended, 
however, that the Judge keeps the 
details vague at this stage. 
Washington, D.C. is a mysterious 
and ominous threat on the East Coast 
that none of the other colonies have 
reliable or solid information on. It is 
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a dangerous unknown. The easiest 
way to accomplish this is to limit 
captured or talkative soldiers to con- 
scripts and volunteers from New 
York or the areas under Washington 
dominance, who have not gone to 
the city themselves and discovered 
whatever truth may be there. 

The Mastiffs of War, and the 
rag-tag bikers, are also connected to 
Washington, D.C., and that may be a 
much harder link to reinforce. If they 
feel that their players have not made 
the connection, Judges may want to 
add in more appearances by the 
Mastiffs, having them run just in 
front of invading troops or moving 
through the columns of soldiers 
marching in the streets. The soldiers 
are not connected with the Black 
Spike Gang noted in The End. 
Similar devices used to associate the 
invaders with Washington can be 
used here as well. While it is unlike- 

THE BOSTON 
MASSACRE 
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bikers will be restrained and interro- 7 
gated, they can be depicted as using 1 

Washington equipment as well, and 
are likely to have district license 
plates on their bikes as well. 
Presenting both the invaders and the 
Mastiffs of War as clear and present 
enemies should form a connection 
between the two in the minds of 
most players, but Judges should still 
keep this element in mind. 

Altering the story 

Every Judge is going to run their 
own, unique version of the tale out- 
lined here, such is the very nature of 
role playing. Many, however, will 
dramatically depart from the ideas 
here, working in their own ideas for 
further plot developments or involv- 
ing the elements of The End that 
they and their players most enjoy. A 
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Judge who wants to highlight the 
hope of the Meek rebuilding a soci- 
ety after God has left will likely cre- 
ate a much more optimistic ending to 
The Boston Massacre. Another who 
loves the supernatural atmosphere of 
the game will work in the strange 
and unexplained throughout the 
game. There are a number of dimen- 
sions that the adventure can be easi- 
ly expanded into, and ambitious 
Judges should take them under con- 
sideration. 

Deepening 

Many gaming groups like very 
detailed role-playing experiences, 
with a greater emphasis on commu- 
nication and character interaction 
than on combat or physical conflict. 
Others, however, do not. This adven- 
ture attempts to accommodate both, 
the ultimate conflict and drama of 
the story is very much a social and 
moral one, but there are ample 
opportunities for bloodshed and 
thrilling action. 

Judges hoping to encourage 
more role-playing and character 
development may find the introduc- 
tion of more social events very help- 
ful. Boston is, after all, a community 
of people before anything else, and 
will have feasts, holidays, parties 
and funeral services. Patrols provide 
a somewhat tense and anxious 
opportunity for in-character interac- 
tion, as does a tense standoff 
between opposing forces. Those are 
not the only choices, however. 
Jefferson holds open councils most 
of the time, and colony members are 
encouraged to involve themselves in 
Boston politics. Despite being at 
war, the people must still go about 
their lives and they eat and involve 
themselves in various forms of 
recreation, from reading to swim- 
ming to dancing to sex. The arrival 
of the refugees sees much of the 

THE END 
colony coming out to greet the 
strangers, at least until the invaders 
attack, and they are robbed of that 
luxury. Judges may want to role play 
through the Thanksgiving celebra- 
tions that take place before the 
refugees arrive if they want to ensure 
that the players are very familiar 
with the major NPCs of the city. 
Funerals for colonists who fell dur- 
ing the fighting are another social 
venue in which the players can inter- 
act with a number of NPCs, as well 
as serving to reinforce the tragic 
nature of life in The End. 

One the other hand, many 
Judges will look to increase opportu- 
nities for combat and action in the 
story, and each act can easily accom- 
modate that. Act I1 is the most com- 
bat oriented of the four and the few 
days of the major Washington 
advance can easily be drawn out into 
several sessions worth of running 
battles and desperate assaults, even 
without making the conflict last 
longer within the game itself. Act I 
and Act 111 provide the most oppor- 
tunities for fights between small 
groups to break out, as the characters 
are patrolling their city for the 
enemy in the first and exploring 
uncharted wilderness in the second. 

Expanding the scope 

The scope of this adventure is 
relatively small and confined. The 
characters can have a great impact 
on the future of Boston, but they do 
not save it outright, nor does their 
failure immediately damn it either. 
Beyond that, the events described 
here are all within a few days’ travel 
of each other. This is not a country- 
spanning epic, but that may not 
appeal to some groups. Scope can be 
expanded with a little additional 
work, however. 

Only the effect of Lyons’ Plague 
on Boston is presented in this adven- 

Mike Ursu (Order #28195963)



THE END 
ture. Broadening the disease’s range 
to threaten other colonies can pro- 
vide a much more epic opponent to 
struggle against. In this case, it 
becomes necessary for the characters 
to have some effective means of 
combating it, however. As previous- 
ly mentioned, the treatment that 
Thaddeus O’Malley showed to them 
may allow the players to develop a 
cure or they may endeavor to go on a 
grand quest to discover one. Once 
they have it, their work has just 
begun as they tour the nation to dis- 
tribute it and save as many lives as 
they can. Through this nomadic 
story, they are faced with a number 
of different conflicts and may hold 
the fate of entire cities in their hands 
as well as the questions that respon- 
sibility creates. If the characters are 
opposed to slavery, for example, do 
they provide the cure to Atlanta? 

Freeing Boston from the danger 
of invasion is another epic story line, 
but a somewhat more difficult one. 
Without a miracle or a whole lot 
more people, the colony would find 
defeating Washington, D.C. once 
and for all impossible. The invasion 
force threatening them directly, how- 
ever, may be more easily conquered. 
Judges may want to reduce the size 
of the invading army or allow the 
characters to lead the colony forth 
into battle with amazingly successful 
strategies to vanquish their enemies. 
This, however, runs the danger of 
removing much of the danger from 
the story. 

Adding in other Horsemen 

Probably one of the most com- 
mon and enticing changes would be 
to directly involve the Horsemen in 
the events of Boston. Doing so 
unavoidably emphasizes the occult 
and supernatural feeling of The End, 
but that may very well be the desired 
result. The story already involves a 

and death, so the domains of-all of 
the Horsemen are already woven in. 
Further use of the Horsemen could 
involve the inclusion of their direct 
minions or just symbols of their 
influence, depending on whether the 
Judge wants to paint them as active 
forces or more abstract and transcen- 
dental beings. 

War is already deeply involved 
in Boston, through its conflict with 
Washington, and this is an idea that 
will be further developed upon in 
later adventures and chronicles. 
Indeed, the Mastiffs of War are not 
frivolously named. War clearly has a 
stake in the area, and an agenda he is 
trying to fulfill. Further emphasizing 
his involvement is most easily 
accomplished by increasing the 
appearances of the Mastiffs, as well 
as their more supernatural aspects. 
Turning the canine Mastiffs into 
spiritual dogs or monsters and the 
bikers into avatars of War would 
make almost any player feel the 
influence of the Horseman. 

Pestilence is the other easiest 
Horsemen to bring more directly 
into the conflict, through the disease 
that forms the center of the story. 
Lyons’ Plague may very well be a 
personal creation of Pestilence. 
Perhaps it is a spiritual servant of the 
Horseman, infecting one host before 
moving on to another, maybe even 
allowing the characters to use magi- 
cal means to directly defeat it. 
Judges seeking to avoid the moral 
complications of the story or looking 
for a more conspiratorial feel may 
turn the refugees from innocent vic- 
tims to willing servants of 
Pestilence. Insane worshippers of a 
dark god, they have come to infect 
the colony and kill in the name of 
their infectious lord. Are they 
immune to their own diseases? Why 
does Pestilence want to spread those 
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diseases? Does he claim the souls of 
those who die from them? If so, to 
what purpose is he gathering such 
power? A proliferation or rats or the 
appearance of other disease can be 
used to provide a more abstract feel- 
ing of Pestilence’s presence. 

With the colony’s concern about 
having the food necessary to survive 
the winter, the influence of Famine 
can be felt, but only lightly. A plague 
of flies or other insects, exceedingly 
rare in winter, can serve as a symbol 
of the Horseman’s presence, but a 
more direct interest could take the 
form of food stores mysteriously dis- 
appearing or rotting. Famine may be 
directly responsible for this himself, 
or he may employ saboteurs or 
cultists of his own. 

Finally, Death is ever popular 
and nearly omnipresent Horsemen. 
Often seen as the most aloof, 
enhancing his influence could be as 
simple as having a murder of crows 
roosting above every death scene or 
as complicated as introducing a 
“pale rider upon a pale horse.” 
Whether a traditional image of the 
reaper making his way through the 
carnage atop of stallion or something 
as modern as the trench-coat wear- 
ing biker riding through the chaos, 
Death may be one of the most pow- 
erful and frightening Horsemen for 
most players. Judges can play on that 
fear and use Death as a holy terror to 
humble the characters or play 
against it with Death taking a much 
more pleasant tone. 

Symbolism 

A concentrated effort to include 
symbolism within the game can be 
used to accomplish any number of 
effects. Within the adventure as pre- 
sented, symbolism is used extensive- 
ly. The Mastiffs of War, for example, 
not only symbolize the presence of 
the Horseman War in the story, but 

P mark the changing of the acts as 
well. Including other Horsemen in 
the game will likely involve other 
symbolic representations or animals. 
The Horsemen are far from the only 
things that the Judge may want to 
use in a symbolic manner. 
Foreshadowing is often accom- 
plished through symbolism, as is a 
story’s meaning. Entirely different 
themes and messages can be intro- 
duced through innovative implemen- 
tation of symbolism. Anything from 
the weather to colors to sounds to 
smells to simple numbers (4 
Horsemen, 4 Mastiffs, 4 Acts) can be 
used to provide hints to what is 
going on behind the scenes in a 
story, reinforce some message or to 
simply engender an atmosphere of 
the surreal. 
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APPENDIX B: 

FOUNDER 
REBORN (PRESTIGE) CLASS 

The Founder prestige class is 
only open to those intrepid Meek 
who have decided to build a commu- 
nity in a particular location in the 
dangerous world of The End. These 
individuals have been forged by the 
experience of being left behind into 
resolute leaders who seek to pre- 
serve the old ways and restore 
mankind to its glo ry... one brick at a 
time. 

Hit Die: d2 

Prerequisites: 

Base Attack Bonus +2. 

Diplomacy 3 ranks, Knowledge 
(Geographic Area) 3 ranks. 

Must be founder of colony. A colony 
for this purpose consists of more 
than 10 people living in a fixed area 
for at least one month. 

Class Skills: 

Bluff (Cha), Construction(Wis), 
Diplomacy (Cha), Gather 
Information (Cha), Knowledge 
(Area) (Int), Innuendo (Wis), 
Intimidate (Cha), Mechanical(Int), 
Perform (Cha), Ridicule (Int), 
Scavenge (Area Only) (Wis), Sense 
Motive (Wis), Spot (Wis). 

Skill Points: 

3 plus Int Modifier per level 

None 

Special Abilities: 

Inspire: Founders may Inspire as 
Preacher by making a stirring 
speech. 

Greater Inspire: As Preacher. 

Blues Resistance: Blues Resistance 
is the most powerful aspect of the 
Founder Prestige class. Due to their 
close connection to humanity and its 
creations as well as the Founder's 
goal to to rebuild vestiges of those 
creations, the Founders and those 
items they interact resist the influ- 
ences of the Blues. Blues Resistance 
(Personal) prevents any item on the 
Founder's person from suffering 
from the Blues and provides a +2 
bonus on any check to see if an item 
breaks or fails. Blues Resistance 
(Location) prevents the home or 
headquarters of the Founder (and 
anything contained in it) from suffer- 
ing from the Blues (up to a 60' 
radius). Blues Resistance (Create 
Icon) is the most powerful Founder 
ability in that it allows a Founder to 
cause an item or building to become 
an Icon and develop a permanent 
resistance to the Blues. Icon creation 
costs a minimum of 1,000 experi- 
ence points for every square foot an 
item takes up in volume. The 
Founder must also spend one day in 
the presence of (within 60') the item 
per 10,000 experience points 
expended. These days must be spent 
consecutively. 

Mike Ursu (Order #28195963)



THE END 

Uncanny Dodge (Area): Within 
the Area of his colony, the 
Founder gains the extraordinary 
ability to react to danger before 
his senses would normally allow 
him or her to do so. She retains 
her dexterity bonus to Armor 
Class, cannot be flanked, and 
gains a +2 bonus to reflex saves. 

Uncanny Dodge: As Uncanny 
Dodge(Area), but the Founder 
has this ability regardless of 
where he or she is. 
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APPENDIX C: 
r 

NON-PLAYER CHARACTERS AND CREATURES ‘ 

MASTIFFS OF WAR 

Saves: 
Abilities: 
Skills: 
Feats: 
Climate/Terrain: 
Organization: 
Challenge Rating: 
Treasure: 
Advancement: 

Fort +6, Ref +8, Will +3 
Str 16, Dex 17, Con 15, Int 7, Wis 14, Cha 10 
Hide +9, Listen +6, Move Silently +7 Spot +9 
Alertness 

Pack 2-4, 5-20 
3 
None 
None 

h Y  

Frightful Presence: As the tools of the Second Horsemen of the Apocalypse 
(War), the Mastiffs radiate an unsettling presence and the scent of blood. 
Humans within 30 feet who have less than 30 hit points may becomeJi.ight- 
ened or shaken (See pg 84-85 DMG) if they fail a Will Save (DC 15). Humans 
who succeed at the save are immune to its effects for one day. 

Scent: The Mastiffs may detect opponents within 30 feet by sense of smell. If 
the opponent is upwind, the range increases to 60 feet; if downwind, it drops 
to 15 feet. When a creature detects a scent, the exact location is not revealed- 
only its presence within range. The creature may take a partial action to note 
the direction of a scent, and if it moves within five feet of a scent, it may pin- 
point the scent’s location. A creature with scent may follow tracks by smell, 
making a Wisdom check (typically DC 10 modified as appropriate) to follow 
or find a track. In addition, the Mastiffs receive a +1 racial Bonus to Listen, 
Move Silently, Hide and Spot checks. The Mastiffs also receive a +2 bonus to 
Wilderness Lore checks when tracking by scent. 
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SONS OF LIBERTY 
SOLDIER C'SOL") 

Sin: Varies 
Place of Birth: Varies 
4pparent Age: Varies 
Citizenship: Boston 
rype/Class/Level: Meek 4 
Ehallenge Rating: 4 
Size: M 
Hit Dicemoints: 27 Hit Points 
[nitiative: +6 (+2 Dex, +6 Improved 

Speed: 30 ft. 
4rmor Class: 13 (Armor +1, Dex +2 
ittacks: +3 
Saves: Fort +1, Ref +1, Will +4 
ibilities: Str 13 (+l), Dex 15 (+2), 

Con 15 (+2), Int 10 (+O), 
Wis 10 (+O),Cha 12 (+1) 

Initiative) 

Skills: Climb +3, Bluff +2, Disguise 
+3, Driving (Automobile/ 
Motorcycle) +4, Gather 
Information +3, Heal +4, Hide +t 
Jump +2, Wilderness +3 

Feats: Improved Initiative, Firearms- 
Pistol, Rifle, Shotgun, Any three a 
the following: Blind-fight, Comb2 
Reflexes, Endurance, Firearms 
Proficiency- Military, Iron Will, 
Lightning Reflexes, Toughness 

Special Abilities: Survivor, Soul 
'ossessions: At a minimum, the 

equivalent of a Kevlar Vest 
(Good), one firearm (Good), 
unlimited ammunition, and other 
general equipment. Judge should 
adjust to fit the encounter. 

THE END 

TYPICAL REFUGEE 
((c REFUSE" 1 

'in: Varies 
'lace of Birth: New York or varies 
kpparent Age: Varies 
Mzenship: New York 
5rpe/Class/Level: Meek 2 
:hallenge Rating: 2 
lize: M 
[it Dicemoints: 12 Hit Points 
nitiative: +O 
#peed: 30 ft. 
umor Class: 10 
Lttacks: +1 or +2 
laves: Fort, Ref, Will 
kbilities: Str 9 (-1), Dex 11 (+O), 

Con 10 (+O), Int 11 (+O), 
Wis 11 (+O), Cha 10 (+O) 

Ikills: Climb +2, Bluff +2, 
Disguise +1, Driving (Automobile, 
Motorcycle) +2, Gather 
Information +1, Heal +2, Hide +3 
Jump +2, Knowledge (New Yo& 
Wilderness +3. These can be 
adjusted to reflect particular 
Professions or crafts as well. 

Alertness, Combat Reflexes, 
Endurance, Iron Will, Lightning 
Reflexes, Toughness 

pecial Abilities: Survivor, Soul 
ossessions: Minimal. Most items in 

Worn or Damaged Condition. Veq 
few firearms (nothing superior to i 
hunting rifle), plus clubs, 
knives, staves. 

eats: Any 3 of the following- 
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TYPICAL MEMBER OF 
THE BIKER ARMY 

(‘‘RAG TAG”) 
Sin: Varies 
Place of Birth: Varies 
Apparent Age: Varies 
Citizenship : Washington, D . C . 
Type/Class/Level: Meek 3 
Challenge Rating: 3 
Sue: M 
Hit Diceh‘oints: 20 Hit Points 
Initiative: +1 (Dex) 
Speed: 30 ft. 
Armor Class: 12 (+1 Armor, +1 Dex: 
Attacks: +2 
Saves: Fort +1, Ref +1, Will +3 
Abilities: Str 13 (+l), Dex 12 (+l), 

Con 13 (+I), Int 10 (+O), Wis 10 
(+O), Cha 12 (+1) 

‘3, Driving (Automobile/ 
Motorcycle) +4, Gather 
Information +3, Hide +5, Jump +3 
Wilderness +3 

Feats: Firearms Proficiency- Pistol, 
Rifle, Shotgun; Any three of the 
following: Blind-fight, Combat 
Reflexes, Endurance, Iron Will, 
Lightning Reflexes, Toughness 

equivalent of a Kevlar Vest(Wom) 
one firearm (Good), and other 
general equipment. Judge should 
adjust to fit the encounter. 

skills: Climb +3, Bluff +2, Disguise 

Special Abilities: Survivor, Soul 
Possessions: At a minimum, the 
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THE END 
LT. COL. HENRY JEFFEKON 

'eats: Alertness, Automatic Weapon Proficiency, Expertise, Firearms 
Proficiency - Military, Improved Critical (Desert Eagle), Mobility, Point 
Blank Shot, Power Attack,Precise Shot, Quick Draw, Rapid Shot, 
Stabilize, Weapon Specialization (Desert Eagle) (THG), 
Endurance (THG), Leadership (Fou), Dodge (Fou) 

ipecial Abilities: Survivor, Soul, Inspire 3/day, Blues Resistance, Uncanny 
Dodge (Area Only). 

'ossessions: Kevlar Jacket (Ex), FN-FAL Rifle (Ex), Desert Eagle (Good), 
Ggrenades (Ex) and unlimited ammunition. 
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THE END 
JOSEPH MEEHAN 

Sin: Bitter 
Place of Birth: Washington, D.C. 
Apparent Age: 24 
Citizenship: Boston 
me/Class/Level: Meek 5 
Challenge Rating: 5 
Sue: M 
Hit DiceRoints: 29 Hit Points 
Initiative: +6 
Speed: 30 fi. 
Armor Class: 16 (+4 armor, +2 Dex) 
Attacks: +3 
Saves: Fort +1, Ref +1, Will +4 
Abilities: Str 11 (+O), Dex 15 (+2), 

Con 13 (+l), Int 12 (+l), 
Wis 16 (+3), Cha 18 (+4) 

Skills: Bluff +6, Diplomacy +S, 
Disguise 13, Driving (Auto) +2, 
Gather Information +6, Hide +4, 
Medical- Treat +2, Perform +4, 
Wilderness +4 

Feats: Improved Initiative, Firearms 
Proficiency-Pistol, Dodge, Run, 
Mobility 

Special Abilities: Soul, Survivor 
Possessions: Hard Body Armor 

(Excellent), .45 Pistol (Good) 

84 

PHILLIP MEER 
in: Undecided 
lace of Birth: Long Island, NY 
.pparent Age: 48 
itizenship: Boston 
&e/Class/Level: Meek 3Eounder 4 
'hallenge Rating: 7 
ize: M 
[it DiceRoints: 30 Hit Points 
nitiative: +1 
peed: 30 ft. 
,rmor Class: 15 (armor +4, Dex +1) 
dtacks: +3 
aves: Fort +3, Ref +3, Will +6 
,bilities: Str 8 (-l), Dex 13 (+l), 

Con 15 (+2), Int 17 (+3), 
Wis 12(+1), Cha 14 (+2) 

'kills: Bluff +4, Climb +4 
Concentration +3, Diplomacy 
+ 10, Disable Device +2 Driving 
(Auto) +4, Gather Information +7 
Innuendo +4, Intimidate +2, 
Mechanical +4, Knowledge 
(Boston) +4, Knowledge (History 
+6, Perform +7, kdicule +5, 
Scavenge (Boston) +2, Sense 
Motive +5, Spot +2 

?eats: Dodge(Fou), Leadership(Fou), 
Mobility, Iron Will, Run, 
Toughness, Endurance, Expertise 

ipecial Abilities: Survivor, Soul, 
Inspire 2lday 

'ossessions: Hard Body Armor 
(Excellent), Shotgun (Masterwork) 
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JAMIE DAHLKE 1 
Sin: Humanist 
Place of Birth: Des Moines, IA 
Apparent Age: 33 
Citizenship: Boston 
ClassLevel: Meek 4Physician 3 
Challenge Rating: 7 
Sue: M 
Hit Dicemoints: 20 Hit Points 
Initiative: +4 
Speed: 30 ft. 
Armor Class: 16 (f2 Armor, +4 Dex 
Attacks: +4 
Saves: Fort f5, Ref +2, Will +8 
Abilities: Str 12 (fl), Dex 18 (+4), 

Con 10 (+O), Int 17 (+3). 

Wis 13 (+I), Cha 14-(+2) I SUSAN COMINSKY 
Skills: Animal Empathy +3, Bluff +1, 

Climb +2, Concentration +4, 
Diplomacy f2 ,  Driving (Auto) +3, Place of Birth: Boston7 MA 
Medical-Treat Illness f7, Medical Apparent Age: 25 
lnvestigation f5, Medical-Treat Citizenship: Boston 
Wounds +7, Professional (Doctor) TJ’Pe’C1assLevel: Meek 
+3, Read Lips f3, Spot f5, Challenge Rating: 6 
Science-Chemistry ‘6, Science- Size: 
Electric +3, Wilderness +2 Hit Dicemoints: 3 1 Hit Points 

Feats: Improved Initiative, Dodge, Initiative: f 2  
Mobility, Stabilize, Run, Combat Speed: 30 *. 
Medic 1, Counter Poison 1, Armor Class: 12 
lmproved Treatment 1 Attacks: +4 

Saves: Fort +2, Ref+2, will +5 
Nature Sense Abilities: Str 7 (-2), Dex 15 (+2), 

Possessions: Medicine Kit and Tools Con 15 (+2), Int 14 (+2), 
(Excellent)(pretty much every Wis 11 (+O), Cha 16 (+3) 
thing a combat doctor could 
carry), Kevlar Jacket(Good), 
Knife(Good), Glock .22 (Good) 

Sin: Agnostic 

Special Abilities: Soul, Survivor, 

Anima1 Empathy +2, &dance 
+2, Climb +4, Disguise +2, 
Handle Animal +7, Intuit 
Direction +5, Jump +4, 
LanguageLiteracy +1, Medical- 
Treat Wounds +3, f ide  +7, Spot ’ +3, Swim +l ,  Wilderness +8 

Feats: Alertness, Firearms-Rifle, 
Dodge, Point Blank Shot, 
Stabilize, Track 

Special Abilities: Soul, Survivor 
Possessions: Horse (Excellent), 

Saddle (Excellent), Rifle (Good), 
Sword (Good) 
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THE END 
REBECCA RICHARDS 

Sin: Polyglot 
Place of Birth: New York, NY 
4pparent Age: 63 
Citizenship: New York 
Qpe/Class/Level: Meek 3Founder 3 
Challenge Rating: 6 
Size: M 
Hit DicePoints: 21 Hit Points 
Initiative: +O 
Speed: 30 fi. 
4rmor Class: 10 
Attacks: +3 
Saves: Fort +3, Ref +2, Will +5 
Abilities: Str 6 (-2), Dex 10 (+O), 

Con 12 (+l), Int 14 (+2), 
Wis 17 (+3), Cha 15 (+2) 

Skills: Bluff +5, Diplomacy +7, Hide 
+4, Knowledge(New York) +7, 
LanguageLiteracy +2, Medical- 
Treat Illness +3, Medical-Treat 
Wounds +4, Perform +5, Sense 
Motive +3, Spot +2 

Feats: Leadership (Fou), Alertness, 
Endurance, Iron Will, Stabilize 

Special Abilities: Soul, Survivor, 
Inspire 2lday 

Possessions: Staff (Good), Basic First 
Aid Kit (Good), Glock .22 (Good), 
2 clips worth of ammunition 
(Good). 

THADDEUS O'MALLEY 
Sin: Sinner 
Place of Birth: Dublin, Eire 
4pparent Age: 36 
Zitizenship: New York 
I'ype/Class/Level: Meek 4Digger 2 
Ehallenge Rating: 6 
Size: M 
Hit DicePoints: 2 1 Hit Points 
[nitiative: +6 (+2 Wariness, +4 Dex) 
Speed: 30 ft. 
4rmor Class: +4 (Dex) 
4ttacks: +4 (+5 Submachinegun) 
Saves: Fort +2, Ref +3, Will +5 
4bilities: Str 10 (+O), Dex 18 (+4), 

Con 17 (+3), Int 14 (+2), 
Wis 14 (+2), Cha 15 (+2) 

Skills: Bluff +5, Carpentry +3, Climb 
+4, Disable Device +5, Drive 
(Automobile) +4, Intuit Direction 
+4, Knowledge (Boston) +5, 
Mechanical +5, Move Silently +2 
Search +3, , Scavenge +5 

Feats: Alertness, Combat Reflexes, 
Expertise, Firearms-Military, 
Weapon Focus (Submachine Gun 

Special Abilities: Soul, Survivor, Dig 
Down, Pack Rat, Wariness 

Possessions: Kevlar Jacket(Good), 
HK MP-5 SubmachineGun 
(Excellent), Glock .22 (Good) 
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RICHARD PATEL 
Sin: Sinner 
Place of Birth: Boston, MA 
Apparent Age: 30 
Citizenship: Boston 
Type/Class/Level: Meek 5 
Challenge Rating: 5 
Sue: M 
Hit Dicemoints: 30 Hit Points 
Initiative: +1 
Speed: 30 ft. 
Armor Class: 15 (+4 Armor, +l Dex 
Attacks: +3 
Saves: Fort +1 , Ref +l , Will +4 
Abilities: Str 15 (+2), Dex 12 (+I), 

Con 17 (+3), Int 10 (+O), 
Wis 10 (+O), Cha 10 (+O) 

Skills: Climb +6, Driving(Aut0) +6, 
Hide +6, Intuit Direction +4, 
Listen +4, Spot +6 

Feats: Alertness, Firearms 
Proficiency-Rifle, Firearms 
Proficiency-Military, Toughness, 
Track 

Special Abilities: Soul, Survivor 
Possessions: Hard Body Armor 

(Good), M-16 Rifle (Good) 

THE END 
WALTON NORFLEET 

Sin: Sinner 
Place of Birth: Omaha 
lpparent Age: 50 
Zitizenship: Washington, D.C. 
rype/Class/Level: Meek 7/Thug 4 
Zhallenge Rating: 11 
Size: M 
Hit DicePoints: 48 Hit Points 
Initiative: +6 (+2 Dex, +4 Improved 

Speed: 30 ft. 
irmor Class: 16 (+4 Armor, +2 Dex 
ittacks: +9 (+2 Dmg with Pistol) 
Saves: Fort +3, Ref+6, Will +6 
ibilities: Str 16 (+3),  Dex 15 (+2), 

Con 16 (+3), Int 14 (+2), 
Wis 9 (-1) , Cha 15 (+2) 

$kills: Balance +4, Bluff +8, Climb 
+3,  Diplomacy +2, Driving 
(Automobile) +5, Gather 
Information +lo, Intimidate +lo, 
Jump +5, Move Silently +3, 
Perform '7, Spot +13, 
Wilderness +6 

Initiative Feat) 

?eats: Automatic Weapon Proficiency 
Combat Reflexes, Firearms 
Proficiency-Pistol, Firearms 
Proficiency-Shotgun, Improved 
Critical (Colt .45 Pistol), 
Improved Initiative, Leadership, 
Point Blank Shot, Weapon 
Specialization (Colt. 45 Pistol) 
(THG), Endurance (THG) 

ipecial Abilities: Soul, Survivor 

'ossessions: Hard Body Armor 
(Good), Colt .45 Pistol (Good), 
FN-FAL Rifle (Good), 6 Frag 
Grenades (Good) 
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THE END 
DAVID TARR 

;in: Bitter 
'lace of Birth: Boston, MA 
Apparent Age: 40 
:itkenship: Boston 
[SrpeKlassLevel: Meek 3iFounder 4 
:hallenge Rating: 7 
iize: M 
lit Dice/Points: 26 Hit Points 
nitiative: -1 
ipeed: 30 ft. 
irmor Class: 14 (Armor +5, Dex -1 
ittacks: +3 
iaves: Fort +3, Ref +3, Will +6 
ibilities: Str 10 (+0), Dex 8 (-l), 

Con 15 (+2), Int 12 (+l), 
Wis 16 (+3), Cha 16 (+3) 

$kills: Bluff +5, Diplomacy +9, 
Driving (Auto) +3, Forgery +2, 
Gather Information +2, Hide 12, 
Innuendo +5, Intimidate +2, 
Knowledge (Boston) +5, Perforr 
+4, Profession (Business) +5, 
Ridicule +5, Wilderness +l 

Teats: Leadership (Fou), Dodge (Fou 
Alertness, Body Armor 
Proficiency, Great Fortitude, Poir 
Blank Shot 

Inspire 2lday 

(Good), Megaphone (Worn), 
Ruger MP9 (Good) 

Special Abilities: Soul, Survivor, 

Possessions: Hard Body Armor 

MASSACRE 
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and conditions: 

k i T  o the Coast, lnc. retains title and ownership of the D20 System trademark lo os, 
the D20 System t r a d e  and all other copyrights and trademarks claimed b W& o 
the Coast rn The Official Wmds of the Coast D20 System T r a d d  Logo d ~ d e  versioi 
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3. Agreement not to Contest 
By making use of anyor distnbuting material using the D20 System Trademark 
under the terms of this License, You agree not to contest the ownership of the 
Licensed Articles 
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4. Breach and Cure 
In the event that You fail to comply with the terms of this License, You will bc 
considered to be in breach of this License. Wizards of the Coast will attemDt tc 
notify you in writing by sending a Registered Letter to the address listed o i  thc 
most recent Confirmation Card on file, if any. You will have 30 days from thc 
date the notice the "cure eriod") to cure the breach to the satisfaction of Wizard: 
of the Coast, h,no ConfiPrmatjon Card is on file, you will be considered to be ir 
breach of this License immediately. 

5. Termination 
If, at the end of the cure period, the breach is not cured, Wizards of the Coast ma) 
terminate this License without further written notice to You. 

6. Effects of Termination 
Upon termination, You shall immediately stop all use of the Licensed Articles am 
will destroy any invento or marketing material in Your possession bearing thr 
D20 System TrademarkTogos. You will remove any use of the D20 Systen 
Trademark logos from your advertising, web site, letterhead, or any other use 
You must instruct any company or individual that You are or become aware o 
who is in ossession of any materials distributed by.You bearing the D20 Systen 
TrademarR,logos to destroy those matenals. You will solely bear any costs relat 
ed to carrying out this term of the License. 

7. Penalt for Failure to Com ly with Termination Instructions 
If You faifto comply with the Ekects of Termination, Wizards of the Coast may 
at its option, ?sue litigation, for which You shall be responsible for all lega 
costs, a ainst ou to the full extent of the law for breach of contract, copyrigh 
and trackmark infringement, damages and any other remedy available. 

8. Updates 
Wizards of the Coast may issue updates and/or new releases of the D2O Systen 
Trademark lo os without prior notice. You will, at the earliest possible opportu 
nity, update a i  material distributed by You to use the updated and/or new versior 
of the D20 System Trademark logos. You may continue to distribute any pre 
existing material that bears an older version of the D20 System Trademark logo 

9. Changes to Terms of the License 
Wizards of the Coast may issue updates andor revisions to this License withou 
prior notice. You will, at the earliest possible op ortunity, conform in all respectr 
to the updated or revised terms of this License. For a period of 90 days You ma! 
continue to distribute any pre-existing material that complies with a revious ver 
sion of the License. Thereafter,written consent should, be obtained !om Wizard: 
of the Coast. Subsequent versions of this License will bear a different versior 
number. 

10. Updates of Licensee information 
You ma transmit an updated version of the "card.pdf" Confirmation Card at an; 
time to kizards of the Coast. 

11)11. Notices to Licensor: 

Wizards of the Coast 
D20 System License Dept. 
PO Box 707 
Renton, WA 98057-0707 

12. No maintenance or su port 
Wizards of the Coast shall Rave no obligation whatsoever to provide You wit1 
any kind of maintenance or support in relation to the D20 System Trademarl 
logos. 

13. No Warran / Disclaimer 
THE D20 SYSTBM TRADEMARK LOGO FILES ARE MADE AVAILABLE 
ON AN "AS IS" BASIS. WIZARDS OF THE COAST DOES NOT MAKE 
ANY REPRESENTATION OR WARRANTY, WHETHER EXPRESS OF 
IMPLIED, AS TO THE FITNESS FOR A PARTICULAR PURPOSE, USE OP 

SENTATION OR WARRANTY THAT THE D20 SYSTEM TRADEMARK 
MERCHANTABILITY. 

LOGO FILES ARE ERROR-FREE. 

WIZARDS OF THE COAST MAKES NO REPRE. 
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The End is only the Bedinbind ... 
J J 

The Dogs of War - 
Washington D.C. 
The sourcebook for Washington 
D.C., The Dogs of War deals with the 
mystery of what happened to D.C. 
Often assumed to be the center of 
the military threat to the eastern 
seaboard, Washington D.C. is a 
place shrouded in mystery from 
which few ever return. Those who 
have escaped from D.C. tell of a tow- 
ering six-sided fortress ripped from 
the ground and a strange and des- 
perate colony in which the survivors 
engage in constant pyschological 
and physical warfare for the grim 
amusement of a dark, pensive man 
and his new world order. 

Sa Iwt io n 's Tea E: 

An adventure of horror and hope, 
Salvation's Tears investigates the 
phenomena of hope in the western 
desert. The desert holds many 
mysteries, not the least of which is 
the appearance of a path to salva- 
tion. In the midst of the desperate 
scrabblings of the new colonies, 
have the Meek found redemption? 

An4 see our free web enhancements for The End at: 

wwwkyran nygames.com - 
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The Boston Massacre 
When The End came, only the Meek were left to inherit the'EaTfh. It 

' took thousands of rotting corpses to teach the few living that being "meek" 
is no longer an option. And the Meek have learned. Deep within one of the 
birthplaces of !be*, a young colony struggles against two rnysteridb- 
foes. These Sons of Liberty have begun to build a new world upon the 
corpse of the old, but their dream is about to die ... 

I ' Refugees from the rubble of New Yo& have begun to stream into 
Boston. The Sons of Liberty are struggling to help these fellow lost souls, 
but many of the refugees carry with them a strange illness which resists 
cure and Is conslstently fatal. 

Worse, bikers and road traah from the South are close on the heels 
of these refugees, almost driving the refugees before their "army". 
Claiming allegiance to a dark general in a giant citadel of stone, these rag 
tag soldiers show no mercy. Is this the coming of the dark empire promised 
by the emlsarries of evil during the last days of the revelation? 

1 

The*struggle for survival wfhln the decaying corpse of a once strong 
world has sent many of the Meek to an everlasting death. Join the stfflgl 
gling colony of Boston and its Sons of Liberty as they attempt to deal with 
the twin Wreak6 of war and plague while preserving their young colony ... 
and what's left of their way of life. 

The Meek Have lnherited the.Earth.., 
Poor Bastards. 
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