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Prop If \D\@ Origin: Scene 8

Prop le \\sﬁv

Origin: Scene 8

Hotel Francais

November 1, 1941

Dr. Paul Musemann

Office of the Comptroller
Ohio State University
Columbus, Ohio

United States of America

Dear Sir:

The Hotel Francais of Casablanca is pleased to
confirm a reservation for your party to arrive on
Dec. 5, 1941, We understand there may be yourself
and up to three other representatives of the
University. Accordingly, we have arranged for the
requested suite to be at your disposal.

Your advance payment for ten days and nights has
been credited to your account. If we may be of
service in any other way, please contact us.

The Management
Hotel Francais
Casablanca

French Morocco

Nov. 10, 1941

M. Paul De Vries

Ministry of Cultural Affairs
134 Boulevard des Marechals
Casablanca, French Morocco

Dear Mr. De Vries,

This is to confirm that a study group from Ohio State
University will arrive in Casablanca on Dec. 2 or 3.
The group will research the possible benefits and
feasibility of an archaeological dig at the caverns
southwest of Casablanca. Specifically, the group will
seek to ascertain whether the "Great Cavern" shown on
an archaic treaure map in the university's possesion
actually exists. Of course, this initial study shall
be at the university's expense.

We appreciate the interest of your goverment in co-
sponsoring a larger expedition at some time in the
future (should it prove to be warranted) and thank you
in advance for your cooperation with our preliminary
study group.

Sincerely,

e flon .
Franklin Wilson
Chairman
Dept. of Archaeology
and Anthropology
Ohio State University
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Prop 1a Female Origin: Scene 1

THE BODY CHECK
CLOTHING: You’re wearing a lightweight beige suit—American cut, style of the
late 1930s, of respectable but not expensive quality. Hat, belt, shoes, underwear,
jewelry. . .all the usual garments are included.

S

O A valid train ticket, 'V from Algiers to Casablanca, French Morocco.

0O Handkerchief, .@ comb, % fountain pen, cigarette

lighter =
O Cosmetics and toiletries—compact, w@ lipstick phial of perfume

0O a passport &V@ﬁm ; &
THE PISTOL: \ Tucked in your purse is a .32-caliber, eight-shot auto-

matic pistol, fully loaded. It's small, but deadly—a “banker’s gun.”

IN YOUR PURSE...

IN THE WALLET...
O $200 in French Francs. Money issued by the Nazi-dominated government in

Vichy, France. Opistol permit (from State of Ohio)

OTwo business cards, reading: Margaret J. Ross, Ph.D.
Dept. of Archaeology
Ohio State University
Columbus, Ohio

OOhio driver’s license for Margaret J. Ross, ® 3125 Northwest Boulevard,
Columbus, Ohio. ® Birthdate: August2, 1905 @ Height: 5°6” ® Weight: 125
pounds @ Hair: Brown @ Eyes: Brown

THE PASSPORT

O American passport issued November 10, 1941, with information identical to
that on the driver’s license. The passport shows travel from the United States to
Dublin, Ireland, arrival Nov. 27, 1941. From then on, the route is virtually non-
stop. ® Dublin to Lisbon, Portugal ® to Algiers, French Algeria ® to French
Morocco, entry date Dec. 2, 1941.

The stamp for French Morocco allows the bearer to remain in that country for up
to ten days. An exit visa is attached, permitting the bearer to leave French Morocco.

Prop 1b Female Origin: Scene 1

THE BODY CHECK
CLOTHING: You’re wearing a lightweight beige suit—American cut, with pad-

ded shoulders, in the style of the early 1940s. Hat, belt, shoes, underwear, etc.—all
the usual garments and accessories are included, each of the very best quality.
Jewelry includes gold earrings, an emerald ring, @ and an expensive but

smart pearl brooch.
IN YOUR PURSE. ..

O A valid train ticket, from Algiers to Casablanca, French Morocco.

O Handkerchief, & comb, @Fww fountain pen, cigarette
lighter @
O Cosmetics and toiletriess—compact, % Lipstick h =
phial of perfume, etc. 00 American cigarettes m‘%} , a leather
N3

wallet, American made

O a passport %ﬁ , a pistol @
L: \

THE PISTO Tucked in your purse is a .32-caliber, eight-shot auto-

matic pistol, fully loaded. It’s small, but deadly—a “banker’s gun.”

IN THE WALLET...
O $200 in French Francs. Money issued by the Nazi-dominated government in

Vichy, France. Opistol permit (from State of Ohio)

OTwo business cards, reading: Dr. Anna Marie Bright, M.D.
Office of the Board of Trustees
Ohio State University
Columbus, Ohio

OOhio driver’s license for Anna M. Bright, ® 232 Okamont Court,
Upper Arlington, Ohio. ® Birthdate: June 22, 1895 @ Height: 5°4” ® Weight:
120 pounds ® Hair: Brown ® Eyes: Hazel

THE PASSPORT

O American passport issued November 10, 1941, with information identical to
that on the driver’s license. The passport shows travel from the United States to
Dublin, Ireland, arrival Nov. 27, 1941. From then on, the route is virtually non-
stop. ® Dublin to Lisbon, Portugal ® to Algiers, French Algeria ® to French
Morocco, entry date Dec. 2, 1941.

The stamp for French Morocco allows the bearer to remain in that country for up
to ten days. An exit visa is attached, permitting the bearer to leave French Morocco.
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Origin: Scene 8

vessels of the infidel Christians, taking much precious

1. Halaal, sea warrior of Allah, did despoil the

Prop 1d ﬁ Map of Halaal

treasure. With my crew of forty men I did hide this treasure in,
the Great Cave of Anfa. There shall you find your fortune,

my son. . .




Prop 1c Female Origin: Scene 1

THE BODY CHECK

CLOTHING: You’re wearing a lightweight beige suit—American cut, style of the
early 1940s, of respectable but not expensive quality. Hat, belt, shoes, underwear. ..

all the usual garments and accessories are included.

IN YOUR PURSE...

O A valid train ticket, from Algiers to Casablanca, French Morocco.

0O Handkerchief, % comb, % fountain pen. S35

O Cosmetics and toiletries—compact, @ lipstick %

phial of perfume, etc. [0 a leather wallet, American made
O a passport , a pistol
THE PISTOL: Tucked in your purse is a .32-caliber, eight-shot auto-

matic pistol, fully loaded. It’s small, but deadly—a “banker’s gun.”

)
IN THE WALLET... g

O $200 in French Francs. Money issued by the Nazi-dominated government in

Vichy, France. [Opistol permit (from State of Ohio)

OTwo business cards, reading: Janice Harris, Ph.D.
Dept. of Archaeology
Ohio State University
Columbus, Ohio

OOhio driver’s license for Janice Harris, ® 147 High Street, Columbus, Ohio.
® Birthdate: May 10, _o_m ® Height: 5°5” ® Weight: 115 pounds ® Hair:
Brown @ Eyes: Blue

THE PASSPORT 5@

O American passport _mmcon November 10, 1941, with information identical to
that on the driver’s license. The passport shows travel from the United States to
Dublin, Ireland, arrival Nov. 27, 1941. From then on, the route is virtually non-
stop. ® Dublin to Lisbon, Portugal ® to Algiers, French Algeria ® to French
Morocco, entry date Dec. 2, 1941.

The stamp for French Morocco allows the bearer to remain in that country for up
to ten days. An exit visa is attached, permitting the bearer to /eave French Morocco.

SANDMAN™ Map of Halaal
(Set One)
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The Map of Halaal

Prop 1i

Origin: Scene 21
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prop2d The Map of Halaal
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Prop 3a Female Origin: Scene 1

*oﬁ clothes are the typical dress for
the 1930s—a simple skirt, hanging
below the knee, a plain blouse, and a
jacket with padded shoulders. A
small purse lies in the jacket pocket. It
contains five drivers’ licenses, eachin
a different name: Megan Raines,
Mary Reynolds, Molly Raffin,
Marlene Reed, and Marta Rose.
The purse also contains money: ten
$20 bills.

The pistol in your hand is a .45-caliber
automatic, with six rounds left inside.
The weapon has a maximum range of
75 feet.

Prop 3b Female Origin: Scene 1

%oﬁ clothes are the typical dress for
the 1930s—a simple skirt, hanging
below the knee, a plain blouse, and a
jacket with padded shoulders. A
small purse lies in the jacket pocket. It
contains five drivers’ licenses, each in
a different name: Andrea Brent,
Anna Barton, Amy Benton, Arlene
Bond, and Alice Brighton.

The purse also contains money: ten
$20 bills.

The pistol in your hand is a .45-caliber
automatic, with six rounds left inside.

The weapon has a maximum range of
75 feet.
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Prop 3¢ Female Origin: Scene 1

*oﬁ clothes are the typical dress for
the 1930s—a simple skirt, hanging
below the knee, a plain blouse, and a
jacket with padded shoulders. A
small purse lies in the jacket pocket. It
contains five drivers’ licenses, eachin
a different name: Jaqueline Harrod,
Julia Harker, Janet Hunter, Janice
Hahn, and Jayne Harrison.

The purse also contains money: ten
$20 bills.

The pistol in your hand is a .45-caliber
automatic, with six rounds left inside.

The weapon has a maximum range of
75 feet.

SANDMAN™ Map of Halaal
(Set One)



X
VY

k.
(V] Q
H 54
Q (=]
3 - £
. < S =
5 =g %
5} 2
L 3
(=]
s
s b
) Qs [
Sod ¥
OhH =
Loy S @
S 52
S =@
|

Front Desk

Cocktail Lounge

Elevators

Prop 3e

JIosK

BOS 9] puB JBAMS INOA WOIJ Jes

pasno[q pue $9qoJ SUIMO[] Jnmtm

] dudo§ uISLQ

JO W[l ® YIIM PIjeOd Ine) pue pauue)
SI UD[S JNOX ‘PedY JINOA SISA0D Ueq
-In) Y “ISIeM INOA punol 39q Jayies|
€ wolj sSuey pIOMS PIAIND ‘LIOYS ®©
pue ‘Apoq A11s InoA yeo[d suooejued

e doad
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SANDMAN™ Map of Halaal SANDMAN™ Map of Halaal
(Set One) (Set One)
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ADVENTURE ONE

ACT I: THE TRAIN

1. PCs awaken

PICTOGRAM

3. “Weasle” man pitches warm gun into
compartment. Stranger’s body disappears.

on train
with stranger
(Musemann).

bri

2. Train enters tunnel; shots are fired.
Train leaves tunnel; stranger dies, his

efcase is gone.

V

V

4. Woman in corridor screams,
pointing out two dead SS
officers in the next compart-
ment.

-

5. Police arrive. Take PCs to
dining car for interrogation.

6. Police interrogate PCs in
dining car.

— | -

OoOooooo

o oo o

[

| e ) e [ s [ e |

 — — R - -

.m0 0

7. Sand swirls in compart-| 9. Police return. ﬂCT II:CASABLANCA\ 16. Guide picks'l{p PCs at hotel
ment; PCs may fall asleep. Lock PCs in for desert expedition.

8. Arab jumps through win- compartment.

dow, slashing PCs. European

with gun attacks PCs from the For Scenes 10-15

corridor; has briefcase. see CASABLANCA

* map below. *
USE BLACK
o= Ooooo s B e | ARROWS.
© ©E 0,0 © o J

0,0

ACT III: INTO THE DESERT

20. PCs enter, explore

18. PCs find Great Cave.
19. PCs open Great Cave.

21. Magic Lamp at back
of cave. PCs find docu-
ments in satchel.

cave.

22. Sandman and lackeys attack as PCs leave

28. Aboard plane.
PCs give Laszlo

27. At airport, De
Vries waits with visas.
Plane readies for
take-off.

\

AtRick’s Cafe: 12. DeVries asks PCs to
helpresistance. ® 13. DeVries tells PCs
to gamble at Rick’s and to go Blue
Parrot. ® 14, PCs gamble.

1L
4

satchel. END.

Rick’s Cafe

§

«

From

)

From
24

26. Ateastern
gate, the
Sandman
chases PCs.

10. Prefect
of Police

Blue Parrot

15. PCs buy sup-
plies and black-
market visas at
Blue Parrot.

25. At southern gate, Gest-
apo ambush PCs. PCs die.

\
\

1
v

R

questions
PCs.
Takes
weapons.
Cancels
visas.

24

END Hotel
(D] 16
11. PCs check into
hotel; receive De
Vries’ invitation to
From CASABLANCA Rick’s Cafe.

17. Guide drives PCs to Tower of
Allah; tells fantastic tales enroute.

23. PCs head back to ACTIV:
Casablanca through time | THE FINALE
distortior: For scenes 25-28 see
CASABLANCA
Map below.
24. Arab on »
horseback hails
A ! USE WHITE
PCS, gives warn ARROWS.
ing. L )

Police

To Dining Car



ADVENTURE TWO
ACT I: A JEST IN TIME

PICTOGRAM

1. PCs abandoned at airport,

2. Facade and runway vanish,
revealing countryside.

3. Old blind man and young man pretend to climb hill,
quoting Shakespeare’s King Lear.

4. Jester appears,
PCs ‘Go north.’

telling

after Laszlo gives them
amulet.

=

=0

nl 11

ACT II: THE JOURNEY NORTH

L 7
e p—

5. If PC follows
strange pair, they
vanish.

6a. Three giants guard entry to
forest.
6b. PCs fight giants.

7. First night in forest, Shadow
Children attack PCs.

8. PCs awaken in black desert;
forest is gone.

9. Army of Blind approaches. Four
motorcycle outriders attack.

past.

11. Prophet appears in
desert. Grants PCs wishes,
trying to trick them.

Ep - =

2 Z .
A

(]

i -

il

17. PCs held cap-
tive in illusion.
May die, or escape
and go to 13.

12. Shadow emerges from ACT III: )
parking garage, attacks PCs. THE PROPHET’S
qu Captured PCs go to 17. STRONGHOLD

END.

15. On top

} eliP
g
.

SEE MAP BELOW

—

level are
Sandman,
Prophet, and
jester. Sand-
man attacks
with auto-
matic rifle.

AR S
1) Jotiy

U

16. Finale. Jester

is “the one who is
truly blind.”
END.

14. Prophet

waits on fifth
level. Blind
lackeys attack

N
]

PCs with
bare hands.

13. PCs
approach

parking
garage, may
enter.




ADVENTURE THREE

PICTOGRAM
ACT 1: HOT TIME IN THE OLD TOWN 4. Bonnie, Clyde, PCs enjoy lux- 6. Tony the Hook’s men try
2. PCs taken to jail. Bonnie and Clyde ury grllltil::‘:xgo I)llo:el. s enjoyfux to kill PCs wherever they
1. Bank robbery. Bonnie and Clyde break them out.
flee police; PCs may join. V

\Yi
l
W=
o=d| [T
A I

s L}onnie and Clyde, PCs head north to 5. Cocktail Lounge scene.
Chicago.

7. Tinkerbell rescues PCs from “hit,”” making them fly. ACT II: TO THE ISLE OF ENCHANTMENT  PCs fly with Tink

8. Tink and PCs fly over Captain Hook’s pirate
ship. PCs may stop and fight, or fly on.

D

% T

P )

9. Island of the En-
chanted Theatre

i. Door of Peculiar Poe b. Center Stage

Aged PCs are hypnotized ¢. Door of Terrorized Toddlers
ﬁﬁg itle-;;,pped inown dead As toddlers, PCs face Big Sis-
A ; ter, a deadly little psycho.
,g%g
h. Door of Dickens ==

d. Door of Big-Nosed Puppets
As spirits, PCs encounter Greed
at Scrooge’s door.

Fox and cat lure young boys
(PCs) from school; gypsy may

turn PCs to wood.
% Door of Beer-drinking e. Door of Disco Fever
ears
o f(-}D"‘“l"f Four-star Youthful, lithe PCs battle
1880s hanging judge makes coerals for stardom in chic 1970s
PCs defense attorneys, who disco. Possible knife fight.
may fight bear to win case. Patton sends PCs on tough
mission.
ACT III: THE FEAST 1P ] PCs receive wine.
. t
FOR THE EYES show. S Hagneres T 12. Sandman and apple-throwing thugs attack. END.
10. Feast for eyes begins on

stage. Merlin the Magician
toasts PCs, who each have
seven manifestations.




ADVENTURE FOUR
ACT I: AT SEA

PICTOGRAM

with PCs.

1. Pirate Halaal shares glory of attacking Crusader’s ship

2. Halaal secures treasure from the
enemy’s hold (PCs may help).

3. Aboard his ship, Halaal reveals he is like PCs; offers
thrill of shared adventure.

4. “Open, Sesame!” At Great Cave, Halaal stashes treasure. 40
thieves may clash with Halaal and PCs.

5. At midnight, a vision of Halaal’s
rincess appears, pleading for rescue
in Greece.

fil

ACT II: MAD GODS

6. Halaal and PCs sail to ancient Greece to
rescue his princess. The beast Argos rises
from the sea to attack.

city of Argos.

7. The god Dionysus awaits at the

live.

8. Dionysus blinds PCs, and pre-
sents riddle. If they solve it, they

9. Surviving PCs journey into
space with Einstein and mad god
Dionysus.

)

11. Space battle
(Sandman attacks).

-
v
-

ACT III: RETURN TO
ANCIENT GREECE

10. Dionysus says princess is at
Delphi. Mad god is robot.

13. Medusa attacks
PCs in temple.

12. Ship flies to Delphi, where
Princess is captive in temple.

14. In cave behind temple, Halaal rescues
princess. Oracle enables PCs to create Map of Halaal.

V END.
Y




CHARACTER ROSTER — ADVENTURE ONE

Scene 8

O O Critical
Heavy
Medium
Light
Scratch

Arab with Knife

oooao
oooo

O O Critical
Heavy
Medium
Light
Scratch

ooaao
aoooao

European (The Sandman)
with .45 automatic pistol

Scenes 16-19

O O Critical
O O Heavy
O O Medium
O O Light
O O Scratch

O O Critical

O O Heavy

O O Medium

O O Light

O O Scratch
Sandman

with .32 automatic pistol

Scene 22

O O Critical
O O Heavy
O O Medium
O O Light
O O Scratch
Arab #1

with rifle

O
O
O Light
O Scratch

Arab #2
with rifle

Scene 22

O O Critical
O O Heavy
O O Medium
O O Light

O O Scratch

Arab #3
with rifle

Scene 22

O O Critical
O O Heavy
O O Medium
O O Light
O O Scratch

Arab #4
with rifle

Scene 24

O O Critical
Heavy
Medium
Light
Scratch

Arab on Horse

oooa
oooao

Scene 26

O O Critical
Heavy
Medium
Light

O O Scratch

Sandman (in jeep)

ooao
aoono

Scene 26

O O Critical
Heavy
Medium
Light

O O Scratch

Gestapo agent
(Driver)

ooo
ooo

Scene 22

O O Critical
Heavy
Medium
Light
Scratch

oooo
oooao

Gestapo agent
with .50-caliber machine gun

PLAYER CHARACTERS

O Critical
Heavy
Medium
Light
Scratch

PC-1

oooon

O
O
O
]

Critical
Heavy
Medium
Light
Scratch

PC-2

ooooo
ooooo

Critical
Heavy
Medium
Light
Scratch

PC-3

ooooo
Oooooo



CHARACTER ROSTER — ADVENTURE TWO

Scene 4 Scene 7 . Scene 7 Scene 14
O O Critical O O Critical O O Critical O O Critical
0O O Heavy O O Heavy O O Heavy O O Heavy
O O Medium O O Medium O O Medium O O Medium
O O Light O O Light O O Light O O Light
O O Scratch O O Scratch O O Scratch O O Scratch
Jester Shadow Child #3 Shadow Child #9 Blind Man #1
Scenes 6a and 6b Scene 7 Scene 9 Scene 14
O O Critical O O Critical O O Critical O O Critical
O O Heavy O O Heavy O O Heavy O O Heavy
O O Medium O O Medium O O Medium O O Medium
O O Light O O Light O O Light O O Light
O O Scratch O O Scratch O O Scratch O O Scratch
Giant with sword Shadow Child #4 Rider #1 (Touch) Blind Man #2
—— with tire chain _—
Scenes 6a and 6b Scene 7 Scene 9 Scene 14
O O Critical O O Critical O O Critical O O Critical
O O Heavy O O Heavy O O Heavy O O Heavy
O O Medium O O Medium O O Medium O O Medium
O O Light O O Light O O Light O O Light
O O Scratch O O Scratch O O Scratch O O Scratch
Giant with axe Shadow Child #5 Rider #2 (Hearing) Blind Man #3
—_— with tire chain
Scenes 6a and 6b Scene 7 Scene 9 Scene 14
O O Critical O O Critical O O Critical O O Critical
O O Heavy O O Heavy O O Heavy O O Heavy
O O Medium O O Medium O O Medium O O Medium
O O Light O O Light O O Light O O Light
O O Scratch O O Scratch O O Scratch O O Scratch
Giant with torch Shadow Child #6 Rider #3 (Smell) Blind Man #4
—_— P with tire chain e
Scene 7 Scene 7 Scene 9 Scene 14
O O Critical O O Critical O O Critical O O Critical
0O O Heavy O O Heavy O O Heavy O O Heavy
O O Medium O O Medium O O Medium O O Medium
O O Light O O Light O O Light O O Light
O O Scratch O O Scratch O O Scratch O O Scratch
Shadow Child #1 Shadow Child #7 Rider #4 (Taste) Blind Man #5
_— S — with tire chain
Scene 7 Scene 7 Scene 12 Scene 15
O O Critical O O Critical O O Critical O O Critical
O O Heavy 0O O Heavy O O Heavy O O Heavy
O O Medium O O Medium O O Medium O O Medium
O O Light O O Light O O Light O O Light
O O Scratch O O Scratch O O Scratch O O Scratch
Shadow Child #2 Shadow Child #8 Shadow The Sandman
with automatic rifle
PLAYER CHARACTERS
O 0O Critical O 0O Critical O 0O Critical
O 0O Heavy O O Heavy O O Heavy
O O Medium O O Medium O O Medium
O 0O Light O O Light O 0O Light
O 0O Scratch O 0O Scratch O 0O Scratch
PC-1 PC-2 PC-3



CHARACTER ROSTER — ADVENTURE THREE

Scene 1 Scene 1 Scene 8 Scene 9C Scene 9F Scene 91
O O Critical O O Critical O O Critical O O Critical O O Critical O O Critical
0O O Heavy 0O O Heavy O O Heavy 0O O Heavy O O Heavy O O Heavy
0O O Medium O O Medium O O Medium 0O O Medium 0O O Medium O O Medium
0O O Light O O Light 0O O Light 0O O Light 0O O Light O O Light
0O O Scratch O O Scratch O O Scratch O O Scratch 0O O Scratch O O Scratch
Bonnie Parker Policeman #6 Pirate #2 Big Sister German Soldier #4 Hypnotist
Scene 1 Scene 2 Scene 8 Scene 9D Scene 9F Scene 12
O O Critical O O Critical O O Critical O O Critical O O Critical O O Critical
0O O Heavy 0O O Heavy 0O O Heavy 0O O Heavy 0O O Heavy O O Heavy
0O O Medium O O Medium 0O O Medium 0O O Medium O O Medium 0O O Medium
0O O Light O O Light 0O O Light O O Light O O Light 0O O Light
0O O Scratch 0O O Scratch O O Scratch O O Scratch O O Scratch O O Scratch
Clyde Burrow Policeman #1 Pirate #3 Fox Tank Machine Gunner Tony the Hook
Scene 1 Scene 2 Scene 8 Scene 9D Scene 9G Scene 12
O O Critical O O Critical O O Critical O O Critical O O Critical O O Critical
0O O Heavy 0O O Heavy O O Heavy 0O O Heavy 0O O Heavy O O Heavy
0O O Medium 0O O Medium 0O O Medium 0O O Medium O O Medium O O Medium
O O Light 0O O Light O O Light 0O O Light 0O O Light O O Light
0O O Scratch O O Scratch 0O O Scratch 0O O Scratch O O Scratch O O Scratch
C.J. Moss Policeman #2 Pirate #4 Cat Judge Roy Bean Thug #1
Scene 1 Scene 6 Scene 8 Scene 9D Scene 9G Scene 12
O O Critical 0O O Critical 0O O Critical 0O O Critical O O Critical O O Critical
0O O Heavy 0O O Heavy 0O O Heavy O O Heavy O O Heavy O O Heavy
0O O Medium O O Medium O O Medium O O Medium O O Medium 0O O Medium
O O Light O O Light 0O O Light 0O O Light 0O O Light 0O O Light
0O O Scratch O O Scratch O O Scratch 0O O Scratch O O Scratch O O Scratch
Policeman #1 Thug #1 Pirate #5 Puppet Master Croney #1 Thug #2
Scene 1 Scene 6 Scene 8 Scene 9E Scene 9G Scene 12
0O O Critical O O Critical O O Critical O O Critical O O Critical O O Critical
O O Heavy O O Heavy O O Heavy O O Heavy O O Heavy 0O O Heavy
0O O Medium O O Medium O O Medium O O Medium O O Medium O O Medium
O O Light O O Light 0O O Light 0O O Light 0O O Light O O Light
0O O Scratch O O Scratch O O Scratch O O Scratch O O Scratch O O Scratch
Policeman #2 Thug #2 Pirate #6 Tony Croney #2 Thug #3
Scene 1 Scene 6 Scene 8 Scene 9F Scene 9G Scene 12
O O Critical O O Critical O O Critical 0O O Critical 0O O Critical O O Critical
0O O Heavy O O Heavy O O Heavy 0O O Heavy 0O O Heavy O O Heavy
O O Medium O O Medium O O Medium 0O O Medium 0O O Medium 0O O Medium
O O Light O O Light O O Light 0O O Light 0O O Light 0O O Light
0O O Scratch O O Scratch 0O O Scratch O O Scratch 0O O Scratch O O Scratch
Policeman #3 Thug #3 Pirate #7 German Soldier #1 Croney #3 Thug #4
Scene 1 Scene 6 Scene 8 Scene 9F Scene 9G Scene 12
O O Critical O O Critical O O Critical O O Critical O O Critical O O Critical
0O O Heavy 0O O Heavy O O Heavy O O Heavy 0O O Heavy 0O O Heavy
O O Medium O O Medium O O Medium O O Medium 0O O Medium O O Medium
O O Light O O Light O O Light O O Light 0O O Light 0O O Light
0O O Scratch 0O O Scratch O O Scratch 0O O Scratch 0O O Scratch O O Scratch
Policeman #4 Thug #4 Pirate #8 German Soldier #2 The Drinking Bear Thug #5
Scene 1 Scene 8 Scene 8 Scene 9F Scene 9H Scene 12
O O Critical O O Critical O O Critical O O Critical 0O O Critical 0O O Critical
O O Heavy 0O O Heavy 0O O Heavy O O Heavy O O Heavy O O Heavy
O O Medium 0O O Medium O O Medium O O Medium 0O O Medium 0O O Medium
O O Light 0O O Light 0O O Light O O Light 0O O Light O O Light
O O Scratch 0O O Scratch O O Scratch O O Scratch 0O O Scratch O O Scratch
Policeman #5 Pirate #1 Captain Hook German Soldier #3 Greed Monster Thug #6
PLAYER CHARACTERS
O 0O Critical O 0O Critical O 0O Critical
O 0O Heavy O O Heavy O O Heavy
O O Medium O O Medium O O Medium
O 0O Light O 0O Light O 0O Light
O 0O Scratch O 0O Scratch O 0O Scratch

PC-1 PC-2 PC-3



CHARACTER ROSTER — ADVENTURE FOUR

Scene 1 Scene 4 Scene 4

O O Critical O O Critical O O Critical

O O Heavy 0O O Heavy 0O O Heavy

O O Medium O O Medium O O Medium

O O Light O O Light O O Light

O O Scratch O O Scratch O O Scratch

Christian #1 Thief Guard #2 Thief #5

with sword with sword with sword

Scene 1 Scene 4 Scene 4

O O Critical O O Critical O O Critical

O O Heavy O O Heavy O O Heavy

O O Medium O O Medium 0O O Medium

O O Light O O Light O O Light

O O Scratch O O Scratch O O Scratch

Christian #2 Thief Guard #3 Thief #6

with sword with sword with sword

Scene 1 Scene 4 Scene 6

O O Critical O O Critical OO 00O O Critical

O O Heavy O O Heavy OO 00 O Heavy

O O Medium O O Medium O0000 Medium

0O O Light O O Light O OO0 O Light

O O Scratch O O Scratch O 0O O 0O O Scratch

Christian #3 Thief Guard #4 Argos (Monster)

with sword with sword S ———

Scene 1 Scene 4 Scene 6

O O Critical O O Critical O O Critical

O O Heavy O O Heavy O O Heavy

O O Medium O O Medium O O Medium

O O Light O O Light O O Light

O O Scratch O O Scratch O O Scratch

Christian #4 Thief #1 Halaal

with sword with sword with carpet and sword

Scene 1 Scene 4 Scene 10

O O Critical O O Critical O O Critical

0O O Heavy 0O O Heavy O O Heavy

O O Medium O O Medium O O Medium

O O Light O O Light O O Light

O O Scratch O O Scratch O O Scratch

Christian #5 Thief #2 Robot Dionysus

with sword with sword —_—

Scene 1 Scene 4 Scene 13

O O Critical O O Critical O O Critical

O O Heavy O O Heavy O O Heavy

O O Medium O O Medium O O Medium

O O Light O O Light 0O O Light

O O Scratch O O Scratch O O Scratch

Christian #6 Thief #3 Medusa

with sword with sword

Scene 4 Scene 4 Scene 14

O O Critical O O Critical O O Critical

0O O Heavy O O Heavy O O Heavy

O O Medium O O Medium O O Medium

O O Light O O Light O O Light

O O Scratch O O Scratch O O Scratch

Thief Guard #1 Thief #4 The Sandman

with sword with sword

PLAYER CHARACTERS

O 0O Ciritical O 0O Critical O 0O Critical

O O Heavy O 0O Heavy O 0O Heavy

O 0O Medium O O Medium O O Medium

O 0O Light O 0O Light O 0O Light

O 0O Scratch O 0O Scratch O 0O Scratch
PC-1 PC-2 PC-3
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