
The Adventure
Complex 41 sends the characters through an electronic
nightmare.  Conceived  as  an  entertainment  device,  this
Virtual Reality will spin completely out of control and have
the characters run for their  very lives.  Not only do they
have to survive, but also find an exit amidst the madness.

The Complex
Protected deep in the Rocky Mountains lies Complex 41.
True-immersive  neuro-adapters,  UltraHighDef  Optics
Chips, storage devices the size of a stamp holding an Exa-
Byte  of  data  -  all  big  inventions  shaping  the  HighTech
world are conceived here. If you get invited to Complex 41
you have a bright future ahead of you - unless you are part
of the testers control group.

The Protagonists
The characters are everyday citizens. They won first prize
in a lottery: the privilege of testing a brand-new invention in
the entertainment sector. Upon arriving in Complex 41 they
are quickly ushered into a secluded laboratory ("No tours,
sorry. Company secrets, you understand."). In the lab they
have to lay down in man-sized capsules lined with foam
material. Cables are attached to their bodies with adhesive
pads.  The capsules  get  closed,  gas  floods  their  interior
and the journey starts...

A Trip into Wonderland
Specially  modulated signals  overlay the tester's  sensory
perception. They find themselves in an extensive complex
with hospital-white walls and numerous unlabelled doors.
The characters are wearing white nondescript clothing and
have no equipment on them. Behind the doors they find
either more corridors or scattered rooms.
The corridors are patrolled by drones which regularly show
up and harass the characters (1  drone per character,  1
patrol every 30 minutes). The characters may try to sneak
by  them,  but  the  drones  are  always  considered  active
(page 26 SW:DX).

The Exit
The exit out of this simulation's madness is unclear. Maybe
it  is  enough to survive a given amount of  time until  the
researchers  notice  something  is  wrong  and  hit  the
EMERGENCY-STOP  button.  Or  maybe  this  deadly
gauntlet is their full intent and the characters have to visit
(and hopefully survive) all of the rooms.

The Ghost in the Machine
Another possible encounter is the Ghost in the Machine.
This echo of a previous test-participant stayed behind after
his  death  in  the  system.  Are  they  helpful?  Are  they
aggressive, but in possession of critical leads? Or are they
simply insane?

Death in the System
What  happens  if  all  of  the  characters  are  either
unconscious or dead, if they get their brains fried by lethal
biofeedback or wake up in their capsules covered in cold
sweat with weeks worth of nightmares - that is totally up to
the GM and can be the base for a new adventure.

Ghost in the Machine
Attributes: Agility d6, Smarts d4, Spirit d6,

Strength d6, Vigor d4
Skills: Notice d6, Fighting d4, Intimidation d6,

Persuasion d6
Pace: 6, Parry: 4, Toughness: 4
Special Abilities:

• Ghost in the Machine: this tortured soul is stuck
in the system; if the ghost is killed they return after
2d10 minutes

Drone
Attributes: Agility d8, Smarts d4 (A), Spirit d6,

Strength d4, Vigor d4
Skills: Notice d6, Fighting d6, Shooting d6
Pace: -, Parry: 5, Toughness: 6 (2)
Equipment: Scalpel  (Str+d4),  Stun  Rounds
(Range 12/24/48,  RoF1,  Damage 2d6,  Knockout  Poison
(Page 89 SW:DX), 1 action to reload)
Special Abilities:

• Construct: adds  +2  to  attempt  to  recover  from
being Shaken

• Armour  +2: the  drones  are  made  from  hard
metals and are very sturdy

• Flight: Drones hover and have a Flying Pace of 6"
and Climb 0

Rooms
When the characters  enter  a  new room, the door  locks
behind them. The only way forward is through the room to
the exit door on the opposite side. Choose a room, or roll a
d6 and consult the table.

Result Room
1 Room 1 (Recreation Room)
2 Room 2 (Indoor Climbing)
3 Room 3 (Swimming Pool)
4 Room 4 (Shooting Gallery)
5 Room 5 (Sleeping Quarters)
6 Room 6 (Laboratory)

Note: The  Lockpicking skill  could shorten this adventure
drastically. This being a virtual reality the GM may simply
rule that exit doors (if they are easily reachable) of rooms
cannot be opened with a simple Lockpicking roll.
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Room 1 - Recreation Room
Description: This room is a fully equipped lounge. Comfy
couches, table soccer, vending machine filled with snacks
and of course a coffee machine.
Obstacle: The  room  is  getting  filled  with  low  radiation
(Page 89 SW:DX). If the characters stay for an extended
period of time they will feel the symptoms.
Lootable items: Water, food, cutlery, improvised weapons
(Page 73 SW:DX)

Room 2 - Indoor Climbing
Description: This room is parted by a moat which seems
to be filled with water. The moat is about 7 feet deep and
too wide to jump across.  The walls  are lined with small
supports  for  indoor  climbing.  Next  to  the  door  on  the
opposite side of the moat is a pedestal with a green button
on top of it.
Obstacle: The moat is filled with an odourless acid. The
climbing supports are only loosely mounted. Any character
trying to climb across the wall over the moat suffers -2 to
their  climbing  rolls.  The  acid  inflicts  3d4  damage  on
contact  and  another  2d4 damage on the  following turn.
Pushing the green button flushes the acid and clears the
moat so it can safely be traversed.
Lootable  items: Acid  (requires  a  previously  looted
container; the acid only acts on organic material)

Room 3 - Swimming Pool
Description: This room houses a swimming pool. Cords
with floating plastic balls mark the lines. On a wall is a long
pole with cord attached to it for rescuing somebody who is
drowning,  and  a  lifesaver.  Located  in  an  alcove  are
showers  and  towels.  The  lifeguard  area  holds  assorted
pool utensils.
Obstacle: The  exit  door  is  locked.  The  green  key  is
located at the bottom of the pool. As soon as somebody
steps into the pool hidden compartments open and release
big  eels  into  the  pool  (1  per  character).  They  are  very
territorial  and  attack  anyone  in  the  pool.  The  eels  are
physically weak, but they shock their prey.
Lootable  items:  Pole  with  cord  attached,  lifesaver,
towels, pool utensils

Eel
Attributes: Agility d8, Smarts d4 (A), Spirit d4,

Strength d4, Vigor d4
Skills: Notice d6, Fighting d4, Swimming d8
Pace: -, Parry: 4, Toughness: 4
Special Abilities:

• Aquatic: Pace is 8” while swimming
• Eel Shock:  works like the Stun power (page 116

SW:DX),  burst  template  centered  on  the  eel;
shocked characters have to succeed on a Vigor or
Swimming  roll  or  suffer  one  level  of  drowning
Fatigue; eels are immune

Room 4 - Shooting Gallery
Description: In this room there is a fun fair wild west style
shooting  gallery.  Prizes  are  presented  in  something
resembling a vendor machine for snacks. Besides plastic
roses, plush animals, and stickers, there is a big green key
to the locked exit door. If a character picks up one of the
gas-powered rifles the shooting gallery activates. Targets
begin to move and bow wielding puppets (1 per character)
open fire on the characters!
Obstacle: Beating the shooting gallery is a dramatic task
(page 84 SW:DX).  The main shooter tries to hit  moving
targets for  points,  while  the other  characters may either
support his roll (also trying to hit targets), or shoot at the
puppets  to  prevent  them  from  firing  their  bows  at  the
characters. A hit puppet will not fire their bow for 1 turn.
The puppets have a Toughness of 5, a Shooting skill of d6
and their arrows do 2d4 damage.
Lootable  items: small  arrows,  shooting  gallery  prizes,
3 gas-powered  rifles  which  lose  pressure  quickly  after
getting detached from the shooting gallery (Range 6/12/24,
Damage 2d4, RoF 1, Shots 5)

Room 5 - Sleeping
Quarters

Description: The light in this room is dimmed, it is  dark
(Page 67 SW:DX). Beds are arranged alongside the walls.
A note on the entry door says "Keep quiet, please!" The
exit door is not locked.
Obstacle: A  laser  from  a  hidden  compartment  in  the
ceiling opens fire on every character who is not sneaking
through  the  room.  The  laser  has  a  Toughness  of  10,
a Shooting skill  of  d6,  does  2d6  damage and  does not
suffer from the dark.
Lootable items: bedding

Room 6 - Laboratory
Description: Work-tables,  desks,  computer-terminals,
cabinets full of chemicals, spare parts - it's impossible to
say  what  exactly  is  being researched and/or  developed
here. The entire laboratory is fully automated, the robots
are either stationary, or move around on caterpillar tracks.
Obstacle: To  move  around  the  laboratory  requires  an
Agility roll (-2), the robots don't care for any living thing in
their  way.  A failure  leads  to  a  level  of  Fatigue  through
bumps and bruises (Page 86 SW:DX). To grab something
from a table or cabinet requires an additional Agility roll
(a failure here has no consequences, the character simply
failed  to  grab  an  item  before  having  to  move  out  of  a
robot's way).
Lootable items: improvised weapons (Page 73 SW:DX),
assorted materials and chemicals, spare parts
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