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IIIIntroductionntroductionntroductionntroduction    
 

Six Packed is a fast-paced adventure for The Esoterrorists, where the players are short on 
time before a major supernatural attack: monsters of unremitting horror attempting to 
derail the Northern Ireland peace process. 

Characters should have a plausible reason to be in London, and one of them at least 
should be a UK law enforcement officer. The scenario can easily be expanded to fill one or 
two further sessions, by reducing the pace in the initial scenes and middle scenes and 
using optional scenes provided. This adventure makes little use of Academic skills, is 
heavy on Interpersonal ones and light on technical ones. Be generous when giving out 
clues; if a suggested ability is plausible, go for it. 

The next section gives a brief summary of the events which pre-date the beginning of the 
scenario, and what the plans of the esoterrorists are. The likely scenes the player will play 
and their interrelation are also presented in a graphical format with a very brief 
description of each of them. 

The following sections will present one scene at a time, by providing a brief description of 
its context and purpose, a description of all the characters the players can interact with, 
the core clues which are available and the optional clues which can be gathered by 
spending investigative points. 

BBBBackstoryackstoryackstoryackstory    

)HP?MNCA;NCP? 4LCAA?L 
A brutal mass-murder in a London slaughterhouse has the hallmarks of an Esoterrorist 
ritual. An OV team, partly consisting of local law enforcement and partly under cover 
agents is dispatched to investigate. 

3CHCMN?L #IHMJCL;=S 
George Bingham and Fred Seymore are members of the Ulster Loyalist Defense Force 
(ULDF), a loyalist terrorist splinter group in Northern Ireland. 

The recent peace process taking place in Northern Ireland, where a shared Catholic and 
Protestant government is being installed, is the nemesis of what George has always fought 
for. He is determined not to let it happen, by every means at his disposal. When their 
original group signed up to the peace accord, he signed up with the ULDF. 

Fred has been his friend and accomplice since the day they were kids roaming the streets 
in Belfast. Their relationship has always been skewed towards a dominance of George 
over Fred, at least until 12 months ago. 

One of the last efforts to break up the peace talks performed by the still united ULDF 
movement has been the killing of a seventeen years old boy, son of a renowned IRA 
leader, Jeremy O'Leary.  

Fred and George were chosen to carry out the murder. Jeremy went every Wednesday to 
football training by bike; the plan was to drive him down at fast speed. Fred, when seeing 
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