
FUTURE/PERFECT PART 3
DUXBURY, PENNSYLVANIA
By Dennis Detwiller

Welcome to Duxbury , 
Pennsylvania, Hunt Electr onics 
Territory
The Ultimate Company T own
Duxbury, Pennsylvania. For 35 years, it has been 

shrouded in secrets.

Since 1971, Hunt Electronics has owned the town. 

In a manner not unlike HE's founder, the deceased 

Arthur Hunt, CEO William Lassiter bought the 

town, piece by piece; and he paid enough money so 

the locals are more than happy with the deal. 

Like Hellbend, California, the town was brought 

into the company fold, and now that it is there; safe 

and warm, it will never be the same again. People 

are happy, the schools are good; the company takes 

care of  them. There is no crime. 

But in the last ten years accidents have plagued the 

plant. Twelve people have died, tens of  millions of  

dollars have been invested, and thousands of  man-

hours put into the task at hand. But there's just one 

problem — no one outside the plant knows what 

they're doing at there, exactly.

The task at hand is clear only to those on the inside, 

and they’re not talking.

They don't build things, because shipments never 

come out. They just go in. It's not a data center or a 

think-tank, because communication to the outside 

world is restricted. It's not some sort of  treatment 

plant, because it's just a series of  plain looking build-

ings scattered across one of  the most secure com-
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pany sites on the planet.

Only William Lassiter seems to know, exactly, what 

it's all for. 

But HE reports record profits year after year, and 

behind closed doors at the privately held corpora-

tion the select group of  management plan their next 

steps. For the last four years, the rumor is this — 

William Lassiter has informed the workers to expect 

great things from the Duxbury Project. 

Arthur Hunt's dream to 'change the face of  the 

Earth' seems to be alive and well with the company 

elite. 

Connecting Part 1 or Part 2 to 
Part 3
A Web of Lies
At some point, it is likely they Agents will look into 

the current state of  Hunt Electronics. Although HE 

has corporate offices in many locations, Duxbury, 

Pennsylvania will quickly become the focus of  any 

diligent Agents – it is the focus of  HE’s “project”. 

This project has been the subject of  numerous arti-

cles, news reports and stories for the past 10 years, 

but so far, no one outside the company has any idea 

precisely what’s going on in Duxbury. What is 

known is this – it’s expensive and Lassiter is certain 

of  its success. 

If  the Agents are left without leads after parts 1 or 

2, A-Cell can easily get them involved. Post Hell-

bend, something as plain as an indication from A-

Cell that the machine which leveled the Hunt Elec-

trodynamics plant in 1952, might be currently un-

der construction at Duxbury Pennsylvania right 

now, should be enough. 

Alternatively, following the Chester investigation 

Agents who have poked into the back-history of  

Arthur Hunt might see analogs between William 

Lassiter (the current CEO of  HE) and Hunt him-

self. The Duxbury project’s subject is secret, but its 

existence is not, and Lassiter’s obsession with the 

subject has been third-string public news for some 

time. In that way Duxbury bears a remarkable re-

semblance to Hellbend, California, prior to the dis-

astrous explosion of  1952.  

Alternatively, beginning Part 3 with the bust of  HE 

employee Jonathan Emery at LaGuardia Airport by 

TSA officials for the concealment of  200 pounds of 

unrefined gold remains a startling and clever way to 

bring the Agents in to Part 3. 
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Starting with Part 3

The thir d (and possibly most compelling option) 
involves beginning  the entir e Campaign with the 
bust of HE employee Jonathan Emery at La -
Guardia Airport. The r evelation of a low-level 
clerk at HE transporting 200 pounds of gold to 
Switzerland, hidden in engineering equipment 
while on company business can open up Duxbury 
as a clear method of entry .

Unfortunately , this also can launch an alphabet 
soup of Federal agencies right to the heart of the 
Duxbury Plant, as well as the inhuman secr ets 
that lie within it. Containing such a mess will be 
no mean feat. Making certain such a mess goes 
unnoticed by the darker elements of the Federal 
gover nment will be a miracle.    

If you begin with Part 3 set the Jonathan Emery 
bust in the pr esent Ð something that occurs just a 
day befor e the players become involved. 

The Skinny

For the past twenty years, the Duxbury Plant has 
been home to a hyper geometic gate r econ -
structed fr om the Serpent Man Arthur HuntÕ s alien 
notes. It is identical in function to the Hellbend 
gate, but unlike that gate, is stable. It is now in 
common use by an elite cadr e of personnel hand-
picked to establish an outpost in the distant past; 
the one ÒsafeÓ location discover ed in twenty 
years of experimentation. 

The CEO of Hunt Electr onics William Lassiter has 
become obsessed with the gate and HuntÕ s his -
tory . He is convinced some earthly catastr ophe is 
coming, and that the gate and the outpost the 
company has set up in the past is humanityÕ s only  
hope. The gate has also been the key to his Þnan -
cial success – thr ough the gate, tons of unr eÞned 
ores (gold, platinum, silver) have been r etur ned to  
the pr esent day . This curr ency has been secr etly 
moved to of fshor e banks, and covertly r eported 
as legitimate pr oÞts. Being a privately held com -
pany, few questions have been asked. 

Lassiter is CER TAIN other beings like Hunt exist 
in the world – they may even be in contr ol of the 
gover nment – and will take no chances. He is 
willing to do anything  to maintain the integrity of 
the gate, and has sanctioned blackmail, mur der 
and cover -ups to pr otect the companyÕ s secr et.  

Lassiter is a zealot, who has seen much in his life 
to convince him that what is commonly thought of  
as ridiculous (spirits, aliens, time travel) is not 
only r eal, it is practical and exploitable. 

Any day now , he is certain, cr eatur es like Hunt will  
retur n, and using their advanced technology , sub -
jugate and enslave humanity . With the hundr eds 
of hours of video of alien cr eatur es fr om the past, 
as well as hundr eds of biological samples, Lassi -
ter is certain ther e is mor e in heaven and earth 
than anyone knows for certain, and is pr epared to  
give his own life to pr otect the secr et of the gate.
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Running Part 3

Part 3 of Futur e/Perfect represents a very  open scenario, as such itÕ s written and handled dif ferently than 
the pr evious two chapters. Instead of detailing particular occurr ences it details the characters, locations 
and activities of those involved in the Duxbury conspiracy , and tries to addr ess points of entry that Agents 
might take. 

Listed below ar e the common pr oblems possible in an open-ended scenario, along with several suggestions  
on how to handle them in case they come up. 

Slowdown

Sometimes a scenario seems to slow down to a crawl Ñ with no leads, action or engaging thr eads for the 
Agents to pursue. Ther e are several ideas that can kick-start a slowing scenario:

1. Death: An accident claims the life of Duxbury personnel, opening a new avenue of investigation. 
There is unusual legal Þnagling about surrender of the manÕs body, which is eventually handed over 
to the coroner. The body is crushed to the point wher e every bone in his body is pulverized, and his 
skin is split by pr essure. The cause of death is listed as ÒWater Pressure Die CutterÓ accident; but 
sea water are found in the manÕs lungs.  

2. Hit: An Agent is targeted for execution by anonymous ÒmechanicsÓ hired by Jim Avary through un-
traceable means. These killers are effective, skilled and coor dinated. Only the quick or the lucky 
survive. 

Dead End 

Sometimes Agents ar e too efÞcacious and exhaust nearly every obvious lead far too fast. As such, unleash -
ing one of the following on them should r enew the mystery .  

1. Quake: The local area is rocked by an anomalous 3.2 earthquake. Local scientists ar e bafßed, but 
dogged research reveals the epicenter of the quake to be exactly 150 meters below the Duxbury 
plant Building B.

2. Disease: People begin getting sick. This mysterious ÒfeverÓ pops up in town and quickly claims the 
lives of 10 children. The CDC is immediately brought in to study the case after a plant-like substance  
is found in the bloodstr eam of two of the childr en. The only common denominator in the case seems 
to be the Duxbury plant.

Peak Too Soon  

Agents might be clever enough to rapidly or ganize a raid on the Duxbury plant. It is important to note than 
for the last twenty-years William Lassiter Ñ the CEO Ñ has been expecting such an occurr ence. The plant 
will not simply r oll-over to local police or even Federal authorities. As far as every employee at the Duxbury 
plant is concer ned; everyone on the outside might be the pawns of the ÒothersÓ; the Serpent People they 
know haunt the moder n world. 

Contingencies ar e in place to lock-down the facility into a veritable fortr ess, a location unlike any raided by 
Federal authorities befor e. They cannot hold out for ever, but can tur n what would normally be an af fair that 
might last a day or two into a month-long standof f riding the headlines of CNN Ñ something no DG Agent 
wants. 

Revelation

This odd outcome is possible, but rar e. A meeting with CEO William Lassiter wher e Delta Gr eenÕs car ds ar e 
laid on the table might gain his trust, or even his eager cooperation, depending on cir cumstances. In truth, 
Lassiter is building his own Delta Gr een Ñ an or ganization to save humanity fr om super natural thr eats, 
while hiding the truth fr om the world at lar ge. 

If LassiterÕs trust is gained, an exchange of intelligence Òas a show of trustÓ will be initiated. Lassiter will be 
forthcoming with everything but the gate Ñ his ace in the hole. 

If the Agents do manage to r ecruit Lassiter as a ÒfriendlyÓ, this is a major victory , and the focus of the sce -
nario should be switched to Òdamage contr olÓ Ñ covering up the oddities of the HE Duxbury plant, including  
the arr est of Jonathan Emery and the 200-lbs of gold at LaGuar dia airport. 

It wonÕt take much for MAJESTIC to begin sticking its nose in, and once they sense a thr eat, it will take eve -
rything the Agents have to keep them fr om consuming the secr ets of Duxbury . 
 



The Bust
Jonathan Emery , Fall Guy
On a gray Monday morning a young 22-year-old 

employee of  Hunt Electronics, Jonathan Emery was  

detained and questioned by TSA officials at La-

Guardia Airport in New York City.  He was pulled 

aside in a random search, and quickly drew the 

suspicion of  his interrogators with his evasive an-

swers and nervousness.

During his questioning, the nearly 750-pounds of  

engineering equipment he was shipping to Switzer-

land was searched. The equipment was supposedly 

specialty “testing devices” for a subcontractor in 

Berne. A quick check on this story proved it was 

false – there was no subcontractor in Berne, and 

arrangements had been made by Emery for a car to 

pick him up at the airport. 

Found within each device were hidden compart-

ments filled with roughly melted gold ingots, total-

ing nearly 200 lbs., with a rough value of  over 1 

million dollars. This stunning revelation opened a 

veritable landslide of  questions. Emery had very 

few answers. 

Emery was not charged, but was held by Federal 

Authorities. Emery immediately promised total co-

operation. Emery claims (and his story has proven 

true) that he has made a similar trip twice a year for 

the last two years. 

Emery is employed at the HE New York offices, and 

though he knows about Duxbury, he has next to no 

insight as to what might be going on there. He 

DOES know the equipment came from Duxbury, 

and that the bonus he received each time he made a 

trip was exorbitant; to the point where he felt un-

comfortable accepting it. Each time he travelled to 

Switzerland, he received a cash pay-out of  $5,000. 

Still, money is hard to ignore. 

Emery did his best to overlook the warning signs. By 

his third trip he was fairly certain he was doing 

something illegal. The main give away besides the 

pay-out were the rules — don’t open the case for 

any reason, always check the luggage as “specialty 

equipment”, never let the luggage out of  your sight 

once on the ground, and the final rule — bring the 

luggage by specialty van to Credit Suisse Bank in 

Berne. 

Once at Credit Suisse, the luggage was taken away 

by attendants (overlooked the whole time by white 

gloved men with sidearms). Emery was given his 

cash, and sent on his way. Often Emery would 

spend days in Berne, and even travelled much of  

Europe two trips before. 

Emery knows he is in deep trouble, but so far, has 

no idea what he was moving. His guesses — money 

or drugs — are not too far off, but still, to experi-

enced investigators it’s obvious he has no idea 

what’s going on. 

Emery is simply the messenger — the man with the 

key into the heart of  HE’s greatest secret; Duxbury, 

Pennsylvania...
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Duxbury , Pennsylvania Facts

Area 37.62  Miles

Population 9,248 (2000 Census)

Founded 1810

Industry Engineering/

Research (Hunt 

Electronics)

Temperatur e High: 98 F (36.6 C), 

Low: -10 F (-23.3 C)



William Lassiter CEO of Hunt 
Electr onics
Clever and Beguiling 
William Lassiter is a quiet legend — a man about 

whom many stories, exposés and speculative docu-

mentaries have been made. 

Born in 1947 in Ann Arbor Michigan, he was an 

excellent student who excelled at all things mathe-

matical. He never married. 

Lassiter began in business as a hand-picked protégé 

of  Thompson MacAfee — the man who succeeded 

Arthur Hunt as leader of  the company after Hunt’s 

untimely death in 1952. After a chance meeting 

following a speech, MacAfee brought Lassiter into 

the company straight from the University of  Penn-

sylvania at the tender age of  20. 

It was clear to all that Lassiter was the heir appar-

ent, even from his earliest days at the company, 

when he was put in charge of  “Special Projects”. 

Lassiter made some prescient predictions about the 

direction of  consumer electronics, and more and 

more was given control of  Hunt Electronics’ most 

important divisions.

By the time he was 30 in 1977, Lassiter ran the 

company for MacAfee, who had long since “retired” 

to a desk job in New York. This transfer of  power 

was made official on October 28, 1977; when Lassi-

ter became CEO for Hunt Electronics and Thomp-

son MacAfee retired. 

Lassiter took the company in new directions imme-

diately. Huge amounts of  HE resources were di-

verted from defense contracts to component produc-

tion in the burgeoning home computer business; 

which, at the time, was in its infancy.

Over the next 30 years, Lassiter maneuvered his 

company completely unscathed through the volatile 

electronics sector, banking record profits, securing 

new and lucrative contracts and doing business the 

only way HE is known to — behind closed doors.

Lassiter is known as a strange, distant individual — 

eccentric, but not stupid, who is both feared and 

admired in the business world. He makes his home 

at Duxbury, in a large estate on a hill overlooking 

the plant!— which he has stayed in less and less as 

the years have gone on. 

Setting up a meeting with Lassiter without any legal 

pretense is an absolute impossibility. His social cal-

endar is necessarily packed, his business calendar, 

doubly so. Without a warrant, or some legal angle 

into HE, Lassiter is beyond approach. With evidence 

of  wrongdoing on the part of  a Hunt Employee, a 

warrant, or any “legal” angle, Lassiter will be forth-

coming — even polite. 

Agents will be brought in to lavish offices in Dux-

bury (outside the plant in town) where they will be 

subjected to every courtesy and kindness, and then 

escorted into a vast boardroom.

In the boardroom, they will meet William Lassiter, a 

small, quiet man whose intelligence is stamped upon 

his wide, wise face. 

Lassiter will be disarming and kind, working his way 

into the kindnesses of  even the most grave Agents. 

He has not maintained his position for 30 years 

through his lack of  social acumen. 

If  the Agents at any time threaten Lassiter, they will 

see the other reason he has maintained such power. 

Lassiter will make plain that any legal move to im-

plicate HE in wrongdoing will be met by a team of  

lawyers suing each Agent individually for slander, 

libel and worse crimes, as well as suing every state 

and federal division involved in such an investiga-

tion. 

He will state this in the manner of  a man stating 

that the Earth moves around the Sun: it is a fact. 

However, those Agents hoping to pin such crimes on 

a HE employee operating outside the auspices of  

HE direction will find Lassiter once again coopera-

tive and kind. 

Lassiter will produce all manner of  perfect evidence 

to indicate not only that such an employee was be-

ing investigated by HE itself, but that Duxbury po-

lice also had a file on him. (For example photos of  

Jonathan Emery illegally moving components from 

the Duxbury facility will be produced — and, coin-

cidentally, such components contain large amounts 

of  gold). 
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On the Radar
Mistakes and Consequences
Lassiter is both aggressive and effective in dealing 

with threats — real and perceived. Agents who are 

persistent in pestering Lassiter will find the hammer 

falling on them from several directions at once. 

Lassiter will attempt legal recourse first, pulling 

strings. Agents who are officially on the job (those 

who have somehow had themselves legally assigned 

to the case at hand) will find themselves leaned 

upon by higher-ups who urge them to “redirect the 

investigation”. There is never any talk of  why, and 

likewise no talk of  closing the investigation, only 

redirecting it to members of  HE who are operating 

outside HE authority.

Secondarily, Agents who continue find themselves 

served with subpoenas to legal proceedings indicat-

ing slander. These suits are private — not against 

the federal government, but that Agent as a private 
citizen. Lassiter’s lawyers are a vast cadre of  com-

pany men who will do everything they can to ex-

tend, confuse and blur the reality of  the situation. 

They are asking for damages in the millions of  dol-

lars. Such cases, though they hold no merit, could 

easily bankrupt the average Agent.

Third — and this only occurs if  Lassiter’s men dis-

cover the Agents are not officially sanctioned (which 

can happen quite readily in any DG investigation) 

— more dire means will be employed in quieting the 

Agents. 

After a period of  time where the Agents are tailed 

(roll vs. SEARCH to note the tail), they will be iso-

lated and either made to disappear or turn up as a 

mysterious suicide. Usually, this will only need to 

happen to one Agent; the others should get the hint.

The individuals hired to complete the task are expe-

rienced, anonymous and deadly. They have no di-

rect connection to Lassiter and will die before re-

vealing their involvement in a conspiracy; see stats 

for such operatives at the end of  this scenario on 

page XX).
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LassiterÕs Hobbies

Quiet r esearch into LassiterÕs hobbies will r eveal 
some oddities. Beginning in the late 1970Õ s Lassi -
ter started pur chasing antiques Ñ including an -
tique books and artifacts fr om all over the world.

His most signiÞcant pur chases have topped the 1 
million dollar mark, though unlike most magnates 
of his type, Lassiter does not lend these items to 
public institutions, instead keeping them for him -
self at an undisclosed location.

Lassiter will not answer to this hobby if dir ectly 
confr onted with it, instead indicating ÒI have many  
hobbies: IÕm a collector at heart.Ó HeÕll then 
change the subject.

His pur chases include: 

The Turner Papers (English, 1789 AD)
A series of papers examining the impact of one Adolphe 
Friest Ñ of  Swiss extraction Ñ who terrorized a small 
Connecticut town in the 1800Õs with Òsorcerous actsÓ 
and was Þnally burned as a witch. 

The Litke Papers (Russian, 1828 AD)
Russian notes from the Þrst white men to land on Pon-
ape in the South PaciÞc. It covers the islanderÕs religion 
Ñ including their belief that reptiles can eat and be-
come people.

De Vermis Mysteriis (Latin, 1226 AD)
The ÒMysteries of the WormÓ Ñ detailing Òthe worm 
that walksÓ. In this case, Worm is a word for serpent or 
snake. It describes, in detail, the ability of ÒWormsÓ, as 
well as their weaknesses (bright light, reßections, shad-
ows etc...)

The Avery Reßector (Object, Appr ox. 1660 AD)
An odd object recovered in Belize. It is a burnished bowl 
of an odd highly reßective metal. Local legend indicates 
it can reveal those hiding in superhuman disguise. 

Quetzacoatl Codex (Aztec, Appr ox. 1525 AD)
An original Aztec codex noting the rites to Quetzacoatl, 
the feathered serpent; the god of mathematics. This is in 
original Aztec pictographs, and is damaged by Þre. 

Les gens du r eptile (Fr ench, Appr ox. 1651 AD)
A French text Ñ ÒThe People of the ReptileÓ Ñ out-
lining an odd offshoot of Christianity which revered 
serpents. Their leader was a man called ÒAdolphe F.Ó 
who disappeared before the cult was shattered by church 
authorities. 

The Necr onomicon (Gr eek Translation, 1199 AD)
No introduction necessary Ñ this version of the book 
(which inßuenced De Vermis Mysteriis) seems to focus 
on Òthe worms of the EarthÓ. These beings are suppos-
edly hidden among mankind, and represent a much older 
race, often mistaken for demons, witches and angels.



Jim A vary
Duxbury Head of Security
Those attempting to meet Lassiter will notice his 

shadow — Jim Avary — Duxbury’s head of  security. 

Avary has worked for Lassiter for 22-years, following 

a stint as a security contractor for various defense 

companies around the world. 

Since beginning at HE, Avary has risen to become 

Lassiter’s right-hand-man. He oversees both Lassi-

ter’s personal security as well as security for the 

Duxbury plant.  

Avary is a veteran in his 60’s, having served two 

tours in Vietnam in 1969 and 1970 with the Rang-

ers. He is thin and short, but resilient, and should 

not be underestimated. He will not hesitate to use 

deadly force and simply accept the consequences. It 

is likely that nearly any pretense of  a threat to his 

employer — along with world class lawyers — will 

be enough to get him off. 

Most importantly; he knows all about the Duxbury 

gate. He is a zealot for Lassiter’s cause, and will give 

his life to protect it. 

Avary rose to prominence in the company following 

his introduction to the (then unfinished) gate and his 

rooting out of  Lewis Ahmed; an employee of  the 

company with access to nearly all the company’s 

research on the science of  the gate who turned out 

to be... not human. 

Avary’s research into the matter of  Ahmed deter-

mined that the scientist had been “replaced” 

through unknown means during a visit to New York, 

and that the threat had been caught in the nick of  

time (the first gate activation was only a few weeks 

away). 

Following this discovery, large amounts of  heavy 

weapons were quietly purchased on the black mar-

ket, and Avary’s team of  “brownshirts” were created 

— these mercenaries, like Avary were exposed to the 

“secret threat” that hung over the modern world. 

They too are zealots, certain that the threat to the 

world is both very-real and growing.  

“Ahmed” remains in custody in the depths of  the 

Duxbury plant, and is Lassiter’s lynchpin in “recruit-

ing” new members to his cause. The creature is kept 

under 24-hour armed guard in a specially con-

structed vault. Despite various attempts by the crea-

ture to escape, it has remained in custody now for 

the last 21-years.

Avary is never far from Lassiter, and outside the 

plant, is his constant shadow, usually flanked by a 

half-dozen or more “brownshirts” armed with fold-

ing machine pistols, sunglasses and secret-service-

like attitudes.

Those approaching Lassiter in the outside world 

will find themselves instead face-to-face with Avary, 

who will intercept and deflect their attempts at un-

invited contact; despite any credentials they might 

flash. 

Agents foolish enough to draw weapons on anyone in 

Lassiter’s entourage will find themselves outgunned 

— usually by a factor of  2. (Those in this position 

should roll a LUCK roll, failure means gunplay 

begins).

Avary does respect authority, when it is properly ap-

plied. Those attempting to contact him through his 

personal secretary will find him cooperative, even 

friendly, and he will gladly arrange a “tour” of  the 

Duxbury facility.
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Security
Obsessive and Compulsive
The Duxbury plant is a 2.5 acre section of  land lo-

cated outside of  the town proper. It is surrounded by 

two-deep 20-foot security fences topped with razor 

wire. Every fifth fence-pole is topped by a swiveling 

security camera monitored 24-hours a day by 

Avary’s brownshirts.

There is one main gate which is “airlocked” — 

separated into its own section by a series of  fences 

— overlooked by two cement buildings with bullet-

proof  glass which look surprisingly like bunkers. 

Only delivery trucks enter this gate however.  

All personnel park outside the facility in a black-

topped parking lot which is walked by security every 

25-minutes. There, employees exit their vehicles and 

walk to the main gate. At the gate they enter one of  

the two security buildings.

In these buildings they are subjected to something 

called “flashing”. One-by-one individuals enter a 

small room and are subjected to extreme UV light. 

This is easily covered up as “destroying microbes 

which might damage sensitive materials in the 

plant”; in actuality, this is a room designed specifi-

cally to stop creatures like “Ahmed” from entering 

the plant again. 

All personnel are observed on camera in the security 

office when their shadow is cast by such rays — Ser-

pent Men in disguise cast  their own shadow, and 

not that of  their disguise; a fact known to Avary and 

others, thanks to his extensive researches into the 

occult. 

Once through the flashing process, employees are 

issued a one-day badge with a 256 bit unique secu-

rity code (Agents stealing a badge and making a 

successful COMPUTER USE and FORGERY roll 

can duplicate such a badge, but it will only work that 
day). Cracking the code of  a future date is not possi-

ble without access to a single computer in the secu-

rity office which is always manned. 

Such badges open only “permitted” doors in the 

facility, and all such activity is logged. Signs every-

where read “ONE BEEP, ONE PERSON” indicat-

ing that when passing through doors, each person 

must wait their turn and swipe their security card 

individually. Avary and Lassiter hold the only cards 

which permit more than one person to travel room 

to room in the plant. Anyone attempting to sneak 

another person through a door with themselves will 

trigger a silent alarm and alert security.

Inside the facility, nearly every area of  the two 

enormous buildings (Building A and B) are manned 

by brownshirts, all linked to a central command by a 

secure communications net. 

Of  the two buildings, almost all activity seems to 

take place in Building B. Building A seems relatively 

sedate comparatively (this is visible even from out-

side the plant, but only to those conducting more 

than 2-days of  surveillance). Building B is the home 

of  most of  Duxbury’s oddities, including the gate, 

the inhuman “Ahmed” and hundreds of  biological 

samples recovered from ancient Earth.
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Building A, which will be the building Agents are 

escorted to if  they manage to finagle a tour, is a 

carefully constructed “red herring”. Portions of  

Building A are clearly separated and marked “Off  

Limits” —!in these areas highly sensitive looking 

equipment that Agents with an ELECTRONICS 

skill in excess of  30% will recognize as microchip 

stamping devices in the 65 nanometer range are 

concealed, usually flanked by white smock wearing 

personnel. 

Those attempting to get a peek behind the curtain 

are permitted (though attempts will be made to stop 

them), and following a successful sighting, subjected 

to legal wrangling culminating in the requirement of 

the signature of  a Non-Disclosure Agreement. 

Smart Agents will recognize this as a ruse — secu-

rity in the building is extremely tight except for the 

moment they try to poke their noses behind the cur-

tains. Avary is hopeful such a ruse can quiet any 

outside concerns the Federal government might 

have.

Ahmed
The Snake in the Box
Captured in 1986, this being — called Rhashass — 

is a Lesser Serpent Man; not a degenerate but a 

juvenile. It survived the fall of  the Hyperboria 

nearly 1.1 Million years ago by fleeing to equatorial 

Africa to escape the creeping ice. Later, it entered a 

voluntary torpor.  

It is from a different time period than Xichlasa — 

the Serpent Man who would become Arthur Hunt 

— but its morality and motivations are similar. 

For five-decades since its “awakening” in the Middle 

East in 1902, the creature had been working on a 

method to restore the ancient kingdom of  the Ser-

pent People or at least, effectuate its own return to 

that time. 

In 1952, through the use of  hypergeometry, the be-

ing discovered the fluctuating explosion of  the Hell-

bend Gate.

Since that time, the creature had jumped through 

many human disguises, studying the company and 

its leadership, with the ultimate goal of  gaining ac-

cess to its highest levels. 

During this time, it constructed several devices used 

to track, change and maintain a gate; these were 

captured on its “person”  by Duxbury security per-

sonnel. 

This plan culminated in its “consumption” of  Lewis 

Ahmed, a materials scientist, during a trip to New 

York in 1986. The creature became Ahmed and re-

turned to the plant in the hopes of  accessing the 

gate; instead, it was outed and captured alive by Jim 

Avary and a team of  brownshirts. 

Despite its hypergeometric “scrying” on the plant, it 

failed to realize the gate was not fully active yet, only 

in the earliest phases of  testing. 
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Alien Mind

Agents confr onted for the Þrst time with dir ect evi -
dence of an alien cr eatur e (as opposed, to say , a 
Monolophosaurus or other terr estrial being) must 
make an IDEA r oll (in addition to any SANITY r olls). 

Those that succeed at the IDEA r oll, successfully Þt  
the cr eatur e into their particular world-view Ñ for 
example, a UFO obsessed Agent might immediately  
assume a Serpent Man was an extraterr estrial until 
further evidence was uncover ed.

Those that fail have a much har der time. They can -
not account for such a cr eatur e existing on some 
fundamental level of their psyche, as such, they ar e 
subjected to nightmar es, fatigue and str ess on lev -
els not usually experienced. 

Agents subject to this ef fect must make a SANITY 
roll each night. If they succeed, they sleep normally , 
if they donÕt all skill r olls the next day ar e -10%. 
Only impaling a SANITY r oll will stop this ef fect 
from happening.  



It had expected to make its way to the gate and sim-

ply escape, not to find the gate partially disassem-

bled undergoing testing. 

Jim Avary noticed the odd activity on Ahmed’s secu-

rity card and confronted the being along with six 

brownshirts. 

One brownshirt; Irving Thewliss was killed in the 

struggle. Only after Thewliss was killed did the fight 

turn in favor of  Avary and his crew. The being 

seemed to become docile once it tasted blood (this 

weakness has been used as a natural foodstuff/

sedative against the creature). 

Since that time it has remained under constant 

armed guard in the depths of  the plant; kept alive 

by invasive medical means and studied by four phy-

sicians. 

Its containment cell is the last stop for new recruits 

—!a undeniable alien creature — the last nail in the 

coffin of  any doubt a new employee might have. 

Nearly every HE employee at the Duxbury plant has 

seen Ahmed, and has left that room shaken to their 

core. 

This containment cell is accessible only to six ID 

badges — Lassiter, Avary and the medical personnel 

that care for the being. 

Ahmed has been systematically tortured for infor-

mation over the last twenty-one years and has re-

vealed much of  what it knows — which is not much.

HE employees have puzzled the operation of  Ah-

med’s devices out of  the being, and have used them 

to great effect in maintaining and monitoring the 

stability of  the gate. 

Hundreds of  hours of  tapes are kept in the vault, 

containing endless interviews conducted by HE per-

sonnel with the creature. In these tapes, the creature 

confirms all of  Lassiter’s worst fears — Hunt was 

not human, there are dozens, possibly hundreds of  

other beings like Ahmed and Hunt loose in the 

world, and that they are all driven to return to their 

own time; or to restore their kingdom on modern Earth.

The creature is isolated behind plexiglas in a special 

holding device which keeps its thin, odd, snake-like 

limbs locked in an X position. 

It is approximately 7’ long, from the tip of  its foot to 

the top of  its head and is obviously an alien creature 

(-1/1d8 SANITY). It appears to be reptilian in na-

ture, and looks like a huge snake fashioned into the 

vague likeness of  a human form with primitive look-

ing prehensile thumbs. It has two large blue eyes 

which never blink, and are lit with an alien intelli-

gence that is disturbing to look at.

Its skin looks resilient, with the consistency of  a thick 

tire, and is mottled with a yellow-green color remi-

niscent of  vipers. 

It has no range of  movement, and is obviously sickly. 

Despite this appearance, it is still terribly strong, and 

if  freed, would make quick work of  anyone foolish 

enough to release it. 

The Brownshirts
Danger ous and Smart
The “brownshirts” — called this because of  their 

unofficial uniform of  black suit and khaki shirt — 

are a team of  ex-military, ex-bodyguard personnel 

handpicked by Jim Avary to defend the Duxbury 

Plant from infiltration. They are officially called the 

“Security detail” and are on-record as a force of  

workers to prevent industrial espionage/theft.

For such a small facility the number of  full-time se-

curity personnel is vast — 55 full-time and 20 part-

time brownshirts are employed in the plant. Of  a 

total workforce numbering in the 550 employee 

range, this number is startling (nearly 1 in 7 person-

nel works in security).  

These men are experienced, most are blooded killers 

involved in armed conflicts around the globe such as 

the first and second Gulf  War, as well as far-flung 

places like Kosovo, Somalia and Panama. 

Avary is particular about these individuals — they 

have no families, no criminal records and no ties to 

the outside world such as religion. All have been 

exposed to both the gate and Ahmed, and have be-

come true believers in Lassiter’s cause. 

They serve 72-hour shifts where they spend 8 hours 

on, 10 hours off. These shifts require the brownshirt 

to remain at the plant, and when not on duty, they 

are either in the commissary, the barracks, or the 

amenities room. Almost all have houses in Duxbury, 

and many have taken to “doubling up”, with multi-

ple personnel sharing a single house or apartment. 

In town, they stick together at standard masculine 

activities — football, pool, etc... There are no female 

brownshirts. 

This tight-knitted-ness works both ways, Avary is 

first to know when a new relationship with an “out-

sider” begins, and when any “anti-company” traits 

arise in his men. Such urges are easily quashed 
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through cash, perks or a reminder of  just what’s at 

stake.  

They are very close, and Avary likes it that way. He 

has gone out of  his way to develop an esprit de corps 
and is known to give generous bonuses, promotions 

and other perks to those who work hard in his serv-

ice. 

All the brownshirts have also been promised a place 

on the far side of  the gate in case of  catastrophe, a 

raid, or invasion. As such, they have had extensive 

training in defense of  the facility in case of  outside 

attack. Avary has trained them to expect the worst.

Contingencies are in place for a folding defense of  

the plant, where heavily armed personnel hold the 

line against an outside incursion while vital people 

and equipment are moved through the gate.

On-duty, all brownshirts wear an ear-piece con-

nected to a 25-band encrypted radio which is con-

nected to security HQ. Most are armed with pistols 

while on duty at the facility, outside, they often carry 

machine-pistols with folding stocks. All are trained 

in defensive-driving, hand-to-hand combat and 

small arms. 

They never work alone for long. They operate in 

teams of  up to three, and are in constant contact 

with security HQ. When an alert is sounded, they 

will act in quiet concert, with multiple teams folding 

in on any target, rapidly closing off  any escape route 

the subject might be contemplating. 

Brownshirts are briefed daily on any relevant news 

(say, for instance Agents might be “touring” the fa-

cility). There are no real secrets in the group. To 

outsiders, they seem like robots, strange and unfa-

thomable. Their motto is “Think and Act in Equal 

Measure”. Those in town speak highly of  them; they 

are clean, quiet and spend money that keep the bars, 

restaurants and stores in Duxbury afloat. 

When alerted to outsiders in the plant, brownshirts 

adopt a “smile and silence” attitude, staying out of  

the way, and only speaking when spoken to. If  

asked odd questions, they will refer the questioning 

party to the public relations officer and politely 

smile. 

Agents that encounter them in this state might mis-

take their intentions at a later date. It’s one thing to 

have a security guard shooting at you, it’s another 

thing when he does so just hours after telling you to 

“have a nice day”. 

Duxbury Personnel
Life on the Cutting Edge
The 550 full-time Duxbury personnel are all true 

believers in William Lassiter’s mission. They are 

very similar in countenance, behavior and personal-

ity — few have any family (those that do are not 

close to them), nearly all are single (the few who are 

married or in relationships are involved with other 

HE employees) and every one left various high-

paying jobs around the world for Duxbury.

They are experts in their fields, ranging from quan-

tum mechanics to microbiology. Many were hired 

through the recommendation of  friends already 

employed at the plant. 

The list of  employees and their disciplines might 

seem odd (the staff  includes two paleontologists and 

one linguist) but company PR documents explain 

these away. For example the paleontologists are be-

ing used in robotics research — working on new 

artificial legs, and the linguist is pursuing a new gen-

eration of  voice recognition technology. 

Every one has personally witnessed the creature they 

call Ahmed, and with evidence like that, it’s difficult 

to deny Lassiter is on to something. 

The personnel are divided into three “teams” — 

Blue Team, Red Team and Green Team. Blue Team 

is in charge of  the physical plant, maintenance and 

security (all brownshirts belong to Blue Team). Red 

Team is in charge of  physical sciences and research. 

Green Team is the most coveted position, as they 

work “offsite”; the universal term for the facility on 

the far side of  the Duxbury gate. This term is ban-

died about often, but details are never given.  

All Duxbury personnel live in the town or the sur-

rounding area. Their shift structure (except for 

Green Team, which employees a monthly rotation) 

is the same 72-hour, 8-hours on, 10-hours off  struc-

ture as the brownshirts. 
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