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Weekend Warriors

S8ection One: GM Preparation

Introduction

One weekend a month and two weeks a year. That
is the line the recruiters use to lure young people
into the Army Reserves. But in these days, when
the Regular Army 1s stretched thin, the Reserves
are called upon with greater frequency. Six months
at Camp Trepidation in New Mexico... Does any-
one deserve this? That place 1s in the middle of
nowhere. Hell would be easier to find! That 1s, un-
less Hell found Camp Trepidation first.

Game Balance

This adventure works best with a minimum six char-
acters. You may run Weekend Warriors with tour or
tive reservists, but the experience may not be as
entertaining. This module is designed by 12 to Mid-
night for tournament play, and includes a basic set
of pregenerated characters in the back of the mod-
ule. More character options are available as free
downloads from www.12tomidnight.com. While
Game Masters may incorporate this adventure in
their regular campaigns, characters may pay the
price. The fun REALLY starts when the characters
are killed, and a few should die. However, for the
survivors, this adventure may serve as a springboard
for an ongoing campaign.

GM Background

Camp Trepidation is a vintage World War II bar-
racks set in the remote New Mexico desert. This
tacility can accommodate a battalion in its old two-
story wooden buildings. The only two-story brick
buildings on the base are the Battalion Headquar-
ters and the Armory. Other facilities include a

Battalion Mess Hall, a PX, Motor Pool, Facilities
Engineers, and an Ammo Dump. There is also a
large parade field and a gym with an adjacent sports

tield.

Facing decommissioning on more than one oc-
casion, the base has gained newfound security since
becoming the home to a top-secret Nuclear Biol-
ogy Chemical (NBC) Warfare Laboratory. The lab
is a long, one-story, windowless brick building ru-
mored to have a basement. This extensive lab is
staffed entirely by civilian scientists who rarely frat-
ernize with the soldiers on base—soldiers who
sometimes seem part guards and part jailers.

What no one knows, including the soldiers is that
the scientists have been studying the reanimation
of dead flesh for use in a combat environment.
Surprisingly, their experiments have proved success-
ful beyond their wildest dreams. Not only can
critically injured soldiers be kept alive until EVAC,
but also the recently dead can be temporarily reani-
mated. Although these “zombies” are both violent
and immune to pain—features favorable on the
battlefield—the scientists have not discovered a way
to control them. Small-scale exercises in South
America resulted in a 100% casualty rate from
“friendly forces”.

Behind these “scientific” studies are creatures
from another plane of existence. Although they
have no formal human names, scientists refer to
them as reanimators and death shriekers. Desiring
new worlds to conquer, they are meddling in our
own, seeking to create ideal conditions for their
crossing, Today these creatures have crossed over.
Tomorrow is up to you.

" m Your Daddy!

All right cupcake. You've had it easy up to this point and Uncle Sam has seen to it that you
stay on easy street. | am Sergeant Major Charles Baker and | am able and willing to steer
you through the military anachronisms and terminology you are about to encounter within
this fine adventure. | am your mother, your father and your conscience. |Is that understood?
So what are you waiting for? Move out!

12 to Midnight
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LOCATION 8:

POST EXCHANGE (PX)

A = Hallway
B = Store
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LOCATION 46: MILITARY POLICE BARRACKS
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Weekend Warriors

Designation of Product Identity:

design elements.

Designation of Open Game Content:

Blakemore”.

The ‘12 to Midnight’ company name and logos and in-game versions of the same, the Weekend Warriors name, all artwork, maps, trade dress, and graphic

All the text listed under the headings NPCs and Creature Collection. Please remember that Open Game Content s still copyrighted material, and any use of
Open Game Content from this publication must be accompanied by the following: “Weekend Warriors, Copyright 2003, 12 to Midnight, Inc.; Author: Jerry

OPEN GAME LICENSE Version 1.0a

Thefollowing text isthe property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards"). All Rights Reserved.

1. Definitions: (a)”’Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)”Dertvative Mate-
r1al” means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compilation, abridgment
or other form 1n which an existing work may be recast, transtormed or
adapted; () “Distribute” means to reproduce, license, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise distribute; (d)”Open Game
Content” means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the
Product Identity and 1s an enhancement over the prior art and any addi-
tional content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including translations and
dervative works under copyright law, but specifically excludes Product Iden-
tity. (e) “Product Identity” means product and product line names, logos
and identifying marks icluding trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representa-
tions; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, loca-
tions, environments, creatures, equipment, magical or supernatural abilities
or effects, logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the owner of
the Product Identity, and which specifically excludes the Open Game Con-
tent; (f) “Trademark”™ means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or the asso-
ciated products contributed to the Open Game License by the Contributor
(g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this agree-
ment.

2. TheLicense: ThisLicense appliesto any Open Game Content that
contains anoticeindicating that the Open Game Content may only be
Used under and in terms of thisLicense. You must affix such anoticeto
any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the Licenseitself. No
other termsor conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of thetermsof thisLicense.

4. Grant and Consideration: In consideration for agreeing to usethis
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusivelicense with the exact termsof thisLicenseto Use, the
Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributionsare Your original creation and/or You have sufficient rights
to grant the rights conveyed by thisLicense.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of thisLicenseto include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add thetitle, the copyright date,
and the copyright holder’ snameto the COPY RIGHT NOTICE of any

original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product | dentity,
including as an indication asto compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compatibility
or co-adaptability with any Trademark or Registered Trademark in
conjunction with awork containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute achallengeto the
ownership of that Product | dentity. The owner of any Product | dentity
used in Open Game Content shall retain all rights, title and interest in and
tothat Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of thework that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of thisLicense. You may use any authorized version of
thisLicenseto copy, modify and distribute any Open Game Content
originally distributed under any version of thisLicense.

10 Copy of thisLicense: You MUST include acopy of thisLicensewith
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertisethe
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12 Inability to Comply: If it isimpossiblefor You to comply with any of
theterms of thisLicense with respect to some or all of the Open Game
Content dueto statute, judicial order, or governmental regulation then
You may not Use any Open Game Material so affected.

13 Termination: ThisLicensewill terminate automatically if Youfail to
comply with all termsherein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicensesshall survivethe
termination of thisLicense.i

14 Reformation: If any provision of thisLicenseisheld to be
unenforceable, such provision shall be reformed only to the extent
necessary to makeit enforceable.

15 COPYRIGHT NOTICE
Open Game Licensev 1.0 Copyright 2000, Wizards of the Coast, Inc.

Modern System Reference Document Copyright 2002, Wizards of the
Coadt, Inc.; AuthorsBill Slavicsek, Jeff Grubb, Rich Redman, Charles
Ryan, based on material by Jonathan Tweet, Monte Cook, SkipWilliams,
Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy
Collins, and JD Wiker.

Weekend Warriors, Copyright 2003, 12 to Midnight, Inc.; Author: Jerry
Blakemore.
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