At first everything is dark then the darkness is lit up by a red emergency strobe lighting up the gloom.

You hear a feint whoosh sound and the lights flicker into life revealing a badly damaged room.

The ceiling is deeply cracked and chunks of the ceiling tumble to the ground raising plumes of dust when they hit the ground. The air is thick with the smell of dust, wood and blood.

The furniture in the room is very basic and consists of two curving desks with 6 monitors on a wall between two doors.

The desks have been damaged and are littered with remnants of monitors, phones and wrecked chairs. Fragments of wood, fabric and glass cover the ground. 

A few shells of monitors and electronic equipment give some clues that what this room was used for. Sparks of electricity jump from broken wires in the ceiling and it feels like the walls are drawing in making the room smaller. A small digital clock appears ominously against one wall and starts counting down from 90 minutes. You don’t know what it is counting down towards but you don’t want to be here when it reaches zero.

After picking yourselves up from and checking yourselves for injuries you peer through the gloom. A siren wails in the distance and you can hear the sound of destruction echoing through the building.

The room is roughly 20 X 20 feet and looks like some sort of control room.

There are three doors leading from the place.

Room 2:

Has a stout solid door and through a display window you can see ranks of computers and several large white boxes. You can only imagine that those boxes are part of the security or environmental control systems for the room. Next to the door is a small dark square with a glowing red light. It looks like some kind of electronic door lock and you can’t open it. 

Room 3:

The door   is stuck and will need to be forced open.

If the door is forced open a plume of dust falls from the roof and the room feels dangerously unsafe. There are cabinets along the walls and a workbench on one wall. It looks like some kind of repair station as bits of broken equipment are on the bench and several tools are nearby. A large book rest on top of one of the cabinets and a trace of blue rope dangles from beneath it. Under the book is a security card clearly stencilled “temporary access card. Granted to Scorex electronics Ltd”

Room 4:

The door leading from the ruined mess leads to a corridor and piles of broken crates littler the floor. The ruined shells of various computers, broken monitors and other bits are visible through the carnage. 

Room 5:

The door leads into a small area bordered by four doors.

To the south are the doors you entered from.

To the west is a stout door labelled Visitors Display Centre. 

Room 6:

An electronic lock seals the door but the card won’t give access to the area. If the door is carefully checked it looks like it has been jammed into place and the door hinges have seized together.

Getting through here would take some major force and some sturdy equipment. There is nothing that can help you so far so you will have to try another door.

Room 7:

The eastern door leads to a corridor and two doors.

Room 8:

A small door on the left hand side of the corridor leads to some steps, you don’t know what it up there but the staircase looks badly damaged and there is lots of debris but it looks safe to climb. If the group climb the staircase they will notice that most of the roof has been ripped off and large pieces of the floor have blown through the ceiling.

It isn’t very safe up here.

Room 9:

An electronic lock guards the larger door at the end of the corridor. A quick swipe of the security card and the doors click open. Beyond the doors is a terrible sight indeed.

There is a huge hall shaped room beyond filled with thick smoke, broken furniture and shards of metal. It looks like some kind of production area but it has been very badly damaged.

Burnt bodies little the floor and some limbs protrude from piles of debris. The air smells of death, charred flesh and choking smoke.

A loud boom will be heard after a few minutes searching and the lights will fail in this area.

Dragging sounds, wails of pain and a growing feint sound of panting can be heard.

If the group don’t leave after a few seconds the panting turns out to be a dog maddened from the noise, and with a few scratches from falling debris.

The animal won’t bark, growl or give any warning of its approach except for a feint panting.

The animal will jump on and attack the nearest member of the group to it.

As the group are unarmed and un-armoured this encounter should scare them.

The dog can be driven off after a few good kicks but not before it badly mauls an arm.

The group won’t be able to see in this darkness and will probably flee back to the corridor.

The lights are on in the corridor and the group can continue moving.

Room 10:

This is a large brightly lit room with a security desk in the middle and several doors branching out of it. It looks like some kind of reception area.

There are two archways granting access to the security desk. They are black, metallic and a feint red light glows from them. 

The group will have to pass through the arches. The Left arch is broken and doesn’t do anything. The right arch is active and will beep angrily is anything metallic is brought through it. Three angry beeps will trigger a loud security alarm that will cause the whole hall to echo with an annoying klaxon. 

Room 11:

The security desk hasn’t been too badly damaged and contains very little of note unless the group start looking for drawers on its slicks black surface.

There are three drawers on the desk. The First contains a master security card and a radio.

The second contains two torches and breathing masks that filter the air (think filters used when doing wood work). 

The third drawer contains a gun and two clips of ammunition.

On the desk is a security monitor, which will show a slideshow of what the security cameras are detecting. When it shows the outside area you see a lot of devastation and what look like a small convoy of vehicles heading towards the area.

Room 12:

This room is filled with two large cabinets. The cabinets contain all manner of first aid items and equipment for doing basic surgery. There are enough items for the group to heal their wounds and bandage any mauled limbs.

Room 13:

This room is filled with tables, benches and food serving areas. There are bowls of hot food available and the group can eat if they wish. The food is quite safe and looks like it was laid out a short time ago.

Behind the serving area are the bodies of 3 cooks. If the group make a very through search they can find the bodies of 5 other people concealed throughout the room. 

The group might begin to think they have been poisoned. Let them. They haven’t but they don’t know that. 

Room 14:

This is a large set of double doors beyond them is another set of doors.

The security card will open the doors.

Room 15:

This set of double doors opens out onto a scene of devastation.

The cars in the car park have been devastated by chunks of flying metal, concrete, fragments of the roof and the occasional dead body.

Room 16:

You are outside in a complete ruin of a car park in the distance you can see two large metal gates and a sturdy metal fence ringing the area. If you are to leave you need a vehicle and to get the gates open.

WHEN OUTSIDE: 

The players will no doubt be aware that a convoy is on its way there and will start to relax. At this point the radio will crackle to life and a guard will call out that the guard post is being rammed. A loud smash will be heard and a feint scream.

The security camera will show the convoy has crashed through a security barrier and are heading towards the stout fence. 

The radio will then experience weird feedback and a very evil voice will rejoice in the destruction of the guard post. 

“Bounced that fraghead! Now to bust the wall and we can see what those punks did that ruined our town”

GM NOTE

The convoy is VERY hostile and seems to want to wreak vengeance on the company.

This should scare the group badly. They have to either fight through the convoy to escape or take their chances with the dark production area.

Return to room 9:

Equipped with the masks and the torch the group should be able to explore more of the ruined production area. Half way through the area under the remains of a desk are a pair of feet. The owner of these feet is alive but will need help getting out from under the rubble and a little first aid.

The destruction was caused when someone working in the generator room caused a short in the generator when a tool formed a bridge between two parts of the generator. This caused the second generator to kick into life and take up the strain. However the third generator failed due to a part failure and the single generator wasn’t able to keep everything running.

The lights went out and an accident happened in the warehouse trapping several people inside. The emergency team raced to tend to them and while they were busy working an explosion ripped the generator room apart. Someone put some kind of bomb in there and this caused utter panic. In the darkness chemicals that were used in production and their dangerous by products became exposed to some kind of reagent. 

In short the whole place became a fireball. The roof was torn off and chunks of the production area whirled through the air killing everyone.

All of this madness happened a short time ago, I can’t tell you when as I lost my watch.

If the group reveal that a group is on its way to attack the building the foreman has this information.

Forget anything in here just get to the control room and try to get the power back on.

That should stop the fires, bring some light and might help to defend the place from attack.

The control room is right across the burning expanse of the production floor.

There are several badly burned people wandering around in a lost state. One or two maddened dogs are also here and these should be easily dealt with.

Room 17:

The warehouse is a total wreck and is filled with flames. It is definitely not possible to enter here. Certain death awaits in there.

Room 18

The control room contains some badly damaged computer consoles and behind a solid steel door several levers. These levers look like they control the power generators but the generators will have to be reset manually.

Room 19:

 Behind this door are three large generators and three banks of batteries.

The first contains the charred body of a repair engineer, the second has shorted with a yellow light glowing from it and the third has a red light glowing from it.

The battery packs have been almost destroyed  a few fragments of a canister hint that it was some kind of sabotage. 

Generator one is partly dismantled and would need expert knowledge to repair.

Generator two has dropped its fuse breakers and will need to be reset.

Generator three is broken and needs to be repaired.

The fuse boxes of the second generator have been badly damaged and need to be replaced.

The fuse boxes of either of the other generators look usable.

If the fuse box is replaced then the second generator can be reset by pressing a small grey button on the top of the generator.

If the button is pressed with the old fuses the yellow light remains.

If it is pressed with a new fuse it resets and the control room can restart it.

If the group restart the generator this happens:

The generator roars into life and the lights on the production area flicker and then brighten.

A hissing sound can be heard from the production area as the fire control system activates and smothers the fire. After a few minutes the fire is completely out and the area is safe to enter.

Returning to Room 9:

The smoke begins to clear as the fire control system starts to ventilate the room and gradually the smoke clears revealing a ruined work area. A loud crash can be heard from outside and gunfire can be clearly heard. Time for the group to either fight or run.

If the group chose to fight:

The attacking mob contains 6 vehicles, some of them are just simple cars while others are jeeps, trucks and a few pick up trucks. The mob is made up of roughly 20 people armed with pistols, shotguns and whatever weapons they could get at short notice.

The group could stand and fight but with only one firearm the group don’t stand much of a chance.
Through the clearing room a large pair of doors can be seen in the distance.

The door is firmly shut and can’t be opened unless the controls witch is pressed.

Fortunately the controls witch is large and nearby. Alas it is also buried in a pile of rubble.

The button is a dark red and can be uncovered after a few minutes of searching.

Pressing the button triggers the winches to open the supply doors.

The doors open onto a large parking area with several delivery trucks parked around it.

Several of the trucks have been badly damaged by falling debris but 2 of them are fit to be driven. One has a broken windscreen and has lost a wing mirror from the explosion, the other has several deep scratches along its side but the glass is intact.

Both trucks can be driven out of the compound but they both have large containers attached, these can be removed now or at a later stage by pressing a large clearly labelled button marked “detach rear.” 

The group should be able to drive the trucks easily out of the yard after a few minutes of dodging the rubble and within minutes will be approaching the front of the building.

At this point most of the mob have gone inside and a few remain in their vehicles.

The convoy will attack the fleeing group with their vehicles and small arms.

The containers can be detached now to provide cover and slow down the mob or if the containers are already gone the group can try to just outrun their pursuers.

Fortunately these trucks are meant for long distance haulage so will be able to outrun the chasing pack if they use a few delaying tactics.

SPECIAL NOTE:

If the group are still in the building when the counter reaches zero the lights all fail and the door locks all seize as the power for the building fails.

If the generator has been started by this point the production area has power but no other sections.

If the group are still in the building after 2 hours the building starts to collapse as a result of its own internal damage and the attacks from the attacking angry mob.

GM NOTES

This should be a relatively short scenario where the players will have to think their way out of an unusual situation. The mob, the dogs and the destruction should be used to scare the players and force them to realise that staying put wont work.

Feel free to amend the atmosphere by adding murderous survivors if you want a more survival horror feel, natural destruction for the disaster movie feel or by just hamming it up for a bit of fun.

