� Blues


Onside Report


by Tim Price


General





DEA Blues is intended to be a simple, "one-shot", role-playing game for up to 9 players. The roles are simple and the characters are provided with complete character sheets containing their vital statistics as well as their secret personal briefings for the game. The rules used are my own "Single Scenario Role-Playing System" (SSRPS) rules intended to be understandable for single-session play (an early version was published in a pervious Nugget).





Overview





The players are given a hierarchy (ie. they are told who is the Boss) and required to make a plan to enter a Drug-Baron's estate and make off with a piece of computer equipment. The difficulties that are thrown into this basic plan are as follows:





They  have little time to make a plan


The equipment available is limited to what is on board a US Navy Exploration Ship


The "Local Contact" has no idea what is going on, so he has to make up many local details.


One of the team in on the payroll of the Drug Baron


Several of the team have inter-departmental / gender rivalries





Equipment





I provided Toy soldiers (which were provided and were from the excellent "Peter Pig" range. I rang up and asked if they did Civilians (Unarmed) and Armed Civilians – and they obligingly provided me with the required number of from across the various ranges that they do – which was a refreshing change from the usual attitude of figure manufacturers!) and scenery, but in the end didn't use it. Most of the requirements were met by sketching on a flipchart provided for the players to use.





What Happened





So many potential players turned up that one of the players who had bothered to complete the sign-up sheet thought the session was full and wandered off.  The player who represented the local contact was spotted as being a dodgy character, and, after the planning phase, was prevented from going along with the mission (stopping the game for him after 20 minutes!)





The mission part worked well, after a deliberately slow start, the action was made to run at a fast a furious pace without the need for toys or models. This worked well by simply having the players keep track of what they were doing and where, and saying it when it was their "turn". This is something which I want to try some more, as I think that quick thinking should be a feature of this sort of game.





Lessons Learned





Take the sign-up sheet to the game and don't start (or appear to start) until all the players have arrived.


Increase the time pressure on the players, so they don't leave one of the characters behind!


�
�


GROUND:





Area of Interest:   Columbia. A secluded area away from any centres of population and in an area not noted for drugs manufacture or distribution. Some secondary Jungle, rocky outcrops and cultivated land particularly near villages.





Current Position:  You and the rest of the team have been hurriedly assembled using the emergency recall procedures, and are currently on board a US Registered Oceanographic Survey Vessel "USSV Hispano" studying the migration of ocean krill. The ship is equipped with the latest model "Sea Stallion" long range inertial navigation helicopter. It is 1400hrs and the target area is 90 minutes flight from here.





SITUATION:





The DEA has been monitoring the local situation through its Agent in place, Agent Ernesto CHAZPERON, for the past 2 years. There is an old colonial summer residence owned by the HACIENDA family, who have known links with various Drugs Cartels and international organised crime.





Recent developments reported include new cultivation in the area of the residence, purchases of advanced pharmaceutical apparatus, and the installation of computer equipment. The family business interests include registered animal pharmaceutical products, however, the installation of this equipment at the residence is regarded as suspicious given that it is not exactly an industrial site. This has been supported by the recent installation of a dedicated satellite broad-bandwidth transceiver and test transmissions of large quantities of binary data – confirmed by NSA sources.





The discovery of plans to increase the size of the residence by the addition of advanced security measures, dormitory buildings and its own 500Mw gas turbine power station has led to the decision to insert the DEA team at this short notice. The mission must be completed by 0600hrs tomorrow morning.





INTENTION:





It is believed that and new and powerful system of dynamic encryption and decryption has been developed in Korea, funded by drug money, and manufactured to special order as the so called "Magic Bullet" system. The system is believed to work between pairs of Magic Bullet machines that interrogate each other in real time and devise a constantly changing volatile memory encryption algorithm that is literally uncrackable. The high speed binary transmission detected from the site are characteristic of the theoretical output of this sort of device.





It is vital to National Security, the drug trade and the fight against international organised crime that the Magic Bullet machine is acquired by the Agency.





MISSION:





Acquire, by any means, a working example of the Magic Bullet encryption device.





RESOURCES:





Any available on board the Vessel USSV Hispano.





TEAM MEMBERS:





Agent ANDREWS	Team Leader


Agent BLAKE		Team Second in Command


Agent CHAZPERON	Local Agent In Place (AIP)


Agent DAISY		Medical Specialist


Agent EDWARDS	CIA Liaison


Agent FOXWORTH	Computer and Encryption Specialist


Agent GALLAGHER	Field Agent (on loan from Dept of A&V)


Agent HERNANDEZ	Field Agent and Linguist


Agent INDIGO		Field Agent








�
Single-Scenario Role-Playing System Character Sheet�
�
NAME:	Wilson ANDREWS�
Standard Skills:�
Ability:�
�
Characteristics:�
Values:�
SWIMMING�
9�
�
STRENGTH�
10�
DRIVING�
8�
�
AGILITY�
8�
SHOOTING (P,S,R)�
10 (P)�
�
FITNESS�
10�
FIGHTING�
8�
�
INTELLIGENCE�
11�
MECHANICAL�
12�
�
EDUCATION�
9�
ELECTRONIC�
9�
�
HITS (Str+Fit/2)�
10�
SEARCHING�
11�
�
HIGHT (Ft & Ins)�
5' 5"�
HIDING�
10�
�
Equipment:�
�
Special Skills:�
Ability:�
�
�
�
PHOTOGRAPHY�
9�
�
�
�
HORSE RIDING�
8�
�
�
�
ARCHIVE SEARCH�
9�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
SANITY:	16�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average:11, Good: 12, Excellent:13.





Single-Scenario Role-Playing System Character Sheet�
�
NAME:	Allen BLAKE�
Standard Skills:�
Ability:�
�
Characteristics:�
Values:�
SWIMMING�
4�
�
STRENGTH�
13�
DRIVING�
8�
�
AGILITY�
8�
SHOOTING (P,S,R)�
10 (R)�
�
FITNESS�
12�
FIGHTING�
12�
�
INTELLIGENCE�
9�
MECHANICAL�
9�
�
EDUCATION�
5�
ELECTRONIC�
5�
�
HITS (Str+Fit/2)�
12�
SEARCHING�
8�
�
HIGHT (Ft & Ins)�
6' 6"�
HIDING�
6�
�
Equipment:�
�
Special Skills:�
Ability:�
�
�
�
THROWING�
10�
�
�
�
MOTORBIKE�
11�
�
�
�
CANOEING�
9�
�
�
�
HELICOPTER PILOT�
9�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
SANITY:	15�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average:11, Good: 12, Excellent:13.





Single-Scenario Role-Playing System Character Sheet�
�
NAME:	Ernesto "CHÉ" de CHAZPERON�
Standard Skills:�
Ability:�
�
Characteristics:�
Values:�
SWIMMING�
10�
�
STRENGTH�
10�
DRIVING�
11�
�
AGILITY�
9�
SHOOTING (P,S,R)�
12 (P)�
�
FITNESS�
12�
FIGHTING�
9�
�
INTELLIGENCE�
10�
MECHANICAL�
9�
�
EDUCATION�
8�
ELECTRONIC�
8�
�
HITS (Str+Fit/2)�
11�
SEARCHING�
9�
�
HIGHT (Ft & Ins)�
6'�
HIDING�
9�
�
Equipment:�
�
Special Skills:�
Ability:�
�
�
�
ROCK CLIMBING�
10�
�
�
�
EXPLOSIVES�
10�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
SANITY:	16�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average:11, Good: 12, Excellent:13.


Single-Scenario Role-Playing System Character Sheet�
�
NAME:	Diana DAISY�
Standard Skills:�
Ability:�
�
Characteristics:�
Values:�
SWIMMING�
10�
�
STRENGTH�
8�
DRIVING�
8�
�
AGILITY�
12�
SHOOTING (P,S,R)�
8 (P)�
�
FITNESS�
12�
FIGHTING�
6�
�
INTELLIGENCE�
10�
MECHANICAL�
10�
�
EDUCATION�
12�
ELECTRONIC�
12�
�
HITS (Str+Fit/2)�
10�
SEARCHING�
10�
�
HIGHT (Ft & Ins)�
5' 4"�
HIDING�
11�
�
Equipment:�
�
Special Skills:�
Ability:�
�
�
�
COMPUTER�
12�
�
�
�
CHEMISTRY�
9�
�
�
�
MEDICAL�
11�
�
�
�
BIOLOGY�
10�
�
�
�
EXPLOSIVES�
9�
�
�
�
�
�
�
�
�
�
SANITY:	16�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average:11, Good: 12, Excellent:13.





Single-Scenario Role-Playing System Character Sheet�
�
NAME:	Blake EDWARDS�
Standard Skills:�
Ability:�
�
Characteristics:�
Values:�
SWIMMING�
8�
�
STRENGTH�
11�
DRIVING�
9�
�
AGILITY�
10�
SHOOTING (P,S,R)�
10 (P)�
�
FITNESS�
11�
FIGHTING�
13�
�
INTELLIGENCE�
10�
MECHANICAL�
10�
�
EDUCATION�
10�
ELECTRONIC�
6�
�
HITS (Str+Fit/2)�
11�
SEARCHING�
10�
�
HIGHT (Ft & Ins)�
5' 8"�
HIDING�
8�
�
Equipment:�
�
Special Skills:�
Ability:�
�
�
�
THROWING�
11�
�
�
�
GYMNASTICS�
12�
�
�
�
CANOEING�
10�
�
�
�
ARCHIVE SEARCH�
11�
�
�
�
PHOTOGRAPHY�
9�
�
�
�
�
�
�
�
�
�
SANITY:	15�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average:11, Good: 12, Excellent:13.





Single-Scenario Role-Playing System Character Sheet�
�
NAME:	William "FOX" FOXWORTH�
Standard Skills:�
Ability:�
�
Characteristics:�
Values:�
SWIMMING�
6�
�
STRENGTH�
8�
DRIVING�
10�
�
AGILITY�
11�
SHOOTING (P,S,R)�
11 (P)�
�
FITNESS�
8�
FIGHTING�
8�
�
INTELLIGENCE�
12�
MECHANICAL�
9�
�
EDUCATION�
11�
ELECTRONIC�
13�
�
HITS (Str+Fit/2)�
8�
SEARCHING�
9�
�
HIGHT (Ft & Ins)�
5' 6"�
HIDING�
10�
�
Equipment:�
�
Special Skills:�
Ability:�
�
�
�
THROWING�
9�
�
�
�
COMPUTER�
13�
�
�
�
ARCHIVE SEARCH�
10�
�
�
�
EXPLOSIVES�
10�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
SANITY:	16�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average:11, Good: 12, Excellent:13.


Single-Scenario Role-Playing System Character Sheet�
�
NAME:	John GALLAGHER�
Standard Skills:�
Ability:�
�
Characteristics:�
Values:�
SWIMMING�
9�
�
STRENGTH�
9�
DRIVING�
8�
�
AGILITY�
9�
SHOOTING (P,S,R)�
9 (P)�
�
FITNESS�
10�
FIGHTING�
11�
�
INTELLIGENCE�
8�
MECHANICAL�
10�
�
EDUCATION�
7�
ELECTRONIC�
8�
�
HITS (Str+Fit/2)�
10�
SEARCHING�
11�
�
HIGHT (Ft & Ins)�
5' 5"�
HIDING�
10�
�
Equipment:�
�
Special Skills:�
Ability:�
�
�
�
ROCK CLIMBING�
9�
�
�
�
HORSE RIDING�
11�
�
�
�
LOCK PICKING�
12�
�
�
�
PHOTOGRAPHY�
11�
�
�
�
SHORTHAND�
14�
�
�
�
�
�
�
�
�
�
SANITY:	17�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average:11, Good: 12, Excellent:13.





Single-Scenario Role-Playing System Character Sheet�
�
NAME:	INDIGO�
Standard Skills:�
Ability:�
�
Characteristics:�
Values:�
SWIMMING�
8�
�
STRENGTH�
10�
DRIVING�
9�
�
AGILITY�
9�
SHOOTING (P,S,R)�
7 (P)�
�
FITNESS�
11�
FIGHTING�
10�
�
INTELLIGENCE�
9�
MECHANICAL�
8�
�
EDUCATION�
10�
ELECTRONIC�
10�
�
HITS (Str+Fit/2)�
11�
SEARCHING�
10�
�
HIGHT (Ft & Ins)�
5' 9"�
HIDING�
9�
�
Equipment:�
�
Special Skills:�
Ability:�
�
�
�
THROWING�
10�
�
�
�
ROCK CLIMBING�
11�
�
�
�
HELICOPTER PILOT�
9�
�
�
�
BIBLE QUOTATIONS�
13�
�
�
�
EXPLOSIVES�
10�
�
�
�
�
�
�
�
�
�
SANITY:	14�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average:11, Good: 12, Excellent:13.





Single-Scenario Role-Playing System Character Sheet�
�
NAME:	Jesus HERNANDEZ�
Standard Skills:�
Ability:�
�
Characteristics:�
Values:�
SWIMMING�
9�
�
STRENGTH�
9�
DRIVING�
8�
�
AGILITY�
13�
SHOOTING (P,S,R)�
10 (R) 9 (P)�
�
FITNESS�
12�
FIGHTING�
10�
�
INTELLIGENCE�
10�
MECHANICAL�
12�
�
EDUCATION�
9�
ELECTRONIC�
9�
�
HITS (Str+Fit/2)�
11�
SEARCHING�
11�
�
HIGHT (Ft & Ins)�
5' 5"�
HIDING�
10�
�
Equipment:�
�
Special Skills:�
Ability:�
�
�
�
HELICOPTER PILOT�
8�
�
�
�
EXPLOSIVES�
12�
�
�
�
ARCHIVE SEARCH�
9�
�
�
�
LANGUAGE (SPANISH)�
16�
�
�
�
LANGUAGE (ENGLISH)�
12�
�
�
�
�
�
�
�
�
�
SANITY:	16�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average:11, Good: 12, Excellent:13.


Single-Scenario Role-Playing System Character Sheet�
�
BACKGROUND DETAILS: ANDREWS�
�
�
�
�
�
�
�
�
You may be the ranking Agent on this Mission, but this is your first Field Trip. You will be required to take charge and tell the others the plan as soon as the Umpire has finished speaking...





You might want to give yourself a few moments to think by asking CHAZPERON to brief everyone on the local area and what to expect.





You have been privately 'phoned by the Director in person, telling you how important this mission is, and that it is a good chance to show the DEA in a good light, and the CIA as a bunch of losers. With that in mind, if Agent EDWARDS embarrasses himself or fails to return, it would be good for your promotion chances.





CHAZPERON (or CHÉ, as he says he likes to be called) is a very seedy character, but he doesn't get paid until you are safely back home, so he should be trustworthy.





Your favourite saying is "Thanks for your input (it's appreciated) (but we'll do it my way)"�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average: 11, Good: 12, Excellent: 13.








Single-Scenario Role-Playing System Character Sheet�
�
BACKGROUND DETAILS: BLAKE�
�
�
�
�
�
�
�
�
You are fit and active and well aware that this is Agent ANDREWS' first mission. You should attempt to support him in every way (especially if it makes you look good in front of the Agency Spy GALLAGHER).





You secretly wanted to be in the CIA, but they turned you down, so every chance to make EDWARDS look a fool, and the DEA good, is to be applauded.





CHAZPERON (or CHÉ, as he says he likes to be called) is the local contact – a very seedy character, but he doesn't get paid until you are safely back home, so he should be trustworthy.





Your favourite saying is "Sweat saves blood, but brains saves both!"�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average: 11, Good: 12, Excellent: 13.








Single-Scenario Role-Playing System Character Sheet�
�
BACKGROUND DETAILS: CHAZPERON�
�
�
�
�
�
�
�
�
You are the Local contact for this operation and have been paid by the DEA and the CIA over the last 2 years for largely fictitious reports about what is going on in the area.





You will have to make up all the details of the local area, in answer to any questions from the others, and hope you don't get caught out. You have heard from your brother-in-law's Uncle that the house is a big neo-colonial affair. Single story, with entrances on all sides. Security is always lax, particularly as they appear to grow their own marijuana in the valley behind the house! 





Your main motivation is money, and a career outside South America. You despise the drug trade, but if push comes to shove, money will win out over everything.





Your favourite saying is "Call me CHÉ".�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average: 11, Good: 12, Excellent: 13.


Single-Scenario Role-Playing System Character Sheet�
�
BACKGROUND DETAILS: DAISY�
�
�
�
�
�
�
�
�
You are the only female on the team, and nominally the Field Medic you will receive bonus points for any sensible medical input to the plan. You are well aware that this is someone's idea of a test to see if you can "hack" field operations – and working for ANDREWS who, by all accounts is a complete jerk, AND it is his first operation.





Your ability with a computer is almost on a par with the wonder hacker FOX, who you have met a few times along with BLAKE, who is a bit thick, but not bad.





You are out to prove you are more than a match for this bunch of "boys with their toys", and well capable of a career elsewhere, such as the CIA.





Your favourite saying is "I'll do it myself, Thank you!"�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average: 11, Good: 12, Excellent: 13.








Single-Scenario Role-Playing System Character Sheet�
�
BACKGROUND DETAILS: EDWARDS�
�
�
�
�
�
�
�
�
You are a senior CIA Field Agent rushed on this operation to make sure the amateurs in the DEA don't make a mess of the whole thing... of course, if they did it would be good for the Agency.





ANDREWS is inexperienced, but has been put in charge (the entire operation appears to have been done in a rush, just when they knew the CIA was over committed in Panama). You must take care not to undermine his authority too openly, but if the report put in by the Agency Spy GALLAGHER was critical it would be really good.





The girl, DAISY seems keen and you are well aware that the CIA needs to employ more women. You might be able to get some help from her if she is interested in broadening her horizons beyond the DEA.





Your favourite saying is: "If that's the way you want it..."�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average: 11, Good: 12, Excellent: 13.








Single-Scenario Role-Playing System Character Sheet�
�
BACKGROUND DETAILS: FOXWORTH�
�
�
�
�
�
�
�
�
You are the computer-geek, dragged out of your nice little basement office and your computers to go on a field trip. Actually you are quite looking forward to this, as it is a nice change from playing on computers all day long.





The job appears completely straightforward, and anybody with any working knowledge of computers should have no problem, but then again, these are field agents who have problems working the cash machine...





You know DAISY, who is rather nice, and knows her stuff on computers, and have helped out BLAKE on a couple of occasions – you have no idea who the others are, and don't really care.





Who knows, you might even get a badly needed raise out of this?





Your favourite saying is: "Beam me up, Scotty" (or any other Star Trek quote).�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average: 11, Good: 12, Excellent: 13.


Single-Scenario Role-Playing System Character Sheet�
�
BACKGROUND DETAILS: GALLAGHER�
�
�
�
�
�
�
�
�
You are a Field Agent Assessor from the Department of Audit and Validation. You have been sent on this mission with the aim of writing a report as to whether this sort of operation is cost-effective and value for money, of should be more properly carried out by the CIA. You need to note any wastage or lack of professionalism, particularly if it brings the Agency into disrepute. You have been assured that this operation is purely routine, with no chance of any danger or shooting, which is just as well since you value your own safety over everything else.





None of the others are aware of this, so you will just have to act as another field agent. If asked you will have to make up your background, hinting darkly about Cuba and "kneed to know", etc. The fact that you are listed on the briefing as being on loan from the Dept of A&V is embarrassing, but perhaps you can think of alternatives for the abbreviations...  You have a pocket Dictaphone and miniature camera for recording anything of value for your report.





Your favourite saying is: "Are you sure that's a good idea?"�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average: 11, Good: 12, Excellent: 13.








Single-Scenario Role-Playing System Character Sheet�
�
BACKGROUND DETAILS: INDIGO�
�
�
�
�
�
�
�
�
You are a totally straight DEA Field Agent on only your second trip out. You really want to do your best and impress the others. Your entire family (8 brother and 5 sisters) are named after colours, which explains your strange name. You don't have a first or last name, just "Indigo"; after all there aren't many Indigos in the Department...





You are earnest, honest, and straightforward, and a complete pain in the ass. You hate smoking, drinking and any other vices, as they are but a short step away from the Drugs you are working to eradicate.





You are a God-fearing, born-again Christian, and a great admirer of Sean Connery.





Your favourite saying is: "Hallelujah, Brother..."�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average: 11, Good: 12, Excellent: 13.








Single-Scenario Role-Playing System Character Sheet�
�
BACKGROUND DETAILS: HERNANDEZ�
�
�
�
�
�
�
�
�
You are, of course, in the pay of the Drug Baron. You are (so he says) his most highly paid and placed agent within the DEA administration. He has told you to go along on this operation and ensure that it fails, by whatever means possible – but he wants you to do it yourself (It appears to be some sort of test, you see...).





You are totally addicted to smoking and have to have a cigarette at regular intervals.





Your favourite saying is: "Okay, Okay, No problems..."�
�
Normal Values: Weak: 8, Poor: 9, Low Average: 10, High Average: 11, Good: 12, Excellent: 13.


�
�


