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In 1988:

the crime rate in the United States rises by 400%. In
response, the maximum-security prison is established
in New York City, covering all the maximum
incarceration needs of the United States. Sealed off
from the world by a 50-foot containment wall, it is a
society in and of itself, completely cut off from the
outside world. Once you go in, you never come back.
Liberty Island is transformed into the main security
control checkpoint for the United States Police Force.
Like an army, they’re encamped around the city and
protect the nation from the scum locked away inside.
In spite of the mined waterways and bridges and the
armed guards on the wall, the system is not foolproof in spite of what the government wants you
to believe. As a final security measure, a nuclear
bomb is installed in the head of the Statue of Liberty,
to be detonated remotely in the case of a severe
containment breach from within the prison.

1993: Now.

The nuclear detonation code is held by the president
of the United States but is stolen by an agent of the
National Liberation Front of America, the NLFA, who
escapes into New York City. From an undisclosed
location within the city, they are threatening to
detonate the device which would kill all of the people
in New York City, as well as those living in nearby
territories. It would also take out a sizable chunk of
the United States Police Force.
The authorities have been given 24 hours to release
all prisoners, or the agent will detonate the device,
giving them no time to evacuate.
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Heroes Gallery
While the heroes that the players
create are supposed to be the main
protagonists of the adventure, there are
a few suggestions that would do well
within the story of Escape from New
York. These are briefly outlined below,
with choice of class, as well as a short
background story that will tie in with
the overall story of the adventure.
All the heroes are from outside the
city of New York. Unless you, as a GM,
wish to expand the adventure into a
full campaign or tie it into any other
adventures that you wish to run. As
such, these backgrounds and heroes
do not have any inside contacts within
New York but putting these into the
story could greatly expand the scope
of the story you wish to tell. These
contacts might be encountered within
the adventure, such as when the heroes
are traveling around the city.
The four heroes were gathered by a
mutual acquaintance. They were to
stage a bank robbery, but naturally,
the robbery went wrong, and as the
contact had set them up to be caught.
The heroes were caught mid-heist

Alpha

Bravo

and brought straight to New York for
incarceration.
The contact did not escape either
and was put behind bars (this could
potentially be into New York, and
if you want to up the stakes, he’ll
be the one who’s broadcasting the
message for the National Liberation
Front of America — however, the
adventure assumes that the contact is
incarcerated elsewhere, away from the
heroes).
Unbeknownst to the heroes, their setup
was for the NLFA to acquire the code
for the nuclear bomb in New York. Now,
they’re in it together, to not only survive
but to take him down in revenge.
The pregen presented here were all
created with the standard set of ability
scores: 15, 14, 13, 12, 10, 8.
The equipment carried by each
character is described in further detail
in the Everyday Heroes Core Rulebook,
but each is integrated into the
statblocks described below, to make it
as easy for the players as possible to
run these characters.

Charlie
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Codename: Alpha
Medium humanoid (human, American)
A former driver and pilot for the United States Air
Force, having served with distinction in World War
III. Once part of a family with a proud tradition of
serving in the United States Air Force, they were
kicked out of both the air force and the family when
it was discovered that during WW III they spent
their off-duty hours smuggling alcohol, both to
their friends and the enemy. They were caught,
convicted, and dishonorably discharged before
being thrown into prison. They broke out of
prison before the bank heist and were to be
the getaway driver.
STR

8 (-1)

INT

14 (+2)

DEX

16 (+3)

WIS

13 (+1)

CON

16 (+3)

CHA

10 (+0)

HP 41
(5d8+15)

DEF 15

Archetype: Agile
Class: Scoundrel
Background
Military Tradition
Profession
Transportation
Wealth Level 2
Skills
Driving/Piloting
(Expertise) +9,
Mechanics +5,
Stealth +6,
Streetwise +7

Spd 30 ft.

Saving
Throws
Dex +6, Cha +3
Armor
Ballistic: AV 2
Proficiencies
Basic and Advanced
Equipment
Senses
passive Perception 11
Languages
English (American)
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Abilities
Acrobatic Defense. You add you +2 to
your defense.
Fast Reflexes. You have advantage on
initiative checks.
Awesome Reflexes.You have trained
yourself to reflexively catch objects that
come speeding at you, and can even
throw them back. You gain the following
benefits:
When someone attacks you with a
thrown weapon you can spend a reaction
to try and catch it, then throw it back at
the attacker. Before the attacker rolls to
hit, make a Dexterity saving throw with
a DC equal to the attacker’s Defense. If
you succeed, the attacker is hit and takes
damage from the attack. If you fail, their
attack resolves normally.



Defensive Driving. You are trained at
operating vehicles under hostile and
dangerous conditions. You gain the
following benefits:
You have advantage on Dexterity
(Vehicles) checks made to avoid a crash.



You give your vehicle advantage
on saving throws made against
complications.



While you operate a vehicle, increase
its Constitution modifier by 2.



Fortune’s Fool. You have learned to trust
in providence, and somehow it has come
to treat you kindly in return for your faith.
You gain the following benefits:
You gain 3 luck points which are
replenished each time you take a long
rest.



Note that if multiple d20s are rolled due
to advantage or disadvantage you choose
only one to be re-rolled.
Improved Quickness. You can take the
Dash or Disengage action as a bonus
action. Furthermore, you can use the
Hide, Use Object, Sleight of Hand, and
Thieves’ Tools actions as a bonus action.
Military Solidarity. You gain advantage
on Charisma (Persuasion) and Charisma
(Intimidation) checks when attempting to
influence members of the armed forces.
Sneak Attack. Once per turn, when
you hit a target with an attack, if you
had advantage on that attack or an
ally is within 5 feet of that target, you
can choose to deal an additional 3d6
damage. You cannot deal this additional
damage if the attack had disadvantage.
Surprise Attack. You have advantage on
attack rolls against any enemy that has
not acted this combat
Uncanny Dodge. When you take damage
from an attack, you can spend your
reaction to halve that attack’s damage
against you.

Weapons and Armor.
Light Ballistic Vest, (AV 2, Save DC 15,
Properties Ballistic, Concealable), Beretta
M9 (Service Pistol, +6 to hit, Damage
1d10+3 ballistic, Range 150/300,
Rounds 21, Reload Bonus, PV 2,
Properties Semi-Auto, Loud), 3 clips (or
equivalent) for all weapons.
* Weapons and Armor marked with a * (star)
are also iconic equipment for the character.

You may spend a luck point to reroll
an attack roll, saving throw, or ability
check after the roll but before you know
the result.
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Codename: Bravo
Medium humanoid (human, Thai)
A former street kid one that grew up in the suburbs
of Bangkok, where they got into all sorts of
trouble. In order to survive, and to provide food for
themselves and some of their friends, they turned
to streetfighting and were quite successful as a
fighter. They were never the strongest or fastest,
but they were by far the toughest able to soak up
more punishment than those who faced them on
the streets. Their ability in street fights caught the
eye of their contact, who figured that the ability to
fight without weapons might come in handy in the
robbery. As such, they were recruited to serve as
muscle for the heist by their contact.
STR

14 (+2)

INT

8 (-1)

DEX

15 (+2)

WIS

10 (+0)

CON

17 (+3)

CHA

12 (+1)

HP 53
(5d12+15)

DEF 16

Spd 30 ft.

Archetype: Tough
Class: Scrapper

Saving Throws
Con +7

Background
Juvenile Delinquent

Armor
Ballistic: AV 2

Profession
Crime

Proficiencies
Basic and Advanced
Equipment

Wealth Level 2
Skills
Deception +4,
Intimidation +4,
Stealth +5,
Streetwise +4

Senses
passive Perception 10
Languages
English, Thai
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Abilities
Criminal Record. You have an extensive
criminal record. You have disadvantage
on all Charisma checks when interacting
with anyone from law enforcement.
Artful Dodger. While you prefer to stay
on the defensive, you have learned how to
mix in an attack when it counts. You gain
the following benefit:
You can make an off-hand attack
after taking a Dodge action, waiving the
requirement to have taken the Attack
action this turn.



Bruiser. You know how to knock heads
and put your foes off balance, granting
you the following benefits:
Once per turn, when you hit a foe
with an attack that deals bludgeoning
damage, you can move them 5 feet to an
unoccupied space, provided the target is
large size or smaller.



When you score a critical hit that
deals bludgeoning damage to a foe,
attack rolls against that combatant are
made with advantage until the start of
your next turn.



Duelist. You are adept at melee combat,
and can protect yourself from close
quarters combatants. You gain the
following benefits:

Opportunist. You gain the following
benefits:
Enemies taking the Disengage action
provoke attacks of opportunity from you
before leaving your reach.



Enemies within your reach that attack
one of your allies other than you provoke an
attack of opportunity from you.



When you damage an enemy with
an attack of opportunity their speed
becomes 0 until the end of their current
turn, preventing further movement.



Payback. Once during your turn, when
you attack an enemy that has damaged
you since the end of your last turn, you
gain a +2 bonus on the attack roll.
With Interest. When you apply your
Payback feature’s bonus to an attack and
hit, you deal an additional 2d6 damage.
Uncanny Dodge. When you take damage
from an attack, you can spend your
reaction to halve that attack’s damage
against you.
Underworld Contacts. You gain
advantage on Wisdom (Streetwise)
checks to buy or sell illicit goods and
services.

Weapons and Armor.

After taking the disengage action,
you can make a single ranged attack as a
bonus action.

Light Ballistic Vest, (AV 2, Save DC 15,
Properties Ballistic, Concealable), 2 x
Brass knuckles (+5 to hit, Damage 1d6+2
bludgeoning, reach 5 ft,. one target.
Properties Finesse, Light), 44 Magnum
(Pistol Handcannon, +5 to hit, Damage
1d12+2 ballistic, Range 200/400,
Rounds 7, Reload Bonus, PV 2, Properties
Semi-Auto, Loud), 3 magazines (or
equivalent) for all weapons.

Mettle. You have advantage on
Constitution saving throws.

* Weapons and Armor marked with a * (star)
are also iconic equipment for the character.

If you are hit with a melee attack
while wielding a melee weapon you are
proficient in, you may use your reaction
to add your proficiency bonus to your
defense against that attack, potentially
turning the hit into a miss.
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Codename: Charlie
Medium humanoid (human, Canadian)
Once a peace activist during WWIII, but when the
relationship between Canada and the US soured,
they became a spy for their country and infiltrated
the United States, spending their time stealing
political and militaryh secrets. They were caught and
condemned, but managed to escape from 5 different
prisons before they received a message from their
contact. They were the undercover agent sent in
before the heist as a newly hired employee and they
managed to swipe the access codes and security
clearances needed to access to the bank vault.
The money stolen was to be used to get them
back to Canada.
STR

8 (-1)

INT

14 (+2)

DEX

13 (+1)

WIS

15 (+2)

CON

10 (+0)

CHA

17 (+3)

HP 26
(5d8)

DEF 15
Archetype:
Charming
Class: Icon

Performance (Expertise) +9

Background
Activist

Profession
Politics

Wealth Level 3

Skills

Spd 30 ft.

Deception +6,
Intimidation +6,
Persuasion +6,

Saving Throws
Dex +4, Cha +6
Armor
Ballistic: AV 3
Proficiencies
Basic and Advanced
Equipment
Senses
passive Perception 12
Languages
English, French (Canadian)
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Abilities

Center of Attention. Whenever you
like, you can make yourself the center
of attention. So long as you continue
to speak, perform, or otherwise attract
attention, enemies and bystanders that
can see or hear you have disadvantage
on Wisdom (Perception) checks made
against anyone and anything besides you.
Charm. When you make a Charisma
check, after rolling but before
determining the result, you can roll an
influence die and add it to your result.
Distract. You can take the Help action
as a bonus action specifically to give
advantage to an ally’s next attack
provided the target is within 30 feet of
you. You do not need to be near your ally.
If the attack hits, you can roll an influence
die and add it to the damage.
Global Contacts. You have built up a
network of friends and contacts all over
the world. You gain the following benefits:
 Wherever you travel, you can call
on a friend for favors such as: a ride,
translation, food and lodging, local
information, bail (where available), or
discrete rescue (when feasible).
 You can gain advantage on Wisdom
(Streetwise) checks by calling a friend
and asking for tips.
 You can borrow up to 3 items with a
Price Level of 3 or less per month from
your local friend. Just remember that it’s
good to be the type of hero that returns
what you borrow!
Skirmisher. You are quick on your
feet in combat and always wary of
your opponents. You gain the following
benefits:
 As a reaction, you can cause one
opportunity attack made against you to
automatically miss.
 If you hit an opponent with a melee attack,
they cannot make an opportunity attack
against you until the start of your next turn.

Snatch Victory.You have a strange
knack for turning a potential disaster into
stunning success. You gain the following
benefits:
 When you roll a 1 on a d20, you can
treat it as if you rolled 20. You cannot do
this again until you finish a long rest.
Flinch. As a reaction, when an enemy
within 5 feet that can see targets you with
an attack, you can cause that attack to
have disadvantage. They cannot change
targets in reaction to you doing this.
Grassroots Organizing. You have a
group of dedicated constituents you can
call on to do tasks for you like picket a
corporation, or march for a cause. Exactly
what they will be willing to do is at the
GMs discretion.
Influence. You have three influence
dice, which are d8s. An influence die is
expended when it is rolled. You regain all
of your expended influence dice when you
finish a short or long rest.
Insult to Injury. When you hit with an
attack against a target that can hear you,
you can roll an influence die and add the
result to the damage you deal. If you do,
the target has disadvantage on its next
attack roll before the end of your next
turn.
Watch This. After you make an attack
roll or saving throw, as long as at least
one other person can see you, you can roll
an influence die and add it to your result.

Weapons and Armor.
Medium Ballistic Vest, (AV 3, Save DC 15,
Properties Ballistic, Awkward), Walther
PPK* (Concealed Carry Pistol, +4 to
hit, Damage 1d8+1 ballistic, Range
150/300, Rounds 8, Reload Bonus, PV 2,
Properties Light, Loud, Semi-Auto), 3 clips
(or equivalent) for all weapons.
* Weapons and Armor marked with a * (star)
are also iconic equipment for the character.
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Codename: Delta
Medium humanoid (human, Peruvian)
hacker of the group. They disabled the alarms and
security cameras for the heist, or at least the ones
they knew of, as the contact had deliberately left
some of them out. Before joining the heist they
were originally a Peruvian police officer that had
been approached by the Shining Path for their skills,
though they’d declined. As a result, they’d had to
leave South America in a hurry, and were caught at
the border by the United States Police Force. While
they escaped, they ended up in bad company and
were recruited by the contact.
STR

10 (+0)

INT

17 (+3)

DEX

13 (+1)

WIS

15 (+2)

CON

12 (+1)

CHA

8 (-1)

HP 25
(5d6+5)

DEF 14

Spd 30 ft.

Archetype: Smart
Class: Mastermind

Saving Throws
Int +6 , Wis +5

Background
Gamer

Armor
Ballistic: AV 3

Profession
Investigative Services

Proficiencies
Basic and Advanced
Equipment

Wealth Level 3
Skills
Computers +6, Insight
+5, Investigation +6,
Medicine +6, Security
(Expertise) +9

Senses
passive Perception 12
Languages
English, Spanish (Peruvian)
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Abilities

Exploits. You can re-roll a 1 on a single
ability check. You must take a long rest
before you can do this again.
Battlefield Medic. You are highly
practiced in first aid, emergency
medicine, and quickly treating wounds on
the spot. You gain the following benefits:
When using a first aid kit to stabilize
someone they also recover 1 hit point.



As an action, you can use a first aid
kit to treat a conscious person adjacent to
you. Make a DC 10 Intelligence (Medicine)
check. If successful, the target may spend
one hit die to regain hit points. This action
cannot be used again on the same person
until after they have taken a short or long
rest.



plans can be chosen from the list of
shared plans, from your subclass’s list, or
a combination of both.
At any point, you can enact any readied
plan by spending 1 Genius point. You
have Genius points as shown in the Smart
Hero table, and they recharge when you
finish a long rest. Enacting a plan does
not cause it to become unreadied, and it
can be enacted again so long as you have
the Genius to spend.
The effect of each plan, as well as
the action you must take to enact it,
is included in the plan’s individual
description. If a plan calls for a saving
throw, the save DC is always 8 + your
Intelligence modifier + your proficiency
bonus. This is called your “plan DC.”

Fortune’s Fool. You have learned to trust
in providence, and somehow it has come
to treat you kindly in return for your faith.
You gain the following benefits:

Many plans grow in power as you gain
more levels in the Smart Hero class. Each
plan describes how it improves, and these
benefits are cumulative unless otherwise
noted.



You gain 3 luck points which are
replenished each time you take a long
rest.

Some plans require a certain level of
Smart Hero to be readied at all. A plan
will tell you if it has such a restriction.

You may spend a luck point to reroll
an attack roll, saving throw, or ability
check after the roll but before you know
the result.

Plans:



Note that if multiple d20s are rolled due
to advantage or disadvantage you choose
only one to be re-rolled.
Jack of all Trades. You are well read and
generally good at anything you set your
mind to. You gain the following benefits:
You can add half your proficiency
bonus (rounded down) to any ability check
calling for a skill you are not proficient in.
You may not use this bonus if no skill is
applicable.



Genius. Your incredible Genius allows
you to make and enact plans with a
variety of powerful effects. When you
finish a long rest, choose a number of
plans to ready equal to your Intelligence
modifier (minimum 1), plus half your
Smart Hero level (rounded down). These



I Have The Perfect Disguise



I Lured You Into Danger



The Right Tool, Slippery Surface



They’ll Never See Us Coming

You can read more about plans in the
Quickstart Guide.

Weapons and Armor.

Medium Ballistic Vest, (AV 3, Save DC
15, Properties Ballistic, Awkward),
Glock 26* (Concealed Carry Pistol, +4
to hit, Damage 1d8+1 ballistic, Range
100/300, Rounds 8, Reload Bonus, PV 2,
Properties Light, Loud, Semi-Auto), 3 clips
(or equivalent) for all weapons.
* Weapons and Armor marked with a * (star)
are also iconic equipment for the character.
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Adventure Synopsis:
A group of 5th level heroes are sent into the city of
New York, in a prequel to Escape from New York. Here
they’ll encounter the early beginnings of what, 4 years
later, will capture Snake Plissken, the protagonist
from the movie Escape from New York. At that time,
they’ll have formed the template from which Snake
would later work: An infiltration, a mission, and a way
to control the agent from going off on his own.
Whenever you come across text in italics (including
the short intro above the Adventure Synopsis), it is
intended for you to paraphrase or read aloud to your
players.

Adventure Background:
Welcome to Escape from New York. Here, the heroes
are given a mission to obtain a code to prevent the
detonation of a nuclear device situated within the
head of the Statue of Liberty. They don’t have much
of a choice as they have all been caught by the Police
performing various crimes (ranging from murder and
bank robbery to repeated uses of profanity in public
places). The US Justice system is no longer just, but it
works quickly and harshly.
They will have 24 hours to save themselves and part
of the nation and obtain their freedom in the process.
Only time will tell if they succeed in their mission.

GMs Note: Time within New
York
The 24 hours mentioned for the heroes is to put
pressure on the heroes to keep acting, rather than
settling into a defensive posture, but the time is not
actually measured during the adventure. Instead,
you should feel free to have the timer move faster
or slower as needed, in order for the heroes (and the
players) to feel the pressure of time on them. They
ARE in a hurry, and if they fail, the consequences are
unthinkable.
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ACT 1: Arrival in New York.
There are only a few people on the bus: The driver,
a guard with an assault rifle, a bulletproof vest, and
a helmet with a blast shield covering his face, and
the inmates. All of you appear to be dressed in the
clothes you were captured in. In the United States,
justice works swiftly and harshly.
As the bus stops, you see a man waiting in the
parking area. He is surrounded by 10 guards, all
armed in a similar manner to the one currently
guarding you. It is clear that they’re guarding him
from the prisoners, as he is dressed in a simple
uniform, with no side-arm apparent and no helmet.
The guard ushers you off the bus, making short
work of one of the others who protested. Those who
choose not to enter New York face only the death
penalty instead. All of you are lined up, and the
man walks down the line of you, giving each a brief
glance. “Those ones. The rest can go in as normal.”
As he points to you, a guard motions you to follow the
man when he walks off.

They all notice the name tag on the
man: Rehme, Section Commander.

already been sentenced to exile in New
York, the equivalent of a death penalty.

Those who do not immediately follow
are clubbed with the butt of the rifle
of one of the guards, taking 4 (1d6+1)
bludgeoning damage in the process.
For each round, they resist, double the
damage. The guards here are perfectly
willing to club someone resisting to
death, as the prisoners here have

The heroes are taken to the office of
Bob Hauk, the Commissioner of the
United States Police Force. As they
enter, Bob is loading a small handgun
and presenting it where they can all
see, but not reach it. They’re all given
a seat and Hauk gives a nod to the
guards to indicate that they can leave.
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“Welcome to New York. I’m just about
ready to put you all in the hole and
throw away the key. But I have a
problem, and you just might be the
solution. Make no mistake, you’re all
dangerous people, and by rights, I
shouldn’t even be offering this to you,
but I have no choice.
An hour ago we received a message
from inside the prison, telling us that
they had activated a nuclear bomb
located here on Liberty Island. We’ve
confirmed that it’s started, and there
is only one way to shut it down. The
deactivating code. Which we know
they have in there, as they’ve given us
24 hours to free them all.
I need you to go in there, steal the
code, and come back out so we can
deactivate the code. You do that, and
I personally guarantee that you will
walk out of here with your slates wiped
clean, and your rights as citizens of the
United States restored to you. What do
you say?”
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The heroes are likely to have a number of questions at this point, and here are a
few of the ones that they might ask:
Q: Why aren’t you going in yourselves?
A: We can’t. If they see our forces,
they’re likely to detonate the device
early or take some other drastic
action. We have to rely on… other
means, this time around.
Q: Why us?
A: You’re the best I have available. The
only ones I have available.
Q: What if we don’t do it?
A: Then you die alongside the rest of
us.
Q: How are we going to get in and out?
A: We’re inserting you through an
underwater route. The waterways
are rigged with mines, so don’t even
think about trying to escape, as the
mini-sub that we’ll be sending you
in will be preprogrammed with the
route. Once it gets to its destination,
it’ll surface, at the Whitehall Ferry
Terminal. From there, it’s a 5 minute
walk to the Whitehall Station. That’ll
lead you into the subway system. From

there you can make your way to the
34th Street–Herald Square station.
That’s the closest one to the Empire
State Building. “I have a map here
that shows the fastest way to get there
through the subway.” Hauk then gives
the map to the heroes.
When you’re done, you should make
your way to the nearest open space
— a parking lot, park, roof of a large
skyscraper — anything like that,
and fire off the flares we give you.
You should be evacuated within 10
minutes from there, via helicopter.
Once you fire off those flares though,
we expect that you’ll draw a LOT of
attention, so be prepared to defend
yourselves.
Q: Why aren’t we using radios?
A: To prevent you from breaking radio
silence. If you do, and they discover it,
they’ll destroy the disarming codes. If
you’re caught with radios, the locals
will kill you as police sympathizers.
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Once the heroes are ready, Hauk (and
a small team of 5 guards) will take
them to a small facility where they’re
given their equipment (whatever they
purchased during character creation
or which they have obtained so far
in the campaign). The weapons are
not loaded, to prevent the heroes
from trying to kill Hauk or any of the
personnel. Should the heroes try,
they’ll obviously discover that the
bullets are blanks, but the guards will
now be on full alert, with weapons
trained on them at all times. If they
do not discover it, then Hauk informs
them via the single radio in the minisub.

In front of you is a small, 6-person
mini-sub. It’s a sleek, black, cylinder
clearly created for stealth and speed,
rather than a combat vehicle. There
are no portholes or openings, apart
from the entry-hatch with a large
handwheel in the center for locking
and sealing the door shut.

them good luck and closes the hatch
to the mini-sub before the launch
countdown starts.
10. 9. 8. 7. 6. 5. 4. 3. 2. 1. Ignition.
As the countdown finishes you’re
pushed back into your seats, happy
that the restraints are keeping you
in place in the face of the fierce
acceleration. A heavy jolt goes
through the submarine as it breaches
the waterline. On the inside of the
submarine front you can see an echoreflection of the surrounding waters,
including the mines that have been
laid into the river in the past, though
the submarine navigates through them
seemingly without issue. A small timer
in the corner reads: “ETA: 15:00”.
Now the heroes have 15 minutes to
familiarize themselves with each other
and check through their gear (the
heroes will also find the ammunition
for their weapons aboard the
submarine).

After equipping them, Hauk takes
them to the mini-sub, that sits
mounted on a ramp in an old sewer
tunnel (that eventually leads out to
the East River) and gives each of them
a wristwatch with a counter going
“22:01:43”, and he informs that is how
many hours are left before the nuclear
device detonates. He then wishes
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Act 1a: Whitehall Terminal
You feel the submarine slow down and bump gently
into something. At that point, the hatch pops open
and you stare out into the night, at a deserted and
rundown pier, and a sign saying Staten Ferry Island
Whitehall Terminal.
The pier, while deserted currently, shows signs of
some usage. There are fishing nets spread out
across nearby bollards that are in mid-repair, while a
few fishing rods lie close by as well. A couple of old
wooden crates, that reek of old fish, are stacked near
the Terminal building itself.
Strangely you can hear music nearby as well,
though it receding in the distance. Some 50s tune is
dissipating along with the sound of an engine being
driven away.

When the heroes head up, they face a
choice of either heading to Whitehall
Station (nearby signs show the way
there, and it only takes 2 minutes or
so to walk there). The alternative is
to walk from the piers to the Empire
State Building. Walking there is about
4 miles, which, due to the debris and
general lack of road-works, means
that the trip takes nearly 3 hours (if
the roads were clear, it would take
about half that).
Walking there though is perilous, and
should the heroes decide to do so they
will be ambushed. That is beyond this
adventure, however, as it assumes that
the heroes follow Hauk’s advice and
use the subway system to get around.

If they don’t, you, as the GM, are
encouraged to have the heroes face
some dangerous foes on their way
to the Empire State Building. Bear
in mind that only the Duke of New
York’s men will have regular access
to military firearms, so most gangmembers in New York will only have
access to restricted equipment. The
Shining Path and the NLFA members
in this adventure are exceptions to that
rule, in that they have strong and rich
contacts outside of the city, who have
been able to get the equipment into
the city for them (or brought it with
them in the case of the NLFA).
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Act 1b: Into the Night
As you make your way along the tracks of the subway
from Whitehall Station towards the 34th Street–
Herald Square station, you notice that the concrete
on the walls is coming off in flakes, and it’s clear that
they’ve not been maintained for years. In those few
places that aren’t showing the effects of age, you can
see spray-painted tags and mottos. As you near your
destination you notice that even the spraypaint has
been clawed away by someone or something.
Up ahead you can see light, coming from several
barrels in which something is burning. A smell of
meat permeates the air, an odd mix of something like
beef and pork, with smoke settling among the higher
points of the tunnel.
Noises can be heard too, the sounds of people
grunting, snoring, and moving things about, but none
of it seems like intelligible speech.

The following assumes that the
heroes are trying to be stealthy in their
approach.
Located at Herald Square station are
20 crazies (page 34), none of whom
are on guard, but because of their
sheer number, they get advantage
on Wisdom (Perception) checks to
notice the heroes. 10 of the crazies
are currently cooking an unfortunate
victim that they found on the streets
above, while the others are engaged
in either sleeping or rummaging about
looking for items of interest.
The area is the 34th Street-Herald
Square Station (sublevel B2 - the
entrances to B3 have long since

collapsed and flooded), from where
the heroes are able to exit and head
towards the Empire State Building,
which is close by.
If the heroes are noticed, the crazies
attack right away, with 10 of them on
the first round, and the remainder 10
joining on the second round of combat.
They screech and holler to draw
attention, and every round after the
third round, another 1d6 crazies will
join the fray. If the heroes take more
than 10 rounds to clear the area or get
out, this will increase to 2d6 per round.
It will not stop, as there are hundreds
of the crazies in the subways of New
York, and knowing their way around,
they can get here quickly.
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Crazy (CR 1/8)

Medium humanoid (human)
STR
DEX
CON
Def 10

12 (+1)
10 (+0)
13 (+1)

INT
WIS
CHA

HP 5 (1d8+1)

5 (-3)
10 (+0)
7 (-2)

Spd 30 ft.

Skills
Stealth +2
Pack Tactics. The crazy has advantage on
an attack roll against a creature if at least
one of the crazy’s allies is within 5 feet of the
creature.
Wrecking Crew. A crazy can destroy cover if
given time. The crazy must spend their entire
round next to the cover, doing nothing else.
Half-cover takes 1 round to destroy.
Three-quarters cover takes 1d4 rounds. Total
cover takes 1d6 rounds. Each additional
crazy adjacent to the cover, who is working to
destroy the cover, reduces the time needed
by 1 round (minimum 1).

Actions
Improvised Weapon. Melee Weapon Attack
+3 to hit, reach 5 ft,. one target. Hit: 3 (1d4+1)
slashing damage.
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The rail tracks are somewhat clear
as the crazies use them for getting
around the city, but the platforms
are covered in all kinds of junk
and are treated as difficult terrain.
Standing behind a pillar grants threequarters cover, but the cover can be
destroyed by the crazies (this doesn’t
damage the strength of the pillar,
but represents tearing off the outer
layer with their weapons and tools).
The heroes can destroy the cover
as well, but where the crazies do
so automatically, for the heroes the
pillars have an AC of 16 and 20 hit
points.
Should the heroes manage to kill all
the crazies currently on the map, then
the influx stop as the crazies consider
the heroes to be too dangerous (and
they’re supplied with plenty of meat
from those that died already). If they
make their way up to street level, the
crazies retire back into their tunnels. It
is not yet time for their monthly raid.
The crazies are night raiders that
inhabit the underground sections of
New York, particularly the subways
that they have claimed as their
own. They’re cannibals and have
suffered greatly from the effects
of cannibalism, with most of them
suffering the effects of Kuru, a
degenerative disease that cannot be
cured and which causes people to
first go mad, and then die after an
excruciatingly long time.
Those few crazies who aren’t insane
from the disease soon turned crazy
from the sheer horror of what they
were witnessing. Now, the “gang” is
one of the largest in New York, and the
only one that is not affiliated with any
others, and which all others fear, in

spite of their lack of resources. Simply
put, there are so many of them that
the saying of “shoot one and two more
takes their place” results in them only
really being susceptible to sustained
gunfire. And in New York, only a few
people have guns.
Once they leave the subway station
the crazies will fall back to lick their
wounds.
As you leave the subway station and
you notice the old street signs on the
road above, you realize that the noise
from below is subsiding. Whoever,
or whatever, they were, they do not
appear to be following you to the
surface. From where you exit, you
can see the Empire State Building,
which appears to be only a short
distance away. Around you, the street
lights flicker briefly as a cold wind
passes through and shakes the steel
lampposts gently.

Making their way from here to the
Empire State Building will take the
heroes 10 minutes. (If the roads
had been clear, it would only have
been 5). The buildings near here are
abandoned, though still structurally
sound and safe if the heroes want
to take a short rest after their trip
through the subway.
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