End Game, teamer instructions: JON

Character: Your own Chicago character, “Junior”. During thergathe hotel director will be assisting Don DontéPein
his office. Don don will be directing the operatiohframing FBI and placing out false evidence. wa his second in
command.

Where will you be: In Don Don'’s office, irBERLIN. You and Peter will arrange the room on beforeharahtoffice —
desk, chairs, maybe some piece of art, writing siten

What will you do: You will have two tasks.

1) Help Peter. You will let in the PCs to the offiogly one group at a time. Keep an eye on the naiing outside the
office, if it gets very long you might want to renmend to the people to go look for work elsewhEreeter needs to
get some message to some other teamer, it wilbbejgb to deliver it by running there yourself.uymight also need
to keep contact between Peter and the other end tgamers (Julia & Jostein). All in all, just bertd for your don ;)

2) If you have nothing better to do, you can give Sigle Quests to PCs. This is also a good thing tdf tlee line is
getting too long. You can ask any group passing they want to help you with some things, but tleeg allowed to
refuse. They are, however, not allowed to choosewtask they want to do, either they take the ymeoffer or then
they don’t take any at all. You can be flexible auick, but you don't have to. If the group is uratd fulfill a task, it
can return it (but not without trying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that aypsomissing

- Take alook at their Task Check List. Each groulplvé carrying this with them. On the list you csse the group
number, members of the group and what tasks they b@en doing.

- Check that they don’t have very many unfinishe@ sjdests going on, they shouldn’t collect as mamgsas
possible, but do the tasks. Don't give out a nesk tathey already have more than 2 unfinished sugests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We tiogt the PCs get to do as many Different task®asible during
the game.

- Write the task name and number + your name in fasik Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differermugs)

I Some tasks can be done by many groups at the thaeT hese tasks have multiple cards, that ar&edal/4, 2/2 etc.
Try to avoid many groups doing the same task as#nee time, but don't hesitate to use the optidhefe are no
other good tasks to give out.

I'You can try to keep track on how many groups lgaue out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that aypkomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Miske back the task card.

- Give out a reward... If you want to! The reward cansbme all-week-game —money, some random item$uyhob
material, piece of costume...), a vague promise\(agieor irrelevant for the game), answer to sonestjon of
theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They maio tagree on some reward before they acceptasky Be
creative, be as stubborn or nice as you want tdeslds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- Ifthey PCs ask you for something (some piece foirmation, some item they need for some other tgsli)can ask
them for something in return. Maybe they need toue of your tasks before you give the item to thé€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeota
something. BUT you always have the alternativeusf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seetthdr they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — sstanp of tasks upon tasks upon tasks.



New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) ot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teatmeto tell him/ her about it!

- The PCs can also propose some own tasks. It is yput to approve of them or not. If the task sougaisd, then
write it (or let the group write it) on a task caehd use it as a normal task card.

Tasks from other teamers that You are involved in:
Some other teamers can give out tasks that inyaue These are:

20. Find a motive for FBI (given out by Peter) — PCsyrname and ask you about the FBI agents or abeuntirder
victim (or similar). You can tell them the followgrinfo: “Agent Scoulder asked me the other daydifhad any suspicious
guests lately.”

59. Return what is mine (given out by Rieke) — PCs tllto get from you a necklace (that you oncefgmh “Eva the
Shark”, the street dealer/hustler who now wantsdk). Have it somewhere visible, you can tradetfor let it be
stolen (if the PCs are good enough thieves).

PCs might come and ask for your fingerprints (gigvanhby Chris)

There might be new tasks popping up during the géuaeinvolve you. Hopefully you get the informatimn time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

a pencil (for writing on task check lists, new taskds etc.)

some paper (for writing whatever you might waniviite — contracts with PCs, keeping track of graups
your task cards

Empty task cards

a pile of A4 paper (for tasks 34 and 35)

a pile of A3 paper (for task 33)

necklaces (for task 59), have one at a time at,ltakd a new one if one PC group gets one from you

Other teamers in the game:

Libeck — Don Mascarpone (Den Haag)

Peter — Don Don (Berlin)

Brajda — Mama (helping Lubeck in Den Haag)

Julia — Romea (in jail, teamer’s corridor)

Niko — Giulio (in jall, toilets under the Saal-bdiihg

Daniel — John O’Connor (guarding Niko, toilets unttee Saal-building)
Christopher — Scoulder (Rittersaal)

Jostein — Mully (Table soccer room)

Schabi — dr. Samantha Stelling (Tea Kitchen/U-boot)
Rieke — Eva the Shark (Basement)

Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor



End Game, teamer instructions: LIENE

Character: A new character, Madame Ghenna. She is a psydirol@gist and specialist in all kinds of supermaksgtuff.
Also, she is known to trade tea for reasonablespric

Where will you be: In Adlerhorst. You may want to create an eeriecsiphere up there with candles, veils, mystical stem
etc... If nobody comes up to you, you can go aroond#tihg for PC groups. But try to keep an eye oreftabrst, you
should be there if someone comes.

What will you do: You will give out Side Quests to PCs. You can @ik group passing by if they want to help you with
some things, but they are allowed to refuse. Theylowever, not allowed to choose which task thegt to do, either
they take the one you offer or then they don't takeg at all. You can be flexible and nice, but o't have to. If the
group is unable to fulfill a task, it can returr{but not without trying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that aypomissing

- Take alook at their Task Check List. Each groulplv@ carrying this with them. On the list you csge the group
number, members of the group and what tasks they b@en doing.

- Check that they don't have very many unfinishe@ sjdests going on, they shouldn't collect as mamg<as
possible, but do the tasks. Don't give out a nesk tathey already have more than 2 unfinished gugests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We tiogt the PCs get to do as many Different task®asible during
the game.

- Write the task name and number + your name in ek Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differermugs)

I Some tasks can be done by many groups at the thaeel hese tasks have multiple cards, that aredal/4, 2/2 etc.
Try to avoid many groups doing the same task as#inee time, but don'’t hesitate to use the optidhefe are no other
good tasks to give out.

I You can try to keep track on how many groups rauve out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that aypkomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Oiske back the task card.

- Give out a reward... If you want to! The reward cansbme all-week-game —money, some random item$uyhob
material, piece of costume...), a vague promise\(agleor irrelevant for the game), answer to somestjon of
theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They maio tagree on some reward before they acceptasky Be
creative, be as stubborn or nice as you want tdeglds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- If they PCs ask you for something (some piece fofrination, some item they need for some other tasl)can ask
them for something in return. Maybe they need toe of your tasks before you give the item to thé€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeota
something. BUT you always have the alternativausf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seetthdr they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — sabanp of tasks upon tasks upon tasks.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) ot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teatmeto tell him/ her about it!



- The PCs can also propose some own tasks. It is yputto approve of them or not. If the task souyatsd, then
write it (or let the group write it) on a task caehd use it as a normal task card.

Soecial notes on your tasks:

53. The PCs are supposed to place the gemstortae dght spots on the six pointed star. You hdweright answer on
another paper. When you give the task to the Pi@seg phe transparent stone (rock crystal) in thod 8pat has been
marked for it, it's the only stone that should bglace when the PCs get the task.

55. If you run out of glass jars, give the PCs with already a bug inside, and tell them that thegd to free it first, it
wasn't suitable as a familiar anyway

23. The tea is hidden near the picture of a manisr@arved in the red stone below the castle tpelese to the campfire
place. There is one pack of tea for each PC group.

Tasks from other teamers that You areinvolved in:

Some other teamers can give out tasks that inyalue These are:

20. Find a motive for FBI (given out by Peter) —sA@ay come and ask you about the FBI agents ort éitemurder
victim (or similar). You can tell them the followgrinfo: “Agent Scoulder asked me if | could helphto locate a
suitcase.”

1. Get a Madame Ghenna to witness for you (giverbgdPeter) — PCs will try to trick you into beliag that you have a
vision (or similar) about the happenings around‘therder” that happened on the first day. They willto make you
believe, that you know that it was the FBI agentt®wwnurdered the victim. If they do a good job, goif! Let
yourself be convinced.

78. Groups may smuggle chocolate from Steffi to yoweyTwill tell you the codephrase “I've got a litfléP for you”
and you should reply “I get the POINT.”

PCs might come and ask for your fingerprints (gigehby Chris)

There might be new tasks popping up during the géuaeinvolve you. Hopefully you get the informatim time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

a pencil (for writing on task check lists, new taskds etc.)
some paper (for writing whatever you might wanivrite — contracts with PCs, keeping track of graups
your task cards

Empty task cards

Random, shiny hobby materials (for task 52)

The Astrochrystallic Receiver task + solution

Tea cup, tea leaves

Card deck

Some extra tea (for trading etc. if you want to)

Glass jars

The riddle (for task 23)

Other teamers in the game:

Libeck — Don Mascarpone (Den Haag)

Peter — Don Don (Berlin)

Jon — Junior (helping Peter in Berlin)

Brajda — Mama (helping Lubeck in Den Haag)

Julia — Romea (in jail, teamer’s corridor)

Niko — Giulio (in jail, toilets under the Saal-bdiihg)
Daniel — John O’Connor (guarding Niko, toilets unttee Saal-building)
Christopher — Scoulder (Rittersaal)

Jostein — Mully (Table soccer room)

Schabi — dr. Samantha Stelling (Tea Kitchen( U-poot
Rieke — Eva the Shark (Basement)

Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor



End Game, teamer instructions: NIKO
Character: Giulio, currently in jail, despite being innocent.

Where will you be: At the toilets in the cellar under the Saal -bini¢d You and Daniel need to fix it to look “prisghi’
before the game (you get a lock and some barsttim front of the door)

What will you do: You will give out Side Quests to PCs. You canask group passing by if they want to help you with
some things, but they are allowed to refuse. Theylowever, not allowed to choose which task thagt to do, either
they take the one you offer or then they don't takeg at all. You can be flexible and nice, but o't have to. If the
group is unable to fulfill a task, it can returr{but not without trying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that aypsomissing

- Take alook at their Task Check List. Each groulplé carrying this with them. On the list you csae the group
number, members of the group and what tasks they been doing.

- Check that they don't have very many unfinishe@ sjdests going on, they shouldn't collect as mamg<as
possible, but do the tasks. Don'’t give out a nesk ththey already have more than 2 unfinished sigests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We lilogit the PCs get to do as many Different taskeasible during
the game.

- Write the task name and number + your name in fask Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differemugs)

I Some tasks can be done by many groups at the thaeT hese tasks have multiple cards, that ar&edal/4, 2/2 etc.
Try to avoid many groups doing the same task asénee time, but don’t hesitate to use the optitinafe are no other
good tasks to give out.

I You can try to keep track on how many groups lrave out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that aypsomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Oiske back the task card.

- Give out areward... If you want to! The reward casbme all-week-game —money, some random itemdpyhob
material, piece of costume...), a vague promise\(agieor irrelevant for the game), answer to sonestjon of
theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They ato tagree on some reward before they accepteashky Be
creative, be as stubborn or nice as you want tdeglds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- Ifthey PCs ask you for something (some piece foirmation, some item they need for some other tgsli)can ask
them for something in return. Maybe they need t@u® of your tasks before you give the item to th&€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeata
something. BUT you always have the alternativausf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seethér they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — sstanp of tasks upon tasks upon tasks.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) ot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teaimeto tell him/ her about it!

- The PCs can also propose some own tasks. It is yput to approve of them or not. If the task sougaisd, then
write it (or let the group write it) on a task caehd use it as a normal task card.



Soecial notes on your tasks:
13. You can write down whatever message you wantlet the PCs write it down

Tasks from other teamers that You are involved in:
Some other teamers can give out tasks that inyaue These are:

20. Find a motive for FBI (given out by Peter) —sA@ay come and ask you about the FBI agents ort éiftemurder
victim (or similar). You can tell them the followgrinfo: “I was playing mikado with my chopstick &mttion, and
Agent Scoulder took them all!”

30. Get a file through to Giulio (given out by Liaghke— PCs will try to smuggle a file to you.

15. Pick open the lock to Giulio’s cell (given dayt Libeck) — PCs will try to pick the lock at thead. If they succeed,
thank them, and say that you will escape whenhgsright moment for it (and when they are goneagé lock the
lock again so that the next group can try theiklog it)

PCs might come and ask for your fingerprints (gigebby Chris)

There might be new tasks popping up during the géuaeinvolve you. Hopefully you get the informatim time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

a pencil (for writing on task check lists, new taskds etc.)

some paper (for task 13 + for writing whatever yaight want to write — contracts with PCs, keepiragk of groups...)
your task cards

empty task cards

Other teamers in the game:

Libeck — Don Masc (Den Haag)

Peter — Don Don (Berlin)

Jon — Junior (helping Peter in Berlin)

Brajda — Mama (helping Libeck in Den Haag)

Julia — Romea (in jail, teamer’s corridor)

Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Daniel — John O’Connor (guarding Niko, toilets unttee Saal-building)
Christopher — Scoulder (Rittersaal)

Jostein — Mully (Table soccer room)

Schabi — Dr. Samantha Stelling (Tea Kitchen/ U-poot
Rieke — Eva the Shark (Basement)

Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor



End Game, teamer instructions: JULIA
Character: Romea, currently in jail, despite being innocent.

Where will you be: In a “Peter’s Bathroom” in the teamer’s corriddou and Steffi need to arrange that to look
“prisonish”, you will get some bars for the door lmeforehand

What will you do: You will give out Side Quests to PCs. You canask group passing by if they want to help you with
some things, but they are allowed to refuse. Theylowever, not allowed to choose which task thagt to do, either
they take the one you offer or then they don't takeg at all. You can be flexible and nice, but o't have to. If the
group is unable to fulfill a task, it can returr{but not without trying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that ey somissing

- Take alook at their Task Check List. Each groulplé carrying this with them. On the list you csae the group
number, members of the group and what tasks they heen doing.

- Check that they don't have very many unfinishe@ gjdests going on, they shouldn't collect as mamg<as
possible, but do the tasks. Don't give out a nesk ththey already have more than 2 unfinished gigests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We gt the PCs get to do as many Different taskeasible during
the game.

- Write the task name and number + your name in fask Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differemugs)

I Some tasks can be done by many groups at the thaeT hese tasks have multiple cards, that ar&edal/4, 2/2 etc.
Try to avoid many groups doing the same task asénee time, but don’t hesitate to use the optitnafe are no other
good tasks to give out.

I You can try to keep track on how many groups lrave out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that aypsomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Oiske back the task card.

- Give out areward... If you want to! The reward casbme all-week-game —money, some random itemdbpyhob
material, piece of costume...), a vague promise\(agitor irrelevant for the game), answer to sonestjon of
theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They mato tagree on some reward before they accepteashky Be
creative, be as stubborn or nice as you want tdeglds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- Ifthey PCs ask you for something (some piece foirmation, some item they need for some other tgsl)can ask
them for something in return. Maybe they need to@u® of your tasks before you give the item to thé€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeata
something. BUT you always have the alternativausf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seethér they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — sstanp of tasks upon tasks upon tasks.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) ot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teaimeto tell him/ her about it!

- The PCs can also propose some own tasks. It is yqut to approve of them or not. If the task sougaisd, then
write it (or let the group write it) on a task caehd use it as a normal task card.



Soecial notes on your tasks:
13. You can write down whatever message you wantlet the PCs write it down

Tasks from other teamers that You areinvolved in:
Some other teamers can give out tasks that inyalue These are:

20. Find a motive for FBI (given out by Peter) — PCsyrname and ask you about the FBI agents or abeumntirder
victim (or similar). You can tell them the followgrinfo: “Since | haven't killed anybody, it's obuie that Agent Scoulder
is trying to place the guild on me!”

11. Prove Romea innocent (given out by Peter) — PAsawiht to see your gloves. Tell them that you nhaste
forgotten them at Mario’s Pizzeria

32.  Get medicine (tea) to Romea (given out by LiubecRGs will want to bring you tea because you argrggtll

62. Chain of bedlinen (given by Libeck) — PCs will wémbring you a chain of bedlinen. Refuse it, a&sehs no
window in your cell anyway

65. Italian lockpick (given by Lubeck) — PCs will watiot bring you an unboiled spaghetti.
PCs might come and ask for your fingerprints (gigebby Chris)

There might be new tasks popping up during the gdiateinvolve you. Hopefully you get the informatim time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

a pencil (for writing on task check lists, new taskds etc.)

some paper (for task 13 + for writing whatever yaight want to write — contracts with PCs, keepiragk of groups...)
your task cards

empty task cards

Other teamers in the game:

Libeck — Don Mascarpone (Den Haag)

Peter — Don Don (Berlin)

Jon — Junior (helping Peter in Berlin)

Brajda — Mama (helping Lubeck in Den Haag)

Niko — Giulio (in jalil, toilets under the Saal-bdiihg)

Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Daniel — John O’Connor (guarding Niko, toilets unttee Saal-building)
Christopher — Scoulder (Rittersaal)

Jostein — Mully (Table soccer room)

Schabi — Dr. Samantha Stelling (Tea Kitchen/ U-poot
Rieke — Eva the Shark (Basement)

Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor



End Game, teamer instructions: BRAJDA

Character: Your own Chicago character, “Mama”. During the garoa will be assisting Don Mas (Lubeck) in his ofi
He will be directing the operation of freeing Gauind Romea. You are his second in command. Mamaeisourceful
woman, who is much interested in civil rights moesits.

Where will you be: In don Mascarpone’s office, DEN HAAG. Together with Lubeck you need to make the room look
office-like — maybe a desk, some chairs, papersgsoeeird piece of art...

What will you do: You will have two tasks.

1) Help Lubeck. You will let in the PCs to the offiamly one group at a time. Keep an eye on thefbrmaing outside
the office, if it gets very long you might wantrecommend to the people to go look for work elseehi Liibeck
needs to get some message to some other teamirbi¢ your job to deliver it by running there yself. You might
also need to keep contact between Liubeck and thgamne teamers (Julia, Peter & Jostein). All inja#it be there
for your don ;)

2) If you have nothing better to do, you can give Sigle Quests to PCs. This is also a good thing tdf tlee line is
getting too long. You can ask any group passing they want to help you with some things, but tleeg allowed to
refuse. They are, however, not allowed to choosewiask they want to do, either they take the ymeoffer or then
they don’t take any at all. You can be flexible auick, but you don't have to. If the group is uratd fulfill a task, it
can return it (but not without trying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that aypsomissing

- Take alook at their Task Check List. Each groulplvé carrying this with them. On the list you csee the group
number, members of the group and what tasks they been doing.

- Check that they don’t have very many unfinishe@ sjdests going on, they shouldn’t collect as mamgsas
possible, but do the tasks. Don't give out a nesk tathey already have more than 2 unfinished gugests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We lilogit the PCs get to do as many Different taskeasible during
the game.

- Write the task name and number + your name in sk Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differermugs)

I Some tasks can be done by many groups at the thaeT hese tasks have multiple cards, that ar&edal/4, 2/2 etc.
Try to avoid many groups doing the same task asdimee time, but don’t hesitate to use the optidindgfe are no
other good tasks to give out.

I'You can try to keep track on how many groups lgaue out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that apkomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Oiske back the task card.

- Give out areward... If you want to! The reward carsbme all-week-game —money, some random itemdbpyhob
material, piece of costume...), a vague promise\(agieor irrelevant for the game), answer to sonestjon of
theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They ato tagree on some reward before they accepteashky Be
creative, be as stubborn or nice as you want tdeslds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- Ifthey PCs ask you for something (some piece foirmation, some item they need for some other tgsli)can ask
them for something in return. Maybe they need toue of your tasks before you give the item to thé€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeata



something. BUT you always have the alternativausf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seethér they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — sebanp of tasks upon tasks upon tasks.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) ot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teatmeto tell him/ her about it!

- The PCs can also propose some own tasks. It is yqut to approve of them or not. If the task sougaisd, then
write it (or let the group write it) on a task caehd use it as a normal task card.

Tasks from other teamers that You are involved in:
Some other teamers can give out tasks that inyaue These are:

20. Find a motive for FBI (given out by Peter) - PCsynsame and ask you about the FBI agents or abeumtirder
victim (or similar). You can tell them the followgninfo: “Agent Scoulder was complaining to me abalitthese new
suspicious immigrants.”

9. Getrid of the alibi of FBI agent Mully (given oy Peter) — Mully’s alibi is that he was havingaddfc.juice at the
hotel with you at the time of the murder. The P@btvy to bribe/threat you to witness differently.

76. Hire Mama for FBI (Given out by Jostein) — The R@k try to make a contract between you and FBIggla about
salary, holidays etc.

PCs might come and ask for your fingerprints (gigebby Chris)

There might be new tasks popping up during the géuaeinvolve you. Hopefully you get the informatim time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

a pencil (for writing on task check lists, new taskds etc.)

some paper (for writing whatever you might wanivrite — contracts with PCs, keeping track of graups
your task cards

Empty task cards

Other teamers in the game:

Libeck — Don Mas (Den Haag)

Peter — Don Don (Berlin)

Jon — Junior (helping Peter in Berlin)

Julia — Romea (in jail, teamer’s corridor)

Niko — Giulio (in jalil, toilets under the Saal-bdiihg

Daniel — John O’Connor (guarding Niko, toilets unttee Saal-building)
Christopher — Scoulder (Rittersaal)

Jostein — Mully (Table soccer room)

Schabi — Dr. Samantha Stelling (Tea Kitchen/ U-Boot
Rieke — Eva the Shark (Basement)

Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor



End Game, teamer instructions: DANIEL

Character: Police constable Sean O’Connor, who has a weakoessffee and whose loyalties often lies with dmne
who pays most... Currently he is on duty, guardipgisoner. That is something of an improvement sorftirmal duties —
he is usually in charge for keeping the streetargland not of criminals, but in a much more litenanner...

Where will you be: At the toilets in the cellar under the Saal —kuaild guarding Giulio (Niko) who is in jail thereoM
and Niko will make the place look “jaily” on befdrand, you will get some bars to put on the doan{fdostein). Rats?

What will you do: You will give out Side Quests to PCs. You can@sik group passing by if they want to help you with
some things, but they are allowed to refuse. Theytowever, not allowed to choose which task thegt to do, either
they take the one you offer or then they don't takeg at all. You can be flexible and nice, but o't have to. If the
group is unable to fulfill a task, it can returr{but not without trying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that aypsomissing

- Take alook at their Task Check List. Each groulplvé carrying this with them. On the list you csee the group
number, members of the group and what tasks they b@en doing.

- Check that they don’t have very many unfinishee sjdests going on, they shouldn’t collect as mamgsas
possible, but do the tasks. Don't give out a nesk tathey already have more than 2 unfinished gugests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeayhy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We tiogt the PCs get to do as many Different task®asible during
the game.

- Write the task name and number + your name in ek Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differermugs)

I Some tasks can be done by many groups at the thaeel hese tasks have multiple cards, that arkedal/4, 2/2 etc.
Try to avoid many groups doing the same task as#inee time, but don'’t hesitate to use the optidhefe are no other
good tasks to give out.

I You can try to keep track on how many groups lraue out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that éypsomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Oiske back the task card.

- Give out a reward... If you want to! The reward casbme night-game —money, some random items (hobby
material, piece of costume, coffee beans...), a vagomise (relevant or irrelevant for the game) waerso some
question of theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They maio tagree on some reward before they acceptasky Be
creative, be as stubborn or nice as you want tdeglds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- If they PCs ask you for something (some piece fofrination, some item they need for some other tasl)can ask
them for something in return. Maybe they need toue of your tasks before you give the item to thé€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeota
something. BUT you always have the alternativausf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seetthdr they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — sebanp of tasks upon tasks upon tasks.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) ot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teatmeto tell him/ her about it!



- The PCs can also propose some own tasks. It is yputto approve of them or not. If the task souyatsd, then
write it (or let the group write it) on a task caehd use it as a normal task card.

Tasks from other teamers that You areinvolved in:
Some other teamers can give out tasks that inyalue These are:

20. Find a motive for FBI (given out by Peter) —sP@ay come and ask you about the FBI agents ort dbeunurder
victim (or similar). You can tell them the followgninfo: “The agents asked me to report immediatkelyobserved any
easterners in town.”

30. Get a file through to Giulio (given out by Lighk¢ — PCs will try to smuggle a file to Niko. Thégve to get past you
first (or just bribe you, or something)

13. Help Romea & Giulio communicate with each ofpizen out by Julia and Niko) — PCs will try to geiessages
between the prisoners. For you, same as above

44-45. If in prison, then in luxury 2-3 (given day Niko) — PCs will try to get a red pillow and sotea to Niko. For you,
same again

15. Pick open the lock to Giulio’s cell (given out byitheck) — PCs will try to pick the lock at the dddame as above.
(and when they are gone, please lock the lock agathat the next group can try their luck on it)

PCs might come and ask for your fingerprints (gigvahby Chris)

There might be new tasks popping up during the géiateinvolve you. Hopefully you get the informatimn time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

a pencil (for writing on task check lists, new taskds etc.)

some paper (for task 41 + for writing whatever yaight want to write — contracts with PCs, keepiragk of groups...)
your task cards

empty task cards

Maps to the coffee cache (task 22)

Some coffee (just for rewards, trading etc.)

Shoe shining stuff (for task 51)

Other teamers in the game:

Libeck — Don -Mascarpone (Den Haag)

Peter — Don Don (Berlin)

Jon — Junior (helping Peter in Berlin)

Brajda — Mama (helping Lubeck in Den Haag)

Julia — Romea (in jail, teamer’s corridor)

Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Christopher — Scoulder (Rittersaal)

Jostein — Mully (Table soccer room)

Schabi — dr. Samantha Stelling (Tea Kitchen/ U-Boot
Rieke — Eva the Shark (Basement)

Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor
Niko — Giulio (in jalil, toilets under the Saal-bdiihg)



End Game, teamer instructions: STEFFI

Character: Hitwoman Honey, double identity as a hotel recepsio For the moment hired by the Police Force lot&go
for guarding the prisoner Romea. Honey has a nuwibess than legal businesses going on at the.side

Where will you be: At “Peter’s Bathroom” in the teamer’s corridor,agding Romea (Julia) who is in jail there. You and
Julia need to make it look “Jaily” before the gafyeu get bars for the door from Jostein. Rats?)

What will you do: You will give out Side Quests to PCs. You can@sik group passing by if they want to help you with
some things, but they are allowed to refuse. Theyl®wever, not allowed to choose which task thagt to do, either
they take the one you offer or then they don't takg at all. You can be flexible and nice, but gon't have to. If the
group is unable to fulfill a task, it can returr{but not without trying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that aypsomissing

- Take alook at their Task Check List. Each groulplvé carrying this with them. On the list you csee the group
number, members of the group and what tasks they been doing.

- Check that they don’t have very many unfinishe@ sjdests going on, they shouldn’t collect as mamgsas
possible, but do the tasks. Don't give out a nesk tathey already have more than 2 unfinished gugests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We gt the PCs get to do as many Different taskeasible during
the game.

- Write the task name and number + your name in fasik Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differermugs)

I Some tasks can be done by many groups at the thaeT hese tasks have multiple cards, that ar&edal/4, 2/2 etc.
Try to avoid many groups doing the same task as#inee time, but don'’t hesitate to use the optidhefe are no other
good tasks to give out.

I'You can try to keep track on how many groups lgaue out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that aypkomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Miske back the task card.

- Give out a reward... If you want to! The reward cansbme all-week-game —money, some random item$uyhob
material, piece of costume...), a vague promise\(agieor irrelevant for the game), answer to sonestjon of
theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They ato tagree on some reward before they accepteashky Be
creative, be as stubborn or nice as you want tdeslds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- Ifthey PCs ask you for something (some piece foirmation, some item they need for some other tgsli)can ask
them for something in return. Maybe they need toue of your tasks before you give the item to thé€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeata
something. BUT you always have the alternativeusf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seetthdr they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — sstaanp of tasks upon tasks upon tasks.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) Aot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teaimeto tell him/ her about it!

- The PCs can also propose some own tasks. It is yputto approve of them or not. If the task souyatsd, then
write it (or let the group write it) on a task caehd use it as a normal task card.



Soecial notes on your tasks:

14. The coffee should go to Rieke. Describe hekddo the group vaguely, don’'t say the name. Temshould go and
tell Rieke the codephrase “My hovercraft is fullegfis” and she should reply “Is it scratched?” gy twill know that
they have found the right person.

77. The tea should go to Schabi. Describe her lomkise group vaguely, don't say the name. The gihwuld go and tell
Schabi the codephrase “May the force be with yowd' she should reply “Live long and prosper!”

78. The chocolate should go to Liene. Describdduis to the group vaguely, don’t say the name. groeip should go
and tell Liene the codephrase “I've got a littléTor you” and she should reply “I get the POINT.”

24. The chocolate is hidden behind the sign atés¢le entrance.

Tasks from other teamers that You are involved in:
Some other teamers can give out tasks that inyaue These are:

20. Find a motive for FBI (given out by Peter) —sP@ay come and ask you about the FBI agents ort dbeunurder

victim (or similar). You can tell them the followgninfo: Agent Scoulder was asking me some quesiionise reception

when the piccolo came in with some luggage. | dentw why, but the agent looked really spooked.

16. Copy a key # 1 (given out by Libeck) — the Raldry to steal/get a key from you, and to retutritater. You can have
it hang from a nail on the wall, loosely out of ygocket or whatever, as long as it's possibléartd it and get it.

11. Prove Romea innocent (given out by Peter) —H®e will want to talk with Romea. You can makeasy or difficult
for them.

32. Get medicine to Romea (given out by Libck) € PICs will want to get some tea to Romea. Up tohaw easy it is.
Can you be convinced? Do you need to be bribed?

43. If in prison, then in luxury 1 (given out bylid)y — The PCs will want to get some curtains torfea.

44. If in prison, then in luxury no. 4 (given owt bulia) — The PCs will want to get a newspapdRamea

13. Help R & G communicate with each other (givenlwy Julia & Niko) — The PCs will try to take mages back and
forth between the two prisoners

62. Chain of bedlinen (given out by Lubeck) — TI@sRuvill try to bring a long chain of bedlinen to iRea

65. Italian lockpick (given out by Libeck) — The $2@ill try to bring unboiled spaghetti to Romea

66. Disable the alarm system (given out by Liibeckhe PCs will try to cut the rope of the “alarns®m” (a very simple
one, with a rope and some noisy tincans), you doed to notice them if they don’t come very closelowever,
after they are gone, try to get the system repa@&igive some group the extra task (79) to repair

PCs might come and ask for your fingerprints (gigebby Chris)

If you are all too busy with these tasks, you e¢gnd tell the other teamers to stop giving thermhsmuoften. OR you can
just leave your place at the prison for some tiamg] let everyone get through to the cell Very Fdsit a while. There
might be new tasks popping up during the gameitivalve you. Hopefully you get the information ime, otherwise you
just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

a pencil (for writing on task check lists, new taskds etc.)

some paper (for task 41 + for writing whatever yaight want to write — contracts with PCs, keepiragk of groups...)
your task cards

empty task cards

encrypted instructions to the coffee cache (tagk 22

Some coffee (just for rewards, trading etc.)

Shoe shining stuff (for task 51)

Key (for task 16) Niko — Giulio (in jail, toite under the Saal-building)
Rieke — Eva the Shark (Basement)

Other teamers in the game: Schabi — Dr. Samantha Stelling (Tea Kitchen/U-Boot)

Libeck — Don Mascarpone (Den Haag) Jon — Juh&ping Peter in Berlin)

Peter — Don Don (Berlin) Brajda — Mama (helplridpeck in Den Haag)

Jon — Junior (helping Peter in Berlin) Julia -nfa@ (in jail, teamer’s corridor)

Brajda — Mama (helping Lubeck in Den Haag) Lierfesychic woman, Madame Ghenna (Adlerhorst)

Julia — Romea (in jail, teamer’s corridor) Dantelohn O’Connor (toilets under the Saal-building)

Ole — Mario (“Werkstatt”) Christopher — Scould®ittersaal)

Peter — Don Don (Berlin) Jostein — Mully (Tabkzcer room)



End Game, teamer instructions: OLE

Character: Not your own storyline character. Instead, a pasg®pizzeria-keeper Mario, whose pizza is delws;jduut
whose pizzeria does possibly not follow all modesnitary recommendations. Also, the origin of mahkis ingredients
is dubious...

Where will you be: “Werkstatt”

What will you do: You will have 2 tasks, which are connected withheaiher:

1) You will bake a pizza.

2) You will give out Side Quests to PCs. You can askgroup passing by if they want to help you witime things,
but they are allowed to refuse. They are, howenwarallowed to choose which task they want to dbge they take the
one you offer or then they don’t take any at atiuan be flexible and nice, but you don't havdftthe group is unable
to fulfill a task, it can return it (but not withotrying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that aypkomissing

- Take alook at their Task Check List. Each groulplé carrying this with them. On the list you csae the group
number, members of the group and what tasks they been doing.

- Check that they don't have very many unfinishe@ gjdests going on, they shouldn't collect as mamg<as
possible, but do the tasks. Don'’t give out a nesk ththey already have more than 2 unfinished siglests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We lilogit the PCs get to do as many Different tasksasible during
the game.

- Write the task name and number + your name in fask Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differemugs)

I Some tasks can be done by many groups at the thaeel hese tasks have multiple cards, that arkedal/4, 2/2 etc.
Try to avoid many groups doing the same task asénee time, but don’t hesitate to use the optitnafe are no other
good tasks to give out.

I You can try to keep track on how many groups lrave out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that aypsomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Oiske back the task card.

- Give out areward... If you want to! The reward casbme all-week-game —money, some random itemdbpyhob
material, piece of costume...), a vague promise\(agleor irrelevant for the game), answer to sonmestjon of
theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They ato tagree on some reward before they accepteashky Be
creative, be as stubborn or nice as you want tdeglds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- If they PCs ask you for something (some piece fofrination, some item they need for some other tasl)can ask
them for something in return. Maybe they need t@u® of your tasks before you give the item to th&€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeata
something. BUT you always have the alternativausf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seethér they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — sbanp of tasks upon tasks upon tasks.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) ot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teatmeto tell him/ her about it!



- The PCs can also propose some own tasks. It is yputto approve of them or not. If the task souyatsd, then
write it (or let the group write it) on a task caehd use it as a normal task card.

Special notes on your tasks:

25-28, 80-81 (pizza ingredient tasks). These taaksonly be done ONCE, by one group only. For tlkemneed to
prepare a bit: hide the pizza ingredients somewinéseound the castle, and be prepared to gives lhinthe PCs as to
where to find them. Not too precise descriptiong,rnt impossible either. So, remember where yduhmi
ingredients! When the PCs bring you the ingredigyia can also make them chop them into piecegatbother
some other group with that)

Tasks from other teamers that You are involved in:
Some other teamers can give out tasks that inyaue These are:

20. Find a motive for FBI (given out by Peter) —sP@ay come and ask you about the FBI agents ort dbeumurder
victim (or similar). You can tell them the followgninfo: Agent Mully left my restaurant when he s#vat | also had a
sushi menu. | didn't like him very much.

65. Italian lockpick (given out by Libeck) — PCdlwome and ask you for spaghetti (unboiled). Yau give it to them
easily, or be difficult about it. But they shouldtdt, after all.

11. Prove Romea innocent (given out by Peter) —tBGs find Romea’s gloves that she forgot in hezeria. Refuse to
give them to the PCs, but they can have a lookeaht Promise to keep them safe, and to bring th&uamea would
need them later.

PCs might come and ask for your fingerprints (gigabby Chris)

There might be new tasks popping up during the guateinvolve you. Hopefully you get the informatim time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

a pencil (for writing on task check lists, new taskds etc.)

some paper (for writing whatever you might wanivrite — contracts with PCs, keeping track of graups
your task cards

empty task cards

Spaghetti (for task 65)

Gloves (for task 11)

Pizza toppings: onion, mushrooms, sausage, chelesss, tomatoes

Pizza baking stuff (oven, knives, cutting boardsygh... ... )

Other teamers in the game:

Libeck — Don Mascarpone(Den Haag)

Peter — Don Don (Berlin)

Jon — Junior (helping Peter in Berlin)

Brajda — Mama (helping Libeck in Den Haag)

Julia — Romea (in jail, teamer’s corridor)

Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Daniel — John O’Connor (guarding Niko, toilets unttee Saal-building)
Christopher — Scoulder (Rittersaal)

Jostein — Mully (Table soccer room)

Schabi — Dr. Samantha Stelling (Tea Kitchen/ U-Boot
Rieke — Eva the Shark (Basement)

Niko — Giulio (in jail, toilets under the Saal-bdiihg)

Steffi — Honey (guarding Julia in teamer’s corridor



End Game, teamer instructions: LUBECK

Character: don Mascarpone. The head of your Family, and aroaexXather whose daughter is imprisoned (innodent,
once).

Where will you be: In your office in Den Haag. You and Brajda willtpuup on beforehand so that it looks a bit “offic
(desk, chairs, papers, some weird piece of art...)

What will you do: You are in charge of one of the main operationsng out tasks that aim to help Giulio and Romea
escape from prison. You will give out tasks to RGugs, who will come one group at a time to yodicef The groups are
allowed to refuse a task. They are, however, nowald to choose which task they want to do, eithey take the one you
offer or then they don't take any at all. You canflexible and nice, but you don’t have to. If greup is unable to fulfill a
task, it can return it (but not without trying iitst!).

Brajda (Mama) will help you — she will let in th€B, and if there is anything you need done (contacther teamers
etc.), just ask her. Here is also a possibilitg¢ofurther on your love story...

When a group wantsto do a task:

- Check that the whole group is present and that aypkomissing

- Take alook at their Task Check List. Each groulplvé carrying this with them. On the list you csee the group
number, members of the group and what tasks they b@en doing.

- Check that they don’t have other open main taskagks given by you or Peter)

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We lilogit the PCs get to do as many Different taskeasible during
the game.

- Write the task name and number + your name in fask Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differemugs)

I Some tasks can be done by many groups at the thaeel hese tasks have multiple cards, that aredal/4, 2/2 etc.
Try to avoid many groups doing the same task asénee time, but don’t hesitate to use the optitnafe are no other
good tasks to give out.

I You can try to keep track on how many groups lrave out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that aypsomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Oiske back the task card.
- No reward is given out for the main tasks. No niggjioig.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) ot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teaimeto tell him/ her about it!

- The PCs can also propose some own tasks. It is yput to approve of them or not. If the task sougaisd, then
write it (or let the group write it) on a task caehd use it as a normal task card.

Tasks from other teamers that You areinvolved in:
Some other teamers can give out tasks that inyalue These are:

20. Find a motive for FBI (given out by Peter) — PCs/roame and ask you about the FBI agents or abeuttirder
victim (or similar). You don't have any answerghem.

PCs might come and ask for your fingerprints (gigvahby Chris)



There might be new tasks popping up during the guaeinvolve you. Hopefully you get the informatimn time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

a pencil (for writing on task check lists, new taskds etc.)

some paper (for tasks 60-61 + for writing whatex@r might want to write — contracts with PCs, kegprack of
groups...)

your task cards

empty task cards

Plaster (for task 16)

Mixing bowls (for task 16)

Playdough (for task 17)

Plaster casts (for task 17)

Files (for task 30)

Scissors (for task 66)

Lockpick (“tweezers”) for the lockpick task

Other teamers in the game:

Peter — Don Don (Berlin)

Jon — Junior (helping Peter in Berlin)

Brajda — Mama (helping Lubeck in Den Haag)

Julia — Romea (in jail, teamer’s corridor)

Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Christopher — Scoulder (Rittersaal)

Jostein — Mully (Table soccer room)

Schabi — Dr. Samantha Stelling (Tea Kitchen/ U4oo
Rieke — Eva the Shark (Basement)

Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor

Niko — Giulio (in jalil, toilets under the Saal-bdiihg)
Daniel — John O’Connor (guarding Niko, toilets unttee Saal-building)



End Game, teamer instructions: CHRIS
Character: Your storyline character, FBI agent Scoulder.

Where will you be: In Rittersaal, where you have put up your offidelly (Jostein) who is working under you has his
office next doors (in the table soccer room). Yall mave to make the room look “officy” - typewritepapers, desk... You
will get an official FBI stamp, a locker/ box widvidence and a pile of random papers (the FBI aeshi

What will you do: You will give out Side Quests to PCs. You can@sik group passing by if they want to help you with
some things, but they are allowed to refuse. Theylowever, not allowed to choose which task thagt to do, either
they take the one you offer or then they don't takg at all. You can be flexible and nice, but gon't have to. If the
group is unable to fulfill a task, it can returr{but not without trying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that aypsomissing

- Take alook at their Task Check List. Each groulplvé carrying this with them. On the list you csee the group
number, members of the group and what tasks they been doing.

- Check that they don’t have very many unfinishe@ sjdests going on, they shouldn’t collect as mamgsas
possible, but do the tasks. Don't give out a nesk tathey already have more than 2 unfinished gugests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We lilogit the PCs get to do as many Different taskeasible during
the game.

- Write the task name and number + your name in ek Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differermugs)

I Some tasks can be done by many groups at the ttaeeT hese tasks have multiple cards, that ar&edal/4, 2/2 etc.
Try to avoid many groups doing the same task as#inee time, but don'’t hesitate to use the optidhefe are no other
good tasks to give out.

I'You can try to keep track on how many groups lgaue out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that apkomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Miske back the task card.

- Give out a reward... If you want to! The reward cansbme all-week-game —money, some random item$uyhob
material, piece of costume...), a vague promise\(agieor irrelevant for the game), answer to sonestjon of
theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They ato tagree on some reward before they accepteashky Be
creative, be as stubborn or nice as you want tdeslds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- Ifthey PCs ask you for something (some piece foirmation, some item they need for some other tgsi)can ask
them for something in return. Maybe they need toue of your tasks before you give the item to thé€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeata
something. BUT you always have the alternativeusf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seetthdr they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — ssanp of tasks upon tasks upon tasks.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) Aot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teaimeto tell him/ her about it!

- The PCs can also propose some own tasks. It is yputto approve of them or not. If the task souyatsd, then
write it (or let the group write it) on a task caehd use it as a normal task card.



Soecial notes on your tasks:

48. You will ask the PCs to go and get someonagdiprints for the archive. You can define whosgérprints you want
(some teamer, OR even some PC!), or you can give sther clue (“I want the fingerprints of everyameo is
hanging around the murder scene”) or similar. Ydugive them some paint and empty fingerprintnfer

21. After one group has organized the archives,myost mess them up again for the next group :)

Tasks from other teamers that You areinvolved in:
Some other teamers can give out tasks that inyalue These are:

20. Find a motive for FBI (given out by Peter) —sh@ay come and ask you about the FBI agents ot éftemurder
victim (or similar). You don't have anything to ltéhem.

3. False Footprints (given out by Peter) — PCsfivdt want your shoes, and then try to take omies@vidence from the
evidence locker in your office and replace it wother stuff. Don’t make it too easy for them, Hghould succeed if
they come up with good enough explanations (clepsémvice, they can lure you out of your office etc

4. Plant out contraband in FBI (Given out by PetelPCs will try to put some illegal stuff in youifioe. For you, same as
above.

56. A clean slate (given out by Rieke) — PCs wplltb steal the file of “Eva the Shark” from youchives. If they succeed,
replace the file with anotherone (so the next groapdo it as well)

8. Place fingerprints on the murder weapon (giverby Peter) — PCs will get your fingerprints oe thurder weapon.
Make it as easy or hard as you want to, it shoutdtaed if they are good enough.

10. Get rid of Scoulder’s alibi (given out by PgtePCs will want to know what your alibi for theunder night is. You
were playing cards with Eva the Shark

60-61. False ID (given out by Lubeck) — PCs wii o get the official FBI stamp on some false IBsr you, same as
above.

PCs might come and ask for your fingerprints (gigvahby Chris)
There might be new tasks popping up during the géuaeinvolve you. Hopefully you get the informatim time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

a pencil (for writing on task check lists, new taskds etc.)

some paper (for writing whatever you might wanivrite — contracts with PCs, keeping track of graups

your task cards

empty task cards

FBI stamp + stamp pad (for task 60-61)

fingerprint forms (for task 48)

black paint (for task 48)

Bits of cardboard (for task 48 = squeeze some canuhem when you give them out)

lots of random papers for the archives (incl. @ ih Eva the shark), a folder (for task 21). Yo leave these papers lying
here and there, looking all random and unorganized.

Evidence locker with casts of footprints and thedeu weapon

Other teamers in the game:

Libeck — Don Mascarpone (Den Haag)

Peter — Don Don (Berlin)

Jon — Junior (helping Peter in Berlin)

Brajda — Mama (helping Libeck in Den Haag)

Julia — Romea (in jail, teamer’s corridor)

Niko — Giulio (in jall, toilets under the Saal-bdiihg

Daniel — John O’Connor (guarding Niko, toilets unttee Saal-building)
Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Jostein — Mully (Table soccer room)

Schabi — Dr. Samantha Stelling (Tea Kitchen/ U-Boot
Rieke — Eva the Shark (Basement)

Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor



End Game, teamer instructions: JOSTEIN
Character: Your storyline character, FBI agent Mully.

Where will you be: In the table soccer room, where you have putayy gffice. Scoulder (Christopher), who is your
boss, has his office next doors (in Rittersaaly.térmake the room look a bit “officy” (desk, claipapers...)

What will you do: You will give out Side Quests to PCs. You canask group passing by if they want to help you with
some things, but they are allowed to refuse. Theylowever, not allowed to choose which task thagt to do, either
they take the one you offer or then they don't takeg at all. You can be flexible and nice, but o't have to. If the
group is unable to fulfill a task, it can returr{but not without trying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that aypsomissing

- Take alook at their Task Check List. Each grouplé carrying this with them. On the list you csee the group
number, members of the group and what tasks they heen doing.

- Check that they don't have very many unfinishe@ sjdests going on, they shouldn't collect as mamg<as
possible, but do the tasks. Don't give out a nesk ththey already have more than 2 unfinished gigests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We gt the PCs get to do as many Different taskeasible during
the game.

- Write the task name and number + your name in fask Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differemugs)

I Some tasks can be done by many groups at the thaeT hese tasks have multiple cards, that ar&edal/4, 2/2 etc.
Try to avoid many groups doing the same task asénee time, but don’t hesitate to use the optitinafe are no other
good tasks to give out.

I You can try to keep track on how many groups lrave out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that aypsomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Oiske back the task card.

- Give out areward... If you want to! The reward casbme all-week-game —money, some random itemdbpyhob
material, piece of costume...), a vague promise\(agieor irrelevant for the game), answer to sonestjon of
theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They mato tagree on some reward before they accepteashky Be
creative, be as stubborn or nice as you want tdeglds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- Ifthey PCs ask you for something (some piece foirmation, some item they need for some other tgsl)can ask
them for something in return. Maybe they need to@u® of your tasks before you give the item to thé€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeata
something. BUT you always have the alternativausf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seethér they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — sstanp of tasks upon tasks upon tasks.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) ot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teaimeto tell him/ her about it!

- The PCs can also propose some own tasks. It is yput to approve of them or not. If the task sougaisd, then
write it (or let the group write it) on a task caehd use it as a normal task card.



Soecial notes on your tasks:

18. You will give the PCs a message, and dividggtioeip in two — half of them on one side of thertgard, the rest on
the other side (too far to shout). They can useseor something else to get the message througihg@tomorse keys
if you want to give that to them)

Tasks from other teamers that You areinvolved in:
Some other teamers can give out tasks that inyalue These are:

20. Find a motive for FBI (given out by Peter) —sP@ay come and ask you about the FBI agents ort abeumurder

victim (or similar). You can tell them the followgrinfo: “Agent Scoulder would not stop at anythinghe line of duty!”

5-6, 29. Plant out contraband in FBI (Given outfgter) — PCs will try to put some illegal stuffyiour office. You can let
it happen easily... or not. If the PCs are good andvative, it should succeed.

60-61. False ID (given out by Lubeck) — PCs willtio get the official FBI stamp on some false IBsr you, same as
above.

9. Get rid of Mully’s alibi (given out by PeterPPCs will want to know what your alibi for the murdeght is. You were
having a coff...juice at the hotel with Mama.

PCs might come and ask for your fingerprints (gigebby Chris)

There might be new tasks popping up during the géuaeinvolve you. Hopefully you get the informatim time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

pen (for your tasks + writing on task check listsy task cards etc.). For the contract tasks P@s &an pens.

some paper (for your tasks + writing whatever yaghinwant to write — contracts with PCs, keepiragkrof groups...)
your task cards

empty task cards

FBI stamp + stamp pad (for task 60-61)

Morse keys (for task 18)

Some chocolate (just for trading etc. with the PCs)

Other teamers in the game:

Libeck — Don Mascarpone (Den Haag)

Peter — Don Don (Berlin)

Jon — Junior (helping Peter in Berlin)

Brajda — Mama (helping Lubeck in Den Haag)

Julia — Romea (in jail, teamer’s corridor)

Niko — Giulio (in jall, toilets under the Saal-bdiihg

Daniel — John O’'Connor (guarding Niko, toilets unttee Saal-building)
Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Christopher — Scoulder (Rittersaal)

Schabi — Dr. Samantha Stelling (Tea Kitchen/ U-Boot
Rieke — Eva the Shark (Basement)

Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor



End Game, teamer instructions: RIEKE
Character: Your storyline character, street dealer and shaglyd “Eva the Shark”. You like to gamble.

Where will you be: In and around the basement, you can move abdutlfymu want to, you can make some kind of
“home” for yourself (blankets, maybe one of the tv@lookers, old newspapers...a table for gamblingcaolate
wrappings...)

What will you do: You will give out Side Quests to PCs. You can@sik group passing by if they want to help you with
some things, but they are allowed to refuse. Theylowever, not allowed to choose which task thagt to do, either
they take the one you offer or then they don't takg at all. You can be flexible and nice, but gom't have to. If the
group is unable to fulfill a task, it can returr{but not without trying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that aypsomissing

- Take alook at their Task Check List. Each groulplvé carrying this with them. On the list you csee the group
number, members of the group and what tasks they heen doing.

- Check that they don’t have very many unfinishe@ sjdests going on, they shouldn’t collect as mamgsas
possible, but do the tasks. Don't give out a nesk tathey already have more than 2 unfinished gugests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We lilogit the PCs get to do as many Different taskeasible during
the game.

- Write the task name and number + your name in fasik Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differermugs)

I Some tasks can be done by many groups at the ttaeT hese tasks have multiple cards, that ar&edal/4, 2/2 etc.
Try to avoid many groups doing the same task as#inee time, but don'’t hesitate to use the optidhefe are no other
good tasks to give out.

I'You can try to keep track on how many groups lgaue out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that aypkomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Miske back the task card.

- Give out a reward... If you want to! The reward cansbme all-week-game —money, some random item$uyhob
material, piece of costume...), a vague promise\(agieor irrelevant for the game), answer to sonestjon of
theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They ato tagree on some reward before they accepteashky Be
creative, be as stubborn or nice as you want tdeslds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- Ifthey PCs ask you for something (some piece foirmation, some item they need for some other tgsli)can ask
them for something in return. Maybe they need toue of your tasks before you give the item to thé€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeata
something. BUT you always have the alternativeusf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seetthdr they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — sstanp of tasks upon tasks upon tasks.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) Aot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teaimeto tell him/ her about it!

- The PCs can also propose some own tasks. It is yputto approve of them or not. If the task souyatsd, then
write it (or let the group write it) on a task caehd use it as a normal task card.



Special notes on your tasks:

56, 59 Jon has a pile of necklaces and Christdmpé®emany files on you, so you can give this tagkaoy groups after
each other, without returning the items immediately

58. You can come up with a lot of dietary restdns for you — no sugatr, no fish, no vegetabledjingtthat is round,
nothing that has been boiled...

57. Chose any game you want to — you will get dicet a card deck.

Tasks from other teamers that You are involved in:
Some other teamers can give out tasks that inyaue These are:

20. Find a motive for FBI (given out by Peter) —sA@ay come and ask you about the FBI agents ort éitemurder
victim (or similar). You can tell them the followgrinfo: The word on the street is that Agent Scetiflsister’s candy
was once taken by a boy with a pointy straw hat...

7. Force false witnhess (given out by Peter) — Piliarwto gamble with you, and make you lose sattyou are in much
debt to them. Like that they will have a hold ouyand you will witness falsely that you saw thd BBents on the
murder scene when the murder happened.

10. Get rid of the alibi of Scoulder (Given outPgter) — Scoulder’s alibi is that he was gamblinity wou when the
murder happened. PCs will try to convince/threat §m“forget” about that

49. Hire Eva the Shark for FBI (Given out by JasteiThe PCs will try to make a contract between god FBI. Haggle
about salary, holidays etc.

14. lllegal business 1(Given out by Steffi) - Groupsyrsmuggle coffee from Steffi to you. They will tgthu the
codephrase“My hovercraft is full of eels” and ydwsld reply “Is it scratched?”. Then take the ceffe

PCs might come and ask for your fingerprints (gigvanhby Chris)

There might be new tasks popping up during the gdateinvolve you. Hopefully you get the informatim time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

pen (for your tasks + writing on task check listsy task cards etc.)

some paper (for your tasks + writing whatever yoghinwant to write — contracts with PCs, keepiragkrof groups...)
your task cards

empty task cards

card deck

dice + dice cup

some coffee, tea and chocolate, if you want toetrsith PCs when you're bored... you are a dealezr aft

Other teamers in the game:

Libeck — Don Mascarpone (Den Haag)

Peter — Don Don (Berlin)

Jon — Junior (helping Peter in Berlin)

Brajda — Mama (helping Lubeck in Den Haag)

Julia — Romea (in jail, teamer’s corridor)

Niko — Giulio (in jalil, toilets under the Saal-bdiihg

Daniel — John O’Connor (guarding Niko, toilets unttee Saal-building)
Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Christopher — Scoulder (Rittersaal)

Schabi — Dr. Samantha Stelling (Tea Kitchen/ U-Boot
Jostein — Mully (Table soccer room)

Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor



End Game, teamer instructions: SCHABI

Character: Your storyline character, the doctor SamanthaiStglThis time she has some “time off” and worksier
own laboratory. You can go on prattling about yeut plans, but they are not in focus for the game.

Where will you be: At the tea kitchen in the back room of U-Boot. Busth your experiments... You can organize the
room on beforehand to look a bit like a lab...

What will you do: You will give out Side Quests to PCs. You can@sik group passing by if they want to help you with
some things, but they are allowed to refuse. Theylowever, not allowed to choose which task thagt to do, either
they take the one you offer or then they don't takg at all. You can be flexible and nice, but gom't have to. If the
group is unable to fulfill a task, it can returr{but not without trying it first!)

When a group wantsto do a task:

- Check that the whole group is present and that aypsomissing

- Take alook at their Task Check List. Each groulplvé carrying this with them. On the list you csee the group
number, members of the group and what tasks they heen doing.

- Check that they don’t have very many unfinishe@ sjdests going on, they shouldn’t collect as mamgsas
possible, but do the tasks. Don't give out a nesk tathey already have more than 2 unfinished gugests (if they
don’t have VERY good reasons).

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We lilogit the PCs get to do as many Different taskeasible during
the game.

- Write the task name and number + your name in fasik Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differermugs)

I Some tasks can be done by many groups at the thaeT hese tasks have multiple cards, that ar&edal/4, 2/2 etc.
Try to avoid many groups doing the same task as#inee time, but don'’t hesitate to use the optidhefe are no other
good tasks to give out.

I'You can try to keep track on how many groups lgaue out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that aypkomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Miske back the task card.

- Give out a reward... If you want to! The reward cansbme all-week-game —money, some random item$uyhob
material, piece of costume...), a vague promise\(agieor irrelevant for the game), answer to sonestjon of
theirs...

Negotiating:

- PCs are allowed to haggle for the tasks. They ato tagree on some reward before they accepteashky Be
creative, be as stubborn or nice as you want tdeslds suitable. Let yourself be bribed if yoelféke it etc etc.
Play your character and enjoy ;)

- Ifthey PCs ask you for something (some piece foirmation, some item they need for some other tgsli)can ask
them for something in return. Maybe they need toue of your tasks before you give the item to thé€dn maybe
you come up with something else small? Or maybg tieed to pay you with all-week-game-money, chdeata
something. BUT you always have the alternativeusf peing nice and giving them what they want diye¥ou can
also take a look at their Task Check List to seetthdr they have a lot of other things going onaalye The point is to
make the game nice, and challenging enough — sstanp of tasks upon tasks upon tasks.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) Aot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teaimeto tell him/ her about it!

- The PCs can also propose some own tasks. It is yputto approve of them or not. If the task souyatsd, then
write it (or let the group write it) on a task caehd use it as a normal task card.



Soecial notes on your tasks:

68. If you run out of glass jars, give the PCs with already a bug inside, and tell them that thegd to free it first, it
wasn't suitable as a test subject anyway

71. You will get two puzzles. It is possible to ldug pyramid of them both. Depending on how eagesy/lihe group
seems, you can give them either one or both puzzles

Tasks from other teamers that You areinvolved in:
Some other teamers can give out tasks that inyalue These are:

20. Find a motive for FBI (given out by Peter) —sh@ay come and ask you about the FBI agents ot éftemurder
victim (or similar). You can tell them the followgrinfo: “I have seen his dreams. He is afraid afja...”

2. Bribe an expert witness (given out by Peterhe PCs will want you to witness against FBI. Sorg,they will have to
help you first. You are doing some experiment, a@ed one or some PCs as test subjects. If thevoeks out and
you get the results you want, then you'll help théfrou don'’t get the expected results you justgrempy (PCs
will have to fake that the experiment works). Yanacome up with any silly experiment you want tw @xample,
you may want to prove that eating triangular piemfashocolate make people sneeze... or whatever)

12. Medical Certificate (given out by Peter) —PGl ask you for a medical certificate, proving tt@iulio wasn’t
physically able to stab anyone with a knife. Hadgglea price — they might have to bring you somagtin return, do
one of your tasks, keep an eye on some experinigiouos, feed your pets...

77. lllegal Business (given out by Steffi) - Groupay smuggle tea from Steffi to you. They will tgtlu the codephrase
“May the force be with you” and you should rephyive long and prosper?”. Then take the tea.

PCs might come and ask for your fingerprints (gigehby Chris)

There might be new tasks popping up during the guaeinvolve you. Hopefully you get the informatimn time,
otherwise you just have to improvise.

Your material:
- Read through your task cards before the game
- You will get the following material:

pen (for writing on task check lists, new task sagtt.)

some paper (for your tasks + writing whatever yaghinwant to write — contracts with PCs, keepiragkrof groups...)
your task cards

empty task cards

puzzle x 2 (for task 71)

glass jars (for task 68)

glue (for task 70)

broken glasses (for task 70) (OR something elgectrabe repaired, we haven't quite figured thisyet!)

empty medical certificates (for task 12)

some coffee, tea and chocolate, if you want toetnsith PCs when you're bored...

Other teamers in the game:

Libeck — Don Mascarpone (Den Haag)

Peter — Don Don (Berlin)

Jon — Junior (helping Peter in Berlin)

Brajda — Mama (helping Libeck in Den Haag)

Julia — Romea (in jail, teamer’s corridor)

Niko — Giulio (in jall, toilets under the Saal-bdiihg

Daniel — John O’Connor (guarding Niko, toilets unttee Saal-building)
Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Christopher — Scoulder (Rittersaal)

Jostein — Mully (Table soccer room)

Rieke — Eva the Shark (Basement)

Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor



End Game, teamer instructions: PETER
Character: don Don. The head of your Family, and an anxiotissfawhose son is imprisoned (innocent, for once).

Where will you be: In your office in BERLIN. You and Jon will have mmake the room look “officy” before the game
(desk, papers, pens, chairs, weird piece of atah blah)

What will you do: You are in charge of one of the main operationdng out tasks that aim to frame FBI. You will giv
out tasks to PC groups, who will come one grouptane to your office. The groups are allowed toise a task. They
are, however, not allowed to choose which task ta@yt to do, either they take the one you offethen they don'’t take
any at all. You can be flexible and nice, but yam’tthave to. If the group is unable to fulfill ask, it can return it (but not
without trying it first!).

Jon (“Junior”) will help you — he will let in the@3, and if there is anything you need done (conitacther teamers etc.),
just ask him.

When a group wantsto do a task:

- Check that the whole group is present and that ey somissing

- Take alook at their Task Check List. Each groulplv@ carrying this with them. On the list you csee the group
number, members of the group and what tasks they been doing.

- Check that they don’t have other open main taskagks given by you or Peter)

- Give out a task card. You can try to balance thmeghy giving difficult (level 3) cards for grougsat have only done
easy (level 1) tasks before, and vice versa. We tiogt the PCs get to do as many Different task®asible during
the game.

- Write the task name and number + your name in fasik Check List

- Give the PCs the task material, if there is any

I Try to give out every task at least once durimg game.

I Every group can do the same task only once

I All tasks can be done many times (by differermugs)

I Some tasks can be done by many groups at the thaeel hese tasks have multiple cards, that aredal/4, 2/2 etc.
Try to avoid many groups doing the same task as#inee time, but don'’t hesitate to use the optidhefe are no other
good tasks to give out.

I You can try to keep track on how many groups lrave out there, doing what tasks. But you don’ehav

When a group wantsto report for a finished task:

- Check that the whole group is present and that aypkomissing

- Confirm that they have indeed done the task.

- Check out the finished task on their Task Check Oiske back the task card.
- No reward is given out for the main tasks. No niggjioig.

New tasks:

- You will get some empty task cards as well. You came up with own, new tasks if you are bored y) ot to
involve other teamers into these tasks, at leastery much, because they might be busy with owkgalf you
come up with a task that involves some other teatmeto tell him/ her about it!

- The PCs can also propose some own tasks. It is yput to approve of them or not. If the task sougaisd, then
write it (or let the group write it) on a task caehd use it as a normal task card.

Tasks from other teamers that You are involved in:

20. Find a motive for FBI (given out by Peter) — PCs/rname and ask you about the FBI agents or abeuntirder
victim (or similar). You don't have any answerghem.

PCs might come and ask for your fingerprints (gigvanhby Chris)

There might be new tasks popping up during the géuaeinvolve you. Hopefully you get the informatim time,
otherwise you just have to improvise.



Your material:
- Read through your task cards before the game
- You will get the following material:

a pencil (for writing on task check lists, new taskds etc.)

some paper (for writing whatever you might wanivitite — contracts with PCs, keeping track of graups
your task cards

empty task cards

Plaster (for task 3)

Bowl (for task 3)

Other teamers in the game:

Libeck — Don Mascarpone (Den Haag)

Jon — Junior (helping Peter in Berlin)

Brajda — Mama (helping Lubeck in Den Haag)

Julia — Romea (in jail, teamer’s corridor)

Liene — Psychic woman, Madame Ghenna (Adlerhorst)
Christopher — Scoulder (Rittersaal)

Jostein — Mully (Table soccer room)

Schabi — Dr. Samantha Stelling (Tea Kitchen/ U-Boot
Rieke — Eva the Shark (Basement)

Ole — Pizzeria keeper Mario (“Werkstatt”)

Steffi — Honey (guarding Julia in teamer’s corridor

Niko — Giulio (in jail, toilets under the Saal-bdiihg)
Daniel — John O’Connor (guarding Niko, toilets unttee Saal-building)



