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BEWARE OF THE DIRE
DREAMER . . .

Tom Heskith, the son of a rich Kansas oil-
man, has disappeared! Was he kidnapped?
Did he run away? Or perhaps something a
bit more sinister is going on . . .

Chaos in Kansas is an adventure source-
book for GURPS Horror and GURPS
Cliffhangers. In The Dire Dreamer the
characters will be swept up into a web of
mystery and terror as they seek to find the
missing person . . . without losing their
lives or their sanity in the process.

Chaos in Kansas provides the gamemas-
ter with everything needed for a
Cliffhangers campaign, including a map
of Liberty and surrounding environs, hints
on how to leave the players hanging from
adventure to adventure, and ideas for using
Liberty in future adventures.

This PDF is a scanned copy of the last
printed edition of Chaos in Kansas. No
changes or updates from that edition were
made, but we have appended all known
errata to the end of the document.
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I of " Dire r 
Tom Heskith, the son of a rich Kansas oil- 

man, has disappeared! Was he 
kidnapped? Did he run away? 
Or perhaps something a 
bit more sluhter is going 
on . .  . 

Chaos in Kansas 
is an adventnre 
source book for 
OURPS Horror and 
OrmPS Cliff- 
hangers. In The 
Dire Dreamer the 
characters will be 
swept up into a web 
of mystery and terror 
as they seek to find the 
missing person . . . 
without losing their live 
sanity in the process. 

Then it's on to The Cement Works, 
where the workers are ready to go on 
strike. the eauioment is taking on a life of its own. ~ ~ ~~- 

and things are not always as they seem . . . p3,, ~ i . a i : ~ i ~ f i  . ,!I, .p. ~* 
~..? ',, , , . !,:': 

Liberty, Kansas, is the backdrop for the adventure. This sleepy little town (population: 8,832) is the typi- 
cal Kansas city of the 1830s . . . or is it? Strange disappearances and mysterious noises are becoming disturb- 
ingly frequent. Over 45 locations in the town are detailed, including restaurants, speakeasies, hotels and 
many other locations. NPCs such as Sherlff Don Barr and the moonshining Compton boys are provlded to 
flesh out both the adventure and an ongoing campaign. Minor NPCs are detailed in the locations in which - - 

they are encountered. 

Chaos in Kansas provides the gamemaster with everything needed for a Cliffhangers campaign, includ- 
ing a map of Liberty and surrounding environs, hints on how to leave the players hanging from adventnre to 
adventure, and ideas for using Liberty in future adventures. 
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About GURPS 
Steve Jackson Games is committed to 

full support of the GURPS system. Our 
address is SJ Games, Box 18957, Austin, 
TX 78760. Please include a self-ad- 
dressed, stamped envelope (SASE) any 
time you write us! Resources now avail- 
able include: 

Roleplayer. This bimonthly newsletter 
includes new rules, variants, new races, 
beasts, information on upcoming releases, 

INTRODUCTIOW 
This book contains two adventures set in the 1920s midwestern boomtown 

of Liberty, Kansas - a town where the Ozark Mountains meet the Great Plains, 
and where the sedate, self-confident, modern world meets the terror of the 
unknown. 

In 7he Dire Dreamer, the adventurers must solve a kidnapping and deal with 
the evil force that threatens the town of Liberty. There are opportunities for 
characters of all types - sometimes stealth and trickery will be most important, 
and sometimes muscles and speed will be required! 

In ?'he Cement Works, the investigators will be asked to solve a very mun- 
dane, ordinary problem . . . which mushrooms into a truly unique experience. 

Kansas and Liberty 
scenario ideas and more. Ask your game 
retailer, or write for subscription informa- Chaus in Kansas also includes background information on Kansas and the 
tion. town of Liberty, GMs should read through this section before commencing play, 

New suppzemerlts arid adventures. as it contains information relevant to the adventure. It also includes a number of 
we're always On new ideas that can be easily developed into interesting sub-plots. GMs should keep 
and we'll be happy to let you know what's 
available. A current catalog is available for their map of Liberty and this adventure after the mystery has been solved. who 
an SASE. knows what unspeakable horrors may crawl into this fair town in the future - 

Errata. Upt0date errata sheets for another adventure book is in the works already! 
GURPS releases, including this book, are 
always available from SJ Games; be sure 
to include an SASE with your request. PLAYERS SHOULD STOP READING HERE!!! 

Q&4. We do our best to answer any 
game question accomp&ed by an SASE. 

Gamer input. We value your com- 
ments. We will consider them, not only for 
new products, but also when we update 
this book on later printings! 

BBS. For those of you who have home 
computers, SJ Games operates a BBS with 
discussion areas for several games, includ- 
ing GURPS. Much of our playtest feed- 
back for new products comes from the 
BBS. It's up 24 hours a day at 512-447- 
4449, at 300, 1200 or 2400 baud. Give us 
a call! 

Page References 
Rules and statistics in this book are 

specifically for the GURPS Basic Set 
(Third Edition). Any page reference that 
begias with a B refers to a page in the 
Basic Set- e.g., p. B102 means p. 102 of 
the Basic Set, Third Edition. A reference 
that begins with H refers to GURPS Hor- 
mr; a reference that begins with an M indi- 
cates GUWS Magic. 

About the Aurhor 
James Hurst is a long-time gamer who 

makes his living as an actor in the Wichita 
area of Kansas. Entroduced to wargames 
by his brothers, he discovered roleplaying 
games in 1977. Chaos tc Kansas is his 
first published work; he plans on doing a 
second book set in Liberty for early 1990. 

Introduction - 2 -  
1 



THE DIRE 

The Missing Heir: 
Tom Heskith 

Age 19, wavy black hair, brown eyes; 
S'lO", 155 Ibs. 
ST 10, DX 12, IQ 10, HT 11. 
Basic Speed 5.75; Move 5. 
Dodge 5. 
Advantage: Wealthy. 
Disadvantage: Weak Will -2. 
Skills: Baseball-15; Carousing-11; 

Driving (Auto)-1 3; Guns; (Rifle)- 12. 
Language: English- 10. 
Weapons: Baseball bat ( ld+3 crush- 

ing), .22 rifle ( ld+2 crushing). 

The missing heir is in serious trouble. 
Unless rescued fairly soon he will be 
sacrificed by his fianck, Lucinda Appley. 
If the investigators save him, Tom will 
(after a few day's rest) be ready and able to 
assist them in any further adventuring 
needed to complete the investigation. His 
feelings toward his fian& will have un- 
dergone a dramatic alteration. 

Tom is a nice kid, a good athlete, with 
an easygoing nature. Hopefully, he will be 
more careful who he gives his heart to in 
future. 

If rescued, Tom tells the adventurers 
about his kidnapping at the Old Cemetery, 
and that Lucinda visits Cedar Ridge on a 
regular schedule. 

DREAMER 
A Desperate Appeal 

The character most prominent in occultism or detection receives the follow- 
ing telegram: 

1 0 : O O  AM LIBERTY,  KANSAS 
MAY 18,  1 9 2 7  FRIDAY 
YOU MUST SAVE MY SON S T O P  I KNOW YOU ARE GOOD 

PEOPLE AND CANNOT REFUSE THE CALL O F  A S P I R I T  
I N  P E R I L  S T O P  NO REWARD I S  TOO GREAT I F  YOU CAN 
HELP S T O P  PLEASE HURRY S T O P  

SIGNED MRS J E S S E  HESKITH 

Before the investigators can puzzle out the intent of this communication, 
another arrives: 

( EASTERN UNION ) 

10:04 AM LIBERTY,  KANSAS 
MAY 1 8 ,  1 9 2 7  FRIDAY 
S P I R I T S  BUNKUM S T O P  J U S T  KEEP MY MRS HAPPY 

S T O P  RETAINER FOLLOWS S T O P  ADVISE ARRIVAL TIME 
S T O P  

J E S S E  HESKITH 

This second telegram is accompanied by a bank draft for $200. 
Any character who succeeds in an IQ roll or makes a Research roll recalls a 

recent headline and can find a front-page article of two days previous, as shown 
in the sidebar. Thus, Heskith's story appears to be perfectly true. 

Still, before departing for Liberty or accepting the commission, the party 
may want more information about Heskith. This information could be dis- 
covered in a newspaper morgue, a large public library, or anywhere else that the 
GM rules is reasonable. 

The Dire Dreamer - 4 -  



THE CEMENT 
WORKS 2 

Beginning the Adventure The Industrial Workers 
If the campaign is being run in "cliffhanger" style, the Dire Dreamer adven- of the World 

ture ended with the PCs in trouble . . . either being run off the road, or being The Industrial Workers of the World, 
shaken down by some very unfriendly policemen. Either way, it proves to be a or IWW, was founded in 1905 in Chicago. 

case of mistaken identity. Liberty is having union troubles . . . and the PCs, It a mion with syndicalist goals. The 
syndicalist idea was to organize all work- 

being tough-looking strangers in town, were mistaken for union organizers! ,,,, ,,,, the world into, as they said, 
Ironically, the officers who rousted them (or the plainclothes team who ran them "One Big Union." The syndicalist aim 
off the road) were supposed to escort them to the Kean Hotel to meet the wealthy Was to use strikes7 culminating in a world- 

wide general strike, to bring the capitalist John Selby, who wanted to ask for their help. (A secretary will lose his job over nations of the world to their knees. They 
this confusion!) would then place all means of production 

Even without a question of mistaken identity, anyone who participated in the and all political power into the hands of the 

Dire Dreamer affair can be drawn into this investigation by Jesse Heskith, on workers. 
The IWW, or "Wobblies" (the origins 

behalf of his friend, Fred Halsey. Detectives, government agents, or policemen he nickname ,, obscu,; it my refer 
may be summoned by the rich, influential John Selby. Arrangements are made to the constant shifts in policy of the IWW 

for the investigators to meet John Selby and Fred Halsey in Selby's rooms at the leadership)* had a but ulti- 
mately inconclusive history. They won 

Kean Hotel (location 18). After initial introductions have been made, the inves- my individual strikes, but could never 
tigators are shown the following clipping from the Liberty Daily Sentinel: achieve the sweeping successes they 

needed. They developed many of the strike 
procedures and propaganda techniques 
that have become part of the standard ar- 
senal of modem labor unions. They had 
unprecedented success in organizing 
migrant workers, lumbermen, blacks and 
immigrants. Yet their membership never 
grew to match the strength of Samuel 
Gomper's American Federation of Labor 

Workers walked off the con- before the gates. Although the (AFL). 
struction site of the new Selby mob had the  appearance  of a Part of their problem was that the Wob- 
Concrete Company factory north- strike, none would discuss their blies were constantly tom by internal fac- 
east of Liberty, today at 10:30 a.m. grievances. tion fights. Also, their very effectiveness at 
The stoppage occurred after an  Spokesmen for Selby Concrete publicity made them a bigger target for 
accident with a steam shovel slight- Co. and Halsey General Contract- anti-anarchist and anti-Bolshevik senti- 
ly injured three men. ing deny rumors of unsafe condi- ment than other socialist organizations. 

Work had stopped yesterday tions at  the  site. Mr.  Selby is The killing blow to the IWW was 
afternoon following a brawl which quoted as saying, "This situation is probably World War I. General IWW pol- 
broke out in one of the unfiiished obviously the work of Bolshevik icy had always opposed war as a tool of the 
buildings. In both cases, after the agitators." No further comment capitalists. The anarchist faction of the 
in i t i a l  d i s t u r b a n c e ,  w o r k e r s  was available. Wobblies openly advocated sabotage 
downed their tools and assembled against industry. These two factors led to 
at the front gates t o  demand a mob and vigilante violence against the 

meeting with their employer, Mr. Wobblies. Eventually almost the entire 

Fred Halsey, a local contractor. MIRACLE RF IWW leadership was tried and imprisoned 
for treason. 

Yesterday's disturbance was Although briefly bolstered by this ex- 
broken up  by the  foreman and perience, it was then that the IWW began 
company guards. However, today, to disintegrate. Though they pointed to 

their martyrs with pride, and appealed to 
many people's imaginations, their in- 
fluence waned and disappeared. 

At the time of this adventure, however, 
colds and influenzas they are still active . . . and more than a 

little fanatical. 

- 17- The Cement Works 



WELCOME 
TO KANSAS 3 

This chapter will give background information on the state of 
Kansas, and details on the fictional town of Liberty, in the Roar- 
ing Twenties. 

Geography 
Kansas is made up of rolling plains and steep hills, formed by 

the prehistoric ocean which once covered the area. The state's 
eastern portion, where the two adventures are set, has the state's 
highest annual rainfall; thus there are many stream and river 
floodplains, and woodlands. There are rocky ridges and small 
canyons of weathered rock. The terrain is more like the Ozarks 
in nearby Missouri than the rolling plains of westem Kansas. 

The population centers of 20th-century Kansas are in the east- 
ern half. The state's largest city, however, is Wichita in south- 
central Kansas. Other prominent towns include Topeka, the 
capitol; the college towns of Lawrence (University of Kansas) 
and Manhattan (Kansas State University); and Kansas City, 
Kansas, which sits in the shadow of its big brother, Kansas City, 
Missouri. 

History 
The native Indians of Kansas were displaced in 1830 when 

several eastern tribes were ceded the territory by the U.S. 
government. These tribes were themselves supplanted by the 
western expansion of white settlement in the 1870s. 

In the 1850s, Kansas became the stage for open hostility 
between pro- and anti-slavery factions. The often-bloody debate 
was finally settled when Kansas entered the Union as a "free 
state" on January 29, 1861 -just in time for the Civil War. 

After the war, Kansas was active in the social movements of 
Populism, Progressivism, Imperialism and Prohibition. How- 
ever, after World War I, Kansas turned increasingly to extreme 
conservatism and isolationism. The reformers who had fought 
for Prohibition turned their attention to matters of private 
morality. The state's political and cultural atmosphere became 
increasingly repressive and stagnant throughout this period, 
reaching a nadir in the 1930s. Combined with the declining 
economic fortunes of the state, this eliminated Kansas as an 
important contributor to national history for several years. The 
state would not begin to recover from the effects of this isolation 
until the end of World War 11. 

In 1927, most of Kansas remains an agricultural state, dotted 
with small farming communities. New tensions are caused by 
the widening social gap between the rural areas and the cities. 

Southeastern Kansas 
In the 1890s, petroleum and natural gas were discovered in 

the fields of southeastern Kansas and northeastern Oklahoma. 
The resulting financial boom brought a level of urbanization not 
previously found in the state, except in the Wichita and Kansas 
City areas. This boom economy helped cushion the area against 
the social malaise that paralyzed the rest of the state. The Great 
Depression broke the spell of this protection but, while it lasted, 

the boom encouraged prosperity and a positive attitude in its 
citizens. 

The people in the southeast are a microcosm of Kansas. 
Though generally easy-going, they tend to distrust strangers, 
particularly those expressing different points of view. Such peo- 
ple may eventually be accepted into the community, but they 
will always be considered "outsiders." 

Even though the towns are not very large, there is a good deal 
of difference in attitude between urban and rural folk. It should 
also be kept in mind that while the people in the southeast may 
be provincial, they are not naive. 

Liberty 
Liberty is in southeastern Kansas. It was founded in 185 1 as 

a trading post. As settlers arrived in the area, Liberty expanded; 
in 1861, when the railroad reached it, Liberty incorporated as a 
town. Liberty became the county seat in 1870, and the popula- 
tion swelled to about 8,000. By the 1920s it had reached ap- 
proximately 10,000, a level it has maintained to the present clay. 

Liberty is the setting for the adventures, but it is also a living 
and breathing town in its own right. To this end, places where 
the adventurers will stop for lunch, gas or entertainment are 
included along with locations important to the adventures. GMs 
can use this information to bring the town alive for the players 
by letting them interact with a wide range of NPCs. 

Liberty is divided into two halves. The middle classes live in 
the respectable northern part. In the Southside, crime and pover- 
ty are exacerbated by the centuries-long sway of the Dire 
Dreamer. Even after the Dreamer has been destroyed, its in- 
fluence will continue to linger. . . its vileness has touched many 
permanently. 

( LIBERTY 1 

Welcome to Kansas 
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