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PROLOGUE

It’s late Saturday evening, and you’re looking over the city 
from the top of one of those San Francisco skyscrapers. You 
notice your drink rippling from the loud bass, and wonder 
why you attend this sort of event. It’s not like you can allow 
yourself to make any permanent social connections. Then 
again, Blight agents mustn’t attract attention, so going to 
parties from time to time is even encouraged. It’s been a few 
years since you joined, but you’re still a rookie in the agency’s 
eyes.

As you take another sip of water your phone vibrates, and 
simultaneously there is movement in your peripheral vision.

— “Hey there …”

It might have been the start of a fun night, or it might 
have been a bust. There’s no way to know. You pretend that 
you didn’t notice the approach, and take the call. An agent 
always takes the call.

As you bring the phone to your ear it triggers the retinal 
projector in your right eye; a close observer would see a 
small orange circle appear around your pupil. You pretend to 
listen as the real message appears in the form of a hologram. 
Blight sight allows for improved and secure communication, 
and every agent gets it when they join the project. The 
message reads:

Hello agent, I am Monica from Blight and I will be your 
Handler for this mission, codename ‘Cloudless Sky’.

Two hours ago we lost track of Dr Andrews, a well 
known chemist categorised as high risk because he has the 
knowledge to create dangerous chemical weapons. He is 
skilled enough to make a D4 class bomb.

Alongside the text briefing the hologram shows images of 
Dr Andrews, the high risk list, and a simulation of the effect 
of a D4 bomb. The dispersion radius is almost 500 km in 
diameter - capable of covering more than half of the state of 
California.

We’ve never noticed anything suspicious about the doctor, 
but that is a secondary issue when the potential threat is this 
serious. We need one of our agents to go to the area where he 
was last seen.

You take a sip of water as you look at the sunset skyline, 
then the view is blocked by a map and a satellite image of a 
pier.

Blight is aware that your skills are still under development, 
and we wouldn’t normally risk sending a junior agent on a 
mission like this, but we have no choice because you’re the 
only one close enough to the facility. You need to evaluate 
the potential danger and, if necessary, rescue Andrews. 
Remember agent, if you decide to accept the mission and you’re 
compromised, the government will disavow any knowledge of 
your actions and you will be on your own. What is your response 
agent?

You read the text a second time, feeling a combination of 
excitement and fear. But eventually you tap the asterisk key 
on your phone, the holographic projections disappear and 
you’re looking again at the sunset. After few seconds you get 
a new message.

Thank you. There will be a car waiting for you out front of the 
building. Contact us through the coded channels when you get 
there.

Your eye deactivates, and you take one last glance at the 
city before you move towards the exit ...

Read stage 1 introduction: Baby steps.
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STAGE 1 INTRODUCTION: BABY STEPS

The driver drops you on top of a low hill overlooking the 
target, where you review the layout and plan your next move. 
After checking that you are alone, you open the front of your 
watch and remove an earpiece. When you fit it into your right 
ear your eye glows again. You speak softly:

— “I’m here and I’m ready for the further information.”

As you scan the area your earpiece confirms: “We can see 
what you see. There are guards roaming around the fence 
but they shouldn’t be a problem for you. Unfortunately there’s 
no information about the internal layout of the buildings 
anywhere on the open network.”

— “So what you’re saying is that I need to scout the area 
before I take action.”

— “That might be the best idea. There’s a guardhouse 
nearby, try to get inside it before you go over the fence. With 
luck you might find plans to scan for us, and maybe some 
helpful tools.”

— “I’ll contact you when I get inside.”

You take out the earpiece and place it back inside your watch. 
From your vantage point you notice that someone is approaching 
the facility so you start down the hill towards them. You might 
be able to pass unnoticed if you had his uniform. He’s bulky, 
but the jacket and the baseball cap should fit you perfectly. You 
speed up to intercept him before he reaches the guardhouse and 
the revealing glare of the security lights. You are still in shadow 
when you get to him - perfect for a silent takedown - and only 
at the last moment does he see you. You quickly get an arm 
around his neck and apply pressure until he loses consciousness. 
When he stops moving you drag him off the road and take his 
jacket and baseball hat. You check his wallet. His name is Mike, 
and according to the sticker note inside the wallet he has an 
appointment with Jake Higgins this evening.

Feeling confident with your disguise, you move closer to 
the facility while memorizing the locations of the guards and 
the surveillance devices around the fence. Maybe it would 
be easier to sneak in closer from the parking lot? As you 
approach, however, you are spotted by one of the guards, 
who waves you forward. You don’t have much choice but to 
see what he wants. You decide to make the first move:

— “Hi. Nice evening.” Keep it casual.

— “Forget that, what are you doing here? This is a 
restricted area.”

— “I have an appointment, but I’m not really sure where I 
should go.”

— “Janitor, or the guard gig?”

— “Do I look like janitor?”

— “Do I look like I care?”

— “Well I’m supposed to meet Jake Higgins, can you tell 
me where he is?”

He looks in your eyes for a while without speaking, then 
he finally responds. “What was your name again?”

As he finishes the sentence you dart forward. Three quick 
and precise strikes make sure he’ll be out for at least two 
hours. You grab him before he falls down, and you whisper. “I 
never gave you my name.”

You hold him up and carry him out of the view of the 
cameras - just two people walking together.

He was suspicious, and he will be able to describe you 
when he recovers. With a rush of adrenaline you realise that 
the clock is ticking. You can’t stay outside much longer, and 
delay increases the risk that someone will be able to identify 
you once you’re inside. You have to get into the guardhouse 
as soon as possible ...
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STAGE 2A INTRODUCTION: UNFORTUNATE

You decide to search the Security headquarters in the 
hope of finding something more suitable to wear while 
moving around the facility. According to the plans you 
scanned, the building has several entrances. You pick 
the one you think shouldn’t have any guards around. You 
approach quickly and open the doors, trying to stay out of 
sight of the single camera overlooking the entrance. There is 
a reception desk in front of the doors with a hallway beyond, 
but there’s no one around. You close the doors and as you 
start walking down the hall one of the guards emerges from 
a bathroom ahead of you. He looks your way, smiles when he 
sees your jacket, and says:

— “There you are, Mike! I was wondering if I was going to 
see your sorry ass in here after all.”

Then your eyes meet, and he quickly realizes you’re not 
Mike after all.

— “What the hell! Who the hell are you and where did you 
get that jacket?”

He’s going to create a disturbance in a moment; it’s too 
late to try and calm him down. As you move closer to him, he 
pulls out something from behind his back. He swings a blade 
that misses you by a few inches. He pulls his arm back to 
stab you but he’s not fast enough - as he lunges you punch 
him twice, using his own momentum against him. He drops 
to his knees, gagging. You hear the scuffle of feet coming 
from the hallway behind you. You take the combat knife from 
the guard on the ground and smash his face twice with the 
handle; he drops unconscious, bleeding. The other guard 
pulls out a gun! No time to think! You throw the knife at him, 
and it sinks into his chest. He drops to his knees with the 
gun still in his hand but, just when you thought it was over, he 
manages to grab the fire alarm handle on the wall! The alarm 
goes off and you know you need to do something fast, so you 
run towards him, grab his body, and throw it on the desk in 
front of the doors.

You take a deep breath and smear the unconscious 
guard’s blood over your face. You rip open the jacket you 
are wearing to make it seem like you were in a fight as well. 
You slump against the wall below the fire alarm and grab the 
handle just as some guards run inside. They’re shocked at 
first, then after a few seconds one of them moves straight 
towards you, grabs you by the collar, pulls you up from the 
floor, and screams:

— “Ok, now explain me who the hell you are and what the 
hell happened over here!”

You do your best to sound frightened. “I’m here for an 
appointment with Jake over there. When I came in I saw 
some guy stabbing him. I went to help him but I got knocked 
out. When I came to, the guy was gone. I didn’t really know 
what else to do so I pulled the alarm.”

Your interrogator looks at you long and hard. “I’ve got a 
feeling that you won’t be able to tell me what this mysterious 
‘guy’ looks like.”

— “Wha… what’s that supposed to mean? Anyway, he was 
medium height with dark hair and pale skin.”

— “Alright let’s pretend I believe you. Hey, you two!”

He turns and points to two guards close by. “Sarah, call 
911 and report this. Mark, go outside and let our friends 
know something is up. As for you …”  He turns back to you 
and gets real close. “don’t go too far. I will find out what 
really happened over here, and when I do there will be more 
questions.”

Well this doesn’t look too good. You need to change your 
clothes as soon as possible, and find a way to stop the senior 
guard before he makes too much trouble ...
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STAGE 2B INTRODUCTION: ALTERNATIVES

Working your way round the buildings, you gain more 
information about access to the surveillance control room. 
You turn a corner and stop. In the distance is the main 
entrance, guarded by two weird-looking guys. One of them is 
wearing sunglasses and armed with an Uzi, while the other 
is playing with some knives. There are a couple of cameras 
covering the area, and the automatic sliding doors look heavy 
and may be locked. This obviously isn’t the way to get in, 
but it’s clear you need to get inside. Armed people in front of 
doors are a bad sign, you will have to contact Blight again.

— “Something isn’t right, there are armed civilians around 
the surveillance control room entrance.”

— “By the tattoos on one of them we can tell that they’re 
probably members of Trackerz, a local gang. They usually 
work as low-cost hired guns, so be careful. Stay focused and 
try to find a quick way in. We need more information.”

— “The building plans have given me a few ideas, but I 
think the best way in will be through the maintenance locker 
room. I understand that they are hiring janitors.”

— “That might be the best option. Inform us when you 
find out more.”

You end the conversation and turn towards the 
maintenance locker room entrance. When you get close you 
see someone standing outside having a smoke. Your timing 
is good: He takes a last puff, and you hurry to follow him 
inside before the door swings shut. Once inside, you take 
a quick look around. The place is huge, it looks like it’s a 
communal facility for all the maintenance workers at the pier. 
As you step into the room someone behind you grabs your 
shoulder.

— “Excuse me, but I don’t recognize you. What are you 
looking for in here?” The speaker is an elderly security guard 
with a clipboard in his hand.

— “Hi, I was sent here, I’m one of the new janitors.”

— “Weird. I was sure all of you were here already.” He 
checks his clipboard carefully. “Well I might have crossed off 
the wrong box again, sorry for that” He chuckles. “Anyway, go 
change. You can find your locker using the number on your 
key, then report to me asap. I’ll set you to work.”

— “Thanks I’ll be over in just a second.”

Luck is with you, and you head in the general direction 

of the lockers while looking for a way to the surveillance 
room. You can see a few cameras, and there are a number of 
people walking around even at this late hour. You work your 
way past rows of lockers and spot the same main doors you 
saw outside. Big and heavy automatic doors with electric 
locks. To open them manually you will need to cut the power. 
You activate Blight sight and scan the walls for live cables. 
There’s an electric board system in the distance, and almost 
everything in this part of the room seems to be hooked up 
to that. Pulling out the cables would create a blackout that 
would help, but all the cameras around the place seem to 
have backup power sources. You would need to break or 
turn off most of them, leaving the cameras on while you are 
forcing the doors wouldn’t be wise.

With the number of people in the building, you can’t 
simply wander around without any purpose for too long. The 
old man could send someone after you, or come looking for 
you on his own, so it’s essential to stay out of sight. It will be 
a challenge with all these cameras, but getting a new outfit 
might help...
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STAGE 3B INTRODUCTION: UNUSUAL ALIGNMENT

You’re finally outside. You take a deep breath and feel the 
adrenaline pumping through your veins, but you must keep 
pushing forward. In your search for more information about 
the facility you reach the area between the containers, and 
you find some answers right in front of you. As you round one 
of the containers, you see a large group of people. You take a 
quick step back and listen to an angry conversation:

— “Wait what’s that now? ARE YOU BEING SERIOUS! All 
you had to do is stay on ***** guard!”

— “I’m so sorry. We’re not even sure what exactly 
happened there.”

— “Awww. He’s sorry. Well that settles it!”

You peer round the corner just in time to see a big guy in 
tight blue shirt land a punch on a familiar looking guard. Then 
you remember he was the one sent from headquarters with 
a message for “our friends”. When he tries to get up, a skinny 
guy with a weird hat kicks him in the stomach.

— “Booom! Dude wasn’t expectin’ that! You want some more?”

— “Chill, chill. Alright now.” The big guy holds out his hand, 
“Man, get your sorry ass up! Go tell your lazy friends that we 
don’t want any trespassers here. So make sure you do the job 
you’re paid to do, and keep this zone clear!”

His victim coughs and spits blood. “Yes sir!”

— “Fool, I ain’t no sir! Now move!”

As the guard runs away limping, the two men in charge 
turn around and address the rest of the group, who look like 
street gang members.

— “So yeah, it is what it is. The security in this place is 
total garbage, no surprise there. But that’s why we’re being 
paid the big bucks. Keep your eyes open, and make sure no 
one disturbs our business over here! Now spread out and 
keep everyone clear of this area.”

While the gang members move off between the 
containers, Tight Shirt stays with Weird Hat. They lower their 
voices and you can’t hear them anymore. You can’t approach 
them because one of the gang members is standing nearby. 
However the distance isn’t that great, so you activate Blight 
sight to read their lips. Mind you, it would be better if they 
didn’t move around so much, and if Weird Hat didn’t talk like 
a wannabe gangster. After a while Weird Hat moves away, 
you insert your earpiece again and whisper:

— “It’s me again. I’m getting closer. I witnessed an 
interesting conversation a second ago - I’m sending you the 
recording now. Andrews’ name came up few times but, since 
I couldn’t see everything, his whereabouts are still unknown.”

— “We’ve got the video, and right away I can tell you that 
the big one in the blue shirt is the Trackerz’ trustee. The gang 
are often hired to provide extra muscle whenever something 
shady is taking place in this part of town.”

— “The other guy mentioned container USEU 47717. He 
seemed very excited about it.”

— “It’s a government shipment of training munitions. 
Nothing important or particularly dangerous, but you could 
use a smoke grenade from it as a distraction. They are in a 
blue wooden box on the left.”

— “For now I think that me and these two Trackerz 
members need to have a face-to-face talk.”

— “Be advised that the gang is known for its loyalty. You 
will need to employ extreme measures to get them started. 
It might be good to hide and listen to other people talking as 
well.”

Before you can to finish the conversation properly, you 
notice that one of the security guards has moved close to 
you. You lower your head and move away silently. That was 
close. When you look up, however, you see that you have 
attracted the attention of one of the gang’s spotters. You 
have to be more careful, even though your clothes fit in your 
actions could still betray you. That’s why you shouldn’t be 
seen near the security guards and their stuff from now on. 
When you’re out of the spotter’s sight, you hide your earpiece 
and move towards the trustee. Wow, the closer you are to 
him the bigger he gets! It might be smarter to catch him off 
guard rather than approach him directly ...
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everyone gets up and runs toward the closest entrance. Then 
he turns toward screens, and speaks up to make sure the 
operator can hear him.

— “Alright now. Bring up the locker room cameras on 
these two screens in the middle. These four, all the entrances 
to the building. On these three over here I want the cameras 
from the cafeteria and its entrance, and on all the others give 
me everything from the upper floor. Now, I want to see the 
recordings from an hour ago.”

The operator sits down at the console and starts typing. 
The views on the screens change. While this is happening 
you realize you can’t just leave, you have to stop them. You 
can’t take out the guy with the Uzi as this would attract the 
attention of everyone around the entrances and you can’t 
stop all of them. You need to bring down the surveillance 
system. You activate Blight sight and track the wiring from 
the console to the system’s mainframe computer. After you 
locate it, you will have to destroy it. The best way would be 
to burn it down. You remember seeing a stock room near 
the entrance you came in. There might be some flammable 
chemicals in there that you could use. You can be careful and 
take your time, they are looking at footage from an hour ago 
so that gives you around 30 minutes before you will appear 
on those screens. Plenty of time.

— “Alright, now could you PLEASE play it at the double 
speed, we don’t have the whole day here.”

And with that your time has halved, you will have to hurry 
once again ...

STAGE 3C INTRODUCTION: VISITORS

Although the alarm is loud, and can probably be heard 
throughout the building, the people inside the room don’t 
seem to worry about it at all. Either they think this is a fire 
drill, and they are taking their time, or they are trained to stay 
at their posts until directed otherwise. Whichever is the case, 
you can’t stay here. You have to get to Andrews as soon as 
possible. Just as you are about to step out of the cubicle 
and move on, a large number of the people come in through 
the different entrances. The pair that you saw in front of 
the main entrance are also here, and the one with the Uzi 
and sunglasses speaks up, directing the group that came in 
through the far door.

— “Alright I want all the doors covered in this room. We 
have to secure the live feed and find out who was stupid 
enough to invade our night party.”

— “We’re on it!”

They start to spread out and cover all the entrances. The 
one with the weapon continues:

— “Great! Since we’ve got that covered, I will need a 
volunteer to help me with these.” He points out on screens 
and then on someone in the cubicle next to yours. “You look 
smart.”

— “No. Please. I have family.”

The gang member casually shoots the man. You 
suppress the urge to run over and help. As you calm down 
you look closely at the wounded man and see that the bullet 
went through his shoulder - he will live. You can’t afford to 
jeopardise the mission, if you can’t get to Dr Andrews more 
lives may be placed at risk.

— “Any other smartass have a problem with operating 
these screens? Maybe it’s my fault and I forgot to use a 
magic word. You!” He points to someone else across the 
room. “Could you PLEASE help me with the screens?”

The object of his attention swallows nervously then 
admits “Yes I can. What you need me to do?”

— “See? Was that SO difficult?” He turns and smiles at the 
man he shot, who is being helped by another office worker.

— “I want this place cleared! Everyone except my new 
friend, get out!” Everyone seems to be too afraid to get up 
and leave. “NOW!”

The gang member puts a few rounds into the ceiling, and 


