AA Title Page (1 page)
[Just the title, in A-HEAD style: “Disasters: Flood,” “Disasters: Nuclear Meltdown,” “Disasters: Plague,” “Disasters: Zombies,” etc. SJ Games will provide cover art and graphics – but feel free to recommend flashy, public-domain art of your chosen disaster!]


CC Table of Contents
[Prepared at SJ Games.]

[Inclusion of all remaining sections is mandatory except where marked ONLY WHERE APPLICABLE. Titles are up to you, except where marked DO NOT RETITLE. Page count per BB heading can vary as necessary, but the total must be either 16 or 32 800- to 850-word pages, tending toward 16 pages for local catastrophes (floods, hurricanes, industrial fires, meltdowns, quakes, tornados, volcanoes, etc.), 32 pages for global ones (meteor strikes, pandemics, sudden ice ages, etc.).]


BB Introduction (1 page)

[DO NOT RETITLE: A brief description of what the PDF is about. This isn’t the place for science, history, or rules – all that comes later! This piece serves to sell the book to the reader. Why does he want to have this disaster happen to his campaign? Why it would make a cool adventure or campaign all on its own?]



CC Publication History

[DO NOT RETITLE; ONLY WHERE APPLICABLE: If updating and reusing content from a Third Edition supplement or a Pyramid article, note this. See the “Publication History” sections in other GURPS products for inspiration.]


BB Technical Background
[Choose a better title: “Seismology 101,” “Anatomy of a Pandemic,” etc. The goal is to explain the science (or the pseudoscience, or even the magic, for things like zombies) behind the disaster in layman’s terms. This is where you write about temperatures, infection rates, velocities, etc. – that is, real-world stats as opposed to game stats.]



C-BOX Historical Example #1



C-BOX Historical Example #2



C-BOX Historical Example #3

[And so on, to a maximum of a box for every two pages in BB Technical Background. Scatter these boxes throughout the section, and title each with the event’s time and place; e.g., “1906 San Francisco Earthquake” or “Black Death in the 14th Century.” Each box should sum up its event in 400 words or less, concentrating on the devastation – structures leveled, people killed, economic impact, etc. There can be one full-page box containing up to 750 words (the maximum), if desired.]



CC Causes and Evolutions
[What causes the disaster? How does it develop over time? Be specific but clear. Describe tectonics, epidemic models, etc. in simple terms, without introducing any game mechanics yet. If the cause is a chain – e.g., there’s a virus in the jungle, it crosses from animals to humans, early victims travel, and others get infected, or there’s an undersea quake, it causes a wave, and the wave gets taller and faster in shallow water – then consider making each link its own suitably titled DD heading under this CC heading.]



CC Scale

[DO NOT RETITLE: Establish the likely range of sizes for the disaster: is this a local catastrophe, a global apocalypse, or something in between? Is it variable? If it’s variable, follow up with DD headings on different scale options, and make a link between the variables described in CC Causes and Evolutions and each scale level.]



CC Effects and Aftermath
[What are the outcomes of the disaster in the short and long term? Again, be specific but clear, and avoid game mechanics at this stage. Where scale is variable, be sure to describe a range of outcomes.]



DD Casualties




DD Physical Devastation




DD Social and Economic Impact

[DO NOT RETITLE; ONLY WHERE APPLICABLE: Break out effects on warm bodies, infrastructure, and society. The first two usually determine the third. Focus on strong visuals. Remember that game effects come later! Add other DD headings as needed; e.g., a paranormal disaster might call for DD Supernatural Repercussions.]


BB Gaming a Disaster
[“Gaming an Earthquake,” “Gaming a Plague,” etc. This is where to put the rules. You can refer to the previous chapter for facts, figures, stages of the disaster, etc., but we want a clear division: real-world stats there, game stats here. For each of the CC headings below, wherever there are multiple possible phenomena, syndromes, or effects, each merits a DD heading.]



C-BOX Courting Disaster

[ONLY WHERE APPLICABLE: At most 400 words on how destructive PCs can cause or attract the disaster: setting fires, detonating nukes, making the gods angry, whatever. Leave this out unless you’re prepared to provide concrete game rules. However, this box is mandatory for manmade disasters like meltdowns and fires!]



CC Harbingers

[ONLY WHERE APPLICABLE: What alert PCs – from scientists with sensitive instruments to superheroes with powers – might be able to notice in time to take cover from, warn others about, or even prevent the disaster. Couch this in terms of where the observer needs to be, and any advantages, skills, or gear he needs. If there are minor precursor disasters, define their game effects. For instance, a meteor might be detectable by anybody with a telescope or Telescopic Vision, and be preceded by tiny rocks that do X dice of damage to orbiting spacecraft (where the PCs might well be!).]



C-BOX Surviving

[A 400-word box on vital skills (not gear, which goes in the appendix) the PCs require to survive the disaster. This must tie into the rules in this section. Don’t introduce new problems to solve – address only solutions for problems in the main text. If BB Gaming a Disaster runs very long, feel free to break this into two or more boxes, even one per CC heading.]



CC Onslaught

[ONLY WHERE APPLICABLE: The damage dice, penalties to die rolls, afflictions, area of effect, and so on for instantaneous or short-term effects, such as when the tsunami hits or the volcano blows its top. Not all disasters require this section – global freezing, rising seas, and plagues, for instance, are gradual and should start with the next section. Try to use a high-impact title; e.g., “Landfall!” or “Eruption!”]



CC Chaos
[ONLY WHERE APPLICABLE: Game effects as the disaster mounts – that is, the medium-term effects. Not every disaster has this stage; quakes and tornadoes, for instance, are mostly pure onslaught. Don’t dismiss this too readily, though; many disasters hit with a huge initial effect and induce secondary, longer-duration effects. For instance, a meteor might detonate like a nuke, then cause fires, mud storms, etc.]



CC Aftermath

[Describe the long-term effects for a world altered by the disaster. Every disaster has this stage; even a small-scale tornado might leave behind unsafe buildings and torn-up roads. This is where to put the game effects of nuclear winter, a 99%-depopulated world, etc. These won’t always be rated in dice of damage – consider what won’t work any more, the penalties to vision for perpetual night caused by ash, and so on.]


BB Campaigns and Adventures

[DO NOT RETITLE: How to use all of this stuff in a campaign!]



C-BOX Adventure Seed #1



C-BOX Adventure Seed #2



C-BOX Adventure Seed #3
[And so forth, to a maximum of a box per two pages in BB Campaigns and Adventures. Distribute the boxes throughout the section, and give them evocative titles. Each box should describe an inspiring situation in about 400 words, concentrating on the PCs’ place in it and what they’ll be doing – escaping, investigating the cause, rescuing others, or just surviving. High-powered heroes might be preventing (or causing!) the disaster.]



CC Setting

[DO NOT RETITLE: Earlier rules and guidelines shouldn’t assume any particular time or place. Here’s where we do this. The DD headings below are mandatory but can be rearranged; e.g., for a magical disaster, you may want to put DD Fantasy Worlds first.]




DD Modern Earth

[DO NOT RETITLE: There’s no denying that most disaster movies are set in the modern world, so 20th- and 21st-century Earth, in particular the real-world areas that are especially at risk of the disaster, is the “baseline” setting and needs the most detail.]




DD Historical Earth

[DO NOT RETITLE: Still, most examples are perforce historical, and the GM might want to “relive” them. This should focus on a few facts: low-tech societies have less warning and often less understanding of disasters, technology can mitigate disasters and speed recovery, and some disasters are completely TL-dependent (e.g., no nuclear meltdowns before TL7).]




DD Future Earth

[DO NOT RETITLE: The opposite of DD Historical Earth. Look at how increasing tech could predict, mitigate, aid recovery from, or even prevent or cause the disaster.]




DD Alien Worlds

[DO NOT RETITLE: How this disaster would look on a different but plausible world; e.g., what are tsunamis like on liquid ammonia seas, or what kinds of hurricanes does a greenhouse planet get?]




DD Fantasy Worlds

[DO NOT RETITLE: How this disaster would look on a magical (but not necessarily low-tech) world. Magic – like tech – could predict, mitigate, aid recovery from, prevent, or cause the disaster. Some disasters make the most sense on magical worlds!]



CC Scope

[DO NOT RETITLE: How much impact do you want the disaster to have on the campaign? This can be tied to CC Scale, but it doesn’t have to be. A local catastrophe could form the basis of a whole campaign about rebuilding the town afterward, while a planet-busting apocalypse might be only a few seconds of color in an intergalactic war between superscience superpowers (“Oops! I missed and hit a planet!”). This is an introduction to the next three CC headings but isn’t their super-heading, because each is a complex topic of its own and it’s possible to combine some advice from all three.]



CC Obstacles
[DO NOT RETITLE: How to use the disaster as a mere speed bump or random encounter in an ongoing adventure that isn’t about the disaster; e.g., “You’re on the way to the gangsters’ hideout when a tornado cuts across the highway!”]



CC Adventures
[DO NOT RETITLE: How to use the disaster as an entire adventure in an ongoing campaign that isn’t all about that specific disaster; e.g., a series of adventures about rescuing campers from a volcano, then a major fire, and then a flood, in a Rescue 911 campaign. Follow this with a list of possible generic adventures, of which those below are merely examples.]




DD Escape

[ONLY WHERE APPLICABLE: The PCs try to outrun the disaster.]




DD Survive

[ONLY WHERE APPLICABLE: The PCs must weather the disaster.]




DD Rescue

[ONLY WHERE APPLICABLE: The PCs go into the disaster area and save people – or lead people out of the disaster area and help them survive.]




DD Stop
[ONLY WHERE APPLICABLE: The PCs are tasked with finding the vaccine, plugging the volcano, or otherwise stemming ongoing effects.]




DD Investigate

[ONLY WHERE APPLICABLE: The PCs examine the disaster after the fact, seeking manmade causes for things like meltdowns (and even “natural” disasters like the mud flow in Java), or ways to proof buildings, vehicles, or people against future disasters of this kind.]




DD Prevent

[ONLY WHERE APPLICABLE: The PCs get to cut off a manmade disaster or a small natural disaster – or a large one, if they’re powerful – before it happens. Works best if it’s a race against the clock. Superheroes might work against a supervillain trying to cause a disaster.]




DD Cause

[ONLY WHERE APPLICABLE: The PCs engineer a manmade disaster or, if they’re powerful, a natural one. Not always “evil”! Terraformers often use disasters to resurface a planet, and a huge, controlled, fire might be the only way to prevent a colossal, uncontrolled one.]



CC Campaigns
[DO NOT RETITLE: How to build a campaign around the disaster or its aftermath. Some, most, or all of the adventures above could fit into this kind of campaign. It’s fine to refer back to those in order to save space!]



DD Apocalypse Now

[How to kick off an entire campaign based on an “on screen” disaster, moving through its various stages of unpleasantness. This is the default assumption, and should get the most words. The title above is goofy but makes the point; feel free to invent something better.]




DD Post-Apocalypse

[How to set a campaign in the late aftermath of a disaster that took place “off screen,” before (perhaps long before) the campaign began, in the spirit of The Road Warrior or even Horseclans. The main themes are “What’s left of society?” and “Surviving in the ruins.”]




DD Rebirth in Fire
[How to revitalize a dying or boring campaign by shaking things up with a huge disaster that changes the campaign’s focus, theme, and/or genre. This absolutely demands a warning to the GM about the perils of bait-and-switch gaming, slanted toward the specific disaster in question.]

BB Appendix: Gear (1-2 pages)

[ONLY WHERE APPLICABLE: Tools uniquely suited to this specific disaster. This might be “Firefighting Gear” and a list of tanks, fire shelters, and axes for a PDF on forest fires, or “Zombie-Slayer’s Tool Kit” and all kinds of shotguns and chainsaws for a PDF on zombies. Environment suits, medical supplies, scientific instruments, and specialized rescue vehicles are all good. Don’t dwell on long-term, post-apocalypse survival, though; that stuff is generic to many or most disasters. We want specifics – seismographs for quakes, that kind of thing. It can come from any TL, but it should favor TL7-8. Be sure to check GURPS High-Tech and Ultra-Tech first!]

BB Glossary (0.5-1 page)

[ONLY WHERE APPLICABLE: Manmade and well-understood natural disasters often have a lingo of their own (“pyroclasm” is such a nice word). It’s fine to use it, but you have to define it.]

BB Bibliography (0.5-1 page)
[Give your sources – books, B-movies, RPGs, whatever! For completely fictional disasters, like zombies, movies are especially apropos and you may title this section “Inspirational Viewing.”]

