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In Dino Night, characters are trapped in a mall by dinosaurs and other
threats from Earth's distant past. Can the characters manage to
survive the night? Dino Night is intended as a one-shot adventure,
but can be used as a campaign introduction as noted at the end.

Style

Dino Night is an adventure intended as an homage to the adventure
movies of the 1980s, which gleefully fused action and comedy along
with easy-to-recognize characters, great one-liners, and big special

effects. Even though some of the characters may be crass at times,
general decency rules the day and works out best for all involved.
Describe your action scenes as if they were from a movie. Reward

large gambles, especially in ways the characters don't expect - yes,
a character may swing from a mall ad banner to escape a pack of
utahraptors, but does he land near the maw of a giant slug or in the
path of a hoard of rampaging giant rats? Ignore scientific
plausibility and spend your effort on fun ways to throw dinosaurs
at the characters.

Characters
Work with the players and focus on quick stereotypes with a small
hidden twist. Those 1980s movies built around the jock who wants

to leave football and study science, the geek who is secretly a hero,
and the bad girl who truly wants to help the world despite the fact
that it has burned her. Remember to address any connections the

characters may have with each other.

System Bits

What You Need to Run Dino Night:
- A good working knowledge of Fudge

"Fudge in a Nutshell" printouts are handy for new Fudge players
- Dice, Fudge character sheets, paper, and pencils for everyone
- Something tangible and toss-able to use as Fudge Points, such as
colored beads, poker chips, or candy
- A map of a local enclosed shopping mall because it's more fun to
rampage where you know
- Some quick dinosaur stats (see below)

Character creation should be wholly subjective, with only important
characteristics detailed. Broadly define only what is above or
below average for a character and let the players refine the



characters during play, adding or modifying skills, gifts, and faults
if they can justify it.

As for the dinosaurs and other creatures, just give 'em some scale
levels, damage capacity ratings, and attack skills. Make up any
other details as called for by the players' decisions.

Fudge Points should flow freely to help keep the action moving -
instead of waiting for the end of the adventure, reward good
roleplaying and clever ideas immediately with a Fudge Point.

Not sure how to answer a player's question about a random chance?
Do what makes for an interesting movie moment. Failing that, make
a situational roll and fudge it.

Setup

The characters are all teens working the night shift at the mall.
Tonight is inventory night and they are all going to be stuck at the
mall late, counting stock in the basement storage units of the mall.
Get an idea from the players how their characters are getting home
that night. Two mall security guards are down in the basement with
the characters. Model them with whatever personalities you choose
- they're dead meat.

The basement storage units are in the mall's basement even if the
mall you are using for the adventure doesn't have one. This basement
is a former fallout shelter. Portable phones and such don't work
in there - in fact the only phone is an emergency phone which goes
directly to the mall security office.

Any nerdy or newshound characters should be upset that they are
missing the meteor shower scheduled to take place that night - it
is going to be the closest meteors have come to Earth in centuries.
Perhaps someone has a special wish to make on a falling star?

Perceptive characters may notice a tremor as a meteor strikes near
the mall.

The Meteor

Yes, a meteor crashes within eyesight of the mall. And yes, all bad
things come from meteors. This meteor emits a radiation which
reverses evolution. Bugs and plants take on a large prehistoric
scale, people become savage cavemen, and birds become rampaging
dinosaurs. The effective radius of the radiation lessens as the
night proceeds. The radiation blast from the original impact covers
the mall and the surrounding area. The characters and the security



guards are safe from the effects as they are in the basement.

If you want to keep the cinematic feeling going, describe the meteor
strike and hint at its effects to build some tension.

First Strike

When inventory is done - all characters should finish roughly at the
same time - the security guards escort the characters to the front
door to meet their rides or find their own way home. Instead of being
greeted by the parking lot lights, everyone is stopped by the sight
of the glowing meteor crater. Characters may not yet notice any
plants in the parking lot having been altered or that any cars are
twisted and changed into slag metal. ©Note that the radiation has
receded to just outside of the mall doors by the time the characters
get there.

The mall security guards are the first out the doors. One guard is
swooped up by a pterodactyl. The other runs into the parking lot
and is changed into a caveman in front of the players eyes. Those
events should be enough to convince the characters that they need
to close the door and that something is seriously wrong.

Alternate opening - have only one security guard for the night and
let characters who flee the mall spend the rest of the adventure as
savage cavemen.

What Now?

Characters should be allowed to run rampant and figure out how to
survive the night. Your job is to keep the adventure moving. Keep
the characters threatened, but give them a chance to survive. Build
off of the players' ideas to keep them involved. Throw some exciting
encounters at them when things slow down or seem to be going too well
for them. Here are some ideas:

- Characters cannot hide in the fallout shelter basement as it is
now overrun with giant rats, cockroaches, and spiders.

- Cell phones and other forms of communication are down, but the mall
keeps power due to a generator... in the basement.

- Stock the mall with some exciting props - such as a motor bike
display or a sporting goods store with a climbing wall.

- If the mall has a pet store, how are the pets faring?

- Dinosaurs are clever hunters, but can be tricked - will props from
a theme restaurant help?

- Send a swarm of tiny biting dinosaurs after the characters. The
swarm should act as one creature, going up in skill as more join the
swarm and decreasing in effectiveness as it is defeated.

- Just when the characters think they are safe, a brontosaurus walks
though the mall, destroying an end and leaving exposed walls and



rubble. Use this as an opportunity to show that the meteor's
radiation leak is lessening.

- Say — didn’t the basement connect to the military reserve base with
a tank?

- End it all with a T-Rex chase.

- Most importantly, give each character a chance to shine.

The End?

Characters who survived get to stumble out into the sunlight, newly
bonded.

If you wish, perhaps the whole side of the Earth was engulfed with
these meteors and is now changed...



Appendix I: Open Game License Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game
Content; (b)"Derivative Material" means copyrighted material including derivative works and translations (including
into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c)
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art
and any additional content clearly identified as Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used
by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by
the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of
this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game Content distributed using this
License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this
License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a
perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open
Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content,
You represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the
rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the
exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing,
and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another, independent Agreement with the owner of each element of
that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered



Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner
of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that
you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may
use any authorized version of this License to copy, modify and distribute any Open Game Content originally
distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content
You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to
some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not
Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to
cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of
this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only
to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

Fudge 10th Anniversary Edition Copyright 2005, Grey Ghost Press, Inc.; Authors Steffan O'Sullivan and Ann
Dupuis, with additional material by Jonathan Benn, Peter Bonney, Deird'Re Brooks, Reimer Behrends, Don Bisdorf,
Carl Cravens, Shawn Garbett, Steven Hammond, Ed Heil, Bernard Hsiung, J.M. "Thijs" Krijger, Sedge Lewis,
Shawn Lockard, Gordon McCormick, Kent Matthewson, Peter Mikelsons, Robb Neumann, Anthony Roberson,
Andy Skinner, William Stoddard, Stephan Szabo, John Ughrin, Alex Weldon, Duke York, Dmitri Zagidulin
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The section “System Bits” is Open Game Content. All other sections and elements, including but not limited to
storylines, plots, and thematic elements, used within these sections are Product Identity.



