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INTRODUCTION

In 1948, with World War II in the rearview mirror and
the Cold War beginning, the U.S. military established several
research sites. The most secretive? Venus Field: an aircraft bone-
yard hiding a secret lab.

There are unsubstantiated (some say crazy) rumors of exper-
imental planes and of precocious children who steer planes with
their minds. The brass needs to know whether this is true or just
a smokescreen. That's where you come in. We need someone to
walk into the desert and separate the lies and legends from fact.

After World War 11, the United States established several
bases to house surplus aircraft. Located in the desert South-
west, where the dry climate limits rust and corrosion, these
“boneyards” housed thousands of unneeded aircraft. The
best known is on Davis-Monthan Air Force Base near Tucson,
Arizona, which remains in operation today. For a time, many
others operated. While not found on any map or document,
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one was Venus Field Air Force Base, located in southern
Nevada within the Desert National Refuge.

As the Cold War heated up, the U.S. government estab-
lished a secret research facility beneath Venus Field. Expanded
repeatedly, the facility provided a home and resources for
scientists working on a host of different — and increasingly
strange — projects. The more far-fetched a scientist’s ideas, the
more likely they were to secure a place at Venus Field and
funding from its mysterious benefactors.

Venus Field’s 22-year operational history (1946 through
1968) supports many different scenarios, genres, and styles
of play. This is a setting for adventures ranging from action,
military, and espionage (using the GURPS Action series)
to retro-science fiction and horror (with GURPS Horror
or GURPS Monster Hunters and inspiration from GURPS
Cliffhangers). In an ongoing campaign, characters might visit
the base several times, witness its changing nature, and influ-
ence those changes.

This supplement is organized chronologically with adven-
ture seeds for each period of Venus Field’s history: immedi-
ate post-WWII years, early Cold War, its takeover by a rogue
government agency, its years as a supervillain’s lair, and the
aftermath of its destruction and abandonment.

ABOUT THE AUTHORS

Steve and Carolyn Stein have played GURPS since the
1980s and have published in a variety of venues and genres.
Their article on the Pharos Lighthouse appeared in Pyramid
#3/116: Locations, and they have since written two articles for
Pyramid #4. Steve is an award-winning expert in naval his-
tory and the author of numerous articles and several books,
including The Sea in World History: Exploration, Travel, and
Trade (ABC-CLIO, 2017), which Booklist called “a spectacular
addition to maritime history.” Carolyn is a freelance author
who writes both fiction and non-fiction. Her first Arctic fan-
tasy book, Lightning Scarred and Other Stories, is now avail-
able on Amazon.
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STUCK FOR AN ADVENTURE?

NO PROBLEM.

Warehouse 23 sells high-quality
game adventures and supplements
in print and PDF formats.

e Free downloadable adventures for
GURPS and In Nomine!

e Fun gaming accessories — shot glasses,
shirts, specialty six-siders, and more!

e PDFs from Atlas Games, Amarillo Design
Bureau, Goodman Games, and
many others - plus gems from
the up-and-comers.

e Original material for Transhuman Space
and new GURPS supplements from
Kenneth Hite, Phil Masters, David Pulver,
Sean Punch, and William Stoddard!

e Fully searchable files of GURPS Fourth
Edition supplements.

e Digital editions of out-of-print classics,
from Orcslayer and the complete run of ADQ
to GURPS China and GURPS Ice Age.

@ Buy board games and roleplaying PDFs in R
the same order! Download digital purchases ®
again whenever you need to.

STEVE JACKSON GAME

warehouse23.com
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