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Credits

We at Infinite Realities do not condone the use of violence. This is a game set in a 
fictional version of our world. Let us all keep things in perspective.

This work and all images, except where otherwise noted, are copyright © 2003 Infinite Realities™. No portion of this 
publication may be duplicated for non-personal use. Permission is granted to authorized users to duplicate portions 
of this publication for personal use, and for the purposes of running the game. Authorized users are those who have 
legally purchased a personal copy of this publication.

Action! System copyright 2001-2003 by Gold Rush Games. All rights reserved. 

This product contains derivative material based on the Action! System Core Rules released under the Open   
Game License. This product is not endorsed by Gold Rush Games. 

Action! System and the Action! System logo are trademarks of Gold Rush Games and are used under license in accordance 
with the terms of the Action! System Trademark License, available at www.action-system.com. 

   Action! System rules created by Mark Arsenault & Patrick Sweeney

   Action! System Core Rules written by Mark Arsenault, Patrick Sweeney & Ross Winn

All persons and events depicted in this book are fictitious and are not intended to represent any real person or 
event. Any similarities to actual persons, living or dead, is purely coincidental, unless where specifically noted to 
the contrary.

All maps in this book were created with Profantasy’s™ Campaign Cartographer 2. Available at http://
www.profantasy.com

BTRC™ is a trademark of Blacksburg Tactical Research Center.
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Introduction
Insomnia™ is a black ops organization secretly funded 
and supported by many sources, both within government 
channels and without.

Its mission is to keep the world as safe as it can and it 
does so by any means available. It knows no borders and 
recognizes no authority but its own.

Assassination, protection, counter-terrorism, drug wars 
and espionage all fall within its mission goals. Whenever 
something needs doing that local law enforcement cannot 
deal with, Insomnia will step in.

This adventure is a rescue mission. Characters must 
infiltrate a drug processing camp deep in the Colombian 
jungles, and bring a valuable informant out alive and back 
to US soil.

The Campaign Level for this adventure is Cinematic. GMs 
should refer to the appropriate sections of the Action! 
System Core Rules for relevant issues regarding character 
creation and game play. It is suggested that players choose 
skills from the Modern/Espionage skill lists.

Variant Rules
Some variations of the Action! System Core Rules exist in 
this adventure. Specifically:

• Weapon statistics have been derived from real-world 
values whenever possible. These may or may not differ from 
the Action! System Core Rules. In some cases the weapon 
used is not represented in the Action! System Core Rules 
except as a caliber of ammunition (e.g. .45 ACP ammunition 
is used in the M3 Grease gun, but the M3 Grease Gun is not 
specifically mentioned in the Action! System Core Rules.) 

As a result, the specific weapon characteristics, such as 
barrel length, may provide different values for Damage, 
Accuracy, Range Modifier, Rate of Fire, Maximum Effective 

Range, Ammunition Capacity, and weapon weight or mass.

GET READY FOR ACTION! 

The ACTION! SYSTEM  is a set of rules for role-playing adventure 
games. It is designed to be simple to both learn and play, 
while offering flexibility for all types of players and genres. 
The ACTION! SYSTEM is written to emulate the same kinds of 
stories you might read in books or comics, or watch on 
television and in movies. Using the ACTION! SYSTEM you can 
create characters and stories as fun and exciting as any you 
have seen, heard, or read. We believe the most enjoyable 
part of ACTION! SYSTEM is the creation of wholly new stories, 
but no single type of interactive storytelling is favored over 
another.

With the ACTION! SYSTEM CORE RULES  you can create characters 
and play games in nearly any setting. You can create both 
exciting adventures and interactive stories, such as an 
honourable samurai, brave Musketeer, superhero, Wild 
West gunslinger, or virtually anything else you can imagine. 
If you can imagine it, ACTION! SYSTEM gives you the tools to 

tell your story interactively.

What Do I Need to Play?
To play Insomnia Book 1: Sleepless Nights, you will need this 
book, which contains a brief history about the organization 
and an adventure.
 
You will also require the ACTION! SYSTEM Core Rules, 
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published by Gold Rush Games and found at www.action-

system.com.

You will also require at least three [3] six-sided dice [d6], 
though we recommend that you have more than that.

Insomnia: The Organization
Insomnia is called “the organization that never sleeps.” 
Currently it has only two main offices; headquarters in 
Germany and another smaller one in Washington D.C., 
U.S.A.

It compensates for its small size by having a large number 
of independent cells. Many of these cells are nothing more 
than one or two person intelligence teams, sending ground 
floor information that news media and other sources 
cannot provide.

It is within this organization that the Player Characters find 
themselves.

Insomnia: A History
The founder, one Herrmann Blaus, is a very 
successful merchant. He has interest in shipping 
lines, oil rights and various stocks, to mention but 
a few.
 
In June 2000, he was leaving his offices in France 
when a car bomb exploded. The blast killed his 
wife and daughter and took from him the use of 
his legs.

No one has claimed responsibility for this 
attack, and no arrests were made. 
Infuriated by the lack of results 
and perceived failures of the 
international justice system Blaus 
stayed awake at night searching 
for a way to channel his pain and 
anger.

He never gave up. He 
always had hoped 
that the Police would 
have a break through. 
However, as the months 
turned into years and the 
Police had fresher cases 
and issues to deal with. It 
became clear to him that 
there was no one that was 
going to solve the case, that those responsible and those of 
like minds would go free and continue to go uncontested.

He decided to form a mercenary unit that would go to 
“hotspots” and see that justice was served. His goal was to 
allow decent people to live without fear. He understood, 
however, that decent people would never condone 
the methods required to accomplish the task, so the 
organization became a secret one.

Because of the sleepless nights that filled his life, he called 
the organization...Insomnia.

Operational Makeup

The unit started small, comprised of ex-mercenaries who 
found fighting for petty dictators left a bitter taste in their 
mouth and who wanted to make a difference.

The organization originally operated in small engagements 
in Germany and France. Its first operation was against a 
radical Neo-Nazi group, and its second against a rapist who 
had escaped justice on a technicality. 

Slowly, they started to attract new members to the cause. 
Initially, Mercenaries were the only ones to answer the 
call; but as time went on, they started to attract personnel 
from law enforcement, military, intelligence and the 

technical trades, including mechanics, gunsmiths 
and computer techs.

The organization now consists of 100 people, and 
continues to grow.

• 30 Field Operatives
• 8 Mechanics
• 2 Gunsmiths

• 10 Computer Techs
• 10 Intelligence

• 5 Admin
• 5 Logistics

• 10 Guards
• 8 Drivers

• 2 Pilots
• 4 
Leadership

• 6 Mission 
planning

The number of personnel at 
HQ varies, depending on what 
operations are in the field. 

Intelligence

Gaining useful intelligence is more 
difficult than it may seem. Insomnia wants to stop events 
before they happen, but more often than not, they find 
themselves reacting.
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Governments do not want to share the information that 
they have, so alternate sources must be found.

One of the alternate sources is informants, and a large 
budget is allocated to paying them. This sort of intelligence 
gathering has worked best when involved with the criminal 
elements, and has not done as well where terrorism or 
military aspects are involved.

One of the more profitable sources has been members 
of the former KGB. Their shortage of funds and the new 
organization of the Soviet Republic have made them 
flexible.

In exchange for information on nearly anything that 
transpires within the former Soviet sphere of influence, 
Insomnia has supplied them with updated equipment, 
information and even transport. That is, as long as 
Insomnia’s goal is in the best interests of the Soviet 
people. Both organizations will deny any involvement with 
the other.

Insomnia also keeps a close watch on the media.

Mandate   

The success of the mission is paramount. However, two 
things must always be considered:

1. No innocents are to be harmed. Insomnia exists to see 
justice and innocents protected. Headquarters realizes 
that in the field, the enemy will not play by any rules; 
however, innocents are not to be sacrificed. 

2. Avoid detection by local law enforcement. Operatives 
are condoned in using anything at their disposal to 
avoid capture, short of harming an innocent or causing 
any permanent injury to those who uphold the law. 

[Recently an operative was involved with an operation 
that had some Police on the take. HQ is looking into the 
report and will be issuing an amended mandate. Until 
such time operatives are to do what they feel is best.]      

Equipment
Cars are often rentals. At this time there are ten Ford 
Taurus’ available at the Washington office and five VW 
Jettas at the European office.

At this time, Insomnia has two Gulfstreams in its inventory 
and three Cessnas. They are in the process of adding 
more.

The standard issue weapon is the Mac-10 Machine Pistol. 

Each operative is issued one, but they are not required to 
carry it as their weapon of choice. Detailed statistics for 
this weapon and accessories are detailed at the end of this 
module.

Companies

South Sea Oil
SSO is a large Asian-based company that deals in refining 
crude oil into fuel as well as mining rights through China, 
Vietnam and the South China Sea. They own a string of oil 
rigs and refineries. 

A couple of years ago, local disgruntled workers sold the 
location of the CEO’s family retreat. Local Vietnamese 

Figure 1: Ingram Mac-10

pirates using armed speed boats kidnapped the family to 
ransom. Local officials had been paid off and were dragging 
their feet on the investigation.  They had been promised 
some of the $20 million in ransom. 

When Insomnia saw an opportunity, they sent in a team. 
They rescued the family and returned them to the CEO. 
Since then SSO has supported Insomnia with bases, oil and 
information.
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The Adventure

The Mission Summary
Juan Oviedos, a Colombian informant working for a local 
Cartel, has decided to turn states evidence. He was willing 
to give information about a Miami businessman who is 
importing large quantities of drugs, mainly Cocaine. Prior 
to this informant’s testimony, the local law enforcement 
offices, including the D.E.A., had been unable to get 
enough evidence to make any charges stick.

In return for the information he was willing to give, Oviedos 
would receive a large sum of money, and a new life through 
the witness protection program, somewhere in Alaska.

Andres Gonzalez is a low ranking drug lord with a small but 
highly profitable operation.  Colombian born, he advanced 
through the cartel ranks as an enforcer until he started his 
own business. Years out of the enforcing game have made 
him weak. He relies on his heavies for the dirty work.

However, before  Oviedos could defect, he was recaptured 
by a suspicious Andres Gonzalez. The D.E.A. agent that was 
sent to meet Oviedos was assassinated.

This has caused a lot of problems, as the D.E.A. was 
operating in Colombia without the prior knowledge or 
approval of the Colombian authorities. The D.E.A. chose to 
do so because speed was a factor, and they were concerned 
about leaks in the Colombian Police forces.

Because of the strained relations this incident has caused 
between the D.E.A. and the Colombian forces, the U.S. 
Law enforcement services have been told to stand down 
and let the Colombian forces deal with the situation.

The order has come down from Insomnia HQ. Retrieve the 
informant and deliver him to United States soil.

The informant is being held in a camp in the jungle. He is 
only alive because Andres Gonzalez is unsure how much the 
D.E.A. knows, and he intends to find out before killing the 
informant.

It now falls to Insomnia to insert a team and get the man 
out.

GM Notes
Information that can be read to the players will be in italics  
and enclosed within a border, as shown below:

The grass has started to grow quite high with the 
neglect of time. Weeds have started to push through 
cracks in the runway, but it still appears to be in usable 
condition.

The italicized information is optional, and may change 
based on player action or inaction, as the case may be. 

GMs are encouraged to improvise in situations where 
information may be incomplete or unforeseen player 
actions occur. As a general note, GMs should allow any 
reasonable plan of action to succeed. If one relies strictly 
on dice rolls and rules at all times, players could find 
themselves dead or captured very quickly. Remember, the 
game is supposed to be fun and exciting for all involved. 

Quick Reference information will be preceeded by an icon 
based on the type of information:

 - An SMG icon indicates an encounter.

 - A tool icon indicates a Skill roll

 - A Warning icon indicates important GM information

Four GM maps are included with this adventure; an area 
map of the jungle in Colombia where the adventure takes 
place, a detail map of the camp, a detail map of the Drug 
Lord’s residence, and a detail map of the underground 
base. They are provided in three formats, as image files 
in the document, as clickable HTML files, and as separate 
files for use with Profantasy’s Campaign Cartographer 2, or 
the free viewer. The free viewer can be downloaded at the 
following site:

http://www.profantasy.com/library/dpv.asp
If using the viewer, one can click on hotspots or links to 
the other maps. On the area map, clicking on the camp 
near the bridge will load the camp map. The underground 
base is just north of the camp. Clicking on that will load 
the underground map. On the Camp and Underground maps 
you’ll find icons on the left side, one to get back to the Area 
map, and another to go to either the Camp or Underground 
(depending from which one you’re clicking.)

There is also a player area map, which doesn’t disclose 
the location of the underground base, and can be show to 
players during the meeting with the Insomnia contacts.

Detailed information on certain NPCs is available at the 
end of this book. Stat sheets for the camp guards, Cuban 
guards, Andres Gonzales (the drug lord), and Amanda Leeds 
(DEA/Insomnia Agent) are all presented. There is also a 
detailed weapon statistics sheet for the Ingram Mac-10 
9mm/.45 cal sub-machine gun.

For weapons, Rates of Fire (ROF) are given in full-auto and 
semi-auto rates, if the weapon has selective fire. So an ROF 
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of 30/3s means the weapon can fire 30 rounds in a turn (3 
seconds) in full-auto mode, or 3 rounds a turn in semi-auto 
mode.

ACTION POINTS: Action Points should be awarded by the GM 
based on the guidelines in the Action! System Core Rules. 
Here are a few suggestions for this adventure.

 1 AP for discovering the nature of the underground 
base.

 1 AP for successfully infiltrating the Camp without 
alerting the guards.

 1 AP for successfully engaging the Elite Cuban guards.

Guard shifts within the Main Camp and Underground Base 
are 4/6 hour shifts. This means that individual guards are 
on-duty for 4 hours, and off for 6 for a specific rotation. At 
noon on each day a new rotation takes over.

The Drug Camp Guards and the Elite Cuban Guards each 
carry enough ammo for three additional reloads of their 
current weapon (i.e. 3 additional clips for any automatic 
weapons, 18 loose rounds for revolvers.). The normal 
guards will not be very controlled with their shots and may 
panic, emptying clips all over the place if a firefight starts. 
The Elite Cuban Guards will not panic. They will always fire 
short controlled bursts or semi-auto.

So much for the vacation… 

24 hours ago you were sunning on a beach in the 
Bahamas. Then you received the message on your pager. 
It read simply “Sleepless.” along with GPS coordinates. 
A quick check showed the location somewhere near 
Miami. Now only a few short hours later you find 
yourself parked outside an old airfield. The evening 
air is hot and the rental car’s air conditioning has been 
blowing full power. 

The fence has rusted in places and it does not look like 
it has been used in years.

Characters are expected to respond to the page within 12 
hours, either by sending a return page or by showing up 
at the coordinates. The characters are called to a small, 
disused airfield left over from the 2nd World War. The wire 
that surrounds the field is rusted and several holes large 
enough for a person to climb through are scattered along 
the fence. The main gate is unlocked. It has not been 
used since the end of the war. It had been listed on the 
development sites until it was bought by Insomnia. The 
PCs can gain entry via the unlocked main gate, or by going 
through one of the many holes in the fence.

Figure 2: Gulfstream G4  

T
H
E

A
D
V
E
N
T
U
R
E


	Introduction
	Variant Rules
	GET Ready For Action! 
	What Do I Need to Play?

	Insomnia: The Organization
	Insomnia: A History
	Operational Makeup
	Intelligence
	Mandate   
	Equipment

	Companies
	South Sea Oil

	The Adventure
	The Mission Summary

	GM Notes
	So much for the vacation… 
	The Main Airstrip 
	Airstrips 2 & 3
	Jungle Encounters 
	The Road
	The Bridge

	The Camp
	2. Main Gate
	3. The Fence
	4. The Guard Towers
	5. The Manufacturing Huts
	6. Crates
	7. Armory and Supplies
	8. Holding Cells
	9. Cold Room
	10. Ruins
	11. Barracks
	12. Drug Lord’s Residence
	13. Well
	14. Animal Pens
	15. Rear Gate
	16. Drug Storeroom
	17. Generators
	18. Guest Houses
	19. Motor Pool

	The Secret Base
	1. Entrance
	2. Entry Hall
	3. Second Entry Hall
	4. Store Room
	5. Armory
	6. Prison Cells
	7. Sitting/Meeting Room
	8. Elite Guard Quarters
	9. Library
	10. Drug Lord’s Chambers
	11. Bathroom
	12. Interrogation Cell
	13. Main Corridor
	14. Barracks
	15. Mess Hall
	16. Shower/Bath Area
	17. Torture Room
	18. Pressure Plate Trap
	19. Generator Room

	Epilogue
	Non-Player Characters
	Drug Camp Guard
	Elite Cuban Guard
	Amanda Leeds
	Andres Gonzales

	Weapons Locker: Ingram Mac10
	Maps
	Map 1: Area Map
	Map 2: Main Camp
	Map 3: Drug Lord’s Residence
	Map 4: Underground Base

	Open Game License

