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Science Mushrooms

A Notebook. Opened pages are in-game items; un-opened pages are
not. You may only open pages when directed to.
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This notebook will require the following technologies:

• Psychotropics

• Mystical Journeys

Turn to page 2 now.
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The first step, before you start on this project, should be to gauge interest. Need to know how many to cultivate, and whether you’ll be able to sell
them. Fortunately, Sciencetown doesn’t have regulations against this kind of thing, so there isn’t even any need to be particularly surreptitious.

Find at least three other characters and inquire about whether they’ve ever experienced the “special” mushrooms, and what they thought about
the experience. Once you’ve done that, turn to page 3.
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Man, talking to all those people reminded you how stressed out and fucked up everything is right now. You could really use some ’shrooms to
go chill out, but you’re no where near done. Very well – you’ll have to settle for the next-best thing. Find and consume at least two alcoholic
beverages within a single five-minute period. Once you’re a little more relaxed from doing that, turn to page 4.
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Alright, now you’re feeling much better. Stop by the kitchen to pick up a package of store-bought, boring old normal mushrooms, and bring
them to the biology lab. Spend one minute at the microscope working on them to imbue them with the special active ingredients, so that they
may grow into Science Mushrooms. When you’re done, turn to page 5.
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With the power of Science, you have synthesized mushroom spores that can be grown to create Magic Mushrooms of Science! Go to the
Paranormal laboratory to plant them – the unusual psychic energies focused on that place should enhance their potency as they grow. Spend 30
seconds to plant them, destroy your package of mushrooms, and then wait 30 minutes for them to grow before turning to page 6.
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Required Technology: Mystical Journeys

Time to pick the mushroom crop. Return to the paranormal laboratory and spend 30 seconds to pick the mushrooms. When you’re done, see the
GMs to receive your freshly-picked mushrooms, and then turn to the next page.
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Required Technology: Psychotropics

Now that you’ve grown the mushrooms, it’s time to dry them to prepare them for consumption. Normally you’d let them dry for days, but you’re
impatient, damn it. Fortunately, you’ve got Science. Take the mushrooms to the Laser lab, and zap them for 30 seconds with blue light.

When you’re done, turn the page.
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You’re almost done! The mushrooms just need to sit a little longer in order to be ready. Go announce your plans, as detailed in the Research
Greensheet.

10 minutes after you opened this page, you may turn to page 9.
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See the GMs to receive your mushrooms! As soon as you receive them, eat a pile in celebration.
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