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small garment business in San Diego (he was the busi-
ness manager not the owner). While the source of her
wealth is still unknown in the town, the Widow Chen’s
business acumen has made the Laundry a success.

Personalities
The four people who live and work in Chen’s Laundry

are described in this section. Most of the townsfolk
believe that they are all family members, although none
are blood relatives.

Zhou Shuan Tao (The Widow Chen)
Born shortly after her parents emigrated from

Shandong Province, China, Shuan Tao met Chen Gee
Hee when they were children playing in the garment-
manufacturing factory where their parents worked. Their
parents arranged their marriage and both Shuan Tao
and Gee Hee worked in the factory before the Chen clan
set off for Texas. She claims to have had two children who
also died en route.

The Widow Chen is an attractive, slim woman; but her
stern, no-nonsense visage speaks volumes. Typically, she
intimidates men with her brusque behavior, although she
does have a knack for diplomacy when she believes it will
benefit her goals. Shuan Tao is a capable business-
woman, having learned by observing her father operate a
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Zhou Shuan Tao (The Widow Chen)
(Smart Ordinary 1, Tough Ordinary 2)
Sex: Female
Birthdate: August 8, 1852
Birthplace: San Diego, California
Heritage: Chinese-American
Weight: 110 lbs
Height: 5’ 2”
Hair: Black 
Eyes: Brown
Allegiances: Chen’s Laundry

Challenge Rating: 2
Level: 3
Grit Dice: 1d6+2d10+6 +3 (24)
MDT: 14
Initiative: +1
Speed: 30 ft.
Base Attack Bonus: +1
Grapple Modifier: +0 (+1 BAB, –1 Str)
Space/Reach: 5 ft. x 5 ft. / 5 ft.
Action Points: 0
Reputation: +2
Defense: 13, touch 13, flat-footed 12, (+2 class, 

+1 Dex)
Saving Throws: Fort +4, Ref +1, Will +2
Abilities: Str 8 (-1), Dex 13 (+1), Con 14 (+2), 

Int 15 (+2), Wis 12 (+1), Cha 10 (+0)
Attacks: Fists +0 (1d3-1 nonlethal; Crit: 20)

Colt New Model Pocket Pistol1 +2 (2d4; Crit: 20; 
Range: 20 ft.; Ammo: 5 cyl.)

Occupation: Merchant [class skills: Diplomacy, 
Knowledge (business)]

Skills: Craft (mechanical) +6, Decipher Script +4, 
Diplomacy +4, Intimidate +4, Knowledge (arcane 
lore) +6, Knowledge (art) +4, Knowledge (business)
+7, Knowledge (current events) +6, Knowledge 
(popular culture) +3, Knowledge (streetwise) +6, 
Profession +5, Read/Write Language (English, 
Chinese), Repair +6, Search +6, Speak Language 
(English, Mandarin, Spanish), Spot +4, Survival +4

Feats: Defensive Martial Arts, Personal Firearms 
Proficiency, Simple Weapons Proficiency, 
Toughness

Class Features: None
Possessions: Blue Chinese jacket, blue Chinese 

trousers, canvas shoes, straw hat (or hair clip), 
Colt New Model Pocket Pistol1, .265 percussion 
rounds (5)

1 See the Fort Griffin Echo Volume 1, Number 2.
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