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Introduction

Fate Makes No Promises is an adventure for an

The characters are all AA rank agents (see
Designations on page 5) with the British Secret
Intelligence Service (SIS also known as MI6),
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run by a moderately experienced Games Master

(GM) in order to introduce players who are both

new to role-playing and / or new to the Free FATE

roleplaying game.

Play duration is variable but should be between 3

and 4 hours depending upon how the players

decide to tackle the challenges presented. This
adventure can be run as a demonstration game at
conventions and other events.

The adventure is written using a simple structure

consisting of the following sections:

e Preparing to Play - This provides the GM
with an overview of the adventure and a
synopsis of the plot

e Scenes - Each scene details a particular
situation or challenge within the adventure,
be it an intense game of Baccarat with the
villain of the piece, or an action packed

Ltpe top agents.

In summary the characters are:

e David Noble AA4 + Coming from an
aristocratic background, David was, and still
is, a high society gambler. He came to the

EOUI OUPOOwOi w2(2wpkil Owi bU

was suspected of being used as a centre for
international white slave trading. Disgusted
by the accusations David worked with the SIS
and MI5 in a joint operation, and was later
encouraged to continue in the SIS.

e Sean Ashdown AA 7 ¢+ Sean was recruited
from the Special Air Service (SAS) and is a
weapons and survival expert.

e Georgina Colshaw AA10t A former deep
cover operative for the British police,
Georgina is an expert in disguise and
impersonation.

e Drew Burnsen AA13 ¢ A former burglar,

TUGI PTT Ow PPUT w U1 b uEaD O O E b YU WaD fpesiesiginto the Service after

scene consists of further subsections:

0 Summary - A brief summary of what is
likely to occur in the scene

0 Setting the Scene - Descriptions of the
scene to be read aloud to the players. The
GM may need to modify the actual
narration in light of prev ious actions by
the player characters. Obvious scene
Aspects are highlighted in bold

0 Eyes Only t+ An explanation of what the
scene is about, and advice on how the GM
can run it. This section may also include
maps and any non-player character
(NPC) statistics required for the scene.

0 Upping the Ante - Suggestions on how
the GM can make the scene more difficult.

o Debugging - Suggestions on how the GM
can get the adventure back on track if the
players stray too far from the plot.

e Debriefing - This section concludes the

adventure, wrapping up any loose ends.

Six pre-generated player characters are provided
for use with this scenario. Each is created
according to the Free FATE rules with the
exception that only 3 Stunts have been chosen for
the characters resulting in a Fate Point Refresh
Rate of 7. In addition, only six Aspects have been
defined for the characters, the remaining two can
be created by the players during the game.
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stealing some diamonds that were being used
to fund an arms deal. Drew was
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arms deal in return for erasing all outstanding
arrest warrants. With the success of the
mission Drew was recruited full time.

e Rebecca Moore AAl1l6 + A former
investigative journalist and war
correspondent for the British Broadcasting
Corporation (BBC), Rebeca Moore was
instrumental in bringing to light evidence of
military stockpiling by a hostile nation.
Following this incident, Rebecca was
persuaded to join the SIS where her cultural
and language skills could be put to good use.

e Michael Dalton AA19 + An ex Royal Air
Force (RAF) pilot, Michael has a natural
aptitude for all types of vehicles and often
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If there are fewer than six players, use the
characters in the order they appear above (thus
ensuring a good array of skills are available). For
example if there are only three players use David
Noble, Sean Ashdown and Georgina Colshaw.
Drew Burnsen can be male or female, and if
desired Georgina Colshaw and / or Rebecca
Moore could easily be changed to be male
(altering the names to George and Robert
respectively).

l



. Personnel A
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SerV|Ce Service the characters are not expected to have
much contact with the majority of the SIS staff,
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the Free FATE roleplaying game. OHMS is a from their head of operations. The following

world of international espionage and cinematic personnel are of note however.

action, with exciting car chases, suave agents and e C, Admiral Anthony Miles + The current
beautiful women. All characters are agents with head of the SIS and the person who will
the British Secret Intelligence Service (SIS), more usually brief AA (in special cases) and AAA
commonly known as MI6. rank agents. Despite continuing to use the
The description of the SIS and its organisation moniker of C, most people refer to him by his
given below is largely fictional, created to better old naval rank of Admiral. A no -nonsense
serve the roleplaying experience. However, some man, Admiral Miles has little time for

aspectst UUET wEUwWUOT 1 wOOODOI Uwoi wplireaue@td wddi tapk, Lout CeGually) Thasuno
head of the SISt are taken from real world patience for maverick agents and people who
sources. cannot follow orders.

Designations e Penelope Sterling + Known as Penny to those

familiar with her, Ms Sterling is personal
assistant to the heal of the SIS, C. She is
efficient and professional, though is
eminently capable of unleashing an acerbic
putdown to any agents who would dare to

Staff within the SIS are given designations to help
identify the role they play within the organis ation.
Within each designated class a number of levels
of seniority exist. These designations take the

form of a letter as illustrated below: flirt with her. It is rumoured however, that

e C Class + All civilian support staff are she does have a soft spot for one particular
considered C class. Such personnel range AAA agent.

from receptionists, switch board operators,

’ e Chief of Staff, Paul Benson ¢ The Chief of
canteen staff and file clerks

Staff reports directly to Admiral Miles and
e O Class ¢ O class refers to operational staff will often handle the briefing of A and AA

such as cryptographers, translators, data rank agents. Paul Benson comes from an

analysts and also management personnel. administrative background, having been an
Such personnel often have access to restricted aide to various ambassadors in the past. He

information and data. lacks the command experience and authority

e A Class t A class refers to field agents, those of Admiral Miles, not having had a military
x1 OxOl whpi OwOOUUwx1 Ox 0l wb O BpREyUnd AdwevEr Hi¥ Brdablatforaland
The A class designation is subdivided into logistical skills are beyond question.

three ranks: e Quartermaster, Major Hilary Riley t Major

0 A { Rookie agents who have only just Riley is responsible for overseeing the arsenal
begun undertaking fieldwork. of the SIS including the evaluation of new
0 AA { Double A agents are experienced weaponry and the development of new
field agents, though they rarely work espionage equipment and gadgets. Major
alone. Riley has something of a schoolteacher
0 AAA ¢ Triple A agents are the best the SIS EUUPUUETI wEOCOEWPUwWDOI UUDPEUI E
have, they often undertake the most of attention in technical briefings.
dangerous missions, often with little or no

Special Rules
On' 1l Uw, ENI UUazUw21 UYPETI wUUDPO
system with the following guidelines:

support.

Each member of the SIS, regardless of
designation, has a number assigned to uniquely

identify him or her. This is usually combined

with their class to more clearly identify their role, i
e.g. 0243, AA-7, AAA-12 etc. The exception to quite frequently ¢ playgrs should not fegl the
this rule is the head of the SIS who uses the heed to horde Fate Points to use only inthe
x Ul UEGOGaOWOl ws" zwpdO0w 06w El TEBHP o'l P B &P ayvald

class). Fate Points for cool stunts, funny dialogue

e The style of play is cinematic, and as such
Fate Points should be flowing back and to

5



and anything the players do to make the Standard Equipment List
game more fun and in keeping with the OOWET I O0UWPOWEBW. Ow' 1 Uw. EN

genre. _ o have access to the following list of standard
Emphasise to the players that this is a equipment should they desire it (certain
cinematic game, and although some equipment may not always be of use).

forethought and planning is expected, players
are not encouraged to come up with elaborate
drawn out strategies and plans but to be bold
and dive into the action.

Standard equipment is either assigned to the
agents immediately following the mission
briefing, or at an SIS station house near the

' location in which the mission is currently taken

The players should always be informed of the -~ place, _Station houses_ are useful for getting _
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dialogue in a natural manner should be necessary from the initial mission briefing.

awarded a Fate Point, if the title is used at a
particularly dramatic moment the player
should be awarded two Fate Points.

At character creation all agents are considered
to be AA rank agents.

Pistol with a mmunition , a holster and silencer

X-ray shielded cosmetics case (used to conceal
pistols and ammo when travelling by air)

Bug Detector (usually built into a mobile

hone
Any Resources Skill a character has represents P _) . . .

. e Tracking Signals (small discs with an
their own personal wealth, as agents of the ziqhesiv%t attfac B ﬁhﬁ qu i deDo{Jcars or
2(2wOUET woOl woi 1 wel eveeol I REFQRIBPATESLRSY
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covered by the service (as long as it is ) ) o _
reasonable). e Signal Locator (used in conjunction with

0 Arank agents may act as if they have Fair Track|ng $|gnals, this dgv_lce 's usually built
into a mobil e phone or digital watch).
(+2) Resources

0 AA rank agents may act as if they have e Radio Transceiver / Mobile Phone (usable in

Good (+3) Resources. all cli)uthrll(t'as) | be disquised
o0 AAA rank agents may act as if they have * Lock Pic mg TOO.S (c'an e. |lsgu'|se as part
of a belt, hairclip, tie pin or similar item)
Great (+4) Resources.

A failure on a Resources Skill Test using the * Elect.ronic. Toolkit (dis.guised as eithe.r a
01 UYDEI Uzwi UGEVWEEOWET wi B SELHEF LERP Ko 841 CUEBY
or delay in authorising the paym ent, an within a cigar tube).

inability to get the funds to the agent, or an  Digital Camera (disguised as a lighter,
inability to get the funds to the agent in a way lipstick, or watch).

that does not leave a trail back to the SIS. e SCUBA gear

Players characters automatically gain access e Climbing gear

to a basic list of equipment (see below). In e Skiing gear

addition agents may be assigned special e Other special gear required to venture into

equipment during a mission briefing . unusual environments.



Scenario Overview

Back Story

Michael Portal is the head of what is left of a
United States based computer software house,
Info Portal Industries (IPI) , which developed
enterprise wide applications for the financial
industry. The company was started by his father,
William Portal, back in the 1960s and grew
considerably until the mid 1990s when the US
Monopolies and Mergers Commission
investigated them.

It was deemed that Info Portal were a monopoly
and were abusing their position to produce closed
interface software that ensured that existing
customers would have to purchase their
supplementary systems. Info Portal was ordered
to split up its divisions to operate independently

and to remove the functionality that prevented

Fleur, owner of an extremely exclusive casino in

Monte Carlo called the Bon Chance.

, PETEIl Oz UwxOEOQwWEI OUUI UwEUOUC
produced by one of his companies called Synex, a

company based in Dusseldorf, Germany. The

system is being implemented in the London Stock

Exchange, however unbeknownst to almost

I YT UAaOOl wEOwWUT | w$rRET EOT T wbUuw
that will allow Michael to carry out the biggest

stock buyout of companies ever performed, and

all within a split second. Michael plans to

Ul EUI EUTl w T BUw 1 E0T T UZUwW 1 OxP
controlling interests in a number of software

houses, and at the same time trash the stock value

of a number of high profile US based corporations

¢ causng a major problem for the US economy.

However, one of the London Stock Exchange
infrastructure architects + a Sharna Lloyd ¢ has

recently noted some irregularities in the Synex

computer system. Warned by a mole in the team,

Michael was concerned Ms Lloyd would discover
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At this time Info Portal was a blo ated corporation
and when it was forced to acquiesce to the
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compete and steadily lost market share.
Distraught by the seeming destruction of the
company he had worked all his life to build up,
William Portal d escended into a routine of
alcoholism and the abuse of his wife. When he
finally lost his majority share in the company he
shot his wife and himself at their ranch in
Wyoming.

Michael Portal inherited what was left of his

i EOT T UzUOwi DUOOwE bfltsuf@rew b E U

self and has since been almost ignored by Michael
it would seem. Michael, maddened by his

Playing on her love of romance novels and her
sheltered lifestyle Michael contacted Jacques le
Fleur and concqcted a plan to determine what she

KR AR FebelbdryFhbdlcPiiet! MY Ubyd R4

made to believe she had won a hoIiday to Monte

and proceeded to seduce her.

In less than 24 hours Jacques had determined that
Ms Lloyd did indeed suspect something and so
Michael arranged for her to be kidnapped and
held captive in his secret headquarters beneath
the offices of Synex.

PIgtS§hdpsis
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US government who had taken away his firm.
And so Michael began a campaign of corporate
espionage, hostile takeovers, and worse, in a bid

xOEal UUzw ETT O0UwW T EYI wbHOi POC
headquarters of MuRong Enterprises in the
Tomorrow Square skyscraper in Shanghai,
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attain a position where he could have his revenge
on the US government.

Tian Huo satellite they have made their way to
the roof of the skyscraper where they plan to
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and only the player characters stand in his way.
Over the last decade Michael has created a secret
conglomerate of European software and financial
firms using multiple shell companies and false
identities. In order to accomplish this he has
become indebted to numerous criminal
organisations in addition to the less scrupulous
investors ¢ the latest of which is a Jacques le

escape.
Unfortunately, guards are laying in wait and they
are forced to momentarily surrender. MuRong
Cheng, the chairman of MuRong Enterprises,
then confronts the characters themselves to mock
them and reveal that the data they stole is
encrypted by a code that is only kept on a
memory stick around his neck. The players must
use quick thinking, luck and skill to have their

7



characters make an escape and perhaps obtain the
decryption code key from MuRong Cheng as well.

Following the teaser scene the player characters
are briefed on their new mission by C the head of
the SIS. Sharna Lloyd, a senior computer
infrastructure architect with the London Stock
Exchange, has gone missing while on holiday in
Monte Carlo. C informs the characters that she
was involved in the implementation of an
important computer system that would increase
the efficiency of the exchange significantly. If the
implementation fails to meet its deadline the stock
exchange will be forced to reduce trading for the

Guests will discover that the owner of the casino
is one Jacques Le Fleur, possibly the man who met
with Ms Lloyd , and if they wish to they can
engage him in a high stakes game of Chemin De

%l Uw p%Ul OET wi OUw?UEDPOUOEE? O

player against player) and try to determine
whether he did indeed meet with Ms Lloyd.
Jacques is likely to display animosity if the
characters do begin questioning him, especially if
it is not particularly subtle.

The casino offices are few, the main one being that
of Jacques Le Fleur. Characters investigating this
office may notice a diary entry in French for two

EEAUVUWET OwUi T EUEDPOT wEwOi 1 Ub I

period when its systems are at a minimal capacity.
As well as having a significant financial impact on
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The characters are assigned to locate Ms Lloyd
and return her safely to London. In addition, th e
characters are asked to determine whether her
disappearance was influenced or staged by any
foreign nation or organisation with hostile
intentions towards the United Kingdom. The
agents are given only the address of the hotel
where she was staying and her room number.

Flying to Monte Carlo the player characters
investigate the hotel suite where Ms Lloyd was
staying. Her clothes and belongings all remain.
The only clues to be found are some casino chips
and a card beside some now wilting flowers. The
message on the card indicates that Ms Lloyd had
met a man named Jacques in the hotel, and had
been invited to dinner with a reference to seeing if
Lady Luck would hold more in store for them.

Hopefully the players will follow the clues to the
Bon Chance Ca@o, a small but exclusive
gambling house for the very rich. There are two
ways the players may choose to investigate the
casino t enter as guests or break in to search the
offices.

Observant character may notice a crowd gathered
around a blackjack table t if they investigate they

may recognise Michael Portal, the software
entrepreneur, having an amazing winning streak

in a private table. He leaves with close to a half a
million pounds sterling in winnings.

winnings at the black jack game was a front for
the payment). A safe is also present and it
contains among other things the passport of Ms
Sharna Lloyd.

Whatever they do at the casino the agents will be

UEPOI EwWEAwUOO! woOi w/ OUUEOz UwOb

the player characters notice their tail, a car chase
may ensue, otherwise they are tailed to their
destination and spied upon, eventually leading to
a confrontation of one sort or the other.

If the player characters are captured they are
taken to the covert head quarters of Michael
Portal where he is co-ordinating his plan to

takeover major software houses and disrupt the
economy of the United States of America. From
there they must find a way to escape, rescue their
fellow prisoner who turns out to be Ms Sharna

Lloyd, and att empt to confront Michael Portal and

stop his plans.

If the player characters overcome their pursuers
they gain information that leads them to the

headquarters of Michael Portal where they must
infiltrate, find and rescue Sharna Lloyd and again
attempt to confront Michael Portal and stop his

plans.

Of course, exactly how the scenario plays out will
depend on the choices of the players and the GM

Ui OUOEWET wbbhPOODPOT wlOOwWT Ow?20i i

around unusual avenues of investigation.



The Teaser

Summary

The agents are caught on the roof of the
Tomorrow Square skyscraper in Shanghai after
stealing the blueprints for the Tian Huo satellite.
They must overcome the opposition and escape.

Setting the Scene

Read the following aloud to the players:

Shanghai, Chind The Roof of the Tomorrow Square
skyscrapet Midnight.

You raise your hands slowly, squintingirough the
eerie blue light to the four guards who have just
sprung out from behind one of the claw like steeples of
the roof. All four guards have what lodike machine
pistols levelled at you, staring with an intense gaze
waiting for any false move to unleash a barrage of lead.

You had managed to retrieve the blueprints of the Tian
Huo satellite from the computer mainframe of MuRong
Enterprises with little problem, or so you thought.
You stealthily returned to the roof of the-8@rey
building ¢ the tallest building around - aiming to
retrieve your powered parachutes and make your
escape. But you had obviously tripped an alarm
somewhere and so ambn sgad of Chinese guards
were waiting for you. You look past the guards to your
powered parachutes just a couple of metres behind
them.

One of theguards shouts above thestrong winds,
something in what must be Mandarin, even for those of
you who can't speathe language you recognise it as

Uuool Ul bOl weOOO!l wUl | wObOI Uuw hlisllié?hgt(ga(gell\%r%OOYl

You turn to look back to the door of the building and
see four more guards rush out with guns aimed in your

direction.

2(wlUTTTUOwaOUwWE OwE UaatddwUE a U

English coming from the doorway to the stairwell.
Stepping into view behind his guards you see MuRong
Cheng, the young chairman of MuRong Enterprises.
He is dressed in a pale Chinese style suit, his short dark
hair framing a face in which narroweyes gleam, and

a smile of triumph begins to spread.
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nation still believes it has a role in policing the world; a
tired and outdated concept | assure you. My
technicians tell me you managed to downloadglans

for the Tian Huo satellite. Maybe | should be
impressed, but then without the decryption key it
would take your people months to gain any benefit
from it. But then how could | expect you to also steal
the decrypt key when there are only three & whole

world - and the only one in China is around my neck?

20PO0OO0O0Ow( whOUOEWUEUT T UwadUlwUI

Cheng motions to two of the guards in front of him to
retrieve your weapons and the memory stick from you.

Nervously, the guards approactitieg their machine
pistols hang by their sides as they reach out to begin
searching you.

What do you do?

Eyes Only

Before the scene begins provide copies of the
following handouts to the players that explain the
equipment they are currently using on the t easer
mission:

e Detonator Watch

o Freefall Jacket

e Powered Parachute

e scenario and SO s
an exciting hook to get the players into the spirit
of cinematic espionage, and to teach them the
basics of the Free FATE
system if they are new to it.

This scene is not meant to
result in serious injury or

death to the PCs and so the
Games Master should use the
fact that although the guards

act tough, they are not
experienced and may be
prone to panic.

As the scene opens the PCs
have basically surrendered in
the face of superior numbers
and firepower. However,
they still have their weapons
on them ¢ let the players
decide whether they are
holding them or whether

9
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their pistols are holstered ¢ and the possibility of a
few tricks up their sleeve. Randomly determine
which character currently has the memory stick
that holds the downloaded satellite blueprints.

Use Map A - Tomorrow Square roof to help run
the action scene.

MuRong Cheng is naive in the ways of secret
agents and overly confident ¢+ something which
gives the agents the edge. As the two guards
move forward to search each character in turn,
and collect their weapons, it is probably the best
time for the player characters to make their move.

The players have a number of options to gain the
upper hand and escape, some are suggested
below but the Games Master is encouraged to
indulge the players if they come up with an
exciting plan t even if it is somewhat implausible!

e Detonate a powered parachute t All of the
powered parachutes come equipped with a
self-destruct mechanism that in addition to
destroying the internal workings of the
machine will also injure anyone within two
metres. An agent may be able to covertly
reach their Detonator Watch in order to blow
up one of the parachute engines. This in turn
should distract all the guards and injure those
closest to the blast.

e Use the search guards as shieldst Any agent
being searched by a guard should be able to
beat them in Initiative and perform a
manoeuvre to grab them and hold them in
front of themselves as a human shield. This
PPOOwWxUOYPEI wEw?' UOEOD
guard which can be tagged (free of charge the
first time) to im prove a defence test.

The two guards who are searching are part of
the four man squad who came through the
roof door and so that leaves only two others
guarding MuRong Cheng. They will hesitate

and will not open fire on the agents if their

fellow guards are being used as human
shields, this should allow the players to shoot
them before they get shot back.

e Use the Freefall Jackets + All agents are
equipped with a Freefall Jacket that contains a
parachute, and so they may simply jump over
the edge. The charater is initially facing an
Extreme Fall, however this is reduced by one
category for each shift by which an Athletics
or Pilot Skill Test exceeds an Average (+1)
Difficulty. E.g. a Good result (2 shifts above
the Difficulty) will mean the character is
facing only a Medium Fall.

10
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e Starting the Powered Parachutes in mid air 4
A player may decide to have his character
grab one of the powered parachutes and jump
off the building and buckle in whilst falling.
This requires an Athletics Test, restricted by
Resolve, with a Difficulty of Fair (+2). This
test can be repeated but each failure increases
the Difficulty of the following Pilot Test by 1.

Once a character is strapped in he must
makes a Pilot Skill Test in order to get the
chute working and to navigate aro und the

local buildings. The Difficulty is Average (+1)

plus 1 for each failed attempt to get strapped

in (see above). A failure results in a collision
with one of the buildings and the character

suffering Stress as if he had failed a defence
test (i.e. one Stress is inflicted per shift by
which the test failed) before finally setting

down.

MuRong Enterprise Guards (Minions)
Quality Average (+1)

Quantity 8
Stress AAAAAAAA
(1 box per Minion)
Gear Machine Pistols (+2 Stress Bonus,

Range of 1 Zone, Automatic Fire).

MuRong Cheng
Aspects Chinese
Business Mastermind
Feared by underlings
Overconfident . . .. .
UxlT EUwUOwWUIl | w
Ruthless
?31EIOOT awbUwWUT T wi
2 other Aspects of the GMs choice.
Skills
Great (+4) Science
Good (+3) Leadership, Resouces

Fair (+2)  Academics, Deceit, Rapport

Avg (+1)  Alertness, Empathy, Guns, Resolve

Stunts None

Stress Physical AAAAA
Composure AAAAAA

Gear Decryption Key (A memory stick on a
chain around his neck)

Notes Speaks Mandarin, Cantonese and

English



MuRong Cheng will attach himself to any

remaining guards who originally accompanied

him ¢ having his Leadership Skill complement
their Tests (providing a +1 bonus for a group of 3
or less Minions). He will run and hide if he loses
his Minions, the most likely place being back
down the stairwell from the roof. If the players

think of it they can attempt to retrieve the

decryption code key from MuRong Cheng, which

is on a chain around his neck. Cheng is no fighter
and will give the agents the key if threatened.

Upping the Ante

An easy way to increase the challenge in this
encounter is to beef up the Quality of the guards,
making them Fair (+2) guards with 2 Stress Boxes
each.

In addition, have the guards who search the
agents be from the original group so that MuRong
Cheng remains guarded by four guards. Finally
arm MuRong Cheng with a machine pistol as
well. Remember however, that this is just a teaser
and should be completed relatively quickly.

Debugging

(Tw UT POT Uw 1T Ow EPUAOW
inexperience even going to the lengths of one
guard shooting two others when he is shot.

If the characters suffer Consequences, do not
worry too much. Minor and Major Consequences
will be gone by the time the agents face their next

OPUUDPOOZUWEUDWIEHAIIWm ? w %I b

Severe Consequences will still be lingering, but

EEOWE] wUI EOYI Ul Ewi UOOwDOwW?

were a Major Consequence (see No Time to
Recover in Free FATE); for this scenario this will
mean such a Consequence will disappear when

the agents get to Dusseldorf and the final
showdown. Extreme Consequences will remain

for the remainder of this scenario.

If this is not desirable simply relate how the

agents spent a few weeks recuperating after the
teaser mission and then move onto briefing for

the main mission with all Consequences removed.

8OUwOEawi YI Owi EYT w" wEUOWOT i

EEOOwWEEUI Ol UUwWUT PUWUDOI 2
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came up at the Exchange though and an attempt was

MlSSlon Brleflng made to contact her, without success. Further

investigation has revealed that she has gone missing

Summary she has not returned to her hotel, though she has not

The agents are tasked with the job of tracking checked outeUT 1 UGB »

down a missing computer infrastructure architect 2, Uw+O00aEwWPUwWwYDPUEOWUOwWUIT 1T wud
who was working on a project for the London computer system, without her the project is unlikely to

Stock Exchange. They are given an initial lead, meet its deadline and the stock exchange will be forced
equipped with some gadgets and sent to Monte to reduce trading for the period when its systems are at

Carlo. a minimal capacity. Asvell as having a significant

i DPOECEPEOWDPOXEEUwWOOwW! UPUEDOzZ
EOQOUOWET wOOUOwi UODOPEUDPOT wi OU
?280UWEUI wEl pOT wEUUDT O EwUIT 1T w
and returning her safely to London. In addition, you
are to determinewhether her disappearance was
It is a bright Autumn morning when you are influenced or staged by any foreign nation or
summoned to the office of C, the head of the SIS, to be rganisation with hostile intentions towards the

briefed on your next mission. As you enter the outer United Kingdom. In terms of leads we only have the

OIIDEIwEwOIOOEDEwaIUwEOOIQﬁ%ﬂ%ﬁﬁ%ﬁﬁm%h%bh%%g@@wa &0 86

morning ladies and gedtlO1 OOw" whUwl R x I,JESUCS)LPI Oqu E w e IIICBIlmLhJI oty

311 wYODET wEl OOOT Uw OOw /1 Oo%d“re%egvat%r%%a(?/é beélﬁ médg ¥dr yéul{n the ng%w
assistant, an efficient, professional, and striking young hotel as Ms Lloyd was staying the Grand Hotel.

Iady.“ L Miss Sterling will provide you with your travel
?P80UWEEOwWT OwUUUEDPTT OwbOb-~ wlf!igcé‘n%h%'s/ I\!’ISQI%degtéyng'lHréﬁrlnhlguAﬂH' Uw
UOPEUEUWUT 1T wEOOU W & HderEypuOT w Hn%ﬁ'fh @ﬂ-’Hér@'yé)u BrdulH go down &ee the

know to bebullet proof. Quartermastert | believe she has some items that may

You enter the office and seetChe Admiral ¢ sat Eil woOi wUOUT wOOwaodUdw200wEdawaU
behind his large desk, a neat stack of folders and papers

sits in one corner and a recessed computer screen lies EyeS Only

beneath another corner. C looks up as you enter and This is a simple briefing scene and should be

Setting the Scene
Read the following aloud to the players:

London, Englandt The Secret Intelligence Service
Headquarters 11:00 am.

you see him trying to ligt his pipe. As it glows a deep mainly a chance for social interaction and getting

red and a puff of smoke billows up from it, C motions  into character. The players are likely to ask a

you to sit down. number of questions, some of which have been

2&00E woOU A trustEyulhie dvéll rested addressed below. |If they ask anything to which

ET 01 UwOi EOwUxO0wOi wgodUi 1 U ulecpaswer gsanpety obyipus,simgly) tAveyGu pap Uwa O U
something to the effect of 2 31T E0w DOI OUOEUT

response.
Allow the players to answer C ampriately though if
they go on too long C gives them a discouraging look
and continues.

2&00EOWP] 000w ( wi EYI wEwdl pHYDBEBEBUY 00 waousww(z0wdOTw
sure what you know about the London Stock Exchange  * Uw+O0aEwbUwUDOT Ol wpDUT wOOw

EOCEUUPBPEBZUWEOWUOOO0O®OwW EVw
231 EUz UwEwaOWRIOWOOIT IDOE wdUU-
Was Ms Lloyd holidaying alone? / Does Ms

but | have been informed that it is currently are her elderly mother and father who live in Bath, and
undergoing a serial overhaul of its computing ulbtulh oul wul I wpEUwWl OOPEEaDOI
systems. This overhaul | have been told will increase Has anyone checked on her parents?

Ul T wi il PEDPI OEawOl wOI 1 wi BRET 88T Uawpl OPEPEREDO&E®DYOI Ewli EC

C puffs on his pipe again and passes over a photo of a disappeared. They have not heard anything from Ms

lady in her late thirties, attractive, though with a +00aEwWUDPOET wi 1 UwETI xEUOUUT w0O
perhaps subdued pparance. She is dressed in a grey  Was Ms Lloyd seeing anyone?

business suit and a pair of glasses hangs around her 2371 wx UOI POT wbil wi EYI wOddw, Uw
neck. was not seeinganyone- she is a shy workaholic,

221 EUOEwWw +00aEwbPUw Ew Ul O O Utholigh e didtappdranty @dldsénmé tobh&hticthétibns w
architect with the Exchange, part of the team about meeting a man who would sweep her off her feet.
implementing this new computer system. Five days OQOWEYPEwWUI EET UwoOi wUOOEOGET wbHO
ago she went oleave to Monte Carlo, some problems

12



Why did Ms Lloyd choose Monte Carlo as a Seeing the Quartermaster

; P _ _
holiday destination? If time allows, a scene with the Quarter master -

?, Uuoyd apparently won the holiday in a Major Hilary Riley - can be played out. If time is

competition run by the publisher of some romance pressing the players can simply be informed that

r]o‘ve‘Is YVhiCh §h‘_’j was .gp‘paAreptIy fond ?f_reading. ltall  they are provided with any items from the list of

Ulh OUwUOwET I EOwOUUG? standard equipment (see below), along with the

Did Ms Lloyd have any enemies? following gadgets (provide the players with the

? xxEUI O0UOCawdbOU0OwUi 1 wul 1 O @puapiate haodoutsP D Ol EEOT wa OUOT wi DUO
if a little caught up in her work. Both her colleagues e Acid Vial Shoes (two pairs are available)

EQEwi UPI OEUwWI EYI WEOUUOEOUEYI @%%'{OPW%%U(%E Ud? QLR WS dified

What computer system was being installed in Jaguar X)

the Exchange? e Gas Spray Watch(two are available)

22001 w0alUl OWEEOOI Ew2a Ol B wE RafouraienE: Odutitké wét! ali uhbi& O1 w
name. They are a German company who have carved agents)

out a small but profitable niche in the financial
industry market. The CEO is a chap called Ulrich
Werner- almost lost the company a few years_back ina «  Modified Jaguar XJ (two are available if there
takeover but managed to hang on to his shares . ) .

VOOT T OPsw WOOUEESUOWDOE DY b E UEGWEL N PYUUEERSPEDS -

Have the airports been checked to see if Ms Upping the Ante

Lloyd left Monte Carlo? There is really no ante to up here; it is purely a

? OOWEDUxOUUUWEOE wUUE D O w U (seebeRdxOnvay ibf@rmatidn to thé&playelsw i EY 1T wET |
EOOUEEUI EOQwUT OUT T wUT 1 wEOI UBébULUE.X x1 EUwO0OOwT EYT wOUEYIT OOI
that way ¢ or at least did not travel under her own ugging

OEDI & - There is very little that can go wrong here, even if

OTTl wxOEaAal UUWEOOzZUWEUOwWEDa W C
enough leads to begin their investigation.

Radio Transceiver Earrings and Bracelet (for
all female agents)

Once the players have asled all the questions they
need C will usher them out. Penny Sterling will
supply them with all the travel details and again
remind them to go and see Major Hilary Riley, the
Quartermaster.
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room or window and inch along a ledge to
gain access. This requires an Athletics Skill

Hotel Investigation
Test with a Diffic ulty of Fair (+2) which can be

Summary reduced by 1 if a rope is used or by 2 if a

3T 1T wel 1 OUUWPOYI UUDT EUT w, Uw+ (hérdetszid) aido Quskl. O th the) Bddtl fails BéE w

gain a clue as to their next destination. character suffers a Medium Fall.

Once on the balcony a Burglary Skill Test,

Difficulty of Medicore (+0) and a base time of

?2 w%l Pw,UO0 DWW Ul gUDPUI Ew 0O
balcony door. Alternatively the door may

simply be smashed (though this may be

Setting the Scene
Read the following aloud to the players:

The Monte Carlo Grand Hotel is the epitomestyle
and sophistication, rooms altexurious and the bar is
adequately staffed with waiting staff so a drink is never
more than a minute away. The lobby, bars and
restaurants are filled witlglamorous and beautiful
people who will no doubt be fritterig away thousands

of pounds at the numerous casinos at some point
during their stay.

Once inside the room the following things are of
note

The flowers are oriental lilies and a card is

EUUEET lEwUl EOWUEAUwWUDOXxOI w
When the player characters gain access to Ms Uil WOOEEAWOOODT | OWEDwWwoz E
+00aEz UwUOOOWUT EEWOT T wi OOOOD%L(IJthe sights of Monte Carlo t and let us see
The room is luxuriously appointed, though is likely one if Lady Luck holds more in store for us.
of the smaller rooms in the hotel ia view that looks ) EEQUI Ow7 »
down onto the street rather than overlooking the The wardrobe is full with female clothing,
coastline. The double bed is made up and few cosmetics including a slightly creased evening gown
litter the dressing table. A large bouquet of flowers by (nvestigation Skill Test, Difficulty of
the bed is beginning to wilt but still perfumes the air Mediocre (+0) to find).
with a pleasanteent. The sliding door to the wardrobe

L . . . In the bottom of the wardrobe is a small
is slightly ajar as is the door to what must obviously be . . e

clutch bag (Investigation Skill Test, Difficulty
the bathroom.

of Average (+1) that would match the evening

Eyes Only

Room 419 is on the fourth floor of the hotel at the
end of a corridor. The player characters should be
able to gain access to the rom with only a
modicum of difficulty, some ways are suggested
below:

e Persuade a member of staff into opening the
room ¢ This can be done using Rapport to
persuade the person, the base Difficulty is
Average (+1). Alternatively, Intimidation
could be used to frighten the staff member
into opening up, with a Difficulty of Mediocre
(+0) but may cause problems later if the staff
member reports the characters. If the agents
offer some incentive to the staff member the
Difficulty could be reduced by 1.

. ’.>/ E) E O 2lack Ot 'IThe hoteI rooms use an

the lock a Burglary Skill Test is required with

gown. Inside is a lipstick, compact, and some
gambling chips from the Bon Chance casino.

e The wardrobe also contains a small
combination safe. A Burglary Skill Test with
a Difficulty of Good (+3) and a base time of

?2 woOpPOUUI 2 wPUwUI gUPUI EwlOOW
small EOOUO0 WO wNi pi 001 Uaow, UL

plane tickets, and some travellers cheques.
Her passport is not present.
e The mini-bar is fully stocked, as are the
toiletries in the bathroom.
There is little else in the room and the players
should be persuaded not to linger too much on
this scene. If the players think to ask and propose
a reasonable way of finding out they can discover
that Ms Lloyd made no calls from her room other
than for room service and SO forth Nor were any

A local florist, Exothue, delivered the flowers

Ew#Di I PEUOUA WOl wWEDUwpHI threcEddys wdow B Ehe) G deRifes 1o BdveutRe w
OPOUUI 28w. EYDOUUOa wb U wOE playérd purkld this h® of int@stigativd théy an

characters to cause a distraction duting this
time.

e Gain access via the balconyt A fearless
character may try and scale the balconies to
the fourth floor, or gain access to an adjoining

14

determine that the order was made by telephone
on a standing account. Only a large bribe or a
particularly inventive | ie will convince the florist

to give out the details of the account ¢ it belongs



to a Jacques le Fleur (which literally means the
Flower), the owner of the Bon Chance casino.

Upping the Ante

To make this scene more of a challenge the
characters could be male to really work to gain
access to the roomt increasing the Difficulties for
any persuasion attempts and to crack the locks.
In addition, other guests could complicate matters
by stumbling into the wrong room, or by noticing
any suspicious activity. A hotel security guard
could also take an interest (Average (+1) Minion).

If both of these things occur a quick fix is to
shortcut the plot and have the characters tailed as

per 7 Unwanted Attention ¢ / OUUE Oz Uw Ol Quwli E

been watching out for anyone looking into Ms
+00aEZUWEDPUExxI EUEOEI 6
If the agents get in trouble with the law, C can
always arrange to have any charges dropped and
things smoothed over, however the agents will
receive a dressing down from the local station
head and the GM may wish to dock the players a
few Fate Points as well (effectively charging the
players for narrative declaration).

If all else fails have one of the characters receive

Debugging

The biggest risks in this scene are that the agents
draw too much attention to themselves, or they
miss the clue to take them to the Bon Chance
casino.

Ol OwlT EYI wEI I OwpbPEUET DOT wUOT 1T w
, Uw+ O0AEZUwWUOOOWESEWT | wi EVWE
out who they are.
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Summary

The agents investigate the Bon Chance casino,
either as guests, by breaking in, or both. They
witness Michael Portal receiving payment under

Cho

earpiece_and_podding as if_receiving a message. A
ﬁentalterd:e !;uarﬁlnra)ks the crimson rope and

looks expectantly up the stairwell.

A few moments later you see a figure descending the

stairs. The figure is male, tall and slim, outfitteda

white dinner jacket and shirt, black trousers and

bowtie, topped off with a red rose affixed to his lapel.

UT TWEOY] UwOl wEWEDT w? P D02 Ownp lndH Pifselio pethhbdih Ri il forkied! Qdridy
%01 UUOwUT | wl DOEOCEDI UwOl w/ OErhEIQHtHswildlg gdadiddiks U idetidred witPdn ir

Setting the Scene
Read the following aloud to the players:

The Bon Chance looks small compared to the numerous
other casinos in Monte Carlo, but judging by the class

Ol wx| OxOl wl OUIl UbOI uJE)ULuDOUOaI%lPeg”ﬁg ofarIIE[i(l:leLgn%r% iEnUthueE%ulrJ_Lu

to be big to make huge profitsa selective very
wealthy clientele appears to be the way to go for this
establishment.

The Bon Chance is a luxurious looking tatorey
building with a red carpet leading from the doorway
inside and a matching deep red canopy shielding the
stern looking doormen from anyimathat dares fall
from the sky.

Once inside read the following:

The interior of the casino is aspulent as you
imagined, antique furniture, oil paintings and
tapestries give this place a sense of histowhether

of confidence as if he owns thace.

On reaching the casino floor he nods to the guard who

once again ropes off the stairwell, and strides to one of
the Chemin de Fer tables that you now realise has been
vacated bx Puests, the..croupier waitin% patie

moves through the crowds they almost part before him
and he nods and smiles to the most obviously
important guests.

As the man sits at the table, the croupier passes him the
?2 U1 ®ihe will obviously be the banker. As this
happensa waitress brings him a drink not of
champagne but a spirit of some sort with just a little
ice. He takes a sip and then gestures to three of the
guests gathered around the table to sit.

The first guest is, an older, more portly gentleman with
an unfaslionably large moustache. The second is an
Asian gentleman dressed impeccably with a pair of

1100UPO1 woOUw 660w adUaysid Oz U Wike-finffRd-dlaSsks PerchEld oh His nose. The third is

chandeliers are suspended from the high ceilings and
a long real wood bar dominates the length of one wall.

This is no common establishment, there are no one
armed bandits, onlytables for the traditional
games of chancet Roulette, Blackjack, Chemide

Fer, Baccarat and others. There is a definite European
feel to the Bon Chance. At the back of the casino is
what appears to be tieE UT D1 U,za dauredvitd |
glass partitions behind which sits two welesented
staff serving up gambling chips.

A number of large gentlemen dressed in dinner jackets
with the telltale bulge under their arm and earpiece are
dotted about the room, particularly around the

a lady in a midnight blue evening gown with brunette
hair cascading down over her shoulders. The man
acting as banker quietly reveals the amount that he is
putting up for the punters to match 100,000 Eurat
obviously this is to be a high stakes game.

If any of the player characters break into Jacques

Ol wunOl UUzUwOi I PET wUI EEwWUT T wi

The office is largaaking up nearly half of the upper
floor. A huge antique looking desk dominates the
wall opposite the main door with its back to the large
window that gives a panoramic view out onto the
coastline of Monte Carlo. A few books, papers and
writing implemens are scattered over the desk, in front

EEUI Pl Uz Uw EOOUT w EOCEw Ew UQpyhibhtre®o high dddkdaordicE U1 w UT EQw

presumably leads to the first floor. A numbeiotifer
doors lead off to what are likely powder rooms, storage
and security offices.

The clientele, garbed in designer evening dresses and
dinner jackets, saunter discretely between tables taking
champagne from trays brought round by waitresses.
Occasiondy there is a gasp or cheer as someone wins
big but it is generally @edate environment.

Read the following aloud when Jacques le Fleur

enters the casino:

As you gaze around the casino you notice the guard in
front of the roped off stairwell place hiager to his

16

Elsewhere in the room are a number of large bookcases
full with volumes, a bar on which rests a few decanters
of brandy, and two large leather sofas. This room looks
as much a plce for relaxation as it is for business. In
the corner is another door that leads out.

Eyes Only

This scene can be handled in two different ways,
and the players may decide to split up to cover
both angles. Firstly the players can enter the
casino as glests, alternatively agents can sneak

t:1 N
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into the casino ¢ most likely into the upper floor
and search the office for clues.

Guests at the Casino

internet or a public library (Quality of Great only).
Each time increment spent searching will reveal
another level of results.

Any players who have their agents enter the

Result Information

casino should have little trouble as long as they
observe the rules of the establishment. All guests
should be suitably attired; dinner jacket for men

Average
(+1)

He seems vaguely familiar, an
American judging by his accent,
something to do with computers.

and an evening dress for ladies, in addition as
non-members guests are required to pay a fee of
500 Euros each in order to gain entry. The
management reserve the right to deny admission

Fair (+2) | He is American, you believe his name
is Mark or Michael Portal. You
believe he was involved in the

takeover of a few software firms.

OOwEOGaOOTl wUTTawill OwbHUw 7
setting and conduct of the casino.

On entering the casino any characters with a Fair
(+2) Alertness or better notice a sign (in French)
that basically outlines the licensing laws of the

establishment and that the owner is one Jacques le
Fleur.

The minimum stake for gambling is Fair (+2) and

Bdod (x3¥ |Ueu ddddnidd thalnta® #s Wiichakd
Portal, an entrepreneur in the
software industry. An American by
birth although he has been associated
with the takeover of a lot of European
firms. His father ran a successful US
software company up until the mi d

1990s.

the higher stakes table have a minimum of Good
(+3), any losses can be covered by SIS or personal
Resources.

Brief Encounter

As the player characters enter have each player
with an Average (+1) Alertness or more notice a
crowd gathered around a high stakes black jack
table toward the back of the casino. If they draw
closer they notice only one man is playing and he

Great (+4) | As Good, plus the following:

, PET El Ow/ OUUEOz Uuw
of Info Portal Industries, a software
company started in the 1960s that
became dominant in its area of
financial enterprise systems until a
split was imposed by the US
Mo nopolies and Mergers
Commission.

appears to be on an incredible winning streak
judging from the stack of chips and the whoops

and gasps from the crowd.

Two obvious bodyguards stand guard over the

man, pushing back any onlooker who gets to close
for their liking.

One bodyguard, Helmut , is male, over six feet six

inches, powerfully muscled and clothed in an

As Good and Great,
following:

, PETEI OzUwi EUTT UO
suffered severe depression after the
dissolution of his business that
eventually led to him murdering his
wife and then committing sui cide.

Superb the

(+5)

plus

expensive designer suit. His head is cleanshaven

EOEWEI EUVWEWUEUUOOWOT WwE wUE @rgeUih Hl@%@h@f’th%‘é’é -quarters of a million

The other bodyguard, Angela, is female, slightly
over six feet tall and again powerfully muscled.
Her hair is scraped back into a short ponytail and
she wears a set of blood red contact lenses giving
her an unsettling gaze ¢+ she wears a sleeveless
leather suit all in dark brown.

For the game statistics for Helmut and Angela see
page 28, the Eyes Only section of Showdown ; the
final scene.

If the players enquire whether they recognise the
man, have them make an Academics, Contacting
or Science Test, pravide the results as shown in
the table below.

If the agents wish to find out more about Michael
Portal they may conduct research using the

Euros Michael Portal cashes his chips in (settling

i OUw Ew EEOOI UzUw EUEI UAw EOQEw

bodyguards accompany him, and they attempt to
dissuade any interaction with their employer.
Should the player characters decide to follow
Michael Portal he leaves and enters a limousine
that takes him to the airport where he catches a
flight to Dusseldorf, Germany.

Meeting Jacques

Allow the player characters time to explore the
casino and then a an appropri ate time the players

Uil OUOCEwWET wbOi 6UOI Ewldi w) EE@UI

the casino floor ¢ read the description given in 6.2
Setting the Scene, above. The player characters
should easily be able to learn that the man is
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Jacques le Fleur the owner of theBon Chance, and
that he often likes to partake in high stakes games
of Chemin de Fer.

Hopefully the players will suspect that Jacques le
Fleur is the man who Ms Lloyd met up with. The

easiest way of getting to speak with him is to
request that they play against him in a game of
Chemin de Fer, any other approach will likely

result in him having his security personnel

dismissing them, removing them from the

premises if necessary.

However, the player characters cannot simply
take a seat at the gaming table.A female agent
making a successful Rapport Skill Test against a

#DI I PEUOUVUawWOl w) EEGUI Uz w1l B0 uRBQOuUSEWE GRRPE uE BIER & w i

evening, if you are not careful money is not the only

seat. Alternatively any character who can
suitably impress Jacques, or capture his curiosity
may be allowed a seat. If all else fails, a chaacter

assumes she has being sight seeing around Monte
Carlo.

The Games Master should feel free to make up
any lie he likes for Jacques, and f the players pose
particularly astute questions, to have him

contradict himself. If the questioning proves too

intense he will become agitated and eventually

stop the game t retiring upstairs. As he leaves
Jacques should make a parting comment based
upon whether the agents won or loss, for
example:

2&00Ewl YI OPOT OWEOEwW (wUUTTI U
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or,
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match the entire bank themselves on one hand of
Chemin de Fer + Jacques will readily accept the
challenge and the player should be awarded a
Fate Point for a gutsy move.

Use the Gambling rules to determine how much is
won or lost; the players should state how much
their stake is (minimum of Good (+3) and a
maximum of Superb (+5)) unless they called
Banco, in which case their stake is immediately
Fantastic (6).

This is a chance for the players to realy get into
character, subtly interrogating Jacques using
Rapport to see what he knows. It is also a perfect
time for characters to perform Assessments such

Aspects Fabulously Wealthy
French and proud of it
Inveterate Gambler
Regrets being perceived as a criminal
Unsettled by violence
Walks among the elite
Womaniser
Ol woOUT T Uwoil wlOT 1 wé
Skills
Great (+4) Resources
Good (+3) Deceit, Gambling
Fair (+2)  Alertness, Contacting, Empathy
Avg (+1)  Academics, Art, Rapport Resqlve
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Average (+1) Rapport Skill. If desired this may
even be handled as a full blown social conflict.

If the agents take a confrontational approach, or
let on that they suspect him in the disappearance
of Ms Lloyd, he becomes hostile (and his Good
Deceit Skill, modified by Rapport is used as the
Difficulty to get a read ¢ for a final Difficulty of
Fair (+2)). Revealing that he met with Ms Lloyd is
not harmful to Jacques, however admitting to
anything other than a dinner date potentially is.
Jacques will be reluctant to reveal anything,
though if the right questions are asked he will
become noticeably uncomfortable when Ms

+00aEZUWOEOI wbUwodl 6UPOOI E

The most Jacques will admit to is that he met a
lady by the name of Sharna Lloyd and that she
was his guest for dinner and then at the casino
one night. He returned her to her hotel in the
early hours of the following morning and he has

not seen her since.
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Jacques will state that he

Ou

Point to attempt to quick read

"1 EEQ@UEUUI UUw 2311
with  Extensive Security (+1 to
Difficulties to bypass, incorporated
into the Difficulties outlined below ).
Minions: 3 Fair (+2) & 6 Average (+1)
20PO00Ow2x1 EPEOPUEUE
Rapport when seducing someone

Stress Physical AAAAA
Composure A AAAAA

Gear None

Notes Speaks French and English. Has 2

Fate Points

Sneaking Around Upstairs

If the players decide to have their characters
attempt to sneak upstairs they have two main
options:



Sneak past the guard on the stairs t+ This
requires a Stealth Skill Test, the result of
which should be reduced by 4 for being in
bright lighting and a clear area. The Difficulty

PUw UT 1T wiTUEUEzZUw %E D Uau oH|

superior guard). A character may wish to
perform a manoeuvre to distract the guard
and / or invoke some Aspects..

Scale the building ¢+ This requires an
Athle tics Skill Test with a Difficulty of Good
(+3) to climb up unaided at night. Should an
agent fall from the roof it is a Medium Fall.

On the roof there is a skylight that is locked
(Burglary Skill Test, Difficulty of Fair (+2) to
open) and is positioned above the landing. In
order to wriggle through a successful
Athletics Skill Test with a Difficulty of the
bulkier characters will find it harder to
squeeze through). This is a great time to
invoke or compel any size related Aspects

Once upstairs the agents will be left very much to
their own devices as long as they do nothing to
draw attention (in which case an Average guard
will come to investigate followed closely by two
Fair guards if necessary). The following items are
of note:

The landing at the top of the stairs from the
casino has five doors leading off from it.

The two doors nearest the stairwell, and
opposite to one another, are marked

A single French male, from the private game
(see below) is in one of the cubicles of the
gents.

The next two doors down the landing, and
again opposite one another, are not marked
but are private gaming rooms. Only one is
currently occupied and voices can be heard
within with a succe ssful Alertness Skill Test
with a Difficulty of Mediocre (+0) . The other
is empty and the door locked.

The final double doors at the end of the

corridor lead UOwW) EE@UT Uw Ol wwOl UUEENGD &Y tvarays g9 rgoprding a meeting

Jacques is downstairs it will be locked, a
Burglary Skill Test with a D ifficulty of Good

(+3) and a base time of A Few Minutes will

open it.

If Jacques has not yet entered the casino he will be
in his office, on the telephone with Michael Portal ,
assuming he has exited with his winnings. Have
any eavesdroppers make an Alertness Skill Test
and provide the results as shown below.

If Jacques has not yet entered the casino, but
Michael Portal is still downstairs, then Jacques
will simply be on the telephone to a business
associate.

Result Information

Average You hear a voice within as if in
(+1) conversation.

Fair (+2) | You hear a male voice within,
speaking in English. You think they
are on the telephone.

Good (+3) | As Fair, plus:

You make out the words ? x E

aql
?DOU0I Ul YahdrEXIwd BI0II
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Great (+4) | As Fair, plus:

You hear the phrases? a OUw i E
xEaOl OUOWwPEYI wEI
OPOOwW|UT T Ul wPEUWUOOT wand
PxUOEI I EwWEUwaoluwUi

Superb As Adequate, plus:

(+5) You hear the following ? 8 OU w
your payment now, | trust that ig
sufficient? <Pause> By the way, | thin
you should know that | have been tg
that there was some interest at the ho
<Pause> If there is more interest | will
you know, but | am not sure that is you
ETU0woOxUPOOEwWB/ EU
you see fit, but@ Oz OWE UD OT u
OOwOawEOOUUUI x 8 wwé

downstairs, which will allow the players a chance
to inspect his office.

Jacques | e Fleuros Office
Read the description give in given in Setting the

Scere, above when a character enters the office.

The other door to the room leads to a private
bathroom.

The following clues can be found

e Diary t On the desk is a large diary which has
the following points of note ¢ an entry in
PPUT WEOQw?, /2w UOWEPUEUUUWI I
?3UONEOwW I RxEOUDPOO? wEOEwW EO
EUUUI O0w 1 VYiI OPOT wUUEUPOT w U
(MP refers to Michael Portal whose winnings
at the black jack game was a front for the
payment).

e Safe - A safe is also present, hidden behind a
false section of books in the bookcase (a
Investigation Skill Test, Difficulty of Good
(+3) to find). In order to open it a Burglary
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Skill Test with a Difficulty of Fantastic (+6) Bon Chance Casino Fair Guards (Minions)
and a base time of A Few Minutes is required Quality Fair (+2)

to open it. On a failure an alarm is triggered .

. . Quantity 3
(the agent will be aware of this unless he AA AA AR
failed by 3 shifts or more) and in just a few Stress -
moments an Average guard will enter the (g boxesper Minion)
room with two Fair guards following an Gear Pistols (+2 Stress Bonus, Range of ]
instant later (in the next exchange if a conflict Zone)
occurs straight away). If a conflict is not

: : _ Upping the Ante
resolved quickly further guards will arrive.

_ . This is primarily an investigation scene and so
Inside the safe are 5,000 Euros in cash, a making it more challenging is to make it more
number of property deeds and also several difficult for the agents to discover information.

passports (kept as security for guests who are CEYI  WPOWETI woOdUl WEPI I PEUOOWC

in debt to the casino). Two of the passports security to let them join the Chemin de Fer game.

are British and one belongs to Ms Sharna CEYI wxi OxO0l wOOUWESBUPI UwUi i w
Lloyd. and make it more difficult t Ow i 1 OwDOUOw) EE
Bon Chance Casino Average Guards office by having more people milling about
(Minions) upstairs and by increasing the security.
Quallt)./ Average (+1) Debug g i ng
Quantity 6 . . . . .
o Despite all the opportunities to investigate it
Stress A A AAAA

actually does not harm the plot too much if the
PCs fail to gain much information. Indeed, as
Gear Pistols (+2 Stress Bonus, Range ofl long as they draw attention to themselves one

Zone) way or the other, they will be tailed in the next
scene, which will provide them with the route to
the final confrontation.

(1 box per Minion)
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Unwanted Attention

Summary

As the players leave the casino they are tailed by
henchmen of Michael Portal, they hope to abduct
the player characters and deliver them to
Germany, however the players may just turn the
tables on them.

Setting the Scene

Read the following aloud to the players when
they notice the fact that they are being tailed:

You glance out the rear window of the car again and
notice something. A maroon BMW seems to be

following the exact same route as yowf course it

returning to their hotel ¢ but increase the
Difficulty for the henchmen by 1 to reflect that
there is less traffic in which to hide.

The Chase

A chase may well occur if and when the player

characters notice their tail. They may attempt to

shake off their shadows in which case a chase
may occur. Alternatively, the players may decide

to have their characters attempt to confront the

people tailing them, in which case the henchmen

will flee, again leading to a chase but with the

roles reversed.

Any such chase should be handled as a chase
conflict. Likely the chase will culminate in a

physical confrontation between the henchmen

EOUOEWE] WEODOEDET OE] OwE U0 wdd ihenigeer ghasasters, perhaps even a combat,

Eyes Only

As the player characters leave the Bon Chance
casino they are followed in an appropriate

manner ¢+ on foot or by car, though this scene
assumes by car. Henchmen of Michael Portal

see below.

If the chase begins in the more crowded area of
Monte Carlo the pursued must set a minimum

Difficulty of Fair (+2).

Some suggested descriptions for different
declared Difficulties are shown helow.

TEYiniEOOinpEinOinTinhlo Uz x Ul Ul OET weopl BUOT T Uw

from their investigation at the hotel or the casino)
and are tailing them on orders from their boss.

Initially the henchmen are tasked with shadowing
the characters and seeing where they go and who
to report to. However, as they are tailing them
they receive a message on a Personal Digital
Assistant (PDA) ordering them to capture the
agents and take them to Dusseldorf where they

rave

e Good (+3) ¢+ A turn takes the chase into a
pedestrian area filled with people moving
between bars, casiros and restaurants.

chase:

e Good (+3) ¢ A small lorry has collided with a
car up ahead and has spiled its load of
bottled water.

e Great (+4) or Superb (+5) + The chase heads

PDOOWEI wilOEwi OUwDHOUI UUOT E FH duhe %S and ithe gHred 592 1§ w
TUI U002 wpBwUI 11 U1 0BT wOOw, Uw+ OBRKedxgs a dead end, at the end is a

If they are able, the henchmen will trail the PCs to
a secluded or private area, perhaps even their
hotel rooms, and attempt to subdue them,
however if they are spotted they will pursue the
agents and attempt to kidnap them the hard way.

Spotting the Tail

In order to spot the tail have the henchmen make
a Stealth Skill Test, restricted by their Drive Skill ,
the Difficulty is the highest Alertness Skill of the

characters. |If the characters are distracted, e.g.

they are driving; treat their Alertness as one less
step lower.

If a player announces that his character is
specifically looking for a tail that player gets to
make an Investigation Skill Test with a Difficulty

Of wOiTwilOEIOIOzUw2UI EOUT w2,0DQQu

successfulhe has spotted his tail.

If all the player characters fail to initially spot
their tail then make a second test when they leave
the downtown area of Monte Carlo t perhaps

pedestrian bridge that crosses a narrow
stretch of water and then leads to a road on
the other side. The chase participants must
either turn around and p lay chicken with
each other (Great), pull off a stunt such as
moving onto only 2 wheels to get across the
bridge (Superb), or find someway to jump the
stretch of water (Superb with some narrative
declaration to provide an impromptu ramp) .
For a foot chase:

e Good (+3) t+ The chase turns down a dead
end; the only option is to plough through a
bar, risking collisions, spilled drinks and
perhaps violent patrons .

e Good (+3) t The chase turns down an alley
where, a, thug is mugging a young lady who

& iR il ForhE bhe

The chase disturbs the mugger and he

instinctively slashes at the chase participants

with his knife, or perhaps one agent tackles
the thug!
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e Great (+4) ¢ The chase leads down a path to
the docks, unfortunately the path is under

Following the confrontation the PCs have a
chance to obtain some leads as to the overall plot

Ul xEDUWEOE wEE Oz U uhE bnly E D U EalidQviidredMs Lidydumay be found.

option is to leap over the edge to a pathway

several metres below.
If the PCs fail to notice their tails, give them the
slip, or are given the slip (if they gave chase to
their tail), the henchmen will attempt to capture
the agents at their hotel. Their plan will be to
break into their rooms simultaneously once they
have retired and capture them. Therefore a
confrontation will still occur, though in a different
environment and with the player characters
probably at a disadvantage.

Confrontation

Either at the end of a chase, or when the
henchmen attempt to capture the agents in their
hotel suites there will be a confrontation. The
henchmen will attempt to take the agents alive
and are equipped with saps and tranquilliser
guns. However, they also carry normal pistols if
they feel they need to use them to intimidate or
injure the PCs.

If the henchmen manage to overcome the PCs
they will be transported to Synex headquarters in
Dusseldorf where they will need to find a way to
escape, go toShowdown (page 24).

Henchmen (Minions)

Quality Good (+3)

Quantity 8

Stress AAA AAA AAA AAA
AAA AAA AAA AAA
(3 boxesper Minion)

Gear Pistols (+2 Stress Bonus, Range of 1
Zone)
Trang Pistols (Range of 1 Zone) a
successful attack results in the target
suffering from a Fast Acting Poison

Fast Acting Poison (tranquiliser)
Potency: Great (+4)

Subtlety: Average (+1)

Sap (+1 Stress Bonus)

PDA t At least one of the henchmen
has a Rersonal Digital Assistant (see
Physical Clues. below).

BMW 3 Series Saloon x 2

Type Car

Speed Good (+3)

Stress AAAA AAAA
(4 boxes per car)
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Interrogation

A successful Intimidation Skill Test against a
Difficulty O w UT 1 wi | Ghédi (€8) Qualliyw
will elicit the following information (the Games
Master should paraphrase this as appropriate).

Result Information

Average | They were ordered to tail the
(+1) characters and subdue them.

Fair (+2) | They were to take the characters to
their boss in Germany.

Good (+3) | They were told do so because they
had been snooping about after
Sharna Lloyd.

They were to take the characters to
Ol PUw EOUUzw Tih
Dusseldorf.

Jacques le Fleur is helpingto finance

Great (+4) | They work for the boss of Synex and
were to take them to a secret sub
basement in the Synex offices.
They kidnapped Sharna Lloyd and
she is being held in Synex HQ.

Superb Their boss is Michael Portal who is
(+5) planning on ruining the US economy.

Physical Clues

The following physical clues can be found by

searching either one of the henchmen or their

vehicle.

e PDA { Atleast one of the henchmen will have
on their person a Personal Digital Assistant.
It is not password protected. The following
information can be retrieved :
Two recent messages have been received via
SMS (text messaging). The first is orders to
follow the characters and see where they go,
along with a description of one or two of the
agents, this was received around the time the

/" Uw bl Ul wHOOYTI VUUDPT EUDOT w , U

room.

The second message was received after the
agents left the club and orders the henchmen
to subdue the agents and take them to
Dusseldorf where they will be held alongside
Ol T wOUT 1T Uw?T UI V028

If the players think to look for it, the address
book of the PDA contains only two addresses
in Dusseldorf, one is for the offices of a



company called Synex the other is for the The only real problem is if the players escape the
Guennewig Esplanade Hotel. henchmen but do not pick up on the clues to
e Keycard ¢+ An electronic keycard that has determine where they need to go next. In this
PUDUDOT whki PET wUI EEUwpb O wie YAoK have Ban contagied Bydtiteus!S
OPI OwUOOUwWUT PUwWPEa-? wb b U1Ghief &iu Bt@ffy BavlwBedsend Wiy Oreauestd) @
one end of the card. progress report. He can draw the correct
conclusions if presented with the evidence.

If the players have simply not been able to gather

Upping the Ante

The ea.siest.way to make this scene more the clues, for example if the henchmen all
challenging is to increase the number- of managed to escape, hae Paul Benson contact
henchmen a'”(.j [ or make them Companions them informing them that new information has
rather than Minions. come to light painting Synex corporation as a
Debugging possible front for whoever kidnapped Ms Lloyd.

He further explains that the German police have
It does not matter whether the chase occurs or not . -~ .
C o e e s A o~ found ,nothlr}g _suspicious. at their .Dusseldarf ., . .
EUwUI T wEOOI UOOUEUDPOOWEEOWU DOIC)DH FI%H.UUJEULUUI I Ll]ll_:h{ . OUUZzZ w

. i offices, but thatintelligence has come to light of a

hotel rooms. In addition it does not matter if the . . -

possible hidden sub level of the building and that
henchmen capture the player characters as they

o . o . the PCs should investigate this.
will simply begin from within the Synex HQ in hi . K he ol . hould
the final scene. This contrivance to keep the plot moving shou

however cost each player a Fate Point at the
beginning of the next scene.

23



shortly thereafter. You ee | plan ahead, | have

Showdown contingenciest (w i EYi w 01 EUOOwW | UOOW

OPUUEOI Ud~»

Summary In the middle of your efforts your spare a precious

This is the final scene, where the agents infiltrate Ul EOOEWOOWT OEBGET wUxwWEOwWUT T w
@OUw EUI EOQw OUUw OF Aw ., DET Ejbolsiast thblédhierd 15t H his dwh Hhdubhiy.

headquarters beneath the Synex offices in 2611 Ow (w b E (bl Tadinied Btith ma

Dusseldorf and rescue Sharna Lloyd. Portal
reveals his grand plan and makes his escape
attempt th at the agents must strive to prevent.

William Portal, CEO of Info Portal Industries, the

biggest software producer in its field. He said that |

would inherit his empire one day. But he became
Setting the Scene complacent, and he let the US government take away

that empire. But | plan toebuild itt bigger and better
tECEWPOWEwWOO0 WO UVwUDOI OwUIl EC
The man, the son of William Portal, turns his gaze

back to you.

2611 OwOawUOi UPEUT wil Ol UwoODYI
Exchange my Trojan horse will unleash its army of
computer algorithmsand will allow me to buy

Read the following aloud when the agents have
entered the Operations Room (location J onMap
D ¢+ Synex Officeg and have dealt with any
immediate security:

As you secure tharea, the thregjiant television

screensflicker to life. Staring down at you is the face
of a smiling, selfatisfied Western male. It takes a
moment for you to recognise the man, and then you controlling interest in a hundred firms in a

remember the casino, that same smug grin as he won nanosecond. And at the same time it will cause the
big on tre Blackjack table. stock price of certain US corporations to plummet,

corporations vital to the economy of the United

2UEUI Ud~»
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If anyone recognised the gambler in the Bon
Chance casino as Michael Portal, read the
following as well:

The man is Michael Portal, the American software

entrepreneur. Jatd A Yb« e
/| UOODUI U-bardibarded b &ate Points if

Then continue with...
the. Ilne has notalready beerL used .
2(wi EYIi wOOwUEaOw( zOwbMyx Ui UU UIOEEDU

x OEOUWPI Ul wi ©p61 wUdwpi 00wl 6"9%‘-‘6 0'5)\’5'”9 a'qu YEY 58 AENR 60 0w
OO0 Uwpil Ul woilaweodz OwEl SR T Do DSBSV 0 o a 6 0 s
have only disrupted my plans, not stopped them. But At the end of the tunnel you see a short flight of stairs,
071 Ow( wEOOz Owi Bx1 E @ wdoudt) w O GLITE PO & Whish Banga ot wik o filthy glass

that you have even pieced together what wx O E O U w ERFNEls- gAs you ascend the stairs you look out to see the
As you gaze up at the face of the mastermind behind interior of a large warehouse. The warehouse is empty

the kidnapping of Shama Lloyd you hear the sound of of all buta few crates about which stand a couple of

metal slamming shut. As you turn around your fears guards. _ o
are confirmed the doors to the room are sealed shut. However the item that demands your attention is the

2+ D01 wUE U U wbdre Bduwihg G thew 3 Ih(?llcopter that has landed bang in the centre of the
warehouse through what you see retmactable roof .

room, conveys a tone of glee as the man watches you. o . o

. - - The familiar figure of Portal is just climbing adoal.
There is a sudden hissing from thentilation ducts ) ) i

. You must act now or the man behind this nefarious

overhead and you see a dull grey gas begin to be h i |
xUOx1 EwpOUOWIT 1 wUooosww( 0LPEEWES®T wuoooowedEwpwppOC
take maybe a minute fill completely, but you have no Eyes Only
illusions that the gas is not healthy and that you will

i ) There are two possible ways to begin this scene,
want to be out of here before that minute is up. What

the first is with the player characters as prisoners

do you do? of Michael Portal following their capture in
As the players describe how their characters will Unwanted Attention , above. The other way to
attempt to escape read the following: begin, and the most likely, is with the player
As you dsperately strive to make your escape your characters having deduced that Ms Lloyd was
tormentor continues gloating. likely kidnapped by the same people who tried to

3T EUzUwWUDPT T OwOOOOw i OUw I Udapuse] tiien, @ng Bkewtd ey $SyoeOdfiees Ih w E w
minute, and who knows you may even make it. But by  Dusseldorf.
then my helicopter will have arrived and | will be gone
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Breaking Out

If the player characters have been captured they
awaken in a cell (location A on Map D t Synex
Offices). As they awaken they will realise that
they have been stripped of all of their weapons,
jewellery, watches, mobile phones and other
useful items. The only gadgets that will have
gone unnoticed are the Acid Vial Shoes. If a
player asks, and is willing to spend a Fate Point,
their Lock Picking Tools (if chosen) will also have
been left.

Applying acid to the lock or hinges will allow the
cell door to be opened. The cell the agents are in
is not monitored directly; however there is a
security camera that monitors the corridor
outside. The players will need to make a Stealth
Skill Test with a -2 penalty against a Difficulty of
Fair (+2) if they are to escape from their cell
without being spotted by the guards.

Once out of their cell, use the map of the facility
and the descriptions of the locations to determine
how the player characters make their way
through the facility.

Getting In

If the player characters were not captured, they
will hopefully have deduced that they should
investigate the offices of Synex in Dusseldorf.
Ideally they will also be aware of a secret sub-
basement although this is not required if they
have the lift keycard and use it in one of the lifts.

The Synex offices above ground are part of the

OUPT POEOQwi PUOOwWI UBOWET I OUifHeseDEJérFerOvVé/eoalrbHﬁl;p%le@i&thi {%rUi O w

take over, and are thus genuine. The best way to
enter is to use guile and deception. During the
day there is a single security guard on duty in the
lobby and two receptionists. Behind the reception
desk is a bank of two lifts and opposite is a set of
stairs.

The stairs only go up, and initially so it would
seem do the lifts, however on inserting the
keycard the agents will be taken to the secret
lower level.

If the agents have not got the keycard the lift will

TEYl WEWEUUODUOOOWiI OUWEW?2UEW +

pressed an electronic voice will inform the agents

German. An Engineering (complemented by
Sciencg Skill Test with a Difficulty of Fair (+2),
requiring an electronics toolkit, will override the
security and allow the agents to access the sub
level.

perhaps aided by some forged identities, should
allow them to fool the reception staff.

Location Descriptions
A. Cell

This cell has three sets of bunk beds attached to
the wall. In the corner is a chemical toilet. The
walls and floor are bare concrete and the only
light comes from a recessed bulb. A single air-
conditioning vent is situated on the ceiling, but it
is far too small for anyone to squeeze through. A
dull throbbing can be heard throu gh the Northern
wall (this backs on to the power generation room).
The door to the cell is metal with a thin slot
through which can be passed food and water, and
above which is a viewing window. The slot is
covered with a metal shutter when not in use,
although the viewing w indow is thick transparent
plastic and will allow any occupant a limited view
into the corridor outside (a closed circuit
television camera is situated at the end of the
corridor and sweeps the general area).

The door is locked from the outside and cannot be
unlocked or picked from the inside. Picking the
lock from the outside would require a Burglary
Skill Test, Difficulty of Good (+3) and a base time
of A Minute .

If the agents were not captured this is where they
will find a shaken an d scared Sharna Lloyd, who
will be grateful once she recognises that the
player characters are here to rescue her.

B. Private Quarters

Michael Portal, should he need them.

If the agents have infiltrated Synex then this room
will be empty, although the wardrobe will be
home to several designer suits and on the table
will be an expensive whisky.

If the agents were captured and placed in the cell,
this room will have recently become a temporary
prison for Sharna Lloyd. She is not enjoying the
extra luxury of silk sheets and antique furniture

however.

agent must succee urglary Sk est,

0w 2/ 01l EUI w B &I GEE UE & 06X %lf%:ldﬂtyé)féﬁ%lr (+2) with a base time of A Few

oments.
C. Security Centre

This room is where the security guards monitor
the various cameras, including the one in the
corridor outside the cell. At any one time three

#0007 OWEPI O0WOOWOT feuiticEtiep O O VARSS (WH | Pg g 84y here monitoring the

secret basementt a simple bluff using Deceit,

screens and chatting. If they notice anything
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suspicious they will call it in (so all guards will be
alerted) and two guards will go to investigate.

A weapons locker is present and requires a
keycode to be entered in order to unlock it. Any

door leads from here to the Security Centre but it
can only be opened from the other side.

In addition to the guards a camera sits above their
desk monitoring the lifts.

T UEVUEWOOOPUWUT PUWEOEIT wEOEw@%Qwﬁv{om&rmgi UUUEEITI E2 wOOuw

reveal it. Alternatively a Burglary Skill Test with
a Difficulty of Great (+4), requiring an electronics
toolkit, and a base time of A Few Minutes will
open it. Inside are the following:

e 4 Submachine Guns
e 4Hand Guns

e 4 Kevlar Vests

e 4 Stun Batons

e |If the agents had been captured, all their
gadgets and weapons will be present.

Two technicians are in this room, dressed in lab
coats and holding electronic notebooks. The room
is noticeably colder than elsewhere and there is a
continuous hum of computer activity. Several
racks of computer servers are monitored from this
room; pulling the plug here will disable all
software development and external
communications (satellite, internet, telephony etc)
except for that situated in the Operations Room.

H. Break Room

(T wOill wi VEVEOWT EYI wEl |l 6w ETBT BN oldsod Kifhaniagaswith sanding

presence and have had time they will have
donned the kevlar vests and be using the SMGs.
A door leads through to the Security Station and
Lifts (location F) which may only be opened from
this side.

D. Barracks

10 bunks and a table with two chairs are the only
furniture in this room. This is where three off
duty guards will be sleeping at any one time. If

the GM desires one may be awake. Beneath the

bunks are footlockers with some personal
belongings and clothes.

The door is not locked. A single camera sits
above the doorway scanning over the room from
left to right and back again.

E. Software Development

machines and tables. Two software engineers and
a security guard will be present, although when

the agents enter the guard will be crouching

behind the counter (he is getting a pan in which to

cook some noodles) and so may povide a
surprise for any unwary agents.

A camera opposite the doors scans the break
room.

. Communications Centre

This is where the media and Internet business
sites are monitored to gather the information
Michael Portal needs to plot his takeovers. Three
2-metre high computer screens dominate the
Northern end of the room. On each screen is a list
of firms and their stock prices, constantly
UxEEUIl EGww3T 1 wOl Il OwUEUIT 1 Owi
" OB0UOOOPOT w( B0l Ul U0U2 Owli | w
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premiere software engineers develop the Trojan
code that is inserted into the Synex software.
They must constantly update the data to include
those companies that Michael is targeting with his
business strategy. In addition the algorithms
must be reconfigured to avoid di scovery and
overcome new virus checking software and
firewalls. All updates are sent out as

SEUTT UOU?2Ow ECEw UT 1T w OPEEOI w U
?3UONEOQwWSRxEOUDOO~ 6

Three business analysts are immediately present;

they will surrender at any sign of violence and

only want to save their skins.

A fourth analyst will dive ben eath his desk at the
rear of the room and cower. He will panic and

EUOOOEUPEEOOAWEOP OOOEET E wr TPE AV ALY WhoLomes fegy wih a can of

Day or night at least five developers will be
present. They are hackers and programmers and
not guards and will be easily intimidated into
remaining where they are and not cause trouble.

F. Security Station & Lifts

Anyone who enters the secret sub level beneath
the Synex offices must meet the attention of two
security guards wearing Kevlar vests and armed
with SMGs who are on duty. They know exactly
who is expected and who is not and can call in
backup from the Security Centre if needed. A
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mace (he defaults to a Mediocre (+0) Weapons
Skill), a successful attack will impose a sticky

UxT EOwOl w?220p01 POT wshel U wOi
agent washes his eyes out; gaining Spin on the
attack also inflicts a sticky ? # DI | PEUOUaAWEUI E
Aspect until the agent can take a five minute rest.
J.Operations Room
3T PUwbUw, PET EIl Ow/ OUUEOzZUwWPEU
his takeovers, briefs his agents and plots his
revenge on the US government. As the characters
enter through two sliding steel doors (currently
unlocked) they stand on a balcony (2 metres high)



overlooking the room. Ramps to either side lead
down to the main floor that is dominated by a
huge conference table with leather high-backed
seats. A huge television screen that is flanked by
two smaller screens overshadows all of this.
Above all are several cameras.

Two computer workstations sit in front of the two
smaller screens; both manned by computer
technicians. On the West wall, behind glass doors
are several computer servers that power the
facilities of the operations room. On the North
East wall are two double doors, they are
electronically locked.

Whenever the players reach here, Michael Portal
will be gone, alerted to the presence of intruders.
However he has left eight security guards to
waylay the agents along with his bodyguards as
seen in the Bon Chance casinot Helmut and
Angela. The guards are equipped with Kevlar
Vests and Sun Batons.

When the player characters have subdued the
guards in this room read the sections detailed in
Setting the Sceneabove. Once Michael Portal has
begun his speech, all doors lock shut and g
starts being pumped in. The characters have a
minute to make their escape before they have to
begin breathing the gas (see below).

The only real options in order to escape are:

e Hack the door controls ¢ This requires a
Science Skill Test with a Difficult y of Good
(+3) and a base time of A Minute using a
computer terminal (the technicians do not
have the permissions to override the doors).
If the Difficulty is only just met (i.e. Effect is
zero) then a further Might Skill Test,
Difficulty of Good (+3) is required with a Base
Time of Half a Minute .

e Jury rig the Electronics - Alternatively, a
Burglary Skill Test (complemented by
Engineering) against a Difficulty of Great (+4)
will do the same (base time of A Minute and
requires an electronics toolkit). Again, if the
Difficulty is only just met then a further Might
Skill Test, Difficulty of Good (+3) is required
with a Base Time of Half a Minute .

e Use Acid on the door lock ¢ Acid applied to
the lock will weaken a door (this takes Half a
Minute) . A further Mig ht Skill Test, Difficulty
of Great (+4) is then required to open the
doors. If acid is applied twice, then the
Difficulty for the Might Skill Test is only
Good (+3). TheBase Time for each Might Test
is Half a Minute .

If the characters are still in the room after 1
minute they must suffer the effects of the gas
every 5 seconds

Fast Acting Poison (deadly gas)
Potency:  Great (+4)
Subtlety:  Average (+1)

K. Power Generation & Air Con

3T PUWUOOOWDPDUWOOEOI EWEOEWEOI |

Generation & Air Conditioni OT 2 6 w w
throbbing can be heard from within. Inside is a
mass of machinery and equipment with
numerous warning and hazard signs. No one is
present.

L. Emergency Escape

This is an emergency escape tunnel that leads to
an empty warehouse half a kilometre away from

the Synex offices. The entrances will all be locked
by the time the agents arrive here. Normally they

are unlocked but Michael Portal has ordered them

closed to prevent pursuit (the doors from the

corridor are the same as those from the opeations

room and need to be hacked jury-rigged or

bypassed with acid).

Stopping Portal

Having escaped the gas in the Operations Room
the agents will likely follow the Emergency
Escape tunnel in pursuit of Portal (it is a safe
assumption that is the way he has gone).

As the players emerge into the warehouse read
the appropriate section in Setting the Scene
above. The players need to deal with the two
guards and either bring down the helico pter or
get aboard if they are to stop Portal from
escaping.

This is the big finale and the Games Master
should play up all the action movie clichés
including hanging from the struts of a helicopter,
shooting two guns akimbo, and similar high
octane stunts. The helicopter holds Michael
Portal, the pilot and a single guard.
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Synex Guards (Minions)

Quality Average (+1)

Quantity ~ Numerous

Stress AAAAAAAAA
A A A A A A A A A
(1 box per Minion)

Gear Pistols (+2 Stress Bonus, Range of
Zone)
Stun Baton (+0 Stress Bonus, Stress i
applied to both Physical &
Composure Stress Track$
SMG* (+3 Stress Bonus, Range of2
Zones, Automatic Fire)
Kevlar Vests* (2 Stress Absorbed,
unable to take Consequences when
wor n by Minions)
*Only certain guards will be equippe
with SMGs and Kevlar vests, per tt
location descriptions.

Pilot (Companion i Sidekick)

Quality Average (+1)

Skills

Avg (+1) Pilot

Adv. Stunt (Skill Concentration
?2'1 OPEOxUI UU? 6 w4 Ul
Stunt (Personal Aircraft)
Summonable

Stress A A

Gear Hand gun (+2 Stress Bonus, Range of
1 Zone).

Notes Only speaks German

Helicopter

Type Aircraft

Speed Fair (+2)
Stress AA

Custom +1 bonus to Pilot Tests
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Helmut (Companion - Sidekick)

Quality Good (+3)

Skills

Good (+3) Endurance

Fair (+2)  Intimidation

Avg (+1)  Drive

Adv . Independent, Quality x2

Stress AAAAAA
(two extra boxes for Endurance Skill)

Gear Machine Pistol (+2 Stress Bonus,
Range of 1 Zone, Automatic Fire).

Notes Speaks a few Hglish words with a
heavy German accent.

Angela (Companion - Sodekick)
Quality Good (+3)

Skills

Good (+3) Athletics

Fair (+2)  Drive

Avg (+1)  Academics

Adv. Independent, Quality x2

Stress AAAA

Gear Machine Pistol (+2 Stress Bonus,
Range of 1 Zore, Automatic Fire).
Leather Armour (1 Stress Absorbed)
Knife (+1 Stress Bonus)

Notes SpeaksEnglish and German.

Michael Portal
Aspects Always just one step ahead
Contingencies!
Cowardly
?RevengeDP UWE Owi EOEn»
Ruined legacy
Secret shareholder
Smug
Virtual presence
Skills
Great (+4) Resources
Good (+3) Contacting, Leadership

Fair (+2)  Academics, Alertness, Science

Avg (+1)  Deceit, Empathy, Guns, Resolve

Stunts Numerous  Stunts to represent
funding, lair, companions & minions.

Stress Physical AAAAA
Composure AAAAAA

Gear Taser (+0 Stress Bonus, Range of :

Zone, Stress is applied to both
Physical & Composure Stress Tracks



. Reduce the number of guards in the facility, hav e
Uppmg the Ante certain rooms contain first aid kits that the

To make this showdown more challenging simply character can use, and remoe the gas trap in the

increase the number of guards and / or upgrade Operations Room.

their QL.Jahty and equmept. In addition !ncrease COPI VI UOWEOOGz Owiil OwOEORT | EL
the D|ﬁ|cglt|es for the vquous tests to pick locks that the PCs manage to catch Michael Portalt it is

and override any electronics. very much in the tradition of such stories for the
Debugging villain to escape. Bereft of his business empire

Portal may plot revenge in some other way ¢

fighting a guerrilla war using hackers and front

This is the finale so the Games Master should feel

free to let the chips fall where they may t if the ios T | Mavbe h h
players fail then so be it, compgnles or example. aybe 'e moves his

. L - . D ox o ~ - =~ Operations to the Far East .to. rebuild there and . .
.l wEOUUUI wUl bUwbDUOzUwOI EI UU.EUiﬂOa}umDRpLUBI lwUxbUDBDUw Ol w
) i ) ) possibly ally with'MaoRong Cheng .
cinematic action and so the GM may wish to cut
the PCs a break. Things can be made easier in a
number of ways.

Michael Portal could well become a recurring
nemesis for the characters.
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Debriefing

Epilogue

going ahead they will have earned the grudging
respect of C.

So, te plans of Michael Portal have been
thwarted, the US economy is safe, and Sharna
Lloyd has been rescued ¢ but what of Mich ael
Portal? Was he captured? Did he fall to his death

resurface elsewhere heltbent on revenge?
In addition , the fate of Jacques le Fleur is in

2&00EwPOUOWUT 1 WHisuskvhal yowaeO w O fueskod. UThétd isuno strong evidence to warrant

trained for somuch of the credit should be shared by

the service Still, take a well earned rest.

If they failed, they will likely not be alive to

received the dressing down C would no doubt
give them.

If the agents also rescued Sharna Lloyd she will be
eternally grateful, and perhaps even become
infatuated with one of the male agents + a
potentially humorous recurring character if

desired.
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arrest but he is obviously guilty of something.
Perhaps he will be involved in future missions as
well, either as an ally or foe.

Awards

This scenario will likely be completed in a single

session and as such player characters should
receive both an End of Session andan End of
Story award.



Characters

Listed below is the cast of player characters along with a brief summary of the character concept and the

David Noble AA4 Drew Burnsen AA 13

Aristocratic gambler turned spy. Cat burglar turned good

e A true gentleman . YOPEwW?2UT 1T w+EP-?

e Born with a Silver Spoon e "Gimme a minute!"

e Free the oppressed e Greedy

e Girl in every city e Notori ous thief

e Inveterate Gambler e Stole from the wrong people

e Learning the hard way e 23711 Ul wPUWEOPEAUWUOGOI 601 wl«
Sean Ashdown AAY Rebecca Moore AA16
Ex SAS survival and weapons specialist. Ex-BBC War Correspondent

e Duty bound e "Don't | know you from somewhere?"
e Mercenary buddies e First on the Scene

e Never good enough e Getto the truth

e SAS veteran e Intrepid Investigator

e Sharpshooter e Steely resolve

e Taken prisoner in Iraq o Well travelled

Georgina Colshaw AA10 Michael Dalton AA19
Former deep cover police operative Ex-RAF pilot and vehicle expert

e A stint at Interpol e Big guy

e Deep cover officer e EXRAF Pilot

e (UzUwUOT T WEOUUwWPIT whpEOU e Grease Monkey

e Social chameleon e Respect the machine

e Something to prove e Sucker for a pretty face

PrrrrrrrerfrrfrrOuw( wOl 1 Ewld Ox Owbd O bgjntrouble!

d37T 1T wxOEal UwUT OUOCEWET OOUT wedbOUT I UwxOEal UwET EUEEUI Uz Uwd
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F ree F ATE Name David Noble AA4 Concept Aristocratic gambler tumed spy

Player
The Ladder
+8 Legendary A true gentleman Leaming the hard way
+7 Epic Bom with a Silver Spoon
+6 Fantastic Free the oppressed
+5 Superb Gir in every port
+4 Great Inveterate Gambler Player may choose iwo more Aspecifs

+3 Good

+2 Fai . sas__________________________

+1 Average Superb #5 A character begins with 10 Skills in a pyramid structure:
+0 Mediocre || Great +4 _ Gambing . T —T—
-1 Poor Good +3 Rapport Resources
-2 Terrible Fair 2 Art Contacting Sleight of Hand
-3 Abysmal Average +1 Alertness Empathy Guns Resodlve
Fate Points s |
Current Physical | | | | | |_ Cold Read: Can use Empathy to make an
12 3 4 5 & 78910 assessment after only a few moments.
Composure | | | | | | | i+ 1 4| cambling Man: Gambling compels start outat a

point of escalation (i.e. 2 Fate Points on offer)

Skill Specialisation "Seduction™. Roll Rapport+2.

Minor (-2}
Major (4)
Severe (-6) Pistal [+2 Stress, 1 Zone Range, Silencer]

Refresh Extreme {-8) plus other standard gear+BL87.

Notes

Coming from an aristocratic background, David was, and still is, a high society gambler. He came to the attention of SIS
when his gentlemenés club was suspected of being used as a
accusations David worked with the SIS and MI5 in a joint operation, and was later encouraged to continue in the SIS.

Standard Equipment

Pistol, Ammunition, Holster, Silencer, X-ray shielded cosmetics case (used to conceal pistols and ammo when travelling by air)
Bug Detector (usually built into a mobile phone)

Tracking Signals (small di scs with an adhesive to attach to
Signal Locator (used in conjunction with Tracking Signals, this device is usually built into a mobile phone or digital watch).

Radio Transceiver / Mobile Phone (usable in all countries)

Lock Picking Tools (can be disguised as part of a belt, hairclip, tie pin or similar item)

Electronic Toolkit (disguised as either a shaving kit, makeup kit, or even contained within a cigar tube).
Digital Camera (disguised as a lighter, lipstick, or watch).
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Free F ATE Name Sean Ashdown AA7 Concept Ex SAS survival and weapons specialist.

Player
+8 Legendary Duty bound Taken prisoner in Iraq
+7 Epic Mercenary buddies
+6 Fantastic Never good enough
+5 Superb SAS veteran
+4 Great Sharpshooter Player may choose iwo more Aspecis
+3 Good
22 Fair s |
+1 Average Superb +5 A character begins with 10 Skills in a pyramid structure: :
+0 Mediocre || Great + _ suvival Lo e s
-1 Poor Good +3 Guns Weapons
-2 Terrible Fair *2 Endurance Fists Stealth
-3 Abysmal Average +1 Athletics Burglary Intimidation Pilot
st
Current Physical | | | | | | | Brawler: If outnumbered can use Fists at +1 to
1 2 3 4 5 6 7 8 9 10 defend.
Composure | | | | | |_ Long Shot: Use guns at +1 Zone for range.
Tracker. Rall Survival to gain info from tracks.
Minor (-2}
Major (4)
Severe (-6) Pistal [+2 Stress, 1 Zone Range, Silencer].
Refresh Extreme {-8) Knife [+1 Stress] plus standard gear.

Sean was recruited from the Special Air Service (SAS) and is a weapons and survival expert.

Notes

Standard Equipment

Pistol, Ammunition, Holster, Silencer, X-ray shielded cosmetics case (used to conceal pistols and ammo when travelling by air)

Bug Detector (usually built nto a mobile phone)

Tracking Signals (small discs with an adhesive to attach to the underside of cars or slipped into a person’s pocket)

Signal Locator (used in conjunction with Tracking Signals, this device is usually built into a mobile phone or digital watch).

Radio Transceiver / Mobile Phone (usable in all countries)

Lock Picking Tools (can be disguised as part of a belt, hairclip, tie pin or similar item)

Electronic Toolkit

(disguised as either a shaving kit, makeup kit, or even contained within a cigar tube).

Digital Camera (disguised as a lighter, lipstick, or watch).
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Free F ATE Name Georgina Colshaw AA10 Concept Former deep cover police operative

Player

The Ladder

+8 Legendary A stint at Interpol , | need help, now" (choose another PC)
+7 Epic Deep cover officer

+6 Fantastic "It's the boss we want”™

+5 Superb Social chameleon

+4 Great Something to prove Player may choose iwo more Aspecifs

+3 Good

+2 Fai . sas__________________________

+1 Average Superb #5 A character begins with 10 Skills in a pyramid structure:

+0 Mediocre || Great  +4 Deceit e ARt besba
-1 Poor Good +3 Alertness Resolve

-2 Terrible Fair 2 Burglary Empathy Guns

-3 Abysmal Average +1 Drive Fists Investigation Rapport

Fate Points - sums |

Current Physical | | | | | | ________________________ Clever Disguise: Disguises stand up to scrutiny
1 2 3 4 586 7 8910 Master of Disguise: Can go off-screen and
Composure | | | | | | | | re-appear as any nameless NPC later on.

Mimicry: Can impersonate particular people.

A former deep cover operative for the British police, Georgina is an expert in disguise and impersonation.

o G |
Major (-4} Gear
Severe (-6) Pistal [+2 Stress, 1 Zone Range, Silencer]
Refresh Extreme {-8) small disguise kit plus other standard gear.
Notes

Can speak French and German in addition to English.

Standard Equipment

Pistol, Ammunition, Holster, Silencer, X-ray shielded cosmetics case (used to conceal pistols and ammo when travelling by air)

Bug Detector (usually built into a mobile phone)

Tracking Signals (small di scs with an adhesive to attach t

(o]

Signal Locator (used in conjunction with Tracking Signals, this device is usually built into a mobile phone or digital watch).

Radio Transceiver / Mobile Phone (usable in all countries)

Lock Picking Tools (can be disguised as part of a belt, hairclip, tie pin or similar item)

Electronic Toolkit (disguised as either a shaving kit, makeup kit, or even contained within a cigar tube).

Digital Camera (disguised as a lighter, lipstick, or watch).
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Free FATE Name Drew Bumsen AA13

Concept Cat burglar tumed good

Player
+8 Legendary Avoid “the Law™ "There is always someone to bribe™
+7 Epic "Gimme a minute™
+6 Fantastic Greedy
+5 Superb Notorious thief
+4 Great Stole from the wrong people Player may choose iwo more Aspecifs
+3 Good
22 Fair s |
+1 Average Superb +5 A character begins with 10 Skills in a pyramid structure: :
+0 Mediocre || Great +4 _ Buglay Lo e s
-1 Poor Good +3 Athletics Stealth
-2 Terrible Fair 2 Gambling Investigation Sleight of Hand
-3 Abysmal Average +1 Alertness Art Deceit Guns
s |
cument || Pnysicat [ [ [ [ [ | i i i | !|| Humen Spider RolAtetics +2 to ciimb, aiso
1 2 3 4 5 67 8910 may spend a Fate Point to ignore penalties.
Composure | | | | | |_ Hush: Can use Stealth for 3 other people.
Lock Master: No penalty for poor tools & faster!
Minor (-2}
Major (4)
Severe (-6) Pistal [+2 Stress, 1 Zone Range, Silencer],
Refresh Extreme {-8) lock picks plus other standard gear.
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