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Introduction 
Fate Makes No Promises is an adventure for an 

ÌÚ×ÐÖÕÈÎÌɯ ÉÈÚÌËɯ ÚÌÛÛÐÕÎɯ ÌÕÛÐÛÓÌËɯ ɁOn Her 

,ÈÑÌÚÛàɀÚɯ2ÌÙÝÐÊÌɂȭɯɯ3ÏÌɯÚÊÌÕÈÙÐÖɯÐÚ designed to be 

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:  

 Preparing to Play  - This provides the GM 

with an ov erview of the adventure and a 

synopsis of the plot 

 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 

ÎÜÕÍÐÎÏÛɯ ÞÐÛÏɯ ÛÏÌɯ ÝÐÓÓÈÐÕɀÚɯ ÔÐÕÐÖÕs. Each 

scene consists of further sub-sections: 

o Summary  - A brief summary of what is 

likely to occur in the scene 

o 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  

o Eyes Only  ɬ 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. 

o 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.  

 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. 

The characters are all AA rank agents (see 

Designations on page 5) with the British Secret 

Intelligence Service (SIS also known as MI6), 

meaning they are experienced but by no means 

the top agents. 

In summary the characters are: 

 David Noble  AA 4 ɬ Coming from an 

aristocratic background, David was, and still 

is, a high society gambler.  He came to the 

ÈÛÛÌÕÛÐÖÕɯÖÍɯ2(2ɯÞÏÌÕɯÏÐÚɯÎÌÕÛÓÌÔÌÕɀÚɯÊÓÜÉɯ

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. 

 Sean Ashdown AA 7 ɬ Sean was recruited 

from the Special Air Service (SAS) and is a 

weapons and survival expert.  

 Georgina Colshaw  AA 10 ɬ A former deep 

cover operative for the British police, 

Georgina is an expert in disguise and 

impersonation.  

 Drew Burnsen  AA1 3 ɬ A former burglar, 

who was recruited into the Service after 

stealing some diamonds that were being used 

to fund an arms deal.  Drew was 

ɁÌÕÊÖÜÙÈÎÌËɂɯÛÖɯÞÖÙÒɯÞÐÛÏɯÛÏÌɯ2(2ɯÛÖɯÍÖÐÓɯÛÏÌɯ

arms deal in return for erasing all outstanding 

arrest warrants.  With the success of the 

mission Drew was recruited full time.  

 Rebecca Moore AA 16 ɬ A former 

investigative journalist and war 

correspondent for the British Broadcasting 

Corporation (BBC), Rebecca 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.  

 Michael Dalton  AA 19 ɬ An ex Royal Air 

Force (RAF) pilot, Michael has a natural 

aptitude for all types of vehicles and often 

ÚÌÙÝÌÚɯ ÈÚɯ ÛÏÌɯ ÎÙÖÜ×ɀÚɯ ÛÙÈÕÚ×ÖÙÛɯ ÈÕËɯ

ɁÎÌÛÈÞÈàɂɯËÙÐÝÌÙȭ 

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). 
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On Her Majestyôs 
Service 

.Õɯ'ÌÙɯ,ÈÑÌÚÛàɀÚɯ2ÌÙÝÐÊÌɯȹ.',2ȺɯÐÚɯÈɯÚÌÛÛÐÕÎɯÍÖÙɯ

the Free FATE roleplaying game.  OHMS is a 

world of international espionage and cinematic 

action, with exciting car chases, suave agents and 

beautiful women.  All characters are agents with 

the British Secret Intelligence Service (SIS), more 

commonly known as MI6.   

The description of the SIS and its organisation 

given below is largely fictional, created to better 

serve the roleplaying experience.  However, some 

aspects ɬ ÚÜÊÏɯÈÚɯÛÏÌɯÔÖÕÐÒÌÙɯÖÍɯȿ"ɀɯÛÖɯÙÌÍÌÙɯÛÖɯÛÏÌɯ

head of the SIS ɬ are taken from real world 

sources. 

Designations 
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:  

 C Class ɬ All civilian support staff are 

considered C class.  Such personnel range 

from receptionists, switch bo ard operators, 

canteen staff and file clerks 

 O Class ɬ O class refers to operational staff 

such as cryptographers, translators, data 

analysts and also management personnel.  

Such personnel often have access to restricted 

information and data.  

 A Class ɬ A class refers to field agents, those 

×ÌÖ×ÓÌɯÞÏÖɯÔÖÚÛɯ×ÌÖ×ÓÌɯÞÖÜÓËɯÊÈÓÓɯɁÚ×ÐÌÚɂȭɯɯ

The A class designation is subdivided into 

three ranks: 

o A  ɬ Rookie agents who have only just 

begun undertaking fieldwork.  

o AA  ɬ Double A agents are experienced 

field agents, though they rarely work 

alone. 

o AAA  ɬ Triple A agents are the best the SIS 

have, they often undertake the most 

dangerous missions, often with little or no 

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, 

e.g. O-243, AA-7, AAA -12 etc.  The exception to 

this rule is the head of the SIS who uses the 

×ÚÌÜËÖÕàÔɯÖÍɯȿ"ɀɯȹÕÖÛɯÛÖɯÉÌɯÊÖÕÍÜÚÌËɯÞÐÛÏɯÛÏÌɯ

class). 

Personnel 
In the ciÕÌÔÈÛÐÊɯ ÞÖÙÓËɯ ÖÍɯ .Õɯ 'ÌÙɯ ,ÈÑÌÚÛàɀÚɯ

Service the characters are not expected to have 

much contact with the majority of the SIS staff, 

instead they receive orders and briefings directly 

from their head of operations.  The following 

personnel are of note however. 

 C, Admiral Anthony Miles  ɬ The current 

head of the SIS and the person who will 

usually brief AA (in special cases) and AAA 

rank agents.  Despite continuing to use the 

moniker of C, most people refer to him by his 

old naval rank of Admiral.  A no -nonsense 

man, Admiral Miles has little time for 

bureaucratic red tape, but equally has no 

patience for maverick agents and people who 

cannot follow orders.  

 Penelope Sterling  ɬ Known as Penny to those 

familiar with her, Ms Sterling is personal 

assistant to the head 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 

flirt with her.  It is rumoured however, that 

she does have a soft spot for one particular 

AAA agent.  

 Chief of  Staff, Paul Benson  ɬ The Chief of 

Staff reports directly to Admiral Miles and 

will often handle the briefing of A and AA 

rank agents.  Paul Benson comes from an 

administrative background, having been an 

aide to various ambassadors in the past.  He 

lacks the command experience and authority 

of Admiral Miles, not having had a military 

background; however his organisational and 

logistical skills are beyond question.  

 Quartermaster, Major Hilary  Riley  ɬ Major 

Riley is responsible for overseeing the arsenal 

of the SIS including the evaluation of new 

weaponry and the development of new 

espionage equipment and gadgets.  Major 

Riley has something of a schoolteacher 

ÈÛÛÐÛÜËÌɯÈÕËɯÐÚɯÐÕÍÜÙÐÈÛÌËɯÉàɯÚÖÔÌɯÈÎÌÕÛÚɀɯÓÈÊÒɯ

of attention in technical briefings.  

Special Rules 
On 'ÌÙɯ,ÈÑÌÚÛàɀÚɯ2ÌÙÝÐÊÌɯÜÛÐÓÐÚÌÚɯÛÏÌɯ%ÙÌÌɯ% 3$ɯ

system with the following guidelines:  

 The style of play is cinematic, and as such 

Fate Points should be flowing back and to 

quite frequently ɬ players should not feel the 

need to horde Fate Points to use only in the 

final scene.  In addition to Compels award 

Fate Points for cool stunts, funny dialogue 
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and anything the players do to make the 

game more fun and in keeping with the 

genre. 

 Emphasise to the players that this is a 

cinematic game, and although some 

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.  

 The players should always be informed of the 

ÈËÝÌÕÛÜÙÌɀÚɯÛÐÛÓÌɯÉÌÍÖÙÌɯ×ÓÈàɯÉÌÎÐÕÚȭɯɯ3ÏÌɯÍÐÙÚÛɯ

playÌÙɯÛÖɯÞÖÙÒɯÛÏÌɯÛÐÛÓÌɯÐÕÛÖɯÏÐÚɯÊÏÈÙÈÊÛÌÙɀÚɯ

dialogue in a natural manner should be 

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. 

 Any Resources Skill a character has represents 

their own personal wealth, as agents of the 

2(2ɯ ÔÜÊÏɯ ÖÍɯ ÛÏÌɯ ÊÏÈÙÈÊÛÌÙÚɀɯ Ìß×ÌÕËÐÛÜÙÌɯ ÐÚɯ

covered by the service (as long as it is 

reasonable).   

o A rank agents may act as if they have Fair 

(+2) Resources 

o AA rank agents may act as if they have 

Good (+3) Resources. 

o AAA rank agents may act as if they have 

Great (+4) Resources. 

A failure on a Resources Skill Test using the 

ÚÌÙÝÐÊÌÚɀɯÍÜÕËÚɯÊÈÕɯÉÌɯÌß×ÓÈÐÕÌËɯÈÚɯÈɯÙÌÍÜÚÈÓɯ

or delay in authorising the paym ent, an 

inability to get the funds to the agent, or an 

inability to get the funds to the agent in a way 

that does not leave a trail back to the SIS. 

 Players characters automatically gain access 

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

addition agents may be assigned special 

equipment during a mission briefing . 

Standard Equipment List 

 ÓÓɯÈÎÌÕÛÚɯÐÕɯÈÕɯ.Õɯ'ÌÙɯ,ÈÑÌÚÛàɀÚɯ2ÌÙÝÐÊÌɯÎÈÔÌɯ

have access to the following list of standard 

equipment should they desire it (certain 

equipment may not always be of use). 

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 

place.  Station houses are useful for getting 

equipment to agents that is too bulky to bring 

ÞÐÛÏɯÛÏÌÔȮɯÌȭÎȭɯÝÌÏÐÊÓÌÚȮɯÖÙɯÛÏÈÛɯÞÈÚÕɀÛɯËÌÌÔÌËɯ

necessary from the initial mission briefing.  

 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 

phone) 

 Tracking Signals (small discs with an 

adhesive to attach to the underside of cars or 

ÚÓÐ××ÌËɯÐÕÛÖɯÈɯ×ÌÙÚÖÕɀÚɯ×ÖÊÒÌÛȺ 

 Signal Locator (used in conjunction with 

Tracking Signals, this device is usually built 

into a mobil e 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 cont ained 

within a cigar tube).  

 Digital Camera (disguised as a lighter, 

lipstick, or watch).  

 SCUBA gear 

 Climbing gear  

 Skiing gear 

 Other special gear required to venture into 

unusual environments.  
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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 pu rchase their 

supplementary systems.  Info Portal was ordered 

to split up its divisions to operate independently 

and to remove the functionality that prevented 

ÙÐÝÈÓÚɀɯÚÖÍÛÞÈÙÌɯÞÖÙÒÐÕÎɯÖÕɯÛÏÌɯÚÈÔÌɯÚÌÙÝÌÙÚɯÈÚɯ

(ÕÍÖɯ/ÖÙÛÈÓɀÚȭ 

At this time Info Portal was a blo ated corporation 

and when it was forced to acquiesce to the 

ÊÖÔÔÐÚÚÐÖÕɀÚɯ ËÌÔÈÕËÚɯ ÐÛɯ ÍÖÜÕËɯ ÐÛɯ ËÐÍÍÐÊÜÓÛɯ ÛÖɯ

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 

ÍÈÛÏÌÙɀÚɯÍÐÙÔȮɯÉÜÛɯÐÛɯÞÈÚɯÈɯÚÏÈËÖw of its former 

self and has since been almost ignored by Michael 

it would seem.  Michael, maddened by his 

ÔÖÛÏÌÙɀÚɯÔÜÙËÌÙɯÈÕËɯÍÈÛÏÌÙɀÚɯÚÜÐÊÐËÌȮɯÉÓÈÔÌËɯÛÏÌɯ

US government who had taken away his firm.  

And so Michael began a campaign of corporate 

espionage, hostile takeovers, and worse, in a bid 

ÛÖɯ ÌÝÌÕÛÜÈÓÓàɯ ÙÌÉÜÐÓËɯ ÏÐÚɯ ÍÈÛÏÌÙɀÚɯ ÌÔ×ÐÙÌɯ ÈÕËɯ

attain a position where he could have his revenge 

on the US government. 

,ÐÊÏÈÌÓɀÚɯ×ÓÈÕɯÍÖÙɯÙÌÝÌÕÎÌɯÐÚɯÕÌÈÙÐÕÎɯÊÖÔ×ÓÌÛÐÖÕɯ

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 ɬ the latest of which is a Jacques le 

Fleur , owner of an extremely exclusive casino in 

Monte Carlo called the Bon Chance. 

,ÐÊÏÈÌÓɀÚɯ×ÓÈÕɯÊÌÕÛÙÌÚɯÈÙÖÜÕËɯÈɯÚÖÍÛÞÈÙÌɯÚàÚÛÌÔɯ

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 

ÌÝÌÙàÖÕÌɯÈÛɯÛÏÌɯ$ßÊÏÈÕÎÌɯÐÛɯÊÖÕÛÈÐÕÚɯÈɯɁÉÈÊÒËÖÖÙɂɯ

that will allow Michael to carry out the biggest 

stock buyout of companies ever performed, and 

all within a split second.  Michael plans to 

ÙÌÊÙÌÈÛÌɯ ÏÐÚɯ ÍÈÛÏÌÙɀÚɯ ÌÔ×ÐÙÌɯ Éàɯ ÉÜàÐÕÎɯ Ü×ɯ

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 

ɬ causing a major problem for the US economy. 

However, one of the London Stock Exchange 

infrastructure architects ɬ a Sharna Lloyd  ɬ has 

recently noted some irregularities in the Synex 

computer system.  Warned by a mole in the team, 

Michael was concerned Ms Lloyd would discover 

the secret backdoor before the system went live.   

Playing on her love of romance novels and her 

sheltered lifestyle Michael contacted Jacques le 

Fleur and concocted a plan to determine what she 

knew and if necessary abduct her.  Ms Lloyd was 

made to believe she had won a holiday to Monte 

"ÈÙÓÖȰɯÖÕÊÌɯÛÏÌÙÌȮɯ)ÈÊØÜÌÚɯɁÈÊÊÐËÌÕÛÈÓÓàɂɯÔÌÛɯÏÌÙɯ

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. 

Plot Synopsis 
3ÏÌɯÎÈÔÌɯÖ×ÌÕÚɯÞÐÛÏɯÈɯɁÛÌÈÚÌÙɂɯÚÊÌÕÌɯÛÖɯÏÖÖÒɯÛÏÌɯ

players and start the game with a bang.  The 

×ÓÈàÌÙÚɀɯ ÈÎÌÕÛÚɯ ÏÈÝÌɯ ÐÕÍÐÓÛÙÈÛÌËɯ ÛÏÌɯ ÊÖÙ×ÖÙÈÛÌɯ

headquarters of MuRong Enterprises  in the 

Tomorrow Square skyscraper in Shanghai, 

China .  Having obtained the blueprints to the 

Tian Huo satellite  they have made their way to 

the roof of the skyscraper where they plan to 

retrieve their powered parachutes and make their 

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 
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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 involve d 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 

period when its systems are at a minimal capacity.  

As well as having a significant financial impact on 

!ÙÐÛÈÐÕɀÚɯÌÊÖÕÖÔàɯÛÏÌɯÍÈÐÓÜÙÌɯÞÐÓÓɯÈÓÚÖɯÉÌɯÔÖÚÛɯ

humiliating for the government.  

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 Casino, a small but exclusive 

gambling house for the very rich.  There are two 

ways the players may choose to investigate the 

casino ɬ enter as guests or break in to search the 

offices.   

Observant character may notice a crowd gathered 

around a blackjack table ɬ 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.  

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 

%ÌÙɯȹ%ÙÌÕÊÏɯÍÖÙɯɁÙÈÐÓÙÖÈËɂȮɯÈɯÊÈÙËɯÎÈÔÌɯ×ÐÛÛÐÕÎɯ

player against player) and try to determine 

whether he did indee d 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 

ËÈàÚɯÈÎÖɯÙÌÎÈÙËÐÕÎɯÈɯÔÌÌÛÐÕÎɯÞÐÛÏɯÈÕɯɁ,/ɂɯÛÖɯ

ËÐÚÊÜÚÚɯÍÜÕËÐÕÎɯÖÍɯÈɯɁ3ÙÖÑÈÕɯÌß×ÈÕÚÐÖÕɂȭɯ3ÏÌÙÌɯÐÚɯ

also an entry for that evening stating simply 

Ɂ/ÈàÔÌÕÛɂɯȹ,/ɯÙÌÍÌÙÚɯÛÖɯ,ÐÊÏÈÌÓɯ/ÖÙÛÈÓɯÞÏÖÚÌɯ

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 

ÛÈÐÓÌËɯÉàɯÚÖÔÌɯÖÍɯ/ÖÙÛÈÓɀÚɯÔÌÕɯÖÕÊÌɯÛÏÌàɯÓÌÈÝÌȭɯɯ(Íɯ

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 

ÚÏÖÜÓËɯÉÌɯÞÐÓÓÐÕÎɯÛÖɯÎÖɯɁÖÍÍɯ×ÐÚÛÌɂɯÈÕËɯÐÔ×ÙÖÝÐÚÌɯ

around unusual avenues of investigation.  
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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, China ɬ The Roof of the Tomorrow Square 

skyscraper ɬ Midnight. 

You raise your hands slowly, squinting through 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 look like 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 55-storey 

building ɬ the tallest building around  - aiming to 

retrieve your powered parachutes and make your 

escape.  But you had obviously tripped an alarm 

somewhere and so a 4-man squad 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 the guards shouts above the strong winds , 

something in what must be Mandarin, even for those of 

you who can't speak the language you recognise it as 

ÚÖÔÌÛÏÐÕÎɯÈÓÖÕÎɯÛÏÌɯÓÐÕÌÚɯÖÍɯɁ#ÖÕɅÛɯÔÖÝÌɯÖÙɯÞÌɯÚÏÖÖÛɂ 

You turn to look back to the door of the building and 

see four more guards rush out with guns aimed in your 

direction. 

Ɂ(ɯÚÜÎÎÌÚÛɯàÖÜɯËÖɯÈÚɯÏÌɯÚÈàÚɂɯÞÈÙÕÚɯÈɯÝÖÐÊÌɯÐÕɯÈÊcented 

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 narrowed eyes gleam, and 

a smile of triumph begins to spread. 

Ɂ+ÌÛɯÔÌɯÎÜÌÚÚȮɯ!ÙÐÛÐÚÏɯ2ÌÊÙÌÛɯ2ÌÙÝÐÊÌȳɯ8ÖÜÙɯ×ÐÛÐÍÜÓɯ

nation still believes it has a role in policing the world; a 

tired and outdated concept I assure you. My 

technicians tell me you managed to download the plans 

for the Tian Huo satellite. Maybe I 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 I expect you to also steal 

the decrypt key when there are only three in the whole 

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

2ÛÐÓÓȮɯ(ɯÞÖÜÓËɯÙÈÛÏÌÙɯàÖÜɯÙÌÛÜÙÕÌËɯÛÏÌɯËÈÛÈȭȭȭɂɯ,Ü1ÖÕÎɯ

Cheng motions to two of the guards in front of him to 

retrieve your weapons and the memory stick from you. 

Nervously, the guards approach letting 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: 

 Detonator Watch 

 Freefall Jacket 

 Powered Parachute 

This is the teaser for the scenario and so should be 

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 ɬ let the players 

decide whether they are 

holding them or whether  
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their pistols are holstered ɬ 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 naïve in the ways of secret 

agents and overly confident ɬ 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 ɬ even if it is somewhat implausible!  

 Detonate a powered parachute  ɬ 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. 

 Use the search guards as shields ɬ 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 

ÞÐÓÓɯ×ÙÖÝÐËÌɯÈɯɁ'ÜÔÈÕɯ2ÏÐÌÓËɂɯ Ú×ÌÊÛɯÛÖɯÛÏÌɯ

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 a re being used as human 

shields, this should allow the players to shoot 

them before they get shot back. 

 Use the Freefall Jackets ɬ All agents are 

equipped with a Freefall Jacket that contains a 

parachute, and so they may simply jump over 

the edge. The character 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.  

 Starting the Powered Parachutes in mid air  ɬ 

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 Ä   Ä   Ä   Ä   Ä   Ä   Ä   Ä  

(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  

Ruthless 

Ɂ3ÌÊÏÕÖÓÖÎàɯÐÚɯÛÏÌɯÎÙÌÈÛɯÌØÜÈÓÐáÌÙȵɂ 

2 other Aspects of the GMs choice. 

Skills   

Great (+4) Science 

Good (+3) Leadership, Resources 

Fair (+2) Academics, Deceit, Rapport 

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

Stunts None 

Stress Physical Ä Ä Ä Ä Ä 

 Composure Ä Ä Ä Ä Ä Ä 

Gear Decryption Key (A memory stick on a 

chain around his neck) 

Notes Speaks Mandarin, Cantonese and 

English 
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MuRong Cheng will attach himself to any 

remaining guards who originally accompanied 

him ɬ 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, th e 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 
(Íɯ ÛÏÐÕÎÚɯ ÎÖɯ ÈÞÙàȮɯ ×ÓÈàɯ Ü×ɯ ÛÏÌɯ ÎÜÈÙËÚɀ 

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 

ÔÐÚÚÐÖÕɀÚɯ ÉÙÐÌÍÐÕÎɯ ȹÐȭÌȭɯ ÈÍÛÌÙɯ Ɂ ɯ %ÌÞɯ #ÈàÚɂȺȭɯɯ

Severe Consequences will still be lingering, but 

ÊÈÕɯÉÌɯÙÌÊÖÝÌÙÌËɯÍÙÖÔɯÐÕɯɁ ɯ%ÌÞɯ#ÈàÚɂɯÈÚɯÐÍɯÛÏÌàɯ

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 on to briefing for 

the main mission with all Consequences removed.  

8ÖÜɯÔÈàɯÌÝÌÕɯÏÈÝÌɯ"ɯÈÚÒɯÛÏÌÔɯÛÖɯɁÕÖÛɯÉÌɯÚÖɯ

ËÈÔÕɯÊÈÙÌÓÌÚÚɯÛÏÐÚɯÛÐÔÌɂȭ 
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Mission Briefing 
Summary 
The agents are tasked with the job of tracking 

down a missing computer infrastructure architect  

who was working on a project for the London 

Stock Exchange.  They are given an initial lead, 

equipped with some gadgets and sent to Monte 

Carlo. 

Setting the Scene 
Read the following aloud to the players:  

London, England ɬ The Secret Intelligence Service 

Headquarters ɬ 11:00 am. 

It is a bright Autumn morning when you are 

summoned to the office of C, the head of the SIS, to be 

briefed on your next mission.  As you enter the outer 

ÖÍÍÐÊÌɯÈɯÔÌÓÖËÐÊɯàÌÛɯÊÖÕÍÐËÌÕÛɯÝÖÐÊÌɯÎÙÌÌÛÚɯàÖÜȭɯɁ&ÖÖËɯ

morning ladies and gentlÌÔÌÕȮɯ"ɯÐÚɯÌß×ÌÊÛÐÕÎɯàÖÜȭɂɯ

3ÏÌɯ ÝÖÐÊÌɯ ÉÌÓÖÕÎÚɯ ÛÖɯ /ÌÕÕàɯ 2ÛÌÙÓÐÕÎȮɯ "ɀÚɯ ×ÌÙÚÖÕÈÓɯ

assistant, an efficient, professional, and striking young 

lady. 

Ɂ8ÖÜɯÊÈÕɯÎÖɯÚÛÙÈÐÎÏÛɯÐÕɂɯÚÈàÚɯ/ÌÕÕàɯÈÚɯÚÏÌɯÎÌÚÛÜÙÌÚɯ

ÛÖÞÈÙËÚɯÛÏÌɯËÖÖÙɯÓÌÈËÐÕÎɯÛÖɯ"ɀÚɯÖÍÍÐÊÌɯɬ a door you 

know to be bullet proof. 

You enter the office and see C ɬ the Admiral ɬ sat 

behind his large desk, a neat stack of folders and papers 

sits in one corner and a recessed computer screen lies 

beneath another corner.  C looks up as you enter and 

you see him trying to light his pipe.  As it glows a deep 

red and a puff of smoke billows up from it, C motions 

you to sit down. 

Ɂ&ÖÖËɯÔÖÙÕÐÕÎɯËÖÜÉÓÌ-As. I trust you are well rested 

ÈÍÛÌÙɯÛÏÈÛɯÚ×ÖÛɯÖÍɯÉÖÛÏÌÙɯÐÕɯ"ÏÐÕÈȳɂɯ"ɯ×ÈÜÚÌÚɯÍÖÙɯàÖÜÙɯ

response. 

Allow the players to answer C appropriately though if 

they go on too long C gives them a discouraging look 

and continues. 

Ɂ&ÖÖËȮɯÞÌÓÓȮɯ(ɯÏÈÝÌɯÈɯÕÌÞɯÔÐÚÚÐÖÕɯÍÖÙɯàÖÜȭɯɯ(ɀÔɯÕÖÛɯ

sure what you know about the London Stock Exchange 

but I have been informed that it is currently 

undergoing a serious overhaul of its computing 

systems.  This overhaul I have been told will increase 

ÛÏÌɯÌÍÍÐÊÐÌÕÊàɯÖÍɯÛÏÌɯÌßÊÏÈÕÎÌɯÚÐÎÕÐÍÐÊÈÕÛÓàȭɂ 

C puffs on his pipe again and passes over a photo of a 

lady in her late thirties, attractive, though with a 

perhaps subdued appearance.  She is dressed in a grey 

business suit and a pair of glasses hangs around her 

neck. 

Ɂ2ÏÈÙÔÈɯ +ÓÖàËɯ ÐÚɯ Èɯ ÚÌÕÐÖÙɯ ÊÖÔ×ÜÛÌÙɯ ÐÕÍÙÈÚÛÙÜÊÛÜÙÌɯ

architect with the Exchange, part of the team 

implementing this new computer system.  Five days 

ago she went on leave to Monte Carlo, some problems 

came up at the Exchange though and an attempt was 

made to contact her, without success.  Further 

investigation has revealed that she has gone missing ɬ 

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

checked out eÐÛÏÌÙȭɂ 

Ɂ,Úɯ+ÓÖàËɯÐÚɯÝÐÛÈÓɯÛÖɯÛÏÌɯÛÐÔÌÓàɯÐÔ×ÓÌÔÌÕÛÈÛÐÖÕɯÖÍɯÛÏÐÚɯ

computer system, without her the project is unlikely to 

meet its deadline and the stock exchange will be forced 

to reduce trading for the period when its systems are at 

a minimal capacity.  As well as having a significant 

ÍÐÕÈÕÊÐÈÓɯÐÔ×ÈÊÛɯÖÕɯ!ÙÐÛÈÐÕɀÚɯÌÊÖÕÖÔàɯÛÏÌɯÍÈÐÓÜÙÌɯÞÐÓÓɯ

ÈÓÚÖɯÉÌɯÔÖÚÛɯÏÜÔÐÓÐÈÛÐÕÎɯÍÖÙɯÛÏÌɯÎÖÝÌÙÕÔÌÕÛȭɂ 

Ɂ8ÖÜɯÈÙÌɯÉÌÐÕÎɯÈÚÚÐÎÕÌËɯÛÏÌɯÛÈÚÒɯÖÍɯÓÖÊÈÛÐÕÎɯ,Úɯ+ÓÖàËɯ

and returning her safely to London.  In addition, you 

are to determine whether her disappearance was 

influenced or staged by any foreign nation or 

organisation with hostile intentions towards the 

United Kingdom.  In terms of leads we only have the 

ÕÈÔÌɯÖÍɯÏÌÙɯÏÖÛÌÓɯÈÕËɯÏÌÙɯÙÖÖÔɯÕÜÔÉÌÙȭɂ 

Ɂ8ÖÜɯÈÙÌɯÉÖÖÒÌËɯÖÕɯÛÏÌɯƕƖȯƗƔɯ×ÔɯÍÓÐÎÏÛɯto Monte Carlo 

and reservations have been made for you in the same 

hotel as Ms Lloyd was staying ɬ the Grand Hotel.  

Miss Sterling will provide you with your travel 

documents, Ms Lloyd was staying in room 419.  After 

finishing up here you should go down to see the 

Quartermaster ɬ I believe she has some items that may 

ÉÌɯÖÍɯÜÚÌɯÛÖɯàÖÜȭɯ2ÖȮɯÈÕàɯØÜÌÚÛÐÖÕÚȳɂ 

Eyes Only 
This is a simple briefing scene and should be 

mainly a chance for social interaction and getting 

into character.  The players are likely to ask a 

number of questions, some of which have been 

addressed below.  If they ask anything to which 

the answer is not obvious simply have C say 

something to the effect of Ɂ3ÏÈÛɯ ÐÕÍÖÙÔÈÛÐÖÕɯ ÐÚɯ

ÊÓÈÚÚÐÍÐÌËɂ, Ɂ3ÏÈÛɀÚɯ ÈÕɯ ÜÕÒÕÖÞÕɯ ÈÛɯ ÛÏÐÚɯ ÚÛÈÎÌɂ, or 

Ɂ3ÏÈÛɀÚɯÞÏÈÛɯÞÌɯÕÌÌËɯàÖÜɯÛÖɯÍÐÕËɯÖÜÛɂ. 

Was Ms Lloyd holidaying alone? / Does Ms 

Lloyd have any family?  

Ɂ,Úɯ+ÓÖàËɯÐÚɯÚÐÕÎÓÌɯÞÐÛÏɯÕÖɯÊÏÐÓËÙÌÕȮɯÏÌÙɯÖÕÓàɯÙÌÓÈÛÐÝÌÚɯ

are her elderly mother and father who live in Bath, and 

ÛÏÌÙÌÍÖÙÌɯÚÏÌɯÞÈÚɯÏÖÓÐËÈàÐÕÎɯÈÓÖÕÌȭɂ 

Has anyone checked on her parents? 

Ɂ8ÌÚȮɯÞÌɯÏÈÝÌɯÊÖÕÍÐÙÔÌËɯÛÏÈÛɯÏÌÙɯ×ÈÙÌÕÛÚɯÏÈÝÌɯÕÖÛɯÈÓÚÖɯ

disappeared.  They have not heard anything from Ms 

+ÓÖàËɯÚÐÕÊÌɯÏÌÙɯËÌ×ÈÙÛÜÙÌɯÛÖɯ,ÖÕÛÌɯ"ÈÙÓÖȭɂ 

Was Ms Lloyd seeing anyone?  

Ɂ3ÏÌɯ×ÙÖÍÐÓÌɯÞÌɯÏÈÝÌɯÖÕɯ,Úɯ+ÓÖàËɯÐÕËÐÊÈÛÌÚɯÛÏÈÛɯÚÏÌɯ

was not seeing anyone - she is a shy workaholic, 

though she did apparently hold some romantic notions 

about meeting a man who would sweep her off her feet.  

 ÕɯÈÝÐËɯÙÌÈËÌÙɯÖÍɯÙÖÔÈÕÊÌɯÕÖÝÌÓÚɯÈ××ÈÙÌÕÛÓàȵɂ 
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Why did Ms Lloyd choose Monte Carlo as a 

holiday destination?  

Ɂ,Úɯ +loyd apparently won the holiday in a 

competition run by the publisher of some romance 

novels which she was apparently fond of reading.  It all 

ÚÌÌÔÚɯÛÖɯÊÏÌÊÒɯÖÜÛȭɂ 

Did Ms Lloyd have any enemies?  

Ɂ ××ÈÙÌÕÛÓàɯÕÖÛȮɯÚÏÌɯÚÌÌÔÌËɯÈɯÝÌÙàɯÓÐÒÌÈÉÓÌɯàÖÜÕÎɯÎÐÙÓɯ

if a little caught up in her work.  Both her colleagues 

ÈÕËɯÍÙÐÌÕËÚɯÏÈÝÌɯÊÖÙÙÖÉÖÙÈÛÌËɯÛÏÐÚɯÈÚÚÌÚÚÔÌÕÛȭɂ 

What computer system was being installed in 

the Exchange? 

Ɂ2ÖÔÌɯÚàÚÛÌÔɯÊÈÓÓÌËɯ2àÕÌßɯÉàɯÈɯÊÖÔ×ÈÕàɯÖÍɯÛÏÌɯÚÈÔÌɯ

name.  They are a German company who have carved 

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 in a 

takeover but managed to hang on to his shares 

ÚÖÔÌÏÖÞȭɯ ɯÚÛÜÉÉÖÙÕɯÐÕËÐÝÐËÜÈÓɯÉàɯÈÓÓɯÈÊÊÖÜÕÛÚȭɂ 

Have the airports been checked to see if Ms 

Lloyd left Monte Carlo?  

Ɂ ÓÓɯÈÐÙ×ÖÙÛÚɯÈÕËɯÛÙÈÐÕɯÚÛÈÛÐÖÕÚɯÐÕɯÛÏÌɯÈÙÌÈɯÏÈÝÌɯÉÌÌÕɯ

ÊÖÕÛÈÊÛÌËȮɯÛÏÖÜÎÏɯÚÏÌɯËÖÌÚÕɀÛɯÈ××ÌÈÙɯÛÖɯÏÈÝÌɯÛÙÈÝÌÓÓÌËɯ

that way ɬ or at least did not travel under her own 

ÕÈÔÌȭɂ 

Once the players have asked 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. 

Seeing the Quartermaster 

If time allows, a scene with the Quartermaster - 

Major Hilary  Riley - can be played out.  If time is 

pressing the players can simply be informed that 

they are provided with any items from the list of 

standard equipment (see below), along with the 

following gadgets (provide the players with the 

appropriate handouts).  

 Acid Vial Shoes (two pairs are available) 

 Detonator Watch (one for each Modified 

Jaguar XJ) 

 Gas Spray Watch (two are available) 

 Radio Transceiver Cufflinks  (for all male 

agents) 

 Radio Transceiver Earrings and Bracelet (for 

all female agents) 

 Modified Jaguar XJ (two are available if there 

are five or six players, otherwise only one) 

Upping the Ante 
There is really no ante to up here; it is purely a 

scene to convey information to the players. 

Debugging 
There is very little that can go wrong here, even if 

ÛÏÌɯ ×ÓÈàÌÙÚɯ ËÖÕɀÛɯ ÈÚÒɯ ÈÕàɯ ØÜÌÚÛÐÖÕÚɯ ÛÏÌàɯ ÏÈÝÌɯ

enough leads to begin their investigation.  
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Hotel Investigation 
Summary 
3ÏÌɯÈÎÌÕÛÚɯÐÕÝÌÚÛÐÎÈÛÌɯ,Úɯ+ÓÖàËɀÚɯÏÖÛÌÓɯÚÜÐÛÌɯÈÕËɯ

gain a clue as to their next destination. 

Setting the Scene 
Read the following aloud to the players:  

The Monte Carlo Grand Hotel is the epitome of style 

and sophistication, rooms are luxurious  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 with glamorous and beautiful 

people who will no doubt be frittering away thousands 

of pounds at the numerous casinos at some point 

during their stay. 

When the player characters gain access to Ms 

+ÓÖàËɀÚɯÙÖÖÔɯÙÌÈËɯÛÏÌɯÍÖÓÓÖÞÐÕÎȯ 

The room is luxuriously appointed, though is likely one 

of the smaller rooms in the hotel with a view that looks 

down onto the street rather than overlooking the 

coastline.  The double bed is made up and few cosmetics 

litter the dressing table.  A large bouquet of flowers by 

the bed is beginning to wilt but still perfumes the air 

with a pleasant scent.  The sliding door to the wardrobe 

is slightly ajar as is the door to what must obviously be 

the bathroom. 

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 room with only a 

modicum of difficulty, some ways are suggested 

below: 

 Persuade a member of staff into opening the 

room ɬ 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.  

 Ɂ/ÐÊÒɂɯ ÛÏÌ lock ɬ The hotel rooms use an 

ÌÓÌÊÛÙÖÕÐÊɯÒÌàɯÊÈÙËɯÈÕËɯÚÖɯÐÕɯÖÙËÌÙɯÛÖɯɁ×ÐÊÒɂɯ

the lock a Burglary Skill Test is required with 

Èɯ#ÐÍÍÐÊÜÓÛàɯÖÍɯ%ÈÐÙɯȹǶƖȺɯÈÕËɯÈɯÉÈÚÌɯÛÐÔÌɯÖÍɯɁ ɯ

ÔÐÕÜÛÌɂȭɯ.ÉÝÐÖÜÚÓàɯÐÛɯÔÈàɯÉÌɯÜÚÌÍÜÓɯÍÖÙɯÖÛÏÌÙɯ

characters to cause a distraction during this 

time. 

 Gain access via the balcony ɬ A fearless 

character may try and scale the balconies to 

the fourth floor, or gain access to an adjoining 

room or window and inch along a ledge to 

gain access.  This requires an Athletics Skill 

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

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

harness is also used.  If the Test fails the 

character suffers a Medium Fall. 

Once on the balcony a Burglary Skill Test, 

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

Ɂ ɯ%ÌÞɯ,ÖÔÌÕÛÚɂɯÐÚɯÙÌØÜÐÙÌËɯÛÖɯÖ×ÌÕɯÛÏÌɯ

balcony door.  Alternatively the door may 

simply be smashed (though this may be 

ÕÖÛÐÊÌËɯÉàɯÚÛÈÍÍɯÓÈÛÌÙɯÖÕɯÜÕÓÌÚÚɯÈɯɁ#Öɯ-ÖÛɯ

#ÐÚÛÜÙÉɂɯÚÐÎÕɯÐÚɯ×ÜÛɯÖÜÛȺȭ 

Once inside the room the following things are of 

note 

 The flowers are oriental lilies and a card is 

ÈÛÛÈÊÏÌËɯÛÏÈÛɯÚÈàÚɯÚÐÔ×ÓÌɯɁ,ÌÌÛɯÔÌɯÈÎÈÐÕɯÐÕɯ

ÛÏÌɯÓÖÉÉàɯÛÖÕÐÎÏÛɯÈÛɯƜɯÖɀÊÓÖÊÒɯÈÕËɯ(ɯÞÐÓÓɯÚÏÖÞɯ

you the sights of Monte Carlo ɬ and let us see 

if Lady Luck holds more in store for us.  

)ÈÊØÜÌÚɯ7ɂ 

 The wardrobe is full with female clothing, 

including a slightly creased evening gown 

(Investigation Skill Test, Difficulty of 

Mediocre (+0) to find).   

 In the bottom of the wardrobe is a small 

clutch bag (Investigation Skill Test, Difficulty 

of Average (+1) that would match the evening 

gown.  Inside is a lipstick, compact, and some 

gambling chips from the Bon Chance casino. 

 The wardrobe also contains a small 

combination safe.  A Burglary Skill Test with 

a Difficulty of Good (+3) and a base time of 

Ɂ ɯÔÐÕÜÛÌɂɯÐÚɯÙÌØÜÐÙÌËɯÛÖɯÖ×ÌÕɯÐÛȭɯɯ(ÕÚÐËÌɯÐÚɯÈɯ

small ÈÔÖÜÕÛɯÖÍɯÑÌÞÌÓÓÌÙàȮɯ,Úɯ+ÓÖàËɀÚɯÙÌÛÜÙÕɯ

plane tickets, and some travellers cheques.  

Her passport is not present. 

 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 

messages left for her. 

A local fl orist, Exotique, delivered the flowers 

three days ago.  If the GM desires to have the 

players pursue this line of investigation they can 

determine that the order was made by telephone 

on a standing account.  Only a large bribe or a 

particularly inventive l ie will convince the florist 

to give out the details of the account ɬ it belongs 
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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 made to really work to gain 

access to the room ɬ 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). 

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.   

If both of these things occur a quick fix is to 

shortcut the plot and have the characters tailed as 

per 7 Unwanted Attention ɬ /ÖÙÛÈÓɀÚɯÔÌÕɯÏÈÝÐÕÎɯ

been watching out for anyone looking into Ms 

+ÓÖàËɀÚɯËÐÚÈ××ÌÈÙÈÕÊÌȭ 

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 declarat ion). 

If all else fails have one of the characters receive 

an invite to the Bon Chance casino ɬ ÈÎÈÐÕɯ/ÖÙÛÈÓɀÚɯ

ÔÌÕɯÏÈÝÌɯÉÌÌÕɯÞÈÛÊÏÐÕÎɯÛÏÌɯÈÎÌÕÛÚɀɯÐÕÛÌÙÌÚÛɯÐÕɯ

,Úɯ+ÓÖàËɀÚɯÙÖÖÔɯÈÕËɯÏÌɯÏÈÚɯÈÚÒÌËɯ)ÈÊØÜÌÚɯÛÖɯÍÐÕËɯ

out who they are. 



16 

Gamblersô Paradise 
Summary 
The agents investigate the Bon Chance casino, 

either as guests, by breaking in, or both.  They 

witness Michael Portal receiving payment under 

ÛÏÌɯÊÖÝÌÙɯÖÍɯÈɯÉÐÎɯɁÞÐÕɂȮɯÈÕËɯÔÈàɯÔÌÌÛɯ)ÈÊØÜÌÚɯÓÌɯ

%ÓÌÜÙȮɯÛÏÌɯÍÐÕÈÕÊÐÌÙɯÖÍɯ/ÖÙÛÈÓɀÚɯÕÌÍÈÙÐÖÜÚɯÚÊÏÌÔÌȭ 

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 

ÖÍɯ×ÌÖ×ÓÌɯÌÕÛÌÙÐÕÎɯÐÛɯÞÖÜÓËɯÈ××ÌÈÙɯÛÏÈÛɯÐÛɯËÖÌÚÕɀÛɯÕÌÌËɯ

to be big to make huge profits ɬ a selective very 

wealthy clientele  appears to be the way to go for this 

establishment. 

The Bon Chance is a luxurious looking two-storey 

building with a red carpet leading from the doorway 

inside and a matching deep red canopy shielding the 

stern looking doormen from any rain that dares fall 

from the sky. 

Once inside read the following:  

The interior of the casino is as opulent  as you 

imagined, antique furniture, oil paintings and 

tapestries give this place a sense of history ɬ whether 

ÎÌÕÜÐÕÌɯ ÖÙɯ ÕÖÛɯ àÖÜɯ ÊÈÕɀÛɯ ËÌÊÐËÌȭɯ ɯ 'ÜÎÌɯcrystal 

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, only tables for the traditional 

games of chance ɬ Roulette, Blackjack, Chemin de 

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 the ÊÈÚÏÐÌÙɀÚɯÉÖÖÛÏ, a counter with 

glass partitions behind which sits two well-presented 

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 

ÊÈÚÏÐÌÙɀÚɯ ÉÖÖÛÏɯ ÈÕËɯ Èɯ ÙÖ×ÌËɯ ÖÍÍɯ ÚÛÈÐÙÊÈÚÌɯ ÛÏÈÛɯ

presumably leads to the first floor.  A number of other 

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.  

Occasionally there is a gasp or cheer as someone wins 

big but it is generally a sedate 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 his finger to his 

earpiece and nodding as if receiving a message.  A 

moment later the guard unhooks 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, outfitted in a 

white dinner jacket and shirt, black trousers and 

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

The man himself is perhaps in his mid forties, darkly 

tanned, with striking good looks.  He moves with an air 

of confidence as if he owns the place. 

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 by guests, the croupier waiting patiently and 

an feeling of anticipation i n the air .  As the man 

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 

ɁÚÏÖÌɂɯɬ he will obviously be the banker.  As this 

happens a waitress brings him a drink ɬ 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 unfashionably large moustache.  The second is an 

Asian gentleman dressed impeccably with a pair of 

wire-rimmed glasses perched on his nose.  The third is 

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 ɬ 100,000 Euro ɬ 

obviously this is to be a high stakes game. 

If any of the player characters break into Jacques 

ÓÌɯ%ÓÌÜÙɀÚɯÖÍÍÐÊÌɯÙÌÈËɯÛÏÌɯÍÖÓÓÖÞÐÕÎȯ 

The office is large, taking 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 implements are scattered over the desk, in front 

of which are two high backed chairs. 

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 place 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 guests, alternatively agents can sneak 
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into the casino ɬ most likely into the upper floor ɬ 

and search the office for clues. 

Guests at the Casino 

Any players who have their agents enter the 

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 

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 

ÛÖɯ ÈÕàÖÕÌɯ ÛÏÌàɯ ÍÌÌÓɯ ÐÚɯ ɁÐÕÈ××ÙÖ×ÙÐÈÛÌɂɯ ÛÖɯ ÛÏÌɯ

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 

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 

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 

expensive designer suit.  His head is clean-shaven 

ÈÕËɯÉÌÈÙÚɯÈɯÛÈÛÛÖÖɯÖÍɯÈɯÙÈÔɀÚɯÚÒÜÓÓȭɯɯ 

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 ɬ 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, provide 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 

internet or a public library (Quality of Great only). 

Each time increment spent searching will reveal 

another level of results. 

Result  Information  

Average 

(+1) 

He seems vaguely familiar, an 

American judging by his accent, 

something to do with computers.  

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.  

Good (+3) You recognise the man as Michael 

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. 

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

,ÐÊÏÈÌÓɯ/ÖÙÛÈÓɀÚɯÍÈÛÏÌÙɯÞÈÚɯÛÏÌɯ"$.ɯ

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 

Monopolies and Mergers 

Commission. 

Superb 

(+5) 

As Good and Great, plus the 

following:  

,ÐÊÏÈÌÓɀÚɯÍÈÛÏÌÙȮɯ6ÐÓÓÐÈÔɯÈ××ÈÙÌÕÛÓàɯ

suffered severe depression after the 

dissolution of his business that 

eventually led to him murdering his 

wife and then committing sui cide. 

 

 

After winning nearly three -quarters of a million 

Euros Michael Portal cashes his chips in (settling 

ÍÖÙɯ Èɯ ÉÈÕÒÌÙɀÚɯ ËÙÈÍÛȺɯ ÈÕËɯ ÓÌÈÝÌÚȭɯ ɯ 'ÐÚɯ ÛÞÖɯ

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 at an appropri ate time the players 

ÚÏÖÜÓËɯÉÌɯÐÕÍÖÙÔÌËɯÖÍɯ)ÈÊØÜÌÚɯÓÌɯ%ÓÌÜÙɀÚɯÈÙÙÐÝÈÓɯÖÕɯ

the casino floor ɬ 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 the Bon 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 

#ÐÍÍÐÊÜÓÛàɯÖÍɯ)ÈÊØÜÌÚɀɯ1ÌÚÖÓÝÌɯÞÐÓÓɯÉÌɯÈÓÓÖÞÌËɯÈɯ

seat.  Alternatively any character who can 

suitably impress Jacques, or capture his curiosity 

may be allowed a seat.  If all else fails, a character 

ÔÈàɯÊÈÓÓɯɁ!ÈÕÊÖɂɯÔÌÈÕÐÕÎɯÛÏÈÛɯÛÏÌàɯÈÙÌɯÞÐÓÓÐÕÎɯÛÖɯ

match the entire bank themselves on one hand of 

Chemin de Fer ɬ 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 really 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 

ÈÚɯ$Ô×ÈÛÏàɯɁÙÌÈËÚɂɯÞÐÛÏɯÈɯ#ÐÍÍÐÊÜÓÛàɯÖÍɯ)ÈÊØÜÌÚɀɯ

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 ɬ 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 ques tions are asked he will 

become noticeably uncomfortable when Ms 

+ÓÖàËɀÚɯÕÈÔÌɯÐÚɯÔÌÕÛÐÖÕÌËȭ 

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.  Jacques will state that he 

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 if 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 ɬ retiring upstairs.  As he leaves 

Jacques should make a parting comment based 

upon whether the agents won or loss, for 

example: 

Ɂ&ÖÖËɯÌÝÌÕÐÕÎȮɯÈÕËɯ(ɯÚÜÎÎÌÚÛɯÛÏÈÛɯàÖÜɯÌÕÑÖàɯàÖÜÙɯ

ÞÐÕÕÐÕÎÚȱÞÏÐÓÌɯàÖÜɯÊÈÕɂ  

or, 

Ɂ/ÌÙÏÈ×Úɯ àÖÜɯ ÚÏÖÜÓËɯ ÓÌÈÙÕɯ ÍÙÖÔɯ àÖÜÙɯ ÓÖÚÚÌÚɯ ÛÏÐÚɯ

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

ÛÏÐÕÎɯàÖÜɯÊÖÜÓËɯÓÖÚÌɂȭ 

Jacques le Fleur 

Aspects Fabulously Wealthy  

French and proud of it  

Inveterate Gambler 

Regrets being perceived as a criminal 

Unsettled by violence 

Walks among the elite 

Womaniser 

.ÕÌɯÖÛÏÌÙɯÖÍɯÛÏÌɯ&,ɀÚɯÊÏÖÐÊÌ 

Skills   

Great (+4) Resources 

Good (+3) Deceit, Gambling 

Fair (+2) Alertness, Contacting, Empathy  

Avg (+1) Academics, Art, Rapport, Resolve 

Stunts Ebb and Flow: May spend a Fate 

Point to attempt to quick read  

'ÌÈËØÜÈÙÛÌÙÚɯ Ɂ3ÏÌɯ !ÖÕɯ "ÏÈÕÊÌɂɯ

with  Extensive Security (+1 to 

Difficulties to bypass , incorporated 

into the Difficulties outlined below ). 

Minions: 3 Fair (+2) & 6 Average (+1) 

2ÒÐÓÓɯ2×ÌÊÐÈÓÐÚÈÛÐÖÕɯɁ2ÌËÜÊÛÐÖÕɂȯɯǶƖɯÛÖɯ

Rapport when seducing someone 

Stress Physical Ä Ä Ä Ä Ä 

 Composure Ä Ä Ä Ä Ä Ä 

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: 
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 Sneak past the guard on the stairs  ɬ 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 

ÐÚɯ ÛÏÌɯ ÎÜÈÙËɀÚɯ %ÈÐÙɯ ȹǶƖȺɯ 0ÜÈÓÐÛàɯ ȹÏÌɯ ÐÚɯa 

superior guard ).  A character may wish to 

perform a manoeuvre to distract the  guard 

and / or invoke some Aspects.. 

 Scale the building  ɬ This requires an 

Athle tics Skill Test with a D ifficulty  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 

ÊÏÈÙÈÊÛÌÙɀÚɯ ÖÞÕɯ ,ÐÎÏÛɯ 2ÒÐÓÓɯis needed (i.e. 

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 

Ɂ'ÖÔÔÌɂɯÈÕËɯɁ%ÌÔÔÌɂɯÈÕËɯÈÙÌɯÓÈÝÈÛÖÙÐÌÚȭɯɯ

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  ÛÖɯ)ÈÊØÜÌÚɯÓÌɯ%ÓÌÜÙɀÚɯÖÍÍÐÊÌȭɯɯ(Íɯ

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 M inutes 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 

(+1) 

You hear a voice within as if in 

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 Ɂ×ÈàÔÌÕÛɂ, 

ɁÐÕÛÌÙÌÚÛɯÈÛɯÏÖÛÌÓɂ, and Ɂ×ÙÖÊÌÌËɂ. 

Great (+4) As Fair, plus: 

You hear the phrases ɁàÖÜɯÏÈÝÌɯàÖÜÙɯ

×ÈàÔÌÕÛɯÕÖÞɂ, Ɂ(ɯÏÈÝÌɯÉÌÌÕɯÛÖÓËɯÛÏÈÛɯ

ÛÏÌÙÌɯÞÈÚɯÚÖÔÌɯÐÕÛÌÙÌÚÛɯÈÛɯÛÏÌɯÏÖÛÌÓɂ and 

Ɂ×ÙÖÊÌÌËɯÈÚɯàÖÜɯÚÌÌɯÍÐÛɂ. 

Superb 

(+5) 

As Adequate, plus: 

You hear the following Ɂ8ÖÜɯ ÏÈÝÌɯ

your payment now, I trust that is 

sufficient? <Pause> By the way, I think 

you should know that I have been told 

that there was some interest at the hotel. 

<Pause> If there is more interest I will let 

you know, but I am not sure that is your 

ÉÌÚÛɯÖ×ÛÐÖÕȭɯǾ/ÈÜÚÌǿɯɁ.ÒÈàȮɯ×ÙÖÊÌÌËɯÈÚɯ

you see fit, but dÖÕɀÛɯÉÙÐÕÎɯÈÕàɯÔÌÚÚɯÉÈÊÒɯ

ÛÖɯÔàɯËÖÖÙÚÛÌ×ȭɯɯ&ÖÖËÉàÌɂ. 

 

Once the conversation is over Jacques will head 

downstairs, which will allow the players a chance 

to inspect his office. 

Jacques le Fleurôs Office 

Read the description give in given in Setting the 

Scene, above when a character enters the office.  

The other door to the room leads to a private 

bathroom. 

The following clues can be found  

 Diary  ɬ On the desk is a large diary which has 

the following points of note ɬ an entry in 

French for two days ago regarding a meeting 

ÞÐÛÏɯÈÕɯɁ,/ɂɯÛÖɯËÐÚÊÜÚÚɯÌßÛÙÈɯÍÜÕËÐÕÎɯÖÍɯÈɯ

Ɂ3ÙÖÑÈÕɯ Ìß×ÈÕÚÐÖÕɂɯ ÈÕËɯ ÈÕɯ ÌÕÛÙàɯ ÍÖÙɯ ÛÏÌɯ

ÊÜÙÙÌÕÛɯ ÌÝÌÕÐÕÎɯ ÚÛÈÛÐÕÎɯ ÚÐÔ×Óàɯ Ɂ/ÈàÔÌÕÛɂɯ

(MP refers to Michael Portal whose winnings 

at the black jack game was a front for the 

payment). 

 Safe - A safe is also present, hidden behind a 

false section of books in the bookcase (an 

Investigation Skill  Test, Difficulty  of Good 

(+3) to find).  In order to open it a Burglary  
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Skill Test with a D ifficulty  of Fantastic (+6) 

and a base time of A Few Minutes is required 

to open it.  On a failure an alarm is triggered 

(the agent will be aware of this  unless he 

failed by 3 shifts or more) and in just a few 

moments an Average guard will enter the 

room with two Fair guards following an 

instant later (in t he next exchange if a conflict 

occurs straight away).  If a conflict is not 

resolved quickly further guards will arrive.  

Inside the safe are 5,000 Euros in cash, a 

number of property deeds and also several 

passports (kept as security for guests who are 

in debt to the casino).  Two of the passports 

are British and one belongs to Ms Sharna 

Lloyd.  

Bon Chance Casino Average Guards 
(Minions) 

Quality  Average (+1) 

Quantity  6 

Stress Ä   Ä   Ä   Ä   Ä   Ä 

(1 box per Minion)  

Gear Pistols (+2 Stress Bonus, Range of 1 

Zone) 

 

Bon Chance Casino Fair Guards (Minions) 

Quality  Fair (+2) 

Quantity  3 

Stress Ä Ä   Ä Ä   Ä Ä 

(2 boxes per Minion)  

Gear Pistols (+2 Stress Bonus, Range of 1 

Zone) 

 Upping the Ante 

This is primarily an investigation scene and so 

making it more  challenging is to make it more 

difficult for the agents to discover information.  

'ÈÝÌɯ ÐÛɯ ÉÌɯ ÔÖÙÌɯ ËÐÍÍÐÊÜÓÛɯ ÛÖɯ ×ÌÙÚÜÈËÌɯ )ÈÊØÜÌÚɀɯ

security to let them join the Chemin de Fer game.  

'ÈÝÌɯ×ÌÖ×ÓÌɯÕÖÛɯÈÕÚÞÌÙɯÛÏÌɯ×ÓÈàÌÙɀÚɯØÜÌÚÛÐÖÕÚȮɯ

and make it more difficult t ÖɯÎÌÛɯÐÕÛÖɯ)ÈÊØÜÌÚɀɯ

office by having more people milling about 

upstairs and by increasing the security. 

Debugging 
Despite all the opportunities to investigate it 

actually does not harm the plot too much if the 

PCs fail to gain much information.  Indeed, as  

long as they draw attention to themselves one 

way or the other, they will be tailed in the next 

scene, which will provide them with the route to 

the final confrontation.  
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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 you ɬ of course it 

ÊÖÜÓËɯÉÌɯÊÖÐÕÊÐËÌÕÊÌȮɯÉÜÛɯÛÏÌÕɯÈÎÈÐÕȱ 

Eyes Only 
As the player characters leave the Bon Chance 

casino they are followed in an appropriate 

manner ɬ on foot or by car, though this scene 

assumes by car.  Henchmen of Michael Portal 

ÏÈÝÌɯÉÌÊÖÔÌɯÈÞÈÙÌɯÖÍɯÛÏÌɯÈÎÌÕÛÚɀɯ×ÙÌÚÌÕÊÌɯȹÌÐÛÏÌÙɯ

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 

ÞÐÓÓɯ ÉÌɯ ÏÌÓËɯ ÍÖÙɯ ÐÕÛÌÙÙÖÎÈÛÐÖÕɯ ÞÐÛÏɯ ÛÏÌɯ ɁÖÛÏÌÙɯ

ÎÜÌÚÛɂɯȹÈɯÙÌÍÌÙÌÕÊÌɯÛÖɯ,Úɯ+ÓÖàËȺȭ 

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 Investigat ion Skill Test with a Difficulty 

ÖÍɯ ÛÏÌɯ ÏÌÕÊÏÔÌÕɀÚɯ 2ÛÌÈÓÛÏɯ 2ÒÐÓÓɯ 3ÌÚÛɯ ÙÌÚÜÓÛȭɯ ɯ (f 

successful he 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 ɬ perhaps 

returning to their hotel ɬ 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 

and the player characters, perhaps even a combat, 

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 below.  

For a vehicle chase: 

 Good (+3) ɬ A turn takes the chase into a 

pedestrian area filled with people moving 

between bars, casinos and restaurants. 

 Good (+3) ɬ A small lorry has collided with a 

car up ahead and has spilled its load of 

bottled water.  

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

down to the docks and the current road is 

marked as a dead end, at the end is a 

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: 

 Good (+3) ɬ The chase turns down a dead 

end; the only option is to plough through a 

bar, risking collisions, sp illed drinks and 

perhaps violent patrons . 

 Good (+3) ɬ The chase turns down an alley 

where a thug is mugging a young lady who 

has made the mistake of walking home alone.  

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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 Great (+4) ɬ The chase leads down a path to 

the docks, unfortunately the path is under 

ÙÌ×ÈÐÙɯÈÕËɯÊÈÕɀÛɯÉÌɯÊÐÙÊÜÔÝÌÕÛÌËɯɬ the only 

option is to leap over the edge to a pathway 

several metres below. 

If t he 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 t he 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 to Showdown  (page 24). 

Henchmen (Minions) 

Quality  Good (+3) 

Quantity  8 

Stress Ä Ä Ä    Ä Ä Ä    Ä Ä Ä    Ä Ä Ä 

Ä Ä Ä    Ä Ä Ä    Ä Ä Ä    Ä Ä Ä 

(3 boxes per Minion)  

Gear Pistols (+2 Stress Bonus, Range of 1 

Zone) 

Tranq 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 ɬ At least one of the henchmen 

has a Personal Digital Assistant (see 

Physical Clues. below). 

BMW 3 Series Saloon x 2 

Type  Car 

Speed Good (+3) 

Stress Ä Ä Ä Ä    Ä Ä Ä Ä 

(4 boxes per car) 

 

Following the confrontation the PCs have a 

chance to obtain some leads as to the overall plot 

and where Ms Lloyd may be found.  

Interrogation 

A successful Intimidation  Skill Test against a 

Difficulty  ÖÍɯÛÏÌɯÏÌÕÊÏÔÌÕɀÚɯGood (+3) Quality 

will elicit the following information (the Games 

Master should paraphrase this as appropriate). 

Result  Information  

Average 

(+1) 

They were ordered to tail the 

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 

ÛÏÌÐÙɯ ÉÖÚÚɀɯ ÏÌÈËØÜÈÙÛÌÙÚɯin 

Dusseldorf . 

Jacques le Fleur is helping to finance 

ÛÏÌÐÙɯÉÖÚÚɀɯ×ÓÈÕÚȭ 

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 

(+5) 

Their boss is Michael Portal who is 

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. 

 PDA  ɬ At least 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 

/"Úɯ ÞÌÙÌɯ ÐÕÝÌÚÛÐÎÈÛÐÕÎɯ ,Úɯ +ÓÖàËɀÚɯ ÏÖÛÌÓɯ

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 

ÛÏÌɯÖÛÏÌÙɯɁÎÜÌÚÛɂȭ 

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 
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company called Synex the other is for the 

Guennewig Esplanade Hotel. 

 Keycard  ɬ An electronic keycard that has 

ÞÙÐÛÐÕÎɯÞÏÐÊÏɯÙÌÈËÚɯȹÐÕɯ&ÌÙÔÈÕȺɯɁ(ÕÚÌÙÛɯÐÕÛÖɯ

ÓÐÍÛɯÚÓÖÛɯÛÏÐÚɯÞÈàɂɯÞÐÛÏɯÈÕɯÈÙÙÖÞɯ×ÖÐÕÛÐÕÎɯÛÖɯ

one end of the card. 

Upping the Ante 
The easiest way to make this scene more 

challenging is to increase the number of 

henchmen and / or make them Companions 

rather than Minions.  

Debugging 
It does not matter whether the chase occurs or not 

ÈÚɯÛÏÌɯÊÖÕÍÙÖÕÛÈÛÐÖÕɯÊÈÕɯÚÛÐÓÓɯÖÊÊÜÙɯÈÛɯÛÏÌɯÈÎÌÕÛÚɀɯ

hotel rooms.  In addition it does not matter if the 

henchmen capture the player characters as they 

will simply begin from within the Synex HQ in 

the final scene. 

The only real problem is if the players escape the 

henchmen but do not pick up on the clues to 

determine where they need to go next.  In this 

case you could have them contacted by the SIS 

Chief of Staff, Paul Benson, who requests a 

progress report.  He can draw the correct 

conclusions if presented with the evidence. 

If the players have simply not been able to gather 

the clues, for example if the henchmen all 

managed to escape, have Paul Benson contact 

them informing them that new information has 

come to light painting Synex corporation as a 

possible front for whoever kidnapped Ms Lloyd.  

He further explains that the German police have 

found nothing suspicious at their Dusseldorf 

offices, but that intelligence has come to light of a 

possible hidden sub level of the building and that 

the PCs should investigate this. 

This contrivance to keep the plot moving should 

however cost each player a Fate Point at the 

beginning of the next scene. 
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Showdown 
Summary 
This is the final scene, where the agents infiltrate 

ȹÖÙɯ ÉÙÌÈÒɯ ÖÜÛɯ ÖÍȺɯ ,ÐÊÏÈÌÓɯ /ÖÙÛÈÓɀÚɯ ÚÌÊÙÌÛɯ

headquarters beneath the Synex offices in 

Dusseldorf and rescue Sharna Lloyd.  Portal 

reveals his grand plan and makes his escape 

attempt th at the agents must strive to prevent. 

Setting the Scene 
Read the following aloud when the agents have 

entered the Operations Room (location J on Map 

D ɬ Synex Offices) and have dealt with any 

immediate security:  

As you secure the area, the three giant television 

screens flicker to life.  Staring down at you is the face 

of a smiling, self-satisfied Western male.  It takes a 

moment for you to recognise the man, and then you 

remember the casino, that same smug grin as he won 

big on the Blackjack table. 

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. 

Then continue with...  

Ɂ(ɯÏÈÝÌɯÛÖɯÚÈàȮɯ(ɀÔɯÐÔ×ÙÌÚÚÌËɯÞÐÛÏɯàÖÜÙɯÛÌÕÈÊÐÛy.  My 

×ÓÈÕÚɯÞÌÙÌɯÎÖÐÕÎɯÚÖɯÞÌÓÓɯÜÕÛÐÓɯàÖÜȱÚ×ÐÌÚȱÚÛÜÊÒɯàÖÜÙɯ

ÕÖÚÌÚɯÞÏÌÙÌɯÛÏÌàɯËÖÕɀÛɯÉÌÓÖÕÎȭɯɯ!ÜÛɯÕÖɯÔÈÛÛÌÙȮɯàÖÜɯ

have only disrupted my plans, not stopped them.  But 

ÛÏÌÕɯ(ɯËÖÕɀÛɯÌß×ÌÊÛɯàÖÜɯÛÖɯÛÙÜÓàɯÜÕËÌÙÚÛÈÕËɯɬ I doubt 

that you have even pieced together what Ôàɯ×ÓÈÕÚɯÈÙÌɂȭ 

As you gaze up at the face of the mastermind behind 

the kidnapping of Sharna Lloyd you hear the sound of 

metal slamming shut.  As you turn around your fears 

are confirmed ɬ the doors to the room are sealed shut. 

Ɂ+ÐÒÌɯÙÈÛÚɯÐÕɯÈɯÛÙÈ×ȭɂɯɯ3ÏÌɯvoice, echoing through the 

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

There is a sudden hissing from the ventilation ducts  

overhead and you see a dull grey gas begin to be 

×ÜÔ×ÌËɯÐÕÛÖɯÛÏÌɯÙÖÖÔȭɯɯ(ÛɀÚɯÈɯÓÈÙÎÌɯÙÖÖÔȮɯÈÕËɯÐÛɯÞÐÓÓɯ

take maybe a minute to fill completely, but you have no 

illusions that the gas is not healthy and that you will 

want to be out of here before that minute is up.  What 

do you do? 

As the players describe how their characters will 

attempt to escape read the following:  

As you desperately strive to make your escape your 

tormentor continues gloating. 

Ɂ3ÏÈÛɀÚɯ ÙÐÎÏÛɯ ÓÖÖÒɯ ÍÖÙɯ ÌÚÊÈ×Ìȭɯ ɯ 8ÖÜɯ ÏÈÝÌɯ ÔÈàÉÌɯ Èɯ

minute, and who knows you may even make it.  But by 

then my helicopter will have arrived and I will be gone 

shortly thereafter.  You see, I plan ahead, I have 

contingencies ɬ (ɯ ÏÈÝÌɯ ÓÌÈÙÕÛɯ ÍÙÖÔɯ Ôàɯ ÍÈÛÏÌÙɀÚɯ

ÔÐÚÛÈÒÌÚȭɂ 

In the middle of your efforts your spare a precious 

ÚÌÊÖÕËɯÛÖɯÎÓÈÕÊÌɯÜ×ɯÈÛɯÛÏÌɯÚÊÙÌÌÕÚȭɯɯ3ÏÌɯÔÈÕɀÚɯÎÈáÌɯ

looks past the camera, lost in his own thoughts. 

Ɂ6ÏÌÕɯ (ɯ ÞÈÚɯ ÎÙÖÞÐÕÎɯ Üp I admired that man ɬ 

William Portal, CEO of Info Portal Industries, the 

biggest software producer in its field. He said that I 

would inherit his empire one day.  But he became 

complacent, and he let the US government take away 

that empire.  But I plan to rebuild it ɬ bigger and better 

ɬ ÈÕËɯÐÕɯÈɯÓÖÛɯÓÌÚÚɯÛÐÔÌȰɯÚÌÊÖÕËÚɯÙÌÈÓÓàȭɂ 

The man, the son of William Portal, turns his gaze 

back to you. 

Ɂ6ÏÌÕɯÔàɯÚÖÍÛÞÈÙÌɯÎÖÌÚɯÓÐÝÌɯÖÕɯÛÏÌɯ+ÖÕËÖÕɯ2ÛÖÊÒɯ

Exchange my Trojan horse will unleash its army of 

computer algorithms and will allow me to buy 

controlling interest in a hundred firms in a 

nanosecond.  And at the same time it will cause the 

stock price of certain US corporations to plummet, 

corporations vital to the economy of the United 

2ÛÈÛÌÚȭɂ 

Ɂ3ÏÐÚɯÐÚɯÞÏÈÛɯ(ɯÞÈÚɯËÌÚÛÐned for.  This is my fate.  This 

ÐÚɯÞÏÈÛɯ(ɯÞÈÚɯ×ÙÖÔÐÚÌËȵɂ 

 Õàɯ ×ÓÈàÌÙɯ ÞÏÖɯ ÕÖÞɯ ÙÌ×ÓÐÌÚɯ Ɂ%ÈÛÌɯ ,ÈÒÌÚɯ -Öɯ

/ÙÖÔÐÚÌÚɂɯÚÏÖÜÓËɯbe awarded two Fate Points if 

the line has not already been used. 

Read the following aloud when the agents 

emerge from the Emergency Escape tunnel:  

At the end of the tunnel you see a short flight of stairs, 

at the top of which is a single door with two filthy glass 

panels.  As you ascend the stairs you look out to see the 

interior of a large warehouse.  The warehouse is empty 

of all but a few crates about which stand a couple of 

guards. 

However the item that demands your attention is the 

helicopter that has landed bang in the centre of the 

warehouse through what you see is a retractable roof .  

The familiar figure of Portal is just climbing aboard.  

You must act now or the man behind this nefarious 

scheme will escape! 

Eyes Only 
There are two possible ways to begin this scene, 

the first is with the player characters as prisoners 

of Michael Portal following their capture in 

Unwanted Attention , above.  The other way to 

begin, and the most likely, is with the player 

characters having deduced that Ms Lloyd was 

likely kidnapped by the same people who tried to 

capture them, and taken to the Synex offices in 

Dusseldorf. 
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Breaking Out 

If the player characters have been captured they 

awaken in a cell (location A on Map D ɬ 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 

ÖÙÐÎÐÕÈÓɯÍÐÙÔȮɯÍÙÖÔɯÉÌÍÖÙÌɯ,ÐÊÏÈÌÓɯ/ÖÙÛÈÓɀÚɯÚÌÊÙÌÛɯ

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 

ÏÈÝÌɯÈɯÉÜÛÛÖÕɯÍÖÙɯÈɯɁ2ÜÉɯ+ÌÝÌÓɯƕɂɯÉÜÛɯÐÍɯÛÏÐÚɯÐÚɯ

pressed an electronic voice will inform the agents 

ÛÖɯ Ɂ/ÓÌÈÚÌɯ ÐÕÚÌÙÛɯ ÚÌÊÜÙÐÛàɯ ÒÌàÊÈÙËɯ ÕÖÞɂȮɯ ÐÕɯ

German.  An Engineering (complemented by 

Science) 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. 

#ÖÕɀÛɯËÞÌÓÓɯÖÕɯÛÏÌɯÈÊÛÐÖÕÚɯÕÌÌËÌËɯÛÖɯget into the 

secret basement ɬ a simple bluff using Deceit, 

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 com es 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  

These quarters were originally designed for 

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 Ll oyd.  She is not enjoying the 

extra luxury of silk sheets and antique furniture 

however. 

In both cases the door is locked and to open it an 

agent must succeed in a Burglary  Skill Test, 

Difficulty of Fair (+2)  with a base time of A Few 

Moments. 

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 

guards will be on duty here monitoring the 

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 

ÎÜÈÙËɯÒÕÖÞÚɯÛÏÐÚɯÊÖËÌɯÈÕËɯÊÈÕɯÉÌɯɁ×ÌÙÚÜÈËÌËɂɯÛÖɯ

reveal it.  Alternatively a Burglary  Skill Test with 

a Difficulty of Great (+4) , requiring an electronics 

toolkit, and a base time of A Few M inutes will 

open it. Inside are the following:  

 4 Submachine Guns 

 4 Hand Guns 

 4 Kevlar Vests 

 4 Stun Batons 

 If the agents had been captured, all their 

gadgets and weapons will be present. 

(Íɯ ÛÏÌɯ ÎÜÈÙËÚɯ ÏÈÝÌɯ ÉÌÌÕɯ ÈÓÌÙÛÌËɯ ÛÖɯ ÛÏÌɯ ÈÎÌÕÛÚɀɯ

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  

This is office-Ú×ÈÊÌɯ ÞÏÌÙÌɯ ,ÐÊÏÈÌÓɯ /ÖÙÛÈÓɀÚɯ

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 

ÈÜÛÖÔÈÛÐÊÈÓÓàɯËÖÞÕÓÖÈËÌËɯɁÚÌÊÜÙÐÛàɯ×ÈÛÊÏÌÚɂȭ 

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 

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.  

G. Server Monitoring  

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 

This room hol ds a kitchen area with vending 

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 provide a 

surprise for any unwary agents.  

A camera opposite the doors scans the break 

room. 

I. 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 

Ü×ËÈÛÌËȭɯɯ3ÏÌɯÓÌÍÛɯÚÊÙÌÌÕɯÏÈÚɯÛÏÌɯÛÐÛÓÌɯɁ"ÜÙÙÌÕÛɯ

"ÖÕÛÙÖÓÓÐÕÎɯ(ÕÛÌÙÌÚÛÚɂȮɯÛÏÌɯÙÐÎÏÛɯÚÊÙÌÌÕɯÓÐÚÛÚɯÈÓÓɯ42ɯ

based compaÕÐÌÚɯ ÈÕËɯ ÐÚɯ ÛÐÛÓÌËɯ Ɂ2ÛÖÊÒɯ "ÙÈÚÏɯ

3ÈÙÎÌÛÚɂȮɯ ÈÕËɯ ÛÏÌɯ ÔÐËËÓÌɯ ÚÊÙÌÌÕɯ ÐÚɯ ÌÕÛÐÛÓÌËɯ

Ɂ3ÙÖÑÈÕɯ$ß×ÈÕÚÐÖÕɂȭ 

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 

attack any agent who comes near with a can of 

mace (he defaults to a Mediocre (+0) Weapons 

Skill ), a successful attack will impose a sticky 

 Ú×ÌÊÛɯÖÍɯɁ2ÛÐÕÎÐÕÎɯ$àÌÚɂɯÛÏÈÛɯÞÐÓÓɯÓÈÚÛɯÜÕÛÐÓɯÛhe 

agent washes his eyes out; gaining Spin on the 

attack also inflicts a sticky Ɂ#ÐÍÍÐÊÜÓÛàɯÉÙÌÈÛÏÐÕÎɂɯ

Aspect until the agent can take a five minute rest. 

J. Operations Room  

3ÏÐÚɯÐÚɯ,ÐÊÏÈÌÓɯ/ÖÙÛÈÓɀÚɯÞÈÙɯÙÖÖÔȮɯÞÏÌÙÌɯÏÌɯ×ÓÈÕÚɯ

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) 
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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 casino ɬ Helmut and 

Angela.  The guards are equipped with Kevlar 

Vests and Stun Batons. 

When the player characters have subdued the 

guards in this room read the sections detailed in 

Setting the Scene, above.  Once Michael Portal has 

begun his speech, all doors lock shut and gas 

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: 

 Hack the door controls  ɬ This requires a 

Science Skill Test with a D ifficult 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 . 

 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 . 

 Use Acid on the door lock  ɬ 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).  The Base 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  

3ÏÐÚɯÙÖÖÔɯÐÚɯÓÖÊÒÌËɯÈÕËɯÊÓÌÈÙÓàɯÔÈÙÒÌËɯɁ/ÖÞÌÙɯ

Generation & Air Conditioni ÕÎɂȭɯ ɯ  ɯ ËÜÓÓɯ

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 kilomet re 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 operations 

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).  

%ÖÙÛÜÕÈÛÌÓàɯ/ÖÙÛÈÓɀÚɯÏÌÓÐÊÖ×ÛÌÙɯÐÚɯÓÈÛÌȭ 

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 Ä    Ä    Ä    Ä    Ä    Ä    Ä    Ä    Ä 

Ä    Ä    Ä    Ä    Ä    Ä    Ä    Ä    Ä 

(1 box per Minion)  

Gear Pistols (+2 Stress Bonus, Range of 1 

Zone) 

Stun Baton (+0 Stress Bonus, Stress is 

applied to both Physical & 

Composure Stress Tracks) 

SMG* (+3 Stress Bonus, Range of 2 

Zones, Automatic Fire ) 

Kevlar Vests* (2 Stress Absorbed, 

unable to take Consequences when 

wor n by Minions)  

*Only certain guards will be equipped 

with SMGs and Kevlar vests, per the 

location descriptions. 

Pilot (Companion ï Sidekick) 

Quality  Average (+1) 

Skills   

Avg (+1) Pilot  

Adv.  Stunt (Skill Concentration 

Ɂ'ÌÓÐÊÖ×ÛÌÙÚɂȯɯ4ÚÌɯ/ÐÓÖÛɯÈÛɯǶƕȺ 

Stunt (Personal Aircraft)  

Summonable 

Stress Ä Ä  

Gear Hand gun  (+2 Stress Bonus, Range of 

1 Zone). 

Notes Only speaks German 

Helicopter 

Type  Aircraft  

Speed Fair (+2) 

Stress Ä Ä 

Custom +1 bonus to Pilot Tests 

Helmut (Companion - Sidekick) 

Quality  Good (+3) 

Skills   

Good (+3) Endurance 

Fair (+2) Intimidation  

Avg (+1) Drive  

Adv . Independent, Quality x2  

Stress Ä Ä Ä Ä Ä Ä 

(two extra boxes for Endurance Skill) 

Gear Machine Pistol (+2 Stress Bonus, 

Range of 1 Zone, Automatic Fire). 

Notes Speaks a few English 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 Ä Ä Ä Ä 

Gear Machine Pistol (+2 Stress Bonus, 

Range of 1 Zone, Automatic Fire). 

Leather Armour (1 Stress Absorbed) 

Knife (+1 Stress Bonus) 

Notes Speaks English and German. 

Michael Portal 

Aspects Always just one step ahead 

Contingencies! 

Cowardly  

ɁRevenge ÐÚɯÈÛɯÏÈÕËȵɂ 

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 Ä Ä Ä Ä Ä 

 Composure Ä Ä Ä Ä Ä Ä 

Gear Taser (+0 Stress Bonus, Range of 1 

Zone, Stress is applied to both 

Physical & Composure Stress Tracks. 
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Upping the Ante 
To make this showdown more challenging simply 

increase the number of guards and / or upgrade 

their Quali ty  and equipment.  In addition increase 

the Difficulties  for the various tests to pick locks 

and override any electronics. 

Debugging 
This is the finale so the Games Master should feel 

free to let the chips fall where they may ɬ if the 

players fail then so be it.   

.Íɯ ÊÖÜÙÚÌɯ ÛÏÐÚɯ ÐÚÕɀÛɯ ÕÌÊÌÚÚÈÙÐÓàɯ ÐÕɯ ÛÏÌɯ Ú×ÐÙÐÛɯ ÖÍɯ

cinematic action and so the GM may wish to cut 

the PCs a break.  Things can be made easier in a 

number of ways.  

Reduce the number of guards in the facility, hav e 

certain rooms contain first aid ki ts that the 

character can use, and remove the gas trap in the 

Operations Room. 

'ÖÞÌÝÌÙȮɯËÖÕɀÛɯÍÌÌÓɯÖÉÓÐÎÌËɯÛÖɯÍÜËÎÌɯÛÏÐÕÎÚɯÚÖɯ

that the PCs manage to catch Michael Portal ɬ it is 

very much in the tradition of such stories for the 

villain to escape.  Bereft of his business empire 

Portal may plot revenge in some other way ɬ 

fighting a guerrilla war using hackers and front 

companies for example.  Maybe he moves his 

operations to the Far East to rebuild there and 

possibly ally with MuRong Cheng .   

Michael Portal  could well become a recurring 

nemesis for the characters. 
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Debriefing 
Epilogue 
 ÚÚÜÔÐÕÎɯ ÛÏÌɯ ÈÎÌÕÛÚɯ ×ÙÌÝÌÕÛÌËɯ /ÖÙÛÈÓɀÚɯ ×ÓÈÕɯ

going ahead they will have earned the grudging 

respect of C: 

Ɂ&ÖÖËɯÞÖÙÒɯÛÏÌÙÌɯÈÎÌÕÛÚȮɯÖÍɯÊÖÜÙÚÌɯthis is what you are 

trained for, so much of the credit should be shared by 

the service.  Still, take a well earned rest.ɂ 

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 ɬ a 

potentially humorous recurring character if 

desired. 

So, the plans of Michael Portal have been 

thwarted, the US economy is safe, and Sharna 

Lloyd has been rescued ɬ but what of Mich ael 

Portal?  Was he captured? Did he fall to his death 

from the helicopter?  Did he escape, perhaps to 

resurface elsewhere hell-bent on revenge? 

In addition , the fate of Jacques le Fleur is in 

question.  There is no strong evidence to warrant 

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 and an End of 

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

ÊÏÈÙÈÊÛÌÙɀÚɯ Ú×ÌÊÛÚȭ 

David Noble AA4 
Aristocratic gambler turned spy. 

 A true gentleman 

 Born with a Silver Spoon 

 Free the oppressed 

 Girl in every city  

 Inveterate Gambler 

 Learning the hard way  

Sean Ashdown AA7 
Ex SAS survival and weapons specialist. 

 Duty bound  

 Mercenary buddies 

 Never good enough 

 SAS veteran 

 Sharpshooter 

 Taken prisoner in Iraq  

Georgina Colshaw AA10 
Former deep cover police operative 

 A stint at Interpol  

 Deep cover officer 

 (ÛɀÚɯÛÏÌɯÉÖÚÚɯÞÌɯÞÈÕÛ 

 Social chameleon 

 Something to prove 

  ɁɍɍɍɍɍɍɍɍɍɍɍɍɍȮɯ(ɯÕÌÌËɯÏÌÓ×ȮɯÕÖÞȵɂ* 

Drew Burnsen AA 13 
Cat burglar turned good 

  ÝÖÐËɯɁÛÏÌɯ+ÈÞɂ 

 "Gimme a minute!"  

 Greedy 

 Notori ous thief 

 Stole from the wrong people  

 Ɂ3ÏÌÙÌɯÐÚɯÈÓÞÈàÚɯÚÖÔÌÖÕÌɯÛÖɯÉÙÐÉÌɂ 

Rebecca Moore AA16 
Ex-BBC War Correspondent 

 "Don't I know you from somewhere?"  

 First on the Scene 

 Get to the truth  

 Intrepid Investigator  

 Steely resolve 

 Well travelled  

Michael Dalton AA19 
Ex-RAF pilot and vehicle expert 

 Big guy 

 Ex RAF Pilot 

 Grease Monkey 

 Respect the machine 

 Sucker for a pretty face 

 "__________'s in trouble!"*  

 

 

ɖ3ÏÌɯ×ÓÈàÌÙɯÚÏÖÜÓËɯÊÏÖÖÚÌɯÈÕÖÛÏÌÙɯ×ÓÈàÌÙɯÊÏÈÙÈÊÛÌÙɀÚɯÕÈÔÌɯÛÖɯÍÐÓÓɯÛÏÌɯÎÈ×ȭ 
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Digital Camera (disguised as a lighter, lipstick, or watch).

Tracking Signals (small discs with an adhesive to attach to the underside of cars or slipped into a personôs 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)

Notes

Coming from an aristocratic background, David was, and still is, a high society gambler.  He came to the attention of SIS 

when his gentlemenôs club 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.

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)

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

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

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 discs with an adhesive to attach to the underside of cars or slipped into a personôs 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).
 

 



35 

 

 

 


