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“The Summit” A Fan-Made Adventure Module for the Iron Kingdoms: Full-Metal Fantasy Roleplaying Game by Jeremy Wong



This fan-made adventure module was made for the Iron Kingdoms Full-Metal Fantasy Roleplaying Game. It makes reference to the several IKRPG rulebooks and mechanics, but could function in a variety of other medieval, steampunk, or fantasy settings with adjustments. There are few ironclad rules of diplomacy but to one there is no exception. When official reports state that talks were useful, it can safely be assumed that nothing was accomplished. -John Kenneth Galbraith A secret mission, far from the prying eyes of the public; an elite yet dysfunctional diplomatic envoy; a lethal group if interlopers intent on destruction. Sounds good, but something’s missing – player characters. This adventure should take a session or two to play through, and has a team of negotiators – escorted and led by the player charactesr – on a mission deep into a hostile and foreign nation. The adventure is designed to be both nonlinear and also adaptable - stick it in any setting or kingdom you like. Power politics is a zero-sum game, but combat is not. Not only do players need to guard the careful negotiations, but they need to physically guard the diplomats when riot breaks out! And to make matters worse, it looks like any hope of escape is gone… it’s up to the players to salvage a diplomatic mission and escape from a massive, hostile city with their lives.



Adventure: “The Summit” Genre: Political, Espionage Style: Event-Based Mental: Reasonable Physical: Lots Social: Opportunities Setting: Varies (see background) Enemies: GM’s choice Party Composition: Perfect fit: Army, diplomat Great fit: Nobility, mercenaries Decent fit: Mages, scholars
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Adventure Background Western Immoren is a cramped and crowded place filled with incredible weapons and military geniuses. War and conflict are not only inevitable, they are ineffably part of the world. A century or so of peace is shattered, and full-scale open conflict is the rule of the day. But it is not necessarily war alone that drives the kingdoms of mortals. Most nations have diplomatic corps or dedicated negotiators. Lives are bartered and borders redrawn in backroom deals as well as on the battlefield. “The Summit” does not inherently have a setting. It portrays any number of settings with similar results. Rather than try to shoehorn a group of party characters (or PCs) into one locale, many different options and nations are presented. You, as the GM – the one reading this document – should take careful consideration. What parts of Immoren do you want to see? What would fit with the tone of your game? What NPCs have you been craving to use or show off? Once the location is decided, the nature of the diplomatic envoy needs to be ascertained. Does your game veer far from the established canon? How much change or diplomatic politicking are you willing to tolerate? Suggestions on determining the nature of the meetings are listed in Section 3, “Many Meetings.” Regardless of the meeting's details, the nature remains the same. Several weeks ago, members of a foreign power have clandestinely arranged to meet with members of a nation that the PCs are on friendly terms. However, the lethal nature of Immorese politics means that a simple meeting in an embassy is completely out of the question. Rumors of a mole in the diplomatic corps abound, and the foreign nation would probably be hostile to overtures anyway. The only way to ensure the negotiation's success is to have a direct, face-to-face meeting with a foreign minister. This is easier said than done, since it involves dangerous overland travel and top-notch security measures, not to mention backup negotiators and problem-solvers. This where the PCs come in. This table below has a massive listing of suggested names for use with your own diplomatic envoy. You are of course free to swap out names, encouraged to throw your own NPCs into the mix, or, if you're feeling outrageous, chuck a couple of iconic named characters into these roles.
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You are free to use other characters and are encouraged to put characters of your own design into the main NPC roles.



by Nik Seleyev (CC NC ND)
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Players' Faction



Llaelese Resistance



Khadoran Delegation



Cygnaran Envoy



Iosan Dispatch



Ordic Negotiators



Protectorate Messengers



Rhulic ClanSpeakers



The Ambassador



Mr. Gryffyn Gylbert



Bazhina Bolotov



Sir Everett Ellsworth



Ystith Yrryeyel



Lord Lavoro Loriana



Justin Blackwood



Barl Belgre



The Officer



“Count” Nolyn



Budimir Nadmienovich (WKWG p. 220)



Colonel Elspeth Scarrow (IKWG, p. 153)



Dawguard Scyir Irshyl Nyarr



Captain Caldini



Paladin Abrogail Rikos



Jurg “Sevenfingers” Stonefast



Glaeys



The Bureaucrat



Lord Palyn Mirassi, “Fifthrichest man in Llael”



Posadnik Nikolei Mikolovich (IKWG p. 226)



Viscount Wolfe Blackwood, alderman of Bainsmarket (IKWG 152)



An unnamed leader of a minor house referred to only as “narcissar.”



Castellan Olyado Caetan



Sovereign Bron Hadley



Gruhn the Debtor of Clan Stonedrinker



The Adviser



Deyar di Martyn



“Andrei”



Keegan MacConnor



Syvas Lyoros



Lena Mateu of House Mateu



Zucco Hadlock



Alcyr, Iosan Exile



The Bodyguard



Lymos the Huntsman



Sonja, former Widowmaker



Cronan Lattimore



Callis, Iosan fighter



Termen, trollkin mercenary



Abidin SekKarah



Borok Oaknee, Ogrun Defender



Locale



Llael



Khador



Cygnar



Ios



Ord



Protectorate of Rhul Menoth



Possible City



Occupied Riversmet



Hellspass



Pt. Bourne



Iryss Outskirts



Five Fingers



Sul



The Local



Lord Palyn Mirassi, “Fifthrichest man in Llael”



Posadnik Nikolei Mikolovich



Mayor Leto Millward of Point Bourne



Ystith Yrryyel



Castellan Sovereign Olyado Caetan Bron Hadley



Gruhn the Debtor of Clan Stonedrinker



The Staff



Ms. Lyto



Yuri



Shay



Twins; Rylys and Renyll



Faro



Kobor
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Kita



Ghord
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The Setting The foreign nation that is the site of this adventure opens up a wealth of opportunities. Have you been itching to finally send the PCs into Khador? What about a dissenting group in the Protectorate of Menoth? Maybe you think some action within the borders of Llael would be fun. This is your chance to implement these nations and move your campaign's plot forward. Figure out where you want to set the site (referred to as “The Embassy” even if it's not a formal embassy) and work with it. More information is provided in later chapters. If a location or negotiation seems implausible or disruptive, then simply don't use it. Politics is a finicky art; depending on the needs of your campaign, the negotiations could all be for naught or they could lead to a decades-long treaty.



The Envoy This adventure module has a number of NPCs of note. However, the fluid nature of their nationality, loyalty, and even race means that some degree of improvisation is required on the part of the GM. However, they can still be outlined in broad strokes; interaction with these NPCs is a critical part of the adventure.



The English language has a bit of a bias towards malegendered pronouns that we hope to avoid in these rules. For purposes of this module, we’ve sidestepped some of these gender neutrality quandaries by adopting the “Singular They” rule. What this means is that rather than just going with male pronouns (“he”) or switching between gendered pronouns (“he” in one chapter, “she” in the next), we have adopted the use of “they” even when referring to a single person. To some folks, this is bad grammar, but there is actually some good evidence that this usage has strong historical roots (look it up), and it certainly gives fewer editing headaches!



These NPCs are the relevant and important members of the diplomatic delegation the PCs are charged with. When these particular characters are referenced in the text, they are referred to simply by their occupation. If you feel that there are too many NPCs, then you can probably cut out 4, 5, and 6 and just keep the first 3 – or you can mix and match. The adventure relies more on the actions of the players than of the diplomatic corps.



Statistics for each of the major NPCs can be found in the appendix.



1. The Ambassador “Get it done.” This diplomat is a member of the PC's home nation and its upper class, through and through. They are smart, quick on the draw, and relatively competent at negotiation and the combined art of politics and war. Lies and intrigue might be a part of life in the Iron Kingdoms, but this particular ambassador genuinely has the interests of the Home Nation at heart. However, this particular diplomat is troubled. Valuable members of society aren't normally sent on extremely dangerous top-secret missions. This is proof, through and through, that the Ambassador is disposable – and this greatly effects their morale. They cannot show weakness now in the face of adversity. To do so would be to open personal weakness and invite destruction on themselves and on the Home Nation. In the end, the Ambassador will rely on the keen abilities of the players to find a solution; only they can break any deadlocks. Their outsider nature gives them an aura of impartiality. Relationships: The Ambassador likes the PCs, the Officer, and insisted on bringing along their personal friend, the Bureaucrat.
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Roleplaying: Pull out the stops. Be boisterous and in-charge. Try to make eye contact and make it seem like you really care about the PCs. Your life depends on it. Try to hint that you want help, but never formally ask for it and try not to accept advice when given.
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2. The Officer “War is just an extension of politics. Always has been. Always will be.” This NPC is a veteran of several prior conflicts, border skirmishes, and maybe even the most recent war. The Officer is sent along as to provide council for the Ambassador. They are older, trustworthy, and a little out of date; they might be a veteran of the Scharde Invasions or the Lion's Coup. The Officer likely has trouble adjusting to the rapid pace of technology in the Iron Kingdoms; factories and railways are familiar, but the use of so many new devices taxes his tactical sense. A military rifle is fine, but a Battle Engine is incomprehensible. The Officer will probably take more risks if given the chance, going out in a blaze of glory or starting a duel. Relationships: Not everyone gets along with the grizzled Officer; they love the Ambassador, and the Bodyguard but are busy blackmailing the Adviser. Characters with military connections and a long service record are the ideal way to introduce iconic or plot-relevant to your players. “You want to meet Marcus Brisbane? Ol' Siege? Hah! Sure thing. Here's a letter – when we get back, give



it to 'em, and tell him that I sent ya! He'll take care o' you.” Roleplaying: You can be a senile old man, or a grizzled military officer. Maybe both. The Officer is past their prime; thinking about the old times probably ends with a wistful look in your eyes. Look up a few uncommon words or slang and slip them in like they're in style. Perspicuous, prescient, or puissant, for example.



3. The Bureaucrat “You know what I think? I think that...” This NPC is just along for the ride. They're not particularly charismatic, dignified, or graceful. However, they possess knowledge and foresight, so the Ambassador brought the Bureaucrat (a personal friend of theirs) along for the trip. The Bureaucrat is probably someone of import back in the Home Nation, and they possess some degree of power – a barony or even a province. Losing the Bureaucrat would be a very bad thing, and the Home Government groaned when the Ambassador insisted on bringing them along. Finally, the Bureaucrat is relatively polite to everyone but the Staff. The arbitrary cruelty shown towards the cooks and servants might lead to violence later on. Relationships: The Ambassador needs the Bureaucrat; not the other way around. Don't mistake a quiet voice for unintelligent.
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Roleplaying: The PCs are beneath you, and you grow easily tired of politics. You would rather be home, and you speak of your home quite frequently.
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4. The Adviser “What do you think the odds are that we'll get anything done? 50-50? Twenty crowns says we don't.” They're not actually here to advise. They're here as insurance. Shady, possibly criminal, and wanting no part in this business; the Adviser is here because they've got a good eye for getting out of a situation and a knack for getting into places (like kingdoms) where they don't belong. If worse comes to worse, the Adviser will make a break and leave everyone else to their fates – but only after killing the Officer. They've got a wealth of knowledge to share, and are completely subservient to the PCs... at first. The Adviser probably has a small criminal network in the Home Nation, but is here solely because of their knowledge of infiltration and ex-filtration. The Adviser doesn't like killing, but survival is worth any price, right? Relationships: The Adviser is being blackmailed by the Officer. They're attracted to the cute members of the Staff, though, and the Ambassador could be a useful ally. But in the end, you gotta look out for number one, right? Roleplaying: Ending phrases in 'right' or 'am I right' can be annoying but iconic. The Adviser probably has a lot of idiosyncrasies, like carrying around a necklace or always fingering their scars or never, ever making eye contact.



5. The Staff “Can I help you, sir?” The Local representative is hosting the players' party and envoy. No good diplomatic meeting would be without retainers, hangers-on, minor courtiers and attractive serving men and women. The Staff wants no part in these shenanigans. If there is any chance of simply hiding and waiting for it to blow over, they'll take it. If they get ordered to sacrifice themselves, they're more likely to just run for the hills. However, they see the PCs as exotic and powerful; they're likely to obey their orders without difficulty. Relationships: Something between slavery and friendship characterizes their relationship with the Local. Roleplaying: Breathe some life into your town. Iosan elves think these visitors quaint. Khadorans are fearful of these strange foreigners. Rhulic servants want to grab a pint later on. If a PC might be lecherous enough for a quick fling with a local, then by all means – indulge them with the Staff. Otherwise, they're usually quiet and doe-eyed. In the event that you want to play up the role of the Staff or better yet provide a face to chat with, potential names are provided.



6. The Bodyguard “You guys ain't bad yourselves.” The Bodyguard is a good fighter and a realist. They also respect the PCs. That's a shame, since they're probably going to die. The Bodyguard was sent to keep everyone in the diplomatic envoy alive. They deliver the original briefing and go over some of the plans. After that, they leave to secure an exit route and are never seen again. Relationships: The Bodyguard loves everyone, and nobody thinks too much of the Bodyguard save the Officer.
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Roleplaying: Want to whip out a funny Midlunder or Kossite accent? Don't worry, the Bodyguard won't be around too long so it won't be too draining. Slap the PCs on the back, tell some funny jokes, and remind them that you'll be back. (You won't.)
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7. The Local “Four months to contact you, three months to ready the safe houses and embassy, two delays, and one chance at making this work. Come on in.” The Local wants to help. Really. They're driven by altruism and a sense of justice; war is bad, peace is good, honesty is best. They're also driven by the fact that if this goes well, then their political career just hopped on a Deliverer rocket. Either they're going to crash and burn, or the winds will change and they'll hit their target. The Local really does have some power and some say in their government. This diplomatic mission isn't sanctioned, though, and conservative elements in the government (like the Greylords, for example) would have their head if found out. It might be a reflex for players to assume that this is a trap. The Local should take pains to get as much out of the Ambassador as possible in terms of deals and promises, but even more pains to prove that this isn't a trap. In fact, the Local is in just as much danger as the players and the party. While he has support and standing in his own government, there are just as many who would like to see the Local dead. In addition to following a minority religious faith (Menite, Cyrissist, Seeker, Dhunian) the Local is open and vocal about their cause (such as peace or trade). Even if the reigning monarch approves of the Local's overtures, the boisterous way they are executed makes many enemies. Relationships: The Local has neither rapport nor animosity with most of the other NPCs. The staff serves the Local's household and are generally treated well for their position. The Local is especially fond of the amed Staff member. Roleplaying: This is your big chance. You've come too far to let this all go to waste. You'll see peace, or munitions, or trade – something, anything at all will do. It has to be a good deal, and it has to happen. There is desperation in your voice.



8. The Interlopers *Left flank! Attack pattern phoenix! Eliminate target 6!” The Interlopers' nature changes greatly depending on the site of the adventure. The Interlopers are here to disrupt the proceedings, ideally killing the PCs and the Local at the very least. Arresting them would be acceptable as well. The group may or may not be officially sanctioned by the authorities. They'll operate in secrecy regardless, stirring up trouble, spreading word to the local citizenry and working them into a frenzy. They might 'suggest' a few roadblocks or attacking the Embassy. In Cygnar, the Inquisition tries to disrupt Cygnaran diplomacy. They have wind of the upcoming proceedings and will stop at nothing to keep Cygnar and King Leto isolated. In Khador, the Greylords are under orders to arrest or eliminate the diplomats. You can portray them as tricked and misguided by a conniving superior, or fanatical and arbitrary in eliminating perceived threats to the Motherland. Ordic mercenary companies under the umbrella of the Talion Charter are sent by House Mateu seek to disrupt King Baird's rule. Llael offers multiple options; since the players are presumably meeting with Llaelese resistance members, you can have them come under assault by fanatical Llaelese patriots, by members of the Order of the Golden Crucible, by infiltrating Greylords – the options are numerous. Menite forces run a totalitarian regime in the Protectorate. The subtle Allegiance Order of the Fist is made aware of the dissenting (and therefore heretical) Local and moves to eliminate them. Rhulic clans have a habit of feuding; the Local's clan happens to be in the midst of a lethal blood feud with another clan. The Interlopers are sent to disrupt the Local's chances at prosperity. Ios is already hostile to outsiders; a cell of the Retribution of Scyrah, while still officially outlawed, will operate to remove the dangerous incursion into their lands. Ideally, the Iosan authorities should be kept out of the struggle so as to not totally overwhelm the PCs.
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There are other options; Cryxian connivers, Cephaylx, Blackclads; nearly any organization can fulfill the role of antagonist with ease. There's relatively little direct interaction with the Interlopers.







9. The Mole Adding in a traitor or mole is an optional subplot. If your players are used to intrigue and investigation, this might just add a tiny bit more for them to deal with. Or, if you think it might add too much suspicion and disruption, you can leave it out. The Mole is one of the members of the PCs' envoy. Choose someone. In reality, the Mole is working against the team, maybe even working with the Interlopers or another foreign polity that wishes to see the failure of this mission. Nobody in the mission knows the identity of the Mole, but the Bodyguard and Adviser have both heard rumors and have been warned to be on the lookout for a possible traitor. The Bodyguard is under orders to eliminate the Mole if possible. The Mole knows that the Bureaucrat is important, and will attempt to kidnap or lethally neutralize the Bureaucrat. (Of course, if the mole is the Bureaucrat, they might have another target. ) If you choose to use the Mole, then you can determine the agent's identity randomly, or simply choose an NPC you think would be a neat double-agent. For random results, roll on the table below.



Plot Summary The player characters begin the adventure en route to the Embassy, hidden in your choice of vehicle. Upon arrival, they split up into small groups, canvassing the area and avoiding suspicion on the way to the meeting point. During this time, the Bodyguard goes missing. Upon arrival, the players have some time to explore the Embassy grounds and make any security preparations they choose. They might be able to interview or discuss the diplomats, as well, though their time is limited. The situation grows ever more tense as the negotiations do. Tempers rise and flare on the inside while the Interlopers begin moving against the players, stirring up a large crowd to attack the Embassy compound. It's a race against time to find solutions; the party can escape through a dangerous rear exit, through a lethal sewer, fighting their way out, or any manner of other routes.
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Once out of the embassy, the party is still trapped in a foreign city. The means of their escape are put in the players' hands; can they escape with their lives and salvage the work and energy spent on the summit?
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By Breathing2004 (CC NC ND)



Scene I – Many Meetings When the adventure begins, the players are approached by a representative of the Home Nation (wherever the players happen to spend most of their, have a base, or happen to be in) and asked to join the diplomatic Envoy. The Bureaucrat arrives on their doorstep (figuratively or literally) with the Bodyguard in tow and explains, in broad terms, the mission; a diplomatic Envoy of peace will be sent, and its clandestine nature means that the players' services are required. Once their services have been acquired, it's a tense but brief journey to the Embassy. The players should take their time to formulate plans and contingencies.



Getting Started Wrangling together a group of player characters can be as easy as falling down or as hard as wrangling cats. You need to convince players that they want to help out the Ambassador, and that means convincing them that they want to travel through hostile territory for a top-secret meeting in a hostile place.
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Altruistic characters might be convinced when the Ambassador tells them of the plan for justice and good relations; criminal or mercenary types might be convinced when a cadre of city guards shows up and tells them that their larcenous skills will come in handy and offering them a pile of gold. (After all, mercenaries would have no idea this envoy would be happening and therefore could be trusted not to be the mole!)
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If any of them have formal ties to a nation, use it. If they have former ties to a nation, they might be called in as a favor; you could manipulate their sense of patriotism.



Investigative types, infiltrators, and spies are obvious choices to make sure the area is secure; bodyguards are always wanted. Diplomatic PCs or ranking officials might in fact be called upon to do some of the negotiating.



A Private Chat On the way to the border of the foreign nation, the players should have the chance to meet the pertinent NPCs. The Ambassador displays confidence, the Officer chats about military developments, the Bureaucrat tries to look bus, the Adviser. acts inconspicuous (which in turn ends up looking very conspicuous!) The night before the characters breach the border, the Bodyguard pulls out a sheaf of documents and hands a few of them to the players. (Give the players 1:Area Map, Handout 2: Definitive Orders, and Handout 3: The Mole. If you have a map of the Iron Kingdoms handy, show off your general location.) The Bodyguard explains the general plan and answers as many questions as possible. He wants to get to know the players and instill in them a sense of confidence that this can work, even if the threats will be great. This entire expedition was almost canceled, and the Ambassador is quick to point it out. The entire affair was delayed 2 weeks due to a small skirmish nearby. The Adviser loudly bemoans the whole affair, cursing the Ascendant, Stone Father, or other figure of your choice.



 How long will we be here? “Not long. A day at most, less time if possible. Sorry, no sleeping on the job or exploring a strange and foreign land.” 



What is our objective?



“Make sure they get in, sweep the makeshift embassy, help out with the negotiations. Then, establish a safe passage out.”  How do we get in? “There are some covered carriages waiting nearby. The Local meeting us has them disguised and everything, complete with local staff and fake paperwork. We'll meet them over the border and they'll get us to the city. Once we get in the city, we'll split up – pairing off in twos – until we reach the Embassy.”



 How do we get out? “There will be an experienced warcaster waiting to meet us outside the border. We can escape via the river or docks, we can bust out a lightly-defended gate, or we might go through a tunnel. If things go according to plan, we'll sneak out in the carriages. If things break down, well, they break down. You can think on your feet, right?



 Got any contingency plans? “The makeshift Embassy isn't all that far from the city's edge. A chunk o' the city's garrison just got mobilized for military duty, so they're short-handed. Even if everything goes wrong, if we can make it out of the city we'll have a fighting chance. They won't pursue us far.



 How am I supposed to hide my 'jack? “Carefully. No, I kid. Steamjacks aren't always an uncommon sight on the streets, and there's a 'stable' at the Embassy.” (Or, if visiting a locale where a 'jack might be out of place...) “We've got two carriages. Just leave your 'jack in one, and we'll all cram into the other. We'll have that carriage loop around and meet up at the Embassy.”



 How do we know this isn't a trap? “You should have asked that when you signed up. Trust us.” A tense few minutes of waiting proceeds until the players are picked up by two large, covered carriages.
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The carriage ride is a good time to start planning. The Bodyguard and Ambassador should encourage the players to start thinking.
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The carriages have a few emergency amenities such as rope and rations. Large, billowing locally-made cloaks to disguise any overt equipment or armor are provided. Threadbare articles of clothing and makeup are provided by the Adviser. If any of the players is trained in Disguise, this equipment gives them a +4 modifier on their Disguise skill roll. If none of them are, the Adviser makes a Disguise roll (at a total +3 modifier) for each party member.
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Scene 2: In the House of Peril The Local and a few staff have been impatiently waiting for the envoy to arrive. The whole experience has been a nail-biting affair, leaving the Local on edge and the staff nervous. The Embassy is surrounded on 4 sides 8-foot tall walls, with gates on the front and back walls. It abuts a cliff in the rear, tightly packed houses to its sides, and stands in front of a small market square in its front. Trouble is abounding before the players arrive. A huge mass of local guardsmen has surrounded the compound. This is just the first of many troubles. A large crowd of guards is milling about the square near the makeshift Embassy. There are at least 12 guards and lieutenant – possibly a small detachment from a military regiment. It would appear that there was a small dispute and a fight in the market square. The Ambassador takes control of the situation. Driving the carriages through the crowded square would be suspicious; instead, the Ambassador suggests splitting up into pairs of two and simply taking a roundabout way through the crowd. The Bodyguard leaps at the idea. The players should be willing to pair off as they see fit; the Bodyguard chooses to pair off with whichever character happens to be the Mole. The entire group splits up, and, assuming the players are on board with the plan, crosses through the marketplace in pairs of two. The option to maintain contact with the pairs is lost while meandering through the market. Trouble abounds before the players arrive. A huge mass of local guardsmen has surrounded the compound. This is just the first of many troubles. A large crowd of guards is milling about the square near the makeshift Embassy. There are at least 12 guards and one light warjack; it would appear that there was a small dispute and a fight in the market square. The Ambassador takes control of the situation. Driving the carriages through the crowded square would be suspicious; instead, the Ambassador suggests splitting up into pairs of two and simply taking a roundabout way through the crowd. The Bodyguard leaps at the idea. The players should be willing to pair off as they see fit; the Bodyguard chooses to pair off with whichever character happens to be the Mole. The entire group splits up, and, assuming the players are on board with the plan, crosses through the marketplace in pairs of two. The option to maintain contact with the pairs is lost while meandering through the market.



If the skill seems highly appropriate, require a Target Number (or TN) 11 roll to pass. Skills like Deception, Streetwise, or Sneak would work well. If the skill is dubious, it may require a TN 13 or higher to pass unmolested. Skills like Navigation (to find a way through the crowd), Tracking (to move past the guards unseen), or interaction skills like Seduction (used to appear like 'one of the crowd) might pass.
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Sidebar: If a player thinks they have no chance of making it across unharmed (an Ogrun in Ios isn't subtle!) , you can simply offer them the chance to ride in the back of one of the carriages and arrive a few minutes after the rest of the envoy. If the other players can come up with a decent solution, go for it. RPGs are more fun when everyone gets to play, after all.



When a pair that contains a player character tries to cross the market, have the player make a skill check. (If there are two players in a pair, just have one volunteer to make the check.) The skill used is negotiable, so long as the player can justify using it to subtly make their way through the market without attracting the guards' attention.
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The Bodyguard's Disappearance
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Everyone's paired off and made their way across the street – except for the Bodyguard. During the proceedings, the Mole (whoever happens to be the Mole, at least) takes a long, circuitous route with the Bodyguard into an alleyway and simply kills him out of sight. Re-iterate everyone inside the Embassy; if anyone questions where the Bodyguard went, the Mole's first story is that the Bodyguard left early “to secure our escape route.” It's a vague enough answer that the Mole thinks it'll work. You have the option to eliminate the Mole subplot and make it true – the Bodyguard decided to leave and scout out the streets to find a particular path of escape.



Inside Once inside the Embassy, the group breathes a collective sigh of relief. Basic pleasantries are exchanged and small talk is made. While the rest of the diplomats make light of their situation, the players are given free reign of the makeshift Embassy. The Embassy is, in fact, not a formal government building of any sort. It is the city manor of the Local, and they do not spend terribly large amounts of time here.



E1. Courtyard This area is spacious and well-manicured. It's obvious that the Local is someone of import and wealth. Six statues of national heroes and family members grace the courtyard, along with two inky-blue pools of water.



E2. Foyer The foyer's mosaic depicts impressive imagery; a massive cityscape under assault by a terrible dragon, with defenders sallying to eliminate it. The mosaic is somewhat grotesque, as screaming innocents and flame-scarred soldiers are visible. It is here that the Local's only two guards, a pair of pikemen, stand guard. A massive stairway takes up the center of the room. A closet (E3) lies to the right. To the right, the dining and kitchen halls await, and to the left, lounges and diplomatic offices.



E3. Closet This small closet is cramped and dusty.



E4. Pantry The pantry is well-stocked; the most notable drink is a Rhulic bourbon with no words on the label. Food and drink abound in the pantry, as well as all of the equipment one would expect of a functionary and noble; papers, machine parts, coal for the furnace, and anything useful but not valuable gets tossed in here. There's a door to the Vault (E9) in the corner, and the opposite corner leads to the cellar. (C1) The 'armory,' however pathetic it may be, is a part of this pantry. Four long rifles, two pistols, three swords, 25 metalcased rifle rounds and 10 metal-cased pistol rounds all wait in a box. A spare gunsmith's kit and one Knockout Bomb also lie nearby, untouched years.
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E5. Kitchen Razor-sharp knives and plenty of fine cookware make up the kitchen. A massive coal-fired furnace stands here. It looks old; the servants joke that it could be used like a bomb if they ever wanted to quit their jobs. A jar of elk jerky is available to anyone who needs a quick snack. A vial of alchemical acid sits on the shelf, but the servants don't remember why.]
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by Relatos del Bardo (CC NC ND)



E6. Dining Hall This dining hall has comfortable chairs, but they're too low compared to the table. A sword and dagger set from a long-forgotten battle hang above the hearth, and a desk in the corner is filled with the inks and quills that befit the upper class.



E7. Offices The Local doesn't spend much time here, preferring other places farther away from the city. Still, an office is an office. A painting of the Local and their spouse stands along the wall; it's obviously a marriage of political convenience rather than love. A desk is filled with documents, but most of them out of date. (If you want to have an interesting plot thread or document, this is a decent place to have it.) The walls are very, very solid in this room. A loded pistol sits on the desk.



E8. Stables This small area has a massive sack of coal and enough room for the carts and horses to park- but little else. A pile of horse feed and spare parts for carts lies strewn messily about this room. After the party arrives, it is home to four scared horses and two overly-large carriages.



E9. Vault The Vault's door is a decently-sized iron disk; one has to duck to get in. Heavy rivets give it an industrial appearance. The door has a lock and the Local has a key, but it can be opened from the outside without difficulty even if the door is locked. The Local isn't expecting players to be snooping and looting; all the same, this long room contains about 100 gc in local currency, a figurine of the Devourer Wurm (“It's art! Not devotion! I swear!”) , a gorgeous red-and-gold scarf worth 25 gc, and an odd painting of a bullfight labeled “Throwdown in Swinetown,” worth a further 59 gc. It is disconcerting to look at ; a pair of bulls have gone on a rampage through a packed urban area. Trickles of blood run into the sewers and a score of brightly-colored spears have impaled the bull to no avail. (Small wonder the Local doesn't like to display it.) Three Alchemical Capacitors it unused on a shelf.



E10: Lavatory
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This large, communal restroom features indoor plumbing. There are two sub-divided rooms, one for gentlemen and one for ladies.
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E11. The Grand Meeting Room It is here that the main meeting takes place. This massive room has desks and stenographers' tables in the rear, a fireplace and spacious shrine to a local deity (there are a number of lit candles precariously placed on the mantle) and of course a massive varnished oak table. The table is covered in documents and maps, out-of-date intelligence reports, missives and letters from the Local, the Diplomat, the Adviser, the Officer and the Bureaucrat. A game of Conquest (the board game) sits on the shelf the desk in this auxiliary meeting room. If the negotiations last too long, the Officer might challenge the most inclined character to a 'short game.' (Beating the Officer is a TN 15 Command roll.) A trio of exotic masquerade masks lie on display. It seems strangely appropriate.



E12. Master Bedroom This room looks like it hasn't been slept in yet, but it does look like someone's done a lot of pacing back and forth here.



E13. Servant's Quarters Servant beds and quarters stay here. Only one or two staff live here full-time; the rest have traveled with the Local. A few board games line the shelves; “Bone Grinder” is an available title. One of the servant's bed seems to look a little too padded; 30 gc have been squirreled away (pilfered while the master was out!)



E14. The Workshop This room looks to have once been some sort of arcane workshop, but it hasn't been used lately. Glassware, pottery holding a few materials, and instruments and tools line the walls. Several arcane and religious tomes have been squirreled away here, and a trio of iron birdcages lines the other wall. A few interesting items like a magnifying glass, some Heavy Metals, and a dose of Ectoplasm can be found by studious characters.



E15. The Library Extensive but superficial, this library is filled with books, most of them relatively modern. A long search or a TN 15 Detection roll might turn up a rare or banned book.



E16. Balcony
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This is just a balcony.
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Scene 3. Preparing the Board Largely a continuation of the previous scene, this allows characters to do as they please in preparation for the meeting and any potential issues (such as the Mole or the Interlopers) Assume that after some time of examining the property, they are informed by the Ambassador that the team is setting up in E11. The characters are now in a time-crunch; they're now on the spot. What will they do? There certainly isn't enough time to check every nook and cranny. During this 'rushed investigation,' assume that each player can try one more task to examine the “embassy.” If they want to, they can attempt a second task, but must succeed at a skill roll to do so. Searching the halls for any secrets or unusual structures finds the door to the Cellar unlocked. A few old wines line the walls, as well as a door that leads to a large series of catacombs below the city. The Staff inform the characters that said catacombs are dangerous (rumors of monsters, undead, and bandits – the usual – are cited). If this is the second task the character attempts, they only succeed with a TN 12 Detection roll.







Meeting with the guards is disheartening. Only two guards – inexperienced hires for the Local's household – are available. Both stand at the ready near the front door, possessing only a halberd for combat. They can be convinced to patrol, guard a certain area, take up arms from the Armory, or any other easy task the characters can dream up. If this is the second task the character attempts, they must pass a TN 11 Command roll.







Testing the food for poison or searching the kitchen is paranoid, but a worthwhile effort. The food shows no signs of poison or tampering, but one of the dishes being served contains paprika, for which the Ambassador has an allergy; switching or



fixing
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the spices creates a better atmoshpere and earns accolades from all invovled. If this is the second task the character attempts, they must pass a TN 11 Forensic Science or TN 12 Detection roll. 



Checking the perimeter is a worthy endeavor. The fence looks strong, the walls are fairly thick; a battering ram or warjack could get through, of course. There's no mechanika or arcane defense. The weak point is the front gate, which only has a good lock keeping the iron-wrought fence in place. A Perception ability roll or Forensic Science roll could reinforce the gate.







The rear door and balcony open out to a cliff; below said cliff , after a 15-foot drop, is the roof of a seedier section of town. Taking the time to examine it all could plot an easy route from this balcony, off the ledge, into the lower-class district and to the city perimeter. If this is the second task the character attempts, they must pass a TN 10 Navigation or Streetwise roll.







Questioning the Staff members isn't necessarily relevant to the mission, but if the character seems like the romantic type (or you want to throw complication into the mix), a flirtatious staff member might be entertaining. (No roll is necessary.)







If a character wants to examine the armory or the vault, they're allowed to. A few minutes with the equipment down here makes it clear that it's all in working order and ready to fire at a moment's notice. The equipment can even be stashed around the house, if it seems somehow necessary. If this is the second task the character attempts, they must pass a TN 12 Military skill roll of the player's choice.







Meeting one of the diplomats and discussing the situation with them can be rewarding. If you want to deliver a piece of lore, here's the perfect place to do it. If this is a player's second task, they need to attempt the skill roll listed to get the NPC to open up; otherwise, the NPC is friendly and earnest. Refer to the NPC information in the “Backgrounds” section for details as to how they might respond or how to play them. The Ambassador wants appear strong. (Respods well to Oratory but badly to Intimidation.)



o



The Officer wants to get as much as possible from the Local. (Responds jovially to Intimidation but poorly to etiquette.)



o



The Bureaucrat is trying to come up with possible escape plans if the compound is surrounded. (Responds best to Interrogation but porly to Negotiation.)



o



The Adviser wants a way out of this mess. (Respods well to Negotiation.)



o



The Local is nervous. (Responds best to Etiquette.)
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o
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Scene 4: Cards on the Table The summit commences. The hiccups turn into a terrible cough and by the end, a rasping death throe as the local citizenry grows anxious. First, one needs to determine the very nature of the meeting. This, again, is best tailored to your campaign. This can be tricky, since it needs to be meaty enough that some serious discussion can be done but not so stubborn that nothing gets done. Remember ,if it comes down to it, the Local blinks and caves to demands. If you don't have anything to debate – if your characters aren't attached to any one nation or plotline or faction – then here are a few common issues, the stances of the NPCs, and how they might be resolved.



1. “Join our war.” This can be a tricky proposition. The players' Home Nation is requesting that the Local's foreign nation get tangled up in a formal declaration of war. The Local knows that this is impossible and that they can't order a war anyway. The Ambassador knows that the Local has support in the government, and speaking for war could definitely change public opinion.



Sidebar: There are always other options; the best diplomatic rows are the ones that everyone thinks are interesting. Trade negotiations and bargains are valuable, but they need pizazz – like borrowing military caravans or using restricted roads. Selling equipment, starting or ending religious persecution, and especially the exchange or returning of hostages can all spark one's imagination.



The Officer wants military support, even if it's clandestine; agents or supplies could help. The Adviser reminds the players that there need to be hard and fast rules on how any of this hypothetical military or political support might work; otherwise, it's just a bunch of vague promises. The roles could also be reversed, with the Local begging the players to help with the war effort.



2. “Share your secrets.” Every nation has some sort of benefit or impressive technology, and the Home Nation wants the Local to hand it over. It could by Cygnaran storm engine technology or Llaelese blasting powder; maybe dissidents in the Khadoran government might be convinced to hand over some Orgoth artifacts. The Ambassador wants to make a one-for-one trade; the Local hands over his nations's secrets and the Ambassador hands over his nation's technology. The Local knows that the Ambassador has more to offer, and wants to explore the possibility of engineers and mechaniks coming along to help the deal. The Officer needs to be convinced and will refuse almost every deal on the table 'out of principle.' The Bureaucrat wants the players to try and judge which technology is more valuable, and influence the discussion accordingly.



3. “Support the opposition.” The Ambassador and the players want the Local to make a dangerous prospect – supporting rebels! There are always going to be dissidents and rebels; the Local's foreign nation has one such rebel group, and the Ambassador wants the Local to find a way to support it. It could be the Seekers in Ios, a noble family in Ord, or Trollkin and/or Druids anywhere.
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The Ambassador knows that publicly, it's suicide. Therefore he wants to find some way to convince the Local that things will be all right.
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The Local knows that if they're caught supporting rebels, they and their family are slated for a very public demise. They will only agree if the offer is right (be it in payment monetarily or safety.) The Adviser suggests that the players find an ingenious way to arm the rebels or ensure the Local's safety.







It could also be the other way around or a mix-and-match; one side presents an open-ended problem and the other side chooses a closed solution. For example, the Iosan Local says, “Help us do damage to the Retribution of Scyrah,” but the Ambassador wants specific promises of technology, equipment, and a possible alliance. GMs are creative. You'll figure something interesting out.



Scene 5: An Extension of Politics The negotiation can be as complicated or as simple as you desire. You can avoid all rolls and focus on roleplaying exclusively or you can deal with the players' skills exclusively. The exact nature of this scene is very nebulous. Everyone is standing around in one room, talking and discussing. The diplomats and politicians want something very distinct. Watching NPCs talk, of course, is boring and dreary. There are two great ways to get PCs involved in these tense and possibly world-changing negotiations. 1. “Troupe Play” Give players all the power. Seriously. Give the players who love to argue a little index card with the Ambassador's name and/or the Local's name. Let them simply go at it. That's right. They're changing characters and changing skins. It sounds odd, but it's a nice change of pace – and it gives players a great excuse to get in on some intense deal-making and role-playing. Players are free to invent resources, characters, or demands; this option's focus is inherently on having a little fun. 2. “My Special Advisory” The Ambassador can't look weak by talking to his entourage of politicians and military men... but he can stoop over and talk to the player characters. These outside views can influence the fraught Ambassador in a way that the gentry at his side cannot.



Events During the negotiations, the following things are likely to happen, and likely in the following order. The timeframe is deliberately vague, but it's likely to take several hours, with the negotiations going into late evening.



1. If the players haven't noticed, the rest of the envoy does; the Bodyguard is missing. The Mole reiterates a



4.



5.
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3.



Page



2.



claim that the bodyguard simply left to secure an escape route. Roll Deception for the Mole (presumably secretly,) with the TN for the Mole's roll being 9 + the highest INT among the PCs in order to determine how convincing the Mole is. A failure gives the players hints that the Mole isn't saying everything, while Success might instead shift the suspicion to the absent Bodyguard. If the players don't suspect the Mole at all – run with it. It can be more interesting to work around players' beliefs than to pull the rug out from Not everyone actually likes under their well-constructed ideas. political intrigue. You are A servant tries to sneak out of the compound. (Ideally, one that the encouraged, even if your players have already interacted with.) He's not a traitor, but he is players despise politics and negotiation, to give it a try – nervous. Letting him go could compromise the mission, but keeping they might like it. If it really him here could compromise the servant's mental state and well-being. isn't for them, you can simply Tensions between the Officer and the Adviser boil over. The Officer is leave it in the background and in possession of blackmail material against the Adviser; during an keep their minds focused on argument over some detail of negotiation, the Officer threatens to security and fighting. reveal these dark secrets to everyone present. In turn, the Adviser threatens the Officer's life. If left unchecked, the argument escalates to a duel inside the meeting room! The Bureaucrat violently mistreats one of the Staff members over a minor transgression of etiquette. (Etiquette, in turn, could be a
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reasonable skill to calm the situation.)



6. A few people begin to gather outside the Embassy. The Officer 7.



8. 9. 10.



comments on it, but makes no heed; they don't seem to be doing anything violent. The Officer sends the players downstairs to investigate the sound of glass breaking. An adolescent boy has just snuck into the Embassy out of sheer curiosity. This presents another difficult situation, similar but far more damning than Event 2. The boy sees the outsiders and possibly even the Officer. The players need to found solution to this young intruder. One of the Staff (or possibly even the incensed Local!) violently attacks the Bureaucrat as tempers run high. Just as the Ambassador and Local are coming to an agreement, the crows swells in size and temperament. The Interlopers, privy to knowledge of the meeting via the Mole, have spread vicious rumors about the goings-on inside the makeshift Embassy; ideally, the Mob will rush in and destroy the Embassy and its inhabitants in a 'spontaneous' uprising.' This mob is now steeped in nationalistic or religious fervor and is preparing to storm the compound and exact vengeance for sleights against their nation both real and imagined.



Timers: Some people like using timers. Some people do not, preferring to give their characters the time to think that they would be denied in the real world. One option to keep the pressure on is to introduce a literal timer. Pull out your smartphone, tablet, computer, or hourglass and tell them that the gates will come down when the timer reaches zero. A real-life timer can greatly change the dynamic of the game for the better.



Scene 6: That was a good chat, it was A Conclusive Meeting It's time to go. Unfortunately, time has abandoned the part. There is a growing mob of some 50 people currently doing their best to break down the iron gates. A TN 15 Detection roll lets a player spy the faces of one or two Interlopers amongst the crowd (be it a menacing Greylord prodding the people on or the malignant grin of a member of the Order of the Fist). The entire envoy needs to get out of there, and fast. The Local is not worried about being captured, but he also isn't confident that he could calm the crowd. The Staff says their warm goodbyes to the strange foreigners and gives a rude gesture to the Bureaucrat. The original plan called for a stealthy exit; this may not be possible. Luckily the Local does have a solution; a yacht anchored at the city's port has been prepared specially, with changed and forged identification as a refuse barge and heavy tarps to conceal any equipment. The Ambassador makes a display of profusely thanking the Local for all the help, then suggests a rapid evacuation of the area. The Bureaucrat, if alive and present reminds the party that they need to destroy or take any incriminating documents – including all the maps and papers in the meeting room. If you have progressed to initiative order, then it takes a grand total of 6 full actions to destroy all of the paperwork and secret communications – all of which are lying in tragically plain view on the upstairs table. The party has somewhere around 5 minutes before the mob breaks the gates down and storms the scene. Everyone is looking to these battle-hardened characters for direction. As a team of hardened veterans, the audience is rapt. They'll go along with any plan, no matter how different it is from this adventure (you can improvise, can't you?) or how crazy it sounds (with a little grumbling.)



Leaping off or climbing down the balcony in the back requires a TN 13 Climbing roll or a TN 15 Jumping roll to make down 20 feet to the roof of the slums below. Failure indicates that the character has somehow missed their mark, landing in the slums' streets instead and taking a POW 8 damage roll that ignores any equipment bonuses to ARM. This is a reasonable course of action; it'll be easy to lose the mob and Interlopers in the slums, but easy to get lost in the twisting roads.
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There are three main exits from the compound.
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A particularly engaged team can simply run out the front door. This, of course, isn't recommended. The Officer will suggest this course of action, secretly hoping to heroically die holding off waves of barbaric foreigners. If the players come out guns blazing, half the commoners run – leaving 20 or so people to form an angry mob and at least one provocateur in the crowd. Still, it'll send everyone running – the Interlopers aren't expecting this direct route.







The Envoy can flee via the underground catacombs. These catacombs vary in design depending on the locale, but connect to the sewer system beneath the city and go almost all the way to the docks or gate. This is a likely point of egress…. Though they’re abandoned and unpatrolled by the guards, rumors of monsters abound.
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by BlackRamm (CC NC ND)
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Scene 7A: Through the Slums Moving through the slums is a dangerous proposition, but much less so than moving through the central city. Players can draw on their stealthy abilities and penchant for creativity to get them through. The edge of the city isn't too terribly far away. It would seem that a contingent of the city's watch has been dedicated to breaking up a “spontaneous riot” near a nobleman's house, l eaving the slums – always lightly patrolled- empty of a formal guard presence. Only a few vigilantes and a contingent of Interlopers patrol the streets. The party can move over the rooftops until they reach the temporarily-undefended city gates. Doing so requires the players to navigate treacherous ledges and lethal drops. S1. Rooftops These 15-foot tall, small buildings have two floors and are packed fairly densely. The rooftops themselves are made of sturdy construction, but they've been maligned and mistreated without proper care. Any Large-based characters need to move slowly (treating this area as rough terrain). Full advances for particularly heavy characters, as well as a run or charge action from any character, causes the risk of plummeting through the floor or off the roof. A TN 10 AGI roll can keep a reckless character from falling; otherwise, a POW 12 roll sends a character sprawled onto the cobblestone at the base of the building. S2. The Streets The streets pose less of a terrain hazard than the rooftops, but run their own risks. See S3 (Blockade) for details.



by OdinGraphics (CC NC ND)



The ground is old cobblestone and paved stone in a few places, but most of it is filthy. Human cities may simply empty their waste and garbage into the street. The exact nature of the lower-class districts, of course, varies from region to region, but they no doubt feature tightly-packed worker housing and the occasional stall or store tucked in. The commotion at the Local's residence may be on their lips, but a good disguise (even something as simple as a big, heavy cloak) can throw off suspicions; people try to keep to themselves.
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There is a 1 in 6 chance for each player character that one of the residents will try and strike up a conversion; presumably about the nearby riots or about some local news. This doubles to a 1 in 3 chance if the character looks particularly odd (the 'wrong' race or appearance). Social skills can deflect the timid slum-dwellers.
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S3. Blockades This is not a formal blockade, but simply a crowded market stall and all-purpose square. Tightly-packed houses make finding alternate routes tough, and local thugs relax knowing that the Watch is off dealing with a bunch of foreigners. The thugs stare with hard eyes, probing for any sign of weakness or fear. These makeshift 'blockades' are inhabited by groups of 6 thugs. They are possessed by a mixture of patriotism and opportunism, frisking and threatening any passers-by should they happen to be those 'nasty foreigners.' The thugs, led by an unwholesome underboss, are hoping that even if they do find the foreigners they can extract a price – spies and weirdos from other lands love stealth and sneaking. They ask for a toll of “5 coins a head,” regardless of whatever heavy machinery or materiel the heroes are packing. These lowlives really just want coin; they respond extremely well to Bribery (giving characters a +2 on any rolls) and they don't want to mess with anyone who might be actually important (giving a +1 to any rolls that involve the players' status). They don't take well to being intimidated, and they intend to make anyone – be they local or weird alien – that tries to cross their turf feel their wrath.. or at least the wrath of the guards, as they freely call upon the city watch, claiming foul, if necessary. You can play this scene's tension up a bit. Add a few city watch barely within earshot staring at the group's “negotiations,” or imply that a group of Interlopers or city watchmen is right behind the heroes. You could even have the thugs' demands increase if they start to suspect that the players are of some import. (“5 coins a head? You look like you could afford 50 a head.” S4. Running Watchmen A 3-person group of city watch runs up to one of the heroes. They don't appear to be hostile, but this can create an intense moment while the players ascertain the watchman's intentions. These guards don't entirely understand the situation. They ask the a hero straight-away if they know what's happening and where. Of course, the obvious answer is that the heroes are at fault – but the watchmen don't know that. If the party looks particularly suspicious, you're free to have the guards attempt to arrest them. Of course, these disorganized and disconnected watchmen are of no threat in combat, but they possess the ability to run for help.



10x Local Extortionists 5 Vitality “We don't run this town. Just this part of town.” Speed



STR



MAT



RAT



DEF



ARM



Will



INIT



Detect



Sneak



6



5



5



3



11



10



7



12



4



5



Melee: Blunt Object - POW 3 P+S 8 Ranged: Thrown Rock - RNG: 6 POW: 8
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Abilities Gang: When making a melee attack targeting an enemy model in melee range of another model in this unit, this model gains +2 to melee attack and melee damage rolls. Feign Death: This model cannot be targeted by attacks while knocked down.
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Self-Styled Underboss (16 Vitality, Medium Base) “Grrraaggh! This is my street! Not yours! Get outta here!” Speed



STR



MAT



RAT



Defense



Armor



Will



INIT



Detect



Sneak



5



7



6



2



12



14



8



12



4



5



Melee: 2x Massive Maul (+5) / P+S 12 Abilities Feat Points: Has 1 Feat Point per turn. Two-Weapon Fighting Fearless Mighty: This creature gains an additional die on melee damage rolls. Tough Gang: When making a melee attack targeting an enemy model in melee range of another friendly character, this character gains +2 to melee attack and melee damage rolls Beat Back: When this character hits a target with a melee attack, he can immediately push his target 1 ˝ directly away. After the target is pushed, this character can advance up to 1 ˝ . Possessions: Emblem of the Devourer Wurm, chewing gum, alchemical fire, a note from a loved one, 3d6 coins of local currency.



3x Disorganized Watchmen (7 Vitality) “All right, break it up... break it up!” Speed



STR



MAT



RAT



Defense



Armor



Will



INIT



Detect



Sneak



6



5



6



4



12



13



8



12



6



2



Melee: Polearm - POW 4 - P+S 9 (Reach) Abilities Powerful Charge: This creature gets a +2 to charge attacks when charging and using its polearm. Shield Wall: This creature gains +4 ARM when B2B with another friendly creature with Shield Wall.
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Possessions Locket, Polearm, 5gc, homemade leather pouch
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Scene 7B: The Direct Route Self-sure players are always free to simply make a charge out of the Embassy. There's nothing in the rules against it, of course... aside from the massive political backlash that might occur. The Officer's goal is to go down fighting. They'll do anything they can to get themselves into a “go on without me!” situation – another politically devastating move. There are a whopping 10 clusters of the mob (represented below), but if half of them are wounded or eliminated the rest flee as fast as they can as far away from the heroes as possible. They bunch up and try to use their sheer numbers to beat down any heroes, going for as many back strikes as possible. Hidden in the mob is the Interloper Provocateur that rallied the rabble together. He spends the first round blending in with the mob , but if the peasants lose the upper hand he switches to his magical attacks. On the third round of combat, a small contingent consisting of 10 members of the city watch (led by a single Watch Officer) arrive. They're here to break up the mob, but if the Provocateur still lives he'll probably point out the group of heroes as enemies of the state. The city watch are here to break skulls, not murder citizens. That said, if the heroes have made it clear that they're packing heat (such as by bringing a warjack into the city), then the Watch might just call in “Rabble” a pacification 'jack. The streets themselves are lightly patrolled. If a player can make it out of the courtyard, they can see that the streets in this neighborhood have cleared and fast. It's a straight shot to the city gates – if the envoy hurries. D1. Market stalls A few stalls hocking wares to the masses and the craftsmen of the city lie abandoned, their wares either left out or taken in a hurry. These are obstacles that provide concealment. D2. Sewer grate In case anyone has second thoughts, a manhole to the sewers below stands half-propped open. Large-based characters may need a TN 12 POI check. D3. Wreckage This pile of wood was probably smashed by the crowd. They might have been getting ready to burn an effigy. The wreckage counts as rough terrain.



4x Mob (8 Vitality, Large Base) These statistics represent a crowded group of 3-6 people. Speed



STR



MAT



RAT



Defense



Armor



Will



INIT



Detect



Sneak



4



9



5



5



10



14



8



12



6



0



Melee: Group Brawl (+5) / POW 2 / 2 P+S 11
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Abilities Crowd: This character takes half damage from direct attacks. Get him!: This character can make Trample power attacks at will. Unyielding: This character receives +2 ARM for every enemy it is engaging.
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Provocateur (15 Vitality) “The wrong man in the right place.” Speed



STR



MAT



RAT



Defense



Armor



Will



INIT



ARC



Sneak



6



5



6



4



13



13



9



13



5



5



Melee: Cutlass (+5) / POW 4 / P+S 9 Ranged: Smoke Grenade +(3) / RNG 8” (36 ft), creates a cloud effect that lasts for 1 round Spells:



Frostbite Cost: 2, 8” spray, POW 12 cold damage Occultation Cost 2, RNG 6, Target character gains Stealth and +2 on Sneak rolls. Clouded Present – Cost 3, RNG 10, Put a 4” AOE cloud template anywhere completely within 10”.



Lower Watch (7 Vitality) “When I find you, it's gonna be bad!” Speed



STR



MAT



RAT



Defense



Armor



Will



INIT



Detect



Sneak



5



5



6



4



12



14



9



12



6



3



Melee: Locally-Made Spear (+5) / POW 5 / P+S 10, Reach Ranged: Light Pistol (+4) / POW 10 / RNG 8 (64 ft) Abilities Set Defense: Creatures attacking this creature suffer -2 on Charge, Slam, and power attack rolls. Shield Wall: This characters gets +4 armor as long as it is B2B with a friendly Shield Wall model.
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Possessions Pike, Pistol with 5 shots, heavy shield, calipers, snuff-box
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Watch Officer (10 Vitality) “A promotion comes at 10 arrests!” Speed



STR



MAT



RAT



Defense



Armor



Will



INIT



Detect



Sneak



6



4



6



5



14



11



10



14



+4



+5



Melee: Officer's Saber (+6) / P+S 7 / Weapon Master (Roll an additional die on damage rolls) Ranged: Hand Cannon (+5) / POW 12 / RNG 10 (60ft) Abilities “I’ll have your badge!”: Watchmen within 12” of the Officer never flee, and receive no penalty to Knockout attacks. Riposte: Once per round when this character is missed by an enemy’s melee attack, immediately after the attack is resolved he can make one normal attack against the attacking enemy. To make a ranged attack, the character’s ranged weapon must be loaded. 'Jack Marshal Quick Reload: This character receives an extra Quick Action every round to reload his pistol. But really, you can just assume that this character always has a loaded gun. Sworn Officer: This character can forfeit one of their two Quick Actions to order a nearby Watchmen to make an additional attack. Posessions Monogrammed saber, Hand cannon with 10 rounds, pocket watch, citation pad and pen, open bottle of whiskey



Interloper Sniper (6 Vitality) “Heart or head, target's dead.” Speed
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Melee: Bayonet +4 – P+S 8 Ranged: Long Rifle (+7) – POW 12, RNG 14” (112 ft) Abilities Pathfinder – Ignores rough terrain movement penalties. Swift Hunter: This character can advance 2" immediately after normal ranged attack which killed or incapacitated a character. Marksman: This character can use his quick actions and aim in the same round, but still needs to forfeit its movement to gain the +2 Aim bonus. Insane Reload: Just assume that this sniper shoots once every round.
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Possessions Long rifle with precision optics, a dagger and bayonet, a letter detailing orders to kill and create panic
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“Rabble-Douser” “Rabble – advance! Break up these ingrates! Send them running home!” Speed
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Melee: 2x Hydraulic Clamp (+5) – P+S 15, Open Fist, Reach Ranged: Thrown Debris (+4) – P+S 14 Abilities Great Grip: Gains an additional die on on Lock, Push, and Throw STR rolls. Booster: As long as the Watch Officer is active, this steamjack has boosted attack rolls. Bulldoze: When this steamjack is B2B with another character, it can push that character 2” away. Characters an only be pushed by Bulldoze once per round.



Scene 7C: The Lower Levels That most iconic of dungeon crawls – running through the city's underbelly is a harrowing affair. Moans, yells, and the occasional homeless wanderer all await them in the catacombs. The nature of the catacombs does vary; the vast flooded and abandoned salt-mine of Iryss could be just as confusing and wide as the sewers in Khador or Ord. Catacombs and sewers have a habit of being massive, confusing, and extremely labyrinthine. No overall mp of the sewers are provided, but one could be used. Instead provided are a series of encounters and events that would be likely faced by anyone visiting a city's mysterious underbelly. You are free to use them in any order or skip them, possibly allowing players a choice of encounter through careful scouting. Navigating the lower levels needs an INT test (to navigate by sight) or a Navigation test (to find one's way judging by markings.) Rolling a 12 or less means that the envoy gets lost for some time before finding their way, and deals with a stronger ambush (U2). Rolling a 17 or higher results in a weaker ambush (see encounter for details) These encounters assume that the lower levels of the city contain sewer systems and plumbing, as well as possibly old burial catacombs. U1. Old Hobo The envoy comes across a homeless man or woman, hacking with sickness from years of neglect. The vagabond accosts the players, obviously noting their expensive clothing and gear and not doubting for a moment that they could provide some coin. After all, they're probably wanderers too – help a friend out? If you feel cruel, this vagabond could be a member or spy for the Interlopers. U2. Strange Flotsam



“Something's moving down here.” This flooded causeway stinks of sewage and rainwater. It also smells musky, of At the center of the room, a slow-moving piece of algae-covered flotsam lazily drifts by. Is it a lethal Ghavial alligator? Perhaps it's just some driftwood. Either way, it blocks the quickest way to the next junction. A TN 14 Detect roll could identify it as just a piece of trash or a log, as could a TN 12 Lore (Nature) roll.
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If the party bickers or decides not to chance the encounter, they can simply go around another way -though this requires a TN 12 Navigation roll to avoid losing more time in the city's underbelly.
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animals and wildlife.







U3. Pump Room This chamber is a puzzle. If your players take issue with puzzles, skip it – but it can be a lovely change of pace. Take a look at the player handout packet. This room is a large chamber, filled to the waist with foul-smelling and stagnant water. Several different veins of water flow into this junction, and from there supposedly far away from the city. However, the drain which would ferret the waste away is blocked and it hasn't been tended to in some time. Wastewater has built up significantly, and as such, all doors and access panels are closed. A gentle trickle of liquid indicates a leak in some nearby pipes. Sound echoes throughout the room. The obvious point of egress is a heavy, watertight valve door on the far wall, but it refuses to open unless the room is drained. A nearby control box does have options to divert flows and vent the room in the event of an emergency, but it requires finesse. Water to one particular pipe needs to be turned off, but this can only be achieved through turning off specific valves – simply smashing the pipes will cause the room to quickly flood. (Or end the puzzle for impatient groups.) What's worse, the pipes only respond to a byzantine mechanika system that requires specific wrenches, of which only three remain, rusted but functioning, on the inside of the control box. The players can simply guess and check the answer, they can use logic to figure out which junctions need to be turned off in order to slow the flow, or if needbe, can utilize some difficult INT checks to try and get a hint or two as to where the wrenches should not be placed. Success drains the room in a minute, allowing the emergency valve to open and allowing the envoy to proceed. U4. Lethal Fungus This room is a 'safe zone', but it does contain corpses – one man and one woman. The woman appears to have been some sort of spellcaster; however, they both appear to have been in terrible shape. (The woman built the Tupilak encountered in U6.) They seem to have died a gasping, sickly disease within a week, as coagulated blood covers their lips. This strange underground fungus gives off a soft, violet glow that illuminates this subterranean room about as well as a candle. It covers the walls, and the occasional patch illuminates as well as a torch does. A character that takes some fungus gains a source of light that continues to glow for 2d6 days after its picking, but it comes with a price. The room hold a lethal phospoherescent fungus that causes sickness and eventually death that comes with inhalation. Merely entering this chamber provides no penalty, but inhalaing for more than a minute, investigating the fungus , or looting the bodies all require a TN 12 Physique roll to avoid exposure. Only one roll can be made per character, but if the character is exposed to the fungus under different circumstances (say, if they were to acquire a sample) the roll must be repeated. Failure results in 1 point of Physique damage. A TN 12 Lore roll lets the players in on the nature of the strange, local glowing fungus. U5. Dead Bodyguard The Bodyguard, most likely killed by the traitorous character early on, was unceremoniously dumped into the nearest sewer or hole. The Bodyguard carries any posessions they had in life. A TN 11 Forensic Science roll can tell the obvious – the Bodyguard was lethally stabbed in a weak point before being callously thrown away.



Other hints pointing to the traitorous Envoy NPC abound. The stab happened from the front; it was quick and the bodyguard's weapons are undrawn. The traitorous character's weapon still has very discernible blood on its blade. If confronted, the NPC sticks to denial as its tactic, and when the evidence piles up, silence. The NPC should make a TN 10 Will roll; failure sends the traitor running off into the sewers.
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U6. Ambush By the time that the envoy arrives, the Interlopers have had an adventure of their own. The Interlopers, led by the Interloper Arcanist -a veteran of their organization and a fantic to boot – have tracked down the missing envoy.
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A TN 17 Forensic Science roll provides more detail. The victim was murdered with a particular weapon matching an item that the traitor (if one of the Envoy NPCs) carries. The victim was also stabbed at extremely close range, with marks indicating a sudden and unexpected blow with two hands.







However, they encountered their own issues – a Tupilak, a bone-construct created by the late arcanist found earlier in the sewers. If the envoy succeeded on the Navigation rolls, then they arrive just in time to witness the climax of a battle between the Tupilak and the Interlopers, and both begin weakened. The Arcanist, Sniper, and only 5 members of the Strike Force remain while the Tupilak has half of its Vitality (9 left.) If they fail, then the Interloper strike force manages to call in reinforcements – bringing their numbers back up to the maximum and the Tupilk is long gone.



Terrain This battle uses Battlemap 2: The Sewers. When you determine initiative for this encounter, consider the valves on this map to have an initiative of +4. On the “Valve Turn,” roll 2d6. Any creature in the same row as one of the valves is knocked prone by a rush of water.



Tactics The Interloper Arcanist sticks as far away as possible, spending her time upkeeping their two spells on their allies. If they are charged, they fight intelligently, moving to make back strikes with their rod and creating cloud effects to prevent being charged. The rest of the Strike Team stays in the thick of it, charging into the fray and targeting the largest or most powerful opponent. If possible, the Marksman takes a few potshots against important-looking targets, especially any Gifted characters. If the Interlopers number just 2 or less, they flee to report back to their superiors. The way is open, and the characters are free to exit the sewers and make it to the rendezvous at the docks.



Interloper Arcanist (Vitality 7) “Your machinations are for nothing. Your mission has failed. Run.” Speed
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Melee: Focusing Rod (+5) / POW 4 / P+S 8 / Causes Corrosion Continuous Effect. Control Area: 6 Abilities Combat Caster – When this character makes a magic attack roll, she gains an additional die. Discard the lower die. Fearless Spells Arcane: 3 (Will Weaver) Ashen Cloud – Cost 2 / RNG CTRL / UPKEEP - Place a 3” AOE cloud effect anywhere w ithin this character's control area. Characters without Immunity: Fire suffer -2 on attack rolls within this AOE. Hand of Fate – Cost 2 / RNG 6” (36ft) / UPKEEP – Target creature gains an additional die onattack and damage rolls. Discard the lowest die. Barrier of Flames – Cost 3 / RNG CTRL / UPKEEP – Friendly characters in this character's control area gain +1 DEF. When one of these characters is hit by an enemy melee attack, the attacker suffers the Fire continuous effect.
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Possessions Focusing rod worth 55gc, functional greatcoat, leather cap
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6x Interloper Strike Force (5 Vitality) “You never should have come here. Now you'll never leave.” Speed
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Melee: 2x Dagger +5 / POW 1 / P+S 6 Ranged : Crossbow +5 / POW 9 / 10” (36 ft) Abilities Crossbowman: The character can reload a crossbow as a quick action instead of a full action. Anatomical Precision - – When this character hits a living target with a melee attack but the damage roll fails to exceed the target’s ARM, the target suffers d3 damage points instead of the damage rolled. Skills Angry Shout +1, Military Jargon +3, Intimdation +6, Streetwise +2 Possessions Local propaganda, vague outline of Envoy's mission, crossbow & 5 bolts, dagger x2, waterskin



Sewer Tupilak (Medium Base, 16 Vitality) The creature appears to be made entirely of bleached bones, sewn together with cord and sinew. Its basic form appears to be a massive, 7-foot tall skeleton that vaguely resembles a human infant in proportions.The bone-construct is covered in scrawlings and etchings of arcane symbols. Some of them are wholly unfamiliar. Speed
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Abilities Critical Grab & Smash: On a critical hit with its Mystic Bite attack, the Sewer Tupilaq can make a free Throw power attack. Rip! Tear!: - The Tupilak receives an additional damage die when it attacks living creatures. Lockjaw - When a Tupilak’s Mystic Bite attack deals damage to a Medium-based or smaller creature, that creature is grappled. True Hunter - Whenever the Tupilak is physically exposed to the blood, hair, or some other portion of a living creature, it becomes attuned to that creature ; from that point on, the Tupilaq knows the exact location of the creature in question, automatically succeeding at any Detection or Perception tests to find it. The Tupilak can only track one creature in this way; exposing it to new flesh or blood changes the target. Construct- This creature never flees and is not a living creature. Etched Battery - The Tupilak’s creator can ‘etch’ a spell into its bone-form, giving the creature a single use of that spell with no spellcasting roll or Focus required. Casting the spell is a quick action. (This Tupilak has the spell ‘Blood Rain’ stored in its etchings at the time.)



Blood Rain - RNG 8 , AOE 3, POW 12, Offensive Blood Rain causes corrosion damage. Characters hit suffer the corrosion continuous effect.
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Melee: Mystic Bite- POW 4 - P+S 11 Melee: Claws - POW 2, P+S 9







Interloper Sniper (6 Vitality) “Heart or head, target's dead.” Speed
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Melee: Bayonet +4 – P+S 8 Ranged: Long Rifle (+7) – POW 12, RNG 14” (224 ft) Abilities Pathfinder – Ignores rough terrain movement penalties. Swift Hunter: This character can advance 2" immediately after normal ranged attack which killed or incapacitated a character. Marksman: This character can use his quick actions and aim in the same round, but still needs to forfeit its movement to gain the +2 Aim bonus.



Scene 8: On The Waterfront The Envoy reaches the waterfront, drained of resources and injured. The Local's ship, the Goodwill, is clearly docked at port. It's a small sailing yacht, visibly redesigned to reduce its profile; a small, quiet steam-motor and a redesigned cabin give it the appearance of a completely unassuming cargo ship. There is a conundrum, however – space is limited, and as the helmsman says, lingering too long in the ports will doubtless bring the city watch. The Goodwill can fit the helmsman (a surly servant with a monosyllabic name like “Hem” or “Dyne”) as well as 12 small-based creatures before its weight becomes an issue. Medium-based characters count as two small-based characters, and large-based characters count as three small characters. Unless carrying literal wagonloads of equipment, the group shouldn't worry about equipment weight.
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During the fighting, a number of the Local's servants fled for their lives, fearing retribution should their master fall. Seven of them wait on the Goodwill, expecting to be taken from their city as repayment for loyalty to their master. If any of the characters developed a romance or repartee with the servants, it's likely that that particular servant is present. Otherwise, assume one large family (Two parents, two almost-fully-grown children, and an uncle) and one couple (two sisters).
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This means that the players, any 'jacks they have, and the remaining members of the Envoy all need to squeeze onto the Goodwill. Creative solutions like removing cargo can fee another ‘slot.’ The two families are adamant. “We gave our master decades of service, and he promised us safety. I no longer think he has any power to make those promises. He may be safe, but we are of low rank. If our involvement is discovered, our property , lives, and freedom – all forfeit.” Children refuse to be taken from parents; parents argue, and siblings complain. The fleeing servants can be convinced to stay or go, as the players wish. A social skill at TN 14 (Negotiation, Command, Bribery, Deception, Etiquette, or Oratory) roll can, at first, convince the servants of either option. However, they quickly grow hard to these tactics; attempting the same skill again meets with more limited success, increasing the TN by 2 with each repeated use. “You just used the argument on her. It doesn't apply to me!” The fleeing servants won't become violent unless provoked into action, but they may be obstinate – planting themselves in the ship and refusing to see reason, regardless of patriot overtures. When the Goodwill finally sets sail, let the players breathe a sigh of relief. by Arvalis (CC NC ND)



Scene 9: The Rendezvous For once, something goes to plan. Without a hitch, the disguised Goodwill sails out of the city's port in its confusion. By the time the city watch realizes foreign agents were present, the players will be long gone. A few hours later, a friendly steam vessel (containing your favorite recurring characters or iconic characters of the Iron Kingdoms) sidles up to the Goodwill and graciously onloads the passengers. If any of the fleeing servants are on the ship, they ask the players for guidance. What do they do now? Where do they go? Can they borrow some money? After a return to the friendlier climes, the players receive a formal debriefing. Surviving members of the Envoy each, in turn, make good on any promises (except perhaps the Advisor, who tries to weasel out of any such deals) made during the trip. The formal briefing has a few prodding questions, and this can be used to let the players blow off some steam and make a few jokes. This scene could also be run at the start of the next adventure as a sort of recap. Questions made by high-ranking nobility or officers, such as... Was the mission successful?







What deal was made?







Was anyone injured during the process?
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Was there a mole or traitor? If so, where are they now and how were they dealt with?







Should the Local be trusted?







Which of the Envoy NPCs is worthy of a promotion or award?







Which of the players is most deserving of an award?







Was any significant intelligence gleaned fro m the foreign city?







Would they do it again? by Relatos del Bardo (CC NC ND)



Scene 10: Conclusion & Finale The Local is as true to his word as he can be. If the players were violent and caused a large amount of damage during their mission, the propoganda machine will whip the citizenry into a frenzy of jingoism. Players that brought any of the servants with them can expect a genuine thankfulness and a consistent loyalty from them... so long as they are able to settle down to their new exile. Loss or capture of any of the Envoy NPCs is problematic, but not entirely awful for the story. Captured NPCs just give the opportunity for an awesome rescue mission, while killed NPCs simply provide no further pl ot relevance (unless you desire them to return.) Future adventures could include providing security for the Local's defection, or providing an escort through a different nation.
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The Interlopers are nowhere near done. Even a complete success by the players is only a temporary setback; lots of evidence was probably left behind. Possibly to launch a strike against the elite team responsible for this debacle, the players...
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The results of the actual diplomatic settlement should have a real impact on your personal game -world. The players shouldn't feel neutered, but excited for what they have achieved.
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Power politics is a zero-sum game, but combat is not. Not only do players need. to guard the careful negotiations, but they need to physically guard the diplomats. 
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