Bitter Tears at

Sad Mary's Bar and Girl

a Live on the Edge Freeform for 10 players

by Scott Beattie and Tonia Walden
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Setting:
Sad Mary's Bar and Girl. Located off the Plaza of Flowers, this is a popular hang-out on The Edge.  The stone building has two stories and overlooks the plaza.  Above the door is a statue of Mary, pregnant and weeping into her hands.  Only the words "Bar and Girl" appear on the face of the building.  Most nights this seedy dive is crammed with cutthroats, scumbags and lowlifes - drinking, dealing and jostling for the best place to view the fights.  The venue features a stage on which the management hosts fights, exotic dancers and performance art (such as Francesca and her Leather Friends, Volt-Eater, the Masked Maniac, Antonio and the Power Drill of Love and Cooking with Hans and Ivan - only for those with the strongest of stomachs).  Tonight, however, it is New Years Eve and the majority of the Al Amarjan citizens are on the streets, celebrating, thieving or cutting throats.  The bar is quiet with just ten customers, enjoying the quiet away from the carnival.  There are no fights tonight and Joe and Evangeline are the only staff present.  It looks like it is going to be a quiet night.

People in the Bar:


Joe & Evangeline (Bar Staff) These are the Game Moderators, they play no active role in the story and you may ask them if you want to try something tricky or contact someone outside the list of players.  For example, if you want to try to pick someone's pocket, or spike their drink or phone someone, see a GM.


Bob Fine - Bob is a working Joe who is almost a constant fixture at Sad Mary's betting on the fights or drinking himself into a stupor.  He is a good listener but seldom tells anyone about his own woes except that his old lady wants to work him till he drops. He has an arrogant smirk and is never seen without a toothpick in the corner of his mouth.  When not drinking alcohol he has his coffee jumped with amphetamines.  He has an annoying habit of taking things you say very literally.


Bruno Roth - Roth is burger through and through.  Al Amarja sees a lot of tourists and their ready cash, gullibility and lack of powerful friends has led to the slang term 'burger' being coined for tourists.  Roth is a famous American author and he wrote a bestselling novel which recreates Grimms'' fairy tales for adults in modern settings. His book "The Perpendicular Grimm" has had a deal of commercial success.  Almost everyone has a copy of it on their bookcase  but since he uses such  long words, very few people have actually read it.  He hangs around at Sad Mary's soaking up the atmosphere, fiercely scribbling into his little note book.  He has a caring and thoughtful manner  for an academic.


Donald Baughman - Another American burger on holiday with his wife Eleanor. He is a quiet, sensible man of sombre demeanour and few words.   


Eleanor Baughman - American burger on holiday with her husband Donald.  She is small and nervous, like a mouse.  Her gaze darts about the bar.  The most striking aspect of her appearance is the white lock of hair at her temple. 


Elias Bettelheim - A kindly old bespectacled toymaker who often gives out free gifts to the children of the Edge.  He lives above a ramshackle shop filled with all sorts of wonders and strange devices.   He carries a tatty old woollen coat around with him, despite the temperate climate of Al Amarja.  He is a gentle and wise old man who occasionally says the strangest things for apparently no reason at all.


Max Reaver - Max is a peace officer although she is off duty this evening.  On Al Amarja only peace officers may carry guns, which has lead to the knife becoming an important fashion accessory.  Other things which are (technically) illegal are drugs and psychic powers. She seems fairly shy for a cop, standing well back from people she talks to.  In fact, her quiet, reserved nature has lead to many an embarrassing situation. Max has an apparent ability to blend in with the furniture.  Many a time patrons have been bragging about their illegal or unscrupulous deeds, unaware that Max is sitting nearby, tossing a bar coaster or toying with a bit of hair.


Montgomery Knapp - The Fable’s Creed is a society of satanists of the worst sort; rich, decadent and downright vicious.  As the president, Her Exaltedness Monique D'Aubainne  allows equal suffrage for all religions the satanists have equal standing to Baptists on Al Amarja.  Most Edge citizens treat both with equal dislike and distrust. Monsieur Knapp is devilishly handsome and carries a cane inscribed with mystical symbols. 


Mathurin Turgot - This sleazy street dealer lurks about the most disreputable parts of The Edge.  He is seen in the company of other low-lifes, furtively conducting their shady transactions, strangely without the fashionable yet functional knife which is de rigeur for most Edge dwellers. He has a seedy appearance, yet he has gleaming white teeth and a charming manner.  


Faith Semelaigne - Faith is known in the Plaza of Flowers as “the woman in the red dress”.  She has been a prostitute for several years but seems to be branching off into other transactions.  Perhaps she is providing for her retirement.  Certainly her clients, who range from shoe salesmen to defrocked priests have no complaints about her services.  She  enhances her natural elegance with understated makeup and fragrances.  Her wicked grin suggests that there is a calculating intelligence behind those beautiful green eyes. 


Hippensteel - The edge is full of street personalities, making their living in what ever demented way they please.   Although she may revolt you by picking through her matted hair under her mangy Daniel Boone hat, Hippensteel is usually a source of unusual curiosities and advice to help with all but the most mundane of problems.  If only she didn't look at you in that intense, almost indecent way...

Bitter Tears at Sad Mary’s

Casting Chart

	#
	Character

Name
	(
(
	Character

Description
	Players

	00
	Joe
	(
	These are the Game Moderators, they play no active role in the story and you may ask them if you want to try something tricky or contact someone outside the list of players.  For example, if you want to try to pick someone's pocket, or spike their drink or phone someone, see a GM.
	

	00
	Evangeline
	(
	These are the Game Moderators, they play no active role in the story and you may ask them if you want to try something tricky or contact someone outside the list of players.  For example, if you want to try to pick someone's pocket, or spike their drink or phone someone, see a GM.
	

	01
	Bob Fine
	(
	Bob is a working Joe who is almost a constant fixture at Sad Mary's betting on the fights or drinking himself into a stupor.  He is a good listener but seldom tells anyone about his own woes except that his old lady wants to work him till he drops. He has an arrogant smirk and is never seen without a toothpick in the corner of his mouth.  When not drinking alcohol he has his coffee jumped with amphetamines.  He has an annoying habit of taking things you say very literally.
	

	02
	Bruno Roth
	(
	Roth is burger through and through.  Al Amarja sees a lot of tourists and their ready cash, gullibility and lack of powerful friends has led to the slang term 'burger' being coined for tourists.  Roth is a famous American author and he wrote a bestselling novel which recreates Grimms'' fairy tales for adults in modern settings. His book "The Perpendicular Grimm" has had a deal of commercial success.  Almost everyone has a copy of it on their bookcase  but since he uses such  long words, very few people have actually read it.  He hangs around at Sad Mary's soaking up the atmosphere, fiercely scribbling into his little note book.  He has a caring and thoughtful manner  for an academic.
	

	03
	Donald Baughman
	(
	Another American burger on holiday with his wife Eleanor. He is a quiet, sensible man of sombre demeanour and few words 
	

	04
	Eleanor Baughman
	(
	American burger on holiday with her husband Donald.  She is small and nervous, like a mouse.  Her gaze darts about the bar.  The most striking aspect of her appearance is the white lock of hair at her temple.
	

	05
	Elias Bettelheim
	(
	A kindly old bespectacled toymaker who often gives out free gifts to the children of the Edge.  He lives above a ramshackle shop filled with all sorts of wonders and strange devices.   He carries a tatty old woollen coat around with him, despite the temperate climate of Al Amarja.  He is a gentle and wise old man who occasionally says the strangest things for apparently no reason at all
	

	06
	Max Reaver
	(
	Max is a peace officer although she is off duty this evening.  On Al Amarja only peace officers may carry guns, which has lead to the knife becoming an important fashion accessory.  Other things which are (technically) illegal are drugs and psychic powers. She seems fairly shy for a cop, standing well back from people she talks to.  In fact, her quiet, reserved nature has lead to many an embarrassing situation. Max has an apparent ability to blend in with the furniture.  Many a time patrons have been bragging about their illegal or unscrupulous deeds, unaware that Max is sitting nearby, tossing a bar coaster or toying with a bit of hair.
	

	07
	Montgomery Knapp
	((
	The Fable’s Creed is a society of satanists of the worst sort; rich, decadent and downright vicious.  As the president, Her Exaltedness Monique D'Aubainne  allows equal suffrage for all religions the satanists have equal standing to Baptists on Al Amarja.  Most Edge citizens treat both with equal dislike and distrust. Monsieur Knapp is devilishly handsome and carries a cane inscribed with mystical symbols.
	

	08
	Mathurin Turgot
	(
	This sleazy street dealer lurks about the most disreputable parts of The Edge.  He is seen in the company of other low-lifes, furtively conducting their shady transactions, strangely without the fashionable yet functional knife which is de rigeur for most Edge dwellers. He has a seedy appearance, yet he has gleaming white teeth and a charming manner.
	

	09
	Faith Semelaigne
	(
	Faith is known in the Plaza of Flowers as “the woman in the red dress”.  She has been a prostitute for several years but seems to be branching off into other transactions.  Perhaps she is providing for her retirement.  Certainly her clients, who range from shoe salesmen to defrocked priests have no complaints about her services.  She  enhances her natural elegance with understated makeup and fragrances.  Her wicked grin suggests that there is a calculating intelligence behind those beautiful green eyes.
	

	10
	Hippensteel
	(
	The edge is full of street personalities, making their living in what ever demented way they please.   Although she may revolt you by picking through her matted hair under her mangy Daniel Boone hat, Hippensteel is usually a source of unusual curiosities and advice to help with all but the most mundane of problems.  If only she didn't look at you in that intense, almost indecent way...
	


Game Moderator’s Guide to Running Sad Marys:
First of all read all of the character sheets. Twice.  This should give you a handle on most of the plots, as well as the deceipt and intrigue.  This guide should clear up some of the more confusing plots.

This freeform introduces a few new conspiracies to Over the Edge.  It is intended as a generic introduction to the game, and as such it should not give away too much on the existing conspiracies which might prejudice someone’s campaign.  There are some hints relating to the Pharoahs and their relationship to the Aphids, but apart from this, most of the rest shouldn’t be a problem.

If players want to play their own characters, this creates a problem for the GM.   The plots are tailor made for this set of characters and it is unlikely that characters can be easily transposed.  This means the GM has to write new plots for the player characters, or let them run with minimal plots such as ‘find out what’s going on at Sad Mary’s’.

This is specially designed as a small freeform.  It was originally run as a New Year’s Eve party with a small group of friends, cocktails and Mediterranean food. Many restaurants will let you book a private room for these purposes (although you do have to be careful when telling them what you’re up to - telling them you are running a ‘murder party’ is a lot less risky than actually describing this freeform).

St Mary's of Bethlem - The Semiotic Assassin's Plot

This is the central plot of the freeform, and there are only hints relating to this on some of the character sheets.  Most of this plot has to be run by the Gms, in their guise as bar staff at Sad Mary’s.  It requires a subtle touch.

The basic plot it this.  A group of postmodern ruffians, The Semiotic Assassins, are after one of their many enemies, the last of the Matagot Sorcerers (Hippensteel).  She just happens to be at Sad Mary’s when they decide to strike.  They use deconstruction magic which alters the reality of the victim, writing them out of objective reality.  In this case the Semiotic Assassins seek to transform Sad Mary’s on the Al Amarjan mythic world, to St Mary’s of Bethlem Asylum on (our own) mundane world.  Thus she will be out of their hair forever. They are prepared to sacrifice everyone else, including Bob Fine who is one of their agents.

The transformation is gradual and indicated by the role played by the GMs (who change from seedy bar staff to patronising nursing staff) and the use of some props:

· Once the freeform has reached its half way mark, Gms should start giving out Madness cards.  This makes the character believe that they are really a mental patient and that Al Amarja is merely a fantasy world.  The only people immune to this are Bruno Roth as he is a powerful (if latent) semiotic mage and Faith Semaleigne who is his creature.  Bob, Max and Elias because of their experience of weird alternative realities and transformation should be the last three to get these cards.

· Background music changes from some kind of cool Arabic/Jazz to something inane and annoying like 100 hits of Hawaii played on plunky nylon string guitar.

· The Bar Coasters change from "Sad Mary's Bar and Girl" to "St Mary's Hospital".  This can be done gradually without anyone catching on for a while.

· The cutlery disappears.  Characters are left with one the cutlery that they cannot hurt themselves with.

· Any tasty food disappears, it is replaced by jelly and custard.

· No alcoholic drinks - characters get orange cordial and pills.

· Weaponry etc become toys.

· Fringe powers cease to work

· Only writing materials are crayons and butchers paper.  Encourage the players to make drawings, do craft and undertake other forms of therapy.

· Joe and Evangeline turn from bar staff into hospital psychiatric nurses and order patients to get into their jim-jams or take their medication.  Be as patronising and horrible as you like.

· If anyone tries to leave there are bars on the window.  Door is locked and barred with other hospital staff on the other side. Can see wind blowing through trees on a sunny day somewhere in the country. 

There is a scrying crystal ball floating about in this freeform, but it is broken. If the ball is fixed (Elias can do this), it picks up random signals from outside.  If Montgomery uses it to try and see what he saw before (look at the sheet, I don’t want to explain it all here) he will see the Monk, the Tapir and the Hairless Man (not the Blind Pencil Seller) gloating that the Semiotic Ritual is complete and soon they will all forget who they really are and become merely mental patients.  The last of the Matagots is no more! Bwahhahahahahahahaha!

Only way out is to get back to normal is get Bruno, the Latent Semiotic Mage, to write the characters back into the real world.  To do this they have to tell him EVERYTHING.  This involves everyone sitting around and spilling their life story for Bruno to write down.  Anything they do not tell him drops out of reality.  You may need to drop some hints if players are not figuring this out.  Faith’s unreality is the key to the whole issue.  

One last point, unless Bruno thinks to include a phrase which says something like “they all loved their very best friend Bruno”, he will probably turn up dead in a couple of days.  Folks don’t like the thought of God wandering around.

The Baughman Murder

Eleanor has murdered her husband Donald, whose body was subsequently eaten (don’t ask).  His wallet was found by an amnesiac man who, believing it to be his own, returned to the hotel.  Eleanor, worried about her rash actions has used a transformation drug (Fugue) to remould this man’s features to look like Donald.

The man is actually Rainer King, apparently a human but actually a creature called an Aphid.  Aphid’s have a secondary lymph system which proudces a drug called Apep’s Breath.  This is the source of immortality for another species known as the Pharoahs, who keep the Aphid’s like cattle.  Rainer King (the man with the crooked nose) escaped.

The big problem for Aphids is that unless they have this fluid ‘milked’ from their systems, they grow slower and lazier and stupider until they can be retrieved by their masters.  Rainer thought he had this under control until his was mugged by Mathurin Turgot who extracted the Apep’s Breath and dumped him in the sewer.  A blow to the head robbed Rainer of his memory. 

Now poor ‘Donald’ is getting stupider by the minute.  Hand out Stupid cards to reflect this.  This should start early in the freeform or it will get mixed up with the madness cards.  The only way to reverse the process is for someone to extract the Apep’s Breath with a needle.

_________________

The other plots you can figure out for yourself.  If not, contact Scott (email: scott.beattie@arts.monash.edu.au) for some help.

It is a good idea to give the players their sheets (plus a copy of the general guide to who’s who) a week or so before the freeform starts.  This gives them an opportunity to read their plots carefully and to prepare costumes.

Have fun.

Bob Fine
Appearance: 
Working Joe & Barfly

True Nature: 

Semiotic Assassin

Job:


Undercover Peace Officer

Central Trait:

Undercover Cop - Includes fighting both bare handed and with weapons, lying, keeping cool in hazardous situations, disguise - 4 dice (drinks jumped coffee)

Side Traits:

Fringe Power: Semiotic Assassination - knows the ritual magic of reality deconstruction.  This takes a long time and a lot of research but can prevent someone or something from ever existing.  Bob is not a very powerful mage and can only perform this sort of magic in co-operation with other Semiotic Assassins- 1 dice (takes meanings literally)

Tough - Resists pain, fatigue and intimidation - 3 dice (always keeps a toothpick in the corner of  his mouth)

Flaw:

Cocky - Believes he is far cleverer than anyone else (arrogant smirk)

Motivation: 

To bring a bit of order to an untidy world

Secret:

Loves animal films, cries every time he sees Lassie

Important Person:
J Edgar Hoover (a man’s man)

Experience:

1 dice

Hit Points:

28

Equipment:

Gun (concealled)




Peace Force ID




Semiotic Cypher Spike implanted in the base of the skull




Wallet with $100


Everyone at Sad Mary's knows Bob Fine, working joe and regular barfly.  They know about his working class lifestyle, his casual prejudices and his fondness for hard liquor.  What they do not know is the fact that he is an undercover Peace Officer working for the feared Constance D'Aubainne and also a semiotic magician, a member of the sinister conspiracy group known as the Semiotic Assassins.


The movement of post modernism has taught us that power is knowledge and knowledge is power.  The science of semiotics has taught us that much power is caught up in the meanings of words - the interpretation we assign to things defines their reality.  The Semiotic Magicians have put this theory into practice.


If you can deconstruct a reality to is bare essences then you can destroy it or even reconstruct it in a different manner.  Many primitive religions place importance on a person's true name.  Control the name and you control the person.  This is a form of Semiotic Magic.


The Semiotic Assassins are a conspiracy of semiotic magicians who use ritual semiotic magic to destroy or alter their targets.  They recently struck a killing blow against their foremost enemy - a group of Atlantean sorcerers known as "Matamaggots" or something.  These mages had a small eastern European country under their control, a country which no longer has a name.  The Semiotic Assassins gathered the nine essences of the nation and deconstructed its reality - the name fell out of books and living memory, atlases rearranged themselves around the space where the country used to be, millions of people ceased to have ever existed.  Rumour has it that one of the sorcerers escaped and is seeking revenge on the Semiotic Assassins.


The Semiotic Assassins use a device known as a 'Cypher Spike' to enhance their ritual magic.  This piece of metal is embedded in the base of the skull and attunes the brain to semiotic resonances.  Some Semiotic Mages are so powerful that they do not need to alter their minds in this way.  In fact some latent semiotic magicians quite happily create and redefine reality without ever realising in. Characters from stories may come alive, fictional places may become real.  The Semiotic Magician who created such things seems to have the power to alter the reality by altering the original text.  It is rumoured that the United States of American is the result of such an unintended semiotic construction by a group of nineteenth century Viennese novelists who desired to create a convincing fictional country.  What is clear is that the creation may outlive the creator as America continues despite the fact that all five of the Austrian writers are long since dead. 


Bob was not involved in the destruction of the unnamed country but he has been contacted by another Assassin, a blind pencil seller, who has told him that the escaped sorcerer has come to the island of Al Amarja and has been seen frequenting Sad Mary's.  The Blind Pencil Seller represents the Fickle Trust, a group of powerful assassins which includes Brother Hystronicus (a Dominican friar), Lesser (a talking tapir) and Sir Hamilton (an entirely hairless man).  The Blind Pencil Seller mentioned the existence of the sorcerer to Bob and said that he would be in contact again in one of the private booths at Sad Mary's.


He never made the meeting.  His corpse was found in a back alley, throat cut.  Someone had dabbed astrological graffiti in his blood suggesting that the Aries Gang was responsible.  The Peace Force have followed up on this murder by clamping down on the Aries operations but Bob is sure that it is a set-up and the Matamaggot (whoever he or she is) is responsible.


The Semiotic Assassins are also interested in the writings of Bruno Roth, the American professor who is on holiday in Al Amarja.  He is said to be working on a 'theory of everything' a philosophical work which could amount to a form of semiotic shorthand, a theory underpinning all of reality.  This would be invaluable in the Semiotic Assassins schemes for world domination. The Peace Force Central Dispatch have issued a general notice to keep an eye on Roth as various conspiracies may be out to get him and his theory.  Bob has taken due note of this and has been following him around as he sees the sights of the Edge.


Dispatch has also put Bob onto the MC Hamish case.  Hamish runs a pirate radio station which broadcasts from somewhere in the Critica Range.  Hamish is a fundamentalist Christian and has incited much violence through his sermons on 'morality vengeance'.  Basically he suggests that someone who does something to offend your sense of morality is actually committing a moral crime against you.  The only course open for a victim of such a moral crime is revenge - an eye for an eye - usually through physical violence.  Thus Hamish is responsible for a wave of outrage and violence against sex workers, abortion clinic staff and patients, homosexuals, drug users, non-Christians, fashion models, intellectuals and their pets.  The Peace Force want him removed, permanently.  The heat has got too much for Hamish and he has stopped broadcasting recently.  Bob has found an old shack full of radio gear in the Critica Range woodlands.  He saw an old land rover leaving the site but could not make out the muddy numberplate in the dark.  Not much to go on.


Bob has also kept abreast of Peace Force investigations in other areas on the Plaza of Flowers.  First there is an enormous black dog which has been killing people.  Also, there is a new drug on the market.  It is called "Fugue" and it apparently allows people to mould their faces into disgusting shapes.  Talk about ‘off your face’.  It usually wears off with the drug but prolonged use can be dangerous.


The Peace Force want this drug investigated.  It has quite a high street value so Bob is interested in finding the source of the drug and taking over operations for himself.  Drugs are officially illegal on Al Amarja but the Peace Force does little to enforce the laws unless it wants to persecute someone for some other reason.


Bob also knows buyer for a drug called "Milkwhite".  A member of Doctor Nusbaum's staff (at the D'Aubainne Hospital) has offered Bob $10,000 for a quantity of the drug.  Bob has no idea what it is or where it comes from but this kind of money is too good to pass up.  After all, cops earn lousy wages. 


Finally, Bob has his eye on Hippensteel, the annoying street lunatic who frequents Sad Mary's.  She is certainly up to no good.  He saw her slip into a private booth with that scumbag Turgot the other day.  Earlier this evening she skulked off to the mens' toilets.  Elias Bettelheim, the old toymaker waited until he thought no one was looking and went after her.   Perhaps she has some kind of sick sex thing going?

OBJECTIVES:

· Get the theory of everything for the Semiotic Assassin to use, furthering their sinister plans for world domination.

· Locate a source of Milkwhite to sell.

· Find source of fugue drug and take over operations using whatever means are necessary.

Bruno Roth
Appearance: 
Burger

True Nature:

Academic Fraud

Job:


Professor, famous author

Central Trait:


Plagiarist - Knows how to lie, bluff baffle the opponent with postmodernist gobbledegook.  Also allows Bruno to sneak around in empty offices, riffle through files and quickly glance at a colleagues notes while pretending to do something else - 4 dice (uses long words like 'deconstruction', 'paradigm', 'poststructurialism', 'knowledge/power relationship' and 'semiotic induction')

Side Traits:

Lady's Man - Bruno is a bit of a charmer and loves to string the ladies along, often several at a time.  This has frequently got him into trouble with undergraduate students. - 3 dice (thoughtful, caring manner)

Hack Writer - Bruno is a talented fiction author, particularly when reinterpreting fairy tales in a modern milieu- 4 dice (keeps a notebook of ideas)

Flaw:

Ambition - Bruno is impatient and cannot wait to figure things out for himself.  He looks for any shortcut to achieve his goals.

Motivation: 
Fame & glory

Secret:  
Has cheated on every single piece of assessment and every publication in his career

Important Person:  
Sally Krensler, the little girl in grade 2 who sat next to Bruno and had all the right answers

Experience Pool: 
1 Dice

Hit Points:

14


Bruno is a successful author whose book  "The Perpendicular Grimm" brought him fame and modest fortune a few years ago. It was a reworking of the traditional fairy tales into a modern setting with disturbing twists of character, reflecting the dark side to fairy tales that were often suppressed in translation. For example his favourite story, was a modern cautionary tale about Little Red Riding Hood, portrayed her as a decadent vamp with no heart. However Bruno's seeming brilliance is only a facade, as he has never used an original idea in his life - even his fairy tale book idea was stolen from an obscure comic book. His first book was "The ID and I" a book which attacked modern psychology in a fictional setting. Being about peoples psychosis it was an immediate hit - Bruno had stolen the idea from the author Donald Baughman, whom he got drunk one night and they spent the night drunkenly discussing what was to become the plot of the book consisting mainly of Donald's innovative observations. The book set Bruno on the road to success and he can generally call the shots at publishing houses nowadays. His (some might say indulgent) use of long words in his books means only academics usually manage to finish his books giving them intellectual snobbery value - thus almost has them in their bookshelf  but none will admit to only having read them half way through.


He has recently been boasting of a book on the "Theory of Everything", a soer of semiotic Grand Unifying Theory, which is already being anticipated as a critical success within literary circles. Unfortunately for Bruno he knows it is not his own idea, but once again Donald Baughman's. He has tracked  Baughman who is on holiday in the country of Al Amarja - this country has a rather exotic if seedy reputation and Bruno has decided that if he is to steal Donald's latest idea that it would be the ideal remote locale.


Bruno is still on speaking terms with Donald Baughman, who does not really remember how much his contributions helped Bruno's career. However Bruno only feigns friendship with the man as he abhors the way Baughman treats his wife, Eleanor. He constantly belittles her achievements  and never misses an opportunity to humiliate her in public. Although Bruno thought she must have a "victim" complex to stay with the man so long, to his surprise he saw her just the other night meeting with a stranger with a crooked nose - they appeared to be on intimate terms. However when Bruno met with Donald, Eleanor was by his side as usual. Baughman seemed less abrasive than normal and almost seemed at a loss when Bruno strode up to greet him. Eleanor apologised that they were extremely busy but have agreed to meet at the local bar, Sad Marys. Bruno is going to try to attempt to loosen Donald's tongue and make at start at his intellectual thievery.


Al Amarja so far hasn't been exactly hospitable - earlier this week his room was robbed - the thief only got a few valuables but for some reason they also stole his copy of "The Perpendicular Grimm" which Bruno carries for good luck. He has also been harassed by loonies who have been leaving threatening notes - he suspects Christian fundamentalist group who don't like his books which often deal with exploding theological beliefs. Yesterday, was miserable and rainy and he keep getting the feeling he was being followed and which got him so worked up that he attempted to run. He  literally bowled over a shabby old man in his attempt to flee,  who he found out was Elias the Toymaker. When he helped Elias up he couldn't help but smell the strong unpleasant odour of wet dog that hung around the man


The country seems full of loonies - and the bar doesn't seem to have any policy in keeping them out. They let a shabby old bag lady in wearing a Daniel Boone hat who snuck off to the men's toilets earlier this evening.  As soon as she left Elias Bettelheim snuck away after her. Perhaps there is some kinky sex thing going on. Bruno just doesn't want to know.

EQUIPMENT




Notebook and Pencil




Wallet with $500

OBJECTIVES

· Locate "Theory of Everything"

· Find out who is after you and stop them

· Bruno has a contract for a new fiction book which he has already been paid handsome advances on.  He has got writer's block and is desperately looking for a story to write.  Perhaps something on Al Amarja will inspire him.

Donald Baughman
Appearance: 
Burger

True Nature:

Confused Academic

Job: 


Professor

Central Trait:

Amnesiac Professor - Donald should know lots of things about literature and philosophy.  He is supposed to be working on a theory of everything - a philosophical equivalent of the Grand Unifying Theory.  Unfortunately he cannot remember anything.  (wears boring clothes)

Side Traits:

Sensible - Donald is not easily conned or carried away by excitement.  He prefers to keep his distance and make a quiet evaluation.  This is not to say that he is not a fun guy - he laughs on the inside - 3 dice (does not show strong emotion)

Devoted to his wife - Eleanor is the light of Donald's life.  Donald gets a bonus dice in any situation where Eleanor's welfare as at stake such as a berserk rage to protect her from harm - bonus dice (always hovers around Eleanor)

Flaw:

Amnesia - since the blow to his head, large patches of Donald's memories have been a bit fuzzy

Goal:


To make sense of life

Secret:

There is something, but he has forgotten what it is

Important Person: 
Eleanor Baughman, the only secure anchor in a confused world.

Experience Pool: 1 dice

Equipment:
Wallet with ID and about $6 (someone stole the rest)


Donald is a rather confused person.  Apart from the last few days, his memories are a blur. Prior to that, the last thing he remembers is a flash of light and pain and then being icy cold. He woke up by the side of an underground river (some might say a natural sewer). Nearby, he found his wallet with his drivers license and a hotel room receipt. Not quite knowing where he was or where the hotel was, he wandered the streets for a time trying to collect his thoughts, but his head throbbed in pain and he realised there was dried blood on the back of his skull. He was disgusted when a horrible street person wearing  a ridiculous Daniel Boone hat, suddenly came up to him and rubbed herself closely against him. Scared that she was making a sexual advance he ran quickly away.


Dazed he asked strangers the whereabouts of the hotel and went seeking refuge. The hotel staff didn't recognise him but they called down Eleanor, who he couldn't remember either. She was his wife, and he realised to his horror that all his memories were gone. He obviously had been attacked and probably robbed but he can't remember who did it. Eleanor took care of him and tended to his injuries and he now feels physically better though mentally he feels drained and his memories haven't come back yet


He noticed that he has some kind of a strange brand mark on his chest - it resembles an Egyptian hieroglyph. He asked Eleanor where he got it from and she said it was an accident when they were in Cairo - that he had been interested in a strange scarification technique and the confused natives performed it on him before he could protest. Quite frankly it sounded like a bullshit answer.


Eleanor also revealled that she was addicted to a drug known as ‘Fugue’ which she has been buying from that shady street person, Mathurin Turgot.  She claims she needs $2000 for her next hit, but she is broke.  Poor old Donald is broke, too and he cannot remember the account codes for his bank account.


Apparently Donald is a professor who had been working on some sort of theory. However he can't find any note or books on whatever this was - he thought if he could find them it might jog his memory. The notes were probably lost in the river - or perhaps someone stole them


Tonight he is meeting his friend Bruno Roth the author, whom he also can't remember a thing about. He tried to read Bruno's book "The Perpendicular Grimm" to try and remember something, but there were so many long words in it that he only got through the first couple of chapters.


He was waiting for both Eleanor and Bruno in a private booth at Sad Mary's Bar when he saw the disgusting street person again going into one of the private booths. Curious he eavesdropped on her conversation and found out her name was Hippensteel (sounds like an orthopaedic hip replacement). She was telling Mathurin, the drug dealer, that she had seen the prostitute Faith kill a blind pencil seller. This hit Donald with a jolt - he remembers an image of a blind pencil seller talking to him and giving Donald money and then sharp pain of a syringe in his chest. The memory only lasted a moment but it was very vivid.  Mathurin gave Hippensteel something small in return for this information.  Something which made a tinkling noise. 


He also saw Hippensteel sneak off to the men's toilets earlier this evening.  As soon as she left the elderly Elias Bettelheim snuck away after her. Is there no end to the depravities in this place?.

OBJECTIVES

· Find out what  happened to you so that you lost your memory

· Get some money to pay Mathurin.  God only knows what Donald could sell to raise money in a seedy and desperate town like the edge.

·  Find out what the drug 'Fugue' is.  What does it do and why does Eleanor use it.  What are her chances of kicking the addiction?  Find a cheaper source of the drug than that shyster Mathurin Turgot.

Eleanor Baughman
Appearance: 
Burger

True Nature:

Psychologically Abused Professor's Wife

Job:


Sculptor

Central Trait:

Visual Artist - Eleanor is involved with a wide variety of visual arts but prefers sculpture - 4 dice (dirty finger nails)

Side Traits:

Animal Empathy (Fringe Power) - Animals get on well with Eleanor and she can often get them to do things that they would not ordinarily do - 2 dice (white lock of hair)

Quick - Can move and react rapidly to avoid danger - 3 dice (nervous eyes)

Flaw: 

Sucker for a Pretty Face - penalty dice when being seduced or manipulated by an attractive man or woman. (Roving gaze)

Motivation:

To find a happy life

Secret:

Has murdered her husband

Important Person: 
Virginia Woolf (favourite author)

Experience Pool:
1 dice

Hit Points:

14

Equipment:
1 last dose of fugue



about $60 (spent most of her money on Fugue or Faith)



Needle and syringe


Eleanor is the wife of famed academic Donald Baughman. Her marriage until recently had been a very unhappy one. Donald enjoys psychologically torturing people - none more so than his wife. He takes out all his social and mental frustrations on her, belittling her achievements and making her feel inferior. After he used a piece of her sculpture as an unfavourable example of the delusions of the artistic mind, at an international conference she finally snapped. Knowing they were going on a holiday to the remote country of Al Amarja, where she had heard life is cheap, she bided her time.  As soon as they arrive she acted, drugging him with sleeping pills in his cocoa and smothering him with a pillow as he slept. She dumped the body in an old abandoned sewage tunnel and informed the hotel he had gone back to New York but she would stay on for a few weeks. She then made the most of Donald's money buying services from a local prostitute, Faith. She has started to feel more than a passing affection - she has fallen in love or at least lust. She buys Faith gifts to try and win her affection and although Faith is very grateful, Eleanor can't help thinking she is only putting on an act for a client. Eleanor would dearly love her affection to be honestly reciprocated. Recently she gave Faith a locked jewel box for safekeeping. It hides her dead husband's research notes - these notes could be quite valuable at a later date, as he was working on the "Theory of everything" - a philosophical equivalent of the Grand Unifying Theory. 


However Eleanor's new lifestyle changed all of a sudden, when a couple of days ago a man with a crooked nose turned up at the hotel reception claiming to be her husband. He said he was amnesiac but had Donald's wallet and drivers licence. She thought he had probably stolen them but in her panic about what to do thought up a rather brilliant plan.

            From Faith, she had heard about a drug called "Fugue" which can allow flesh to be sculpted into new shapes. While the stranger was still in his dazed and confused state she brought a large dose from the local drug dealer Mathurin Turgot. Making sure he was in a deep stupor she sculpted his face into a very passable likeness of Donald's. The new "Donald" accepted the change without comment making her think his story about losing his memories is probably true. He has not said a word about blackmail and his devotion and gratitude to her  seems sincere and is rather  touching. Unfortunately she has to keep buying more "Fugue" to keep renew the change (always while he is in a sedated sleep) but his face is starting to settle into the new shape and soon he will resemble Donald permanently.  Turgot has been asking for more and more money for the "Fugue" - at first it was $500, now $1000 per dose.  Eleanor is late on the last payment and Turgot is getting impatient.  She has also asked Turgot about aphrodisiacs (with the hope of using one on Faith) but he is unlikley to help until she settles her debt with him. She has ‘confessed’ to Donald that she is addicted to Fugue and needs $2000 to get her next hit.


She

              The fake Donald has some kind of a strange brand mark on his chest - it resembles an Egyptian hieroglyph. He asked Eleanor where he got it from and she said it was an accident when they were in Cairo - that he had been interested in a strange scarification technique and the confused natives performed it on him before he could protest. Not very clever but the best she could come up with at the time - what would induce someone to get a painful brand - surely it couldn't have been voluntary?

            Tonight they are meeting with the famed author Bruno Roth, who is the author of  "The Perpendicular Grimm". He has been a friend of Donald's for years although Donald felt that some of Bruno's ideas in one of his books, were rather close to some of his own theories - not that he could ever remember discussing it with him. Not that Eleanor really cares - and certainly the fake "Donald" won't remember this rivalry. She and "Donald" are meeting Bruno in one of the private booths in Sad Marys Bar.



      When she came in she saw the local street personality Hippensteel sneak off to the men's toilets earlier this evening.  As soon as she left Elias Bettelheim, the elderly toymaker snuck away after her. Perhaps there is some kinky sex thing going on.

OBJECTIVES

· Prevent anyone from finding out that you have murdered Donald.  Also help the imposter maintain the facade.

· Get Faith to leave Al Amarja with you and live happily ever after

· Find out who the imposter really is and if he really has lost his memory

Elias Bettelheim
Appearance: 
Kindly Toymaker

True Name:

Racher Vanderle, a Faerie Wolf

Job:


Faerie Anarchist

Central Trait:


Reality Anarchist - Racher is devoted to the extinction of rationality in the modern world.  While his aims seem similar to the Cut-Ups, he does not necessarily wish to defeat control addicts but rather to attack rationality itself.  Racher's motivation for this is to restore the power of the Faerie realm which is threatened by a rational world where people do not believe in Faeries or magic.  Racher has the power to undermine logic through inducing bizarre chains of events, make books on rationality unreadable, make machines and computers fail and generally throw a spanner into our assumptions about a rational, ordered world - 2 dice (says bizarre things for no reason)

Side Traits:

Shapechange (Fringe Power) - Racher carries an old coat with him everywhere he goes. This is his skin, while he has it on he may turn into a wolf (4 dice in combat, 28 hit points).  The coat's true form is of rich black fur but he has disguised it with a glamour so that it appears to be an old woollen coat.  He can change form only twice per day. He may turn into any human form he likes, but not one which resembles a living person (carries tatty old coat)

Make Toys - Racher has learnt to make lots of Faerie Toys, all of which do spiteful and unnecessarily harmful things to their owners.  They range from the merely annoying to the potentially fatal - 4 dice (Wears spectacles to see details)

Flaw:

Vulnerable to Iron (does double damage and prevents shapeshifting)

Motivation: 

To create irrationality so that the Faerie realm can spread once more.  And to do this in the most annoying way possible.

Secret:

Was once the sex slave of a vampire, but that is another story.

Important Person: 
James Dean, Racher admired his loner cool and used his form often, until things got a little hot back in Scotland.

Experience Pool:
One Dice

Hit Points:

14

Equipment:



Black fur coat



Toys with sharp edges to take off children's fingers, smell funny and other sorts of nasty tricks



Dog Collar and Biscuits



$200 in mixed currencies


Elias is really a dog.  A dog called Racher.


Racher was born 300 years ago, the  Faerie child of a Wolf Beast Lord from Arcadia and a fallen nun.  Racher spent many years wandering Scotland as one of the 'black dogs' of lore - faerie spirits who punish evil-doers and aid the innocent.  Unfortunately Racher had trouble getting the hang of this and was forever confusing the two.   In the 1950s he became the familiar of a Scottish Chaos Magician, Grant Blake.  Blake taught Racher how to assume human form and, perhaps more importantly, how to annoy those you despise.


Racher has come to Al Amarja to try and set up a new base for his faerie infiltrations into the rationale world. Back in Scotland, he had managed to piss off quite a few people, including some vampires, who would now like to own a dog skin coat. He also had heard his mentor Blake might have been involved in faery hunting - this rather worried him as Blake kind of scares him (not that he would admit it).


He learnt of a gateway out of Arcadia which led to a Greek island near Al Amarja. Racher used this, encountering the Lord of the Hunt who was none too pleased that some humans had been using the portal to enter Arcadia and go raiding for fay flora, fauna and folk.  On the island Racher used his natural charm to persuade some good fisher folk to take him to Al Amarja (i.e. he stole their boat, which was their only means of livelihood).  He fits right into this place where nobody ask questions and most paranoid delusions turn out to be true anyway.  Thus it is the perfect hidey hole. So far he has had a lot of fun tracking down conspiracy theories and spying on people, but hasn't actually done a lot about any of it.  Because too many people know about Racher, he has adopted a cunning disguise.  He is pretending to be a kindly old toymaker called Elias Bettelheim.  He has a small shop where he sells dangerous Faerie toys to small children, aimed at spreading irrationality and confusion. 


Racher knows that reality is a tenuous concept and it often shifts and changes without people being aware of the change, simply just accepting this new version as if it had always existed. Although the idea is clear the practice of reality deconstructing is another matter altogether.  If you can deconstruct a reality to it's bare essences then you can destroy it or even reconstruct it in a different manner. Many primitive religions place importance on a person's true name. Control the name and you control the person. This is a form of Semiotic Magic.


Racher has discovered a group known as the Semiotic assassins who sound very interesting. The Semiotic assassin use semiotic magic to destroy or alter their targets. They recently struck a killing blow against their foremost enemy - the Matagot sorcerers, who were descended from Atlantean mages. The Matagots had a small eastern European country under their control, a country which no longer has a name. The Semiotic Assassins gathered the nine essences of the nation and deconstructed its reality - the name fell out of books and living memory, atlases rearranged themselves around the space where the country used to be, millions of people ceased to have ever existed. Rumour has it one of the Matagots escaped and is seeking revenge on the Semiotic Assassins. 


The Semiotic Assassins use a device known as a "Cyber Spike" to enhance their ritual magic. This piece of metal is embedded in the base of the skull and attunes the brain to semiotic resonances. Some Semiotic Mages are so powerful that they do not need to alter their minds in this way. In fact some latent semiotic magicians quite happily create and redefine reality without ever realising it. Characters from stories may come alive, fictional places may become real. The Semiotic Magician who created such things seems to have the power to alter the reality by altering the original text. It is rumoured that the United States of America is the result of such an unintended semiotic construction by a group of nineteenth century Viennese novelists who desires to create a convincing fictional country. What is clear is that the creation may outlive the creator as America continues despite the fact that all five of the Austrian writers are long since dead.


Racher has also discovered that Matagot actually is a word that means sorcerer CAT.  Racher can't believe cats could perform magic - dogs yes, but cats are too stupid. Anyway he wants to interfere with the assassins to see if he could learn how to deconstruct large areas of reality which should be replaced with the faerie realm - how is another matter - maybe if he just confuses the Semiotic magicians everything will fall into place?


There was a Blind Pencil Seller who used to work the corner near Sad Marys. Racher thought he may have been a faerie hunter (because he had some iron coated pencils) but he refrained from killing him as he found out he was a contact for the semiotic assassins while eavesdropping near the public phones.  Lately  the pencil seller hasn't been on his corner and no-one has seen him.  Perhaps someone else got to him before Racher could.


Drugs while technically illegal are quite commonplace. There is a new drug on the market which has Racher worried it is called "Fugue" and is rumoured to allow flesh to be "shaped" - sounds rather like a shape-shifting drug.  Does it have something to do with the faerie realm, and if so why didn't he know about it? And how can you annoy people with it?


Racher is also out to get the fanatical phantom Christian MC Hamish, who runs a pirate radio station. MC Hamish purports to be a cool youth deacon, spreading the gospel of Christ (ugh). Faeries hate Christians because their faith has eroded the old religions and destroyed much of the Faerie world of Arcadia.  What MC Hamish actually spreads is hatred and rage - which you could almost respect him for but he is also a fundamental Christian. He has incited much violence through his sermons on "Morality vengeance". Basically he suggests that someone who does something to offend your sense of morality is actually committing a moral crime against you. The only course open for a victim of such a moral crime is revenge - an eye for an eye - usually through physical violence. Thus Hamish is responsible for a wave of outrage and violence against sex workers, abortion clinic staff and patients, homosexuals, drug users, non-Christians, fashion models, intellectuals and their pets (the pet bit has you worried). The Peace Force wants him removed permanently and Racher is only too willing to help. The heat must have got too much for Hamish and he has stopped broadcasting recently.


There is an underground river which runs under Al Amarja which is a great place to go and have a sniff about and see what dead things have floated to the river banks. A few weeks ago, late at night when Racher was taking himself for a walk, he saw the burger Eleanor Baughman dump something in a sewer leading to the river. It was suspiciously long and heavy looking, like a corpse wrapped in a blanket and she was having trouble getting it sink but eventually it did.


Although Racher primarily went to Al Amarja to get away from vampires he has found out there is a type of vampire that live in this country - they are something to do with Egypt and keep humans as slaves - they are said to brand them almost like cattle but apparently there is some sort of symbiotic relationship between the vampire and the slaves. 
Montgomery Knapp the satanist smells like a dog. You wonder if it is just his distasteful sexual appetites or whether it is something else?


The burger Bruno Roth is a bestselling author who has written several controversial bestsellers , that often offend Christians because of the way they question theological ideas. Racher thinks this is pretty good and has followed him and noticed it really disturbed him so he kept doing it, accidentally running into him and making noises when Bruno knows no one else is around. 


The street freak Hippensteel went into mens' toilets which intrigued Racher . No one noticed as Racher stealthily followed her. Racher waited for fifteen minutes outside the stall she had locked herself in- heard splashing and tinkling music.  Suddenly there was a 'klink' followed by more splashing and swearing from Hippensteel. Then she left, holding a small ball which she slipped into her pocket.

OBJECTIVES:

· Interfere with the plans of any rationalist conspiracies.  Keep an eye out for any Semiotic Assassins or those stupid cat magicians.   Remember: pissing people off is fun!

· Locate and destroy MC Hamish

· Find the source of the Fugue Drug and see how it relates to Faerie

Max Reaver
Appearance: Peace Officer

True Nature: Lift Handset, Cut-up Girl

Job: Reality Terrorist

Central Trait:
Reality Infiltrator - Lift is superb at pretending to be someone else.  She can lie without hesitation, improvise flawlessly and pass herself off as any type of person without being questioned - 4 dice (you tend to forget that she is there)

Side Traits:
Tongueslip (fringe power) - Lift can force persons to say the wrong thing as though it were a 'Freudian Slip'.  She uses this on important people to embarrass them and undermine their reality.  When you wish to use this give one of your five tongueslip cards to a GM. To use this power Lift must tug at a certain strand of hair which is actually a wire running through her skull and attached to a strange gland implanted behind her hypothalamus.  Thus stimulated, the gland pumps strange chemicals into her nasal passage which she sneezes into the air.  People inhaling the air-borne drug are the susceptible to the fringe power.  (toys with a bit of her hair)

The Ancient Art of Mock-Fu - May use ordinary household objects to deadly effect by knowing just how to grip them or how to throw them - 3 dice (flips a beer coaster in her hand)

Flaw: _

Tourette's Fur Allergy - physical or close contact with animals makes Lift scream obscenities.  This can also be triggered by animal fur on people's clothes.  (Stands well back from people - especially Elias, Montgomery and Hippensteel)

Motivation:

To foil the schemes of control-addicts everywhere

Secret:

Lift enjoys the power rush of being a cop but does not want to tell her cut-up compatriots who will think she has gone over to the control addicts side.

Important Person: 
Immanuel Fisbinsler, from alternative X,  inventor of the automatic psalm, the electric finger, the heterosexual hedgetrimmer and other oddities.

Experience Pool:
1 dice

Hit Points:

21

Equipment:

Fake Al Amarja Peace Force Badge




Real Gun




5 doses of Fugue (sells for $100)




$300 in money belt

Recipe for Fugue:
Wings of  4 faeries




Teaspoon of peanut butter (extra crunchy)




1 brownie - lightly beaten (preferably chocolate chip)




2 Stinkcup mushrooms (from Arcadia)




1 cup boggie juice (freshly squeezed)


The Cutups are an international (and interdimensional) loose alliance of loonies, freaks and oddities.  Their motto is "Dada was the theory - we are the practice".  Their alternative motto is "This is the weather the cuckoo likes, armoured division submissive to vernacular the world into a gamlbing birdhouse velocity"  The Cutups hate conspiracies and the control addicts who run them.  The primary weapon in the Cutups arsenal is chaotic irrationality - they attack conspiracies by attacking the reality which undermines them.  The Cutups place special importance on Al Amarja as it is simply crawling with conspiracies.


Lift Handset is a Cutup Girl from Alternative X - a dimension of weird science and even weirder cooking utensils.  She is on Al Amarja posing as Peace Officer.  Her mission: to stop the reality shifting machinations a sinister conspiracy known as the Semiotic Assassins.

 
The movement of postmodernism has taught us that power is knowledge and knowledge is power.  The science of semiotics has taught us that much power is caught up in the meanings of words - the interpretation we assign to things defines their reality.  Semiotic magicians have put this theory into practice.


If you can deconstruct a reality to is bare essences then you can destroy it or even reconstruct it in a different manner.  Many primitive religions place importance on a person's true name.  Control the name and you control the person.  This is a form of Semiotic Magic.


The Semiotic Assassins are a conspiracy of semiotic magicians who use ritual semiotic magic to destroy or alter their targets.  They recently struck a killing blow against their foremost enemy - the Matagot sorcerers, who were descended from Atlantean mages.  The Matagots had a small eastern European country under their control, a country which no longer has a name.  The Semiotic Assassins gathered the nine essences of the nation and deconstructed its reality - the name fell out of books and living memory, atlases rearranged themselves around the space where the country used to be, millions of people ceased to have ever existed.  Rumour has it that one of the Matagots escaped and is seeking revenge on the Semiotic Assassins.


The Semiotic Assassins use a device known as a 'Cypher Spike' to enhance their ritual magic.  This piece of metal is embedded in the base of the skull and attunes the brain to semiotic resonances.  Some Semiotic Mages are so powerful that they do not need to alter their minds in this way.  In fact some latent semiotic magicians quite happily create and redefine reality without ever realising in. Characters from stories may come alive, fictional places may become real.  The Semiotic Magician who created such things seems to have the power to alter the reality by altering the original text.  It is rumoured that the United States of American is the result of such an unintended semiotic construction by a group of nineteenth century Viennese novelists who desired to create a convincing fictional country.  What is clear is that the creation may outlive the creator as America continues despite the fact that all five of the Austrian writers are long since dead.  Lift suspects that Faith, the prostitute in the red dress is this sort of construct as she is certainly not real.  Not that Lift holds this against Faith, some of her best friends are not real.


The Cutups know that the Semiotic Assassins are involved in some plot regarding Sad Mary's.  Their spy within the Semiotic Assassins ranks, a blind pencil seller, met with a powerful group inside the order known as the Fickle Trust.  The group comprises of a monk, a talking tapir and a hairless man.  They plan something big involving Sad Marys, apparently involving the escaped Matagot sorcerer. Unfortunately the blind pencil seller has gone missing, perhaps the Assassins caught him out.


Lift is currently attempting to discover what the Semiotic Assassins are up to.  The American author, Bruno Roth, is on Al Amarja at the moment.  He is apparently working on a 'theory for everything' a philosophical work which promises to create a form of semiotic shorthand which undermines all meanings. The Cutups want this theory as it would help them skew reality even further. Even if they cannot get the theory it must not, at any cost, fall into the hands of the semiotic assassins.  There are other conspiracies on the island which would no doubt also be interested in it.


Lift is notionally a Peace Officer called Max Reaver.  She has little contact with other Peace Officers as she fears they will discover her deceit.  She has, however, learnt from other Officers about things which are happening on the Edge.


The cops are in a huge uproar about the pirate radio station run by the mysterious and fanatical MC Hamish.  He purports to be a cool youth deacon, spreading the gospel of Christ.  What he spreads is hatred and rage.  Hamish runs his pirate radio station  from somewhere in the Critica Range.  Hamish is a fundamentalist Christian and has incited much violence through his sermons on 'morality vengeance'.  Basically he suggests that someone who does something to offend your sense of morality is actually committing a moral crime against you.  The only course open for a victim of such a moral crime is revenge - an eye for an eye - usually through physical violence.  Thus Hamish is responsible for a wave of outrage and violence against sex workers, abortion clinic staff and patients, homosexuals, drug users, non-Christians, fashion models, intellectuals and their pets.  The Peace Force want him removed, permanently.  The heat must have got too much for Hamish and he has stopped broadcasting recently.


Drugs, while technically illegal on Al Amarja, are quite commonplace as the Peace Force does not enforce the law unless it is seeking to persecute someone for some other reason.  Lift supports herself from making and selling a drug known as 'Fugue'.  The drug (which must be injected) creates a euphoric high and makes the flesh malleable and liquid.  The strange shapes experienced give a new meaning to ‘off your face’.  It is dangerous if taken over time and changes might become permanent.  Another Cutup, a Scottish Chaos Magician called Grant Blake sold Lift the recipe as well as the location of a gateway to the  Faerie lands of Arcadia (where the ingredients may be found) in a Greek ruin on one of the islands near Al Amarja.


Lift has been capturing Faeries for this potent brew and selling it to the sleazy street dealer Mathurin Turgot.  Recently her intrusions have come to the attentions of the Lord of the Hunt.  Things are getting a little too dangerous in Arcadia so Lift wants to sell the business (the recipe and the gateway location).


She is also wary of dealing with Turgot.  A few days ago she saw him following a man with a crooked nose.  Turgot hit the man over the head, injected him with something and dragged him into the sewers and dumped him in the underground river.  By the time Lift got to the river, the body had gone. This piece of nastiness has certainly soured business relations between her and Turgot.


Lift has to be careful of her fur allergy.  She must keep her distance from Elias, Montgomery and Hippensteel as all three smell of animal fur.  If they get too close Lift will start swearing uncontrollably.  There is something going on between Elias and Hippensteel.  Lift saw the both of them slip away to the mens' toilets together, earlier this evening.  Perhaps it is some sick sexual thing involving a furry animal?

OBJECTIVES

· Obtain the Theory of Everything before the semiotic assassins or any other megalomaniac control addicts get to it

· Sell the Fugue business (the recipe and the location of the gateway to Arcadia) as it is getting too dangerous.

· Find out what happened to the Blind Pencil Seller.

Montgomery Knapp
Appearance: 
Decadent Socialite and Satanist

True Nature: 

Barduk Wolf Spirit

Job: 


Vengeance Spirit

Central Trait:


Spirit of Justice - the spirit can take on the physical form of a great wolf in order to pursue its quest for vengeance.  In this form it can attack with 4 dice with 28 hit points.  It can only use this power for a just cause. (Believes in right and wrong)

Side Traits:

Elegant Charmer - the spirit has digested the soul of Montgomery Knapp and has learnt his smooth charms - 3 dice (devilishly handsome)

Occult Historian - the spirit has also absorbed much of Knapp's eclectic knowledge of the rum and uncanny.  - 3 dice (always carries a cane with the ancient Romanian sign of the wolf inscribed on it)

Flaw:

Cannot physically or otherwise directly interfere with the murderer of Donald Baughman.

Motivation: 

To bring justice to the murderer of Donald Baughman

Secret: 

Fan of MC Hamish's right wing extremist pirate radio program.  It is illegal under hatemongering laws on Al Amarja as the president, her exaltedness Monique D'Aubbaine liberated the island from the fascists and does not like this sort of extremist.

Important Person: 
Donald Baughman

Experience Pool: 
1 dice

Hit Points:

28

Equipment:
Knife



Occult doo-dads



Wallet with $200



$1000 secreted in a shoe


The Barduk are spirits of justice.  They a wolves who roam the spirit realm, waiting for acts of extreme violence to rupture the veil between the spirit world and the real one.  Once unleashed on the real world they pursue evil‑doers, devouring them body and soul until the offender who caused the rift is brought to justice.  The wilds of the spirit world are notoriously devoid of the souls of sinners so when a Barduk enters our world, it slathers at the smell of so much ripe and succulent evil.  The only limit on the Barduk's power is that, in the quest for justice, it cannot harm the original sinner.  It must disclose the sinner and allow others to wreak vengeance.  It must then return to the spirit world and await its reward.


A week ago, Donald Baughman was murdered.  His body was dumped in an underground river and vanished without a trace.  The Barduk spirit entered our world in the form of a wolf.  It devoured evil wherever it found the stench of depravity but did not get close to finding  Baughman's murderer.   It is not like the old days where shamans would heed the portents of spirit beasts.  These days everyone thinks that cujo is back in town.  The Barduk realised that to pursue its quest it would have to possess a human form.

 
In the woods of the Critica Range it followed Mathurin Turgot in his battered old landrover to an old cabin believing him to be an evildoer but finding his soul to be curiously unstained for a drug dealer and murderer.  Unable to understand this or possess the man it let him be, making a mental note to follow up on him later.


Then the Barduk entered the apartment of Montgomery Knapp, a satanist and all round foul individual.  He was not home so it chased his cat around for half an hour until it escaped.  When Knapp came home, he met the hot breath of fury.  The Barduk killed him and entered his body through the bite.


The spirit healed the body and made a home within it.  Knapp's soul was destroyed so it had free reign of the man's body and his memories.  He was a satanist, a member of a group known as the Fable’s Creed.
He was researching a race known as 'the aphids'.  They appear to be human yet their blood contains the secret of immortality.  If their blood is not drunk regularly they become more and more feeble minded until they die.  Knapp was desperately seeking these creatures as they may hold the key to immortality.  He always wanted to be a vampire.  Mortality caught up with him first, however.


Knapp's possessions were mostly tacky occult knick‑knacks of little importance.  One item did attract the Barduk's attention.  It was a small crystal sphere filled with shiny metal fragments which made a melodic tinkly noise when shaken.  If stared at for long enough, it gave visions ‑ people, places, events.  Most were unimportant.  One vision the Barduk remembers clearly as it involves Sad Mary's.  A monk, a blind pencil seller, a talking tapir and a hairless man meet inside an old warehouse.  The tapir speaks, "The place of the weeping madonna ‑ that is where she may be found.  We shall trap her there.  She is the last of her race, all others are dead, or rather, have never actually existed.  <grunt>‑ the wonders of semiotic magic.  The  Matagot will soon cease to be of concern to us."


That was all.  The Barduk does not know if the vision was past, future or merely fantasy.  The ball was stolen by a burglar before it had time to experiment further.  The Barduk wants the ball back, it may hold the key to some important conspiracy.  Even if it does not, it rolled around the floor making a tinkly noise and was fun to chase about.  Turgot seems to deal in almost everything ‑ perhaps the thief has sold it to him?


The Barduk has met other dwellers on the Edge, particularly around the Plaza of Flowers, on its quest for justice.  Before it adopted its human shape it ran into Hippensteel the street lunatic who was talking to some cats in an alley.  They all spat at him and he thought it prudent to leave, recalling from a previous stint on the mortal coil how much a scratch across the noise smarts.  Hippensteel has a lot to do with cats, she reeks from their foul smell.  


Elias Bettelheim on the other hand smells pleasantly of dog, particularly when he is wet from the rain of the last few weeks.  So why is it that both Hippensteel and Elias slipped off to the men's toilets together earlier this evening?  Does it come to this ‑ that even the natural order of things is turning upside down?


Faith Semalaigne, the prostitute in the red dress is not real.  She has no soul.  It is not even that the soul has some demonic mortgage on it ‑ it simply does not exist. The Barduk is intrigued.


While in human form, the Barduk  has grown to enjoy the things that humanity is privileged with.  It enjoys the television and the radio ‑ especially the broadcasts of the radio pirate MC Hamish.  He may be a narrow minded moralistic bigot, but at least he believes in righteousness and justice.  The show has gone off the air recently ‑ perhaps one of his critics caught up with him.


In fact, the Barduk is so enjoying life in the material world that it does not want to return to the spirit world.  Besides, there are far more sinners here ‑ a Barduk's banquet every day!  It fully intends to complete its quest eventually, but wishes to explore some of its options first.  Some shamans in the past could bind a spirit to a place, a thing or a body.  If this occurs then the Barduk might not have to return to the spirit realm when the killer of Baughman is brought to justice.


Tonight the Barduk was in for a shock.  Donald Baughman walking around, alive and breathing.  It must be some kind of trick ‑ he smells kind of funny.  This is a mystery which must be solved, make no mistake.

OBJECTIVES:

· Find out if this is the real Donald brought back to life or merely an imposter.  If not, find out who killed Donald and see that they are brought to justice, or at least do enough to satisfy the powers that be that you are doing your duty.

· Find someone who can bind him to the earth so that he does not have to return to the spirit world when the murderer is brought to justice.

· Try to understand the prophecy of the ball.  Find out who has the ball and recover it.

Mathurin Turgot
Appearance: 
Shady Street Dealer

True Nature: 

Fundamentalist Christian Shady Street Dealer

Job:


Shady Street Dealer

Central Trait:

Slick Conman - Turgot uses this skill both to buy and sell on the street and also to give charismatic sermons as MC Hamish.  3 dice (pearly-white teeth despite an otherwise seedy appearance)

Side Traits:


Pharmacy - Turgot's primary business is in trafficking drugs and he knows his business well.  He can identify most major drugs by smell and taste and knows the effects, side effects and street value. 3 dice (stained fingers from dabbling with chemicals)

Quick with a knife - living on the street and dealing with unsavoury types has meant that Turgot has had to learn how to use a knife to survive.  His speciality is flicking a knife out of his sleeve and burying it in an opponents abdomen before the other has had time to draw a weapon. 4 dice (appears to carry no weapons)

Flaw:
Puritanical maniac

Motivation: 

To cleanse God's green world

Secret: 

Is really a stereotypical Scotsman, dour and mean with money.

Important Person: 
John the Baptist, personal hero.

Experience Pool: 
1 dice

Hit Points:

28

Equipment: 


Concealled Cold Iron Knife and  Fork (for ferreting out the fairies!)

Drugs - (Lack of enforcement of drug laws by the Peace Force makes prices low)


Zorro ($2/hit - user sees moral issue in black and white)


Blue Shock ($5/hit - momentarily awakens every nerve ending in intense agony and makes the user extremely alert for about half an hour- popular in S&M circles)


Communion ($25/hit creates blissful religious experience)


MDA3 - ($15/hit creates the perfect orgasm - but only the first time it is used.  Subsequent uses become more squalid and pitiful and users push themselves to depraved limits, never to find this perfection again)


LSD ($.50/hit)


Cocaine ($1/hit)


Mathurin is out of Fugue (usually $500/hit)

Clean Needles and Syringes

Various concealed knives

Wallet with his last $50


Hamish Turgthistle grew up on the hard, mean streets of Edinburgh.  He was an orphan and his aunty brought him up strictly, with respect for the laws of God.  From an early age he had a strong sense of morality beaten into him.   He is glad of those acts of familial violence now as from this crucible he forged morals of steel.  He also learnt that those who commit crimes of morality do so deliberately to offend the morality of good folk.  Because of this constant victimisation of his morals, Hamish decided to strike back against those who committed this immorality, to tear the stinking heart out of Sodom and Gomorrah and purge the world with God's holy will.


He sought out the worst scum on the streets in order to know the face of evil.  He earned his money from running drugs and nutting heads in Edinburgh.  Those who had offended against his morality were paid back in kind through "morality vengeance".  Drug users, whores, abortion fiends and their so‑called doctors, homos, non‑Christians of every foul and unspeakable sort, fashion models strutting their sexuality shamelessly, intellectuals who question the order of God's world (and their evil little pets) ‑ none are safe from Hamish's vengeance.  His morality is chaffed and bruised from their constant immorality.  The only thing to do is to strike back.  Only by living amongst the filth and dealing their deals may one really sort the wheat from the chaff.  Anyone who succumbs to any illicit deal, who yields to the temptation, deserves what they have got coming to them.


Worse than street scum, Hamish discovered that Faeries were real and were passing themselves off as people in Edinburgh.  He was almost bewitched by a sinister changeling girl with her wicked allure, but he slit her open with his knife.  The knife  just happened to be the one made of cold iron that his Aunty gave him, with warnings of the 'little folk'.  Because the slut was a Faerie, she screamed in agony from contact with the knife!  So it was true, all the legends about the evil little satanic creatures were true!  There were faeries at the bottom of the garden, in the pub and down the shops!  Since that day Hamish has carried his knife with him and killed many more of that disgusting, androgynous breed.  He has also acquired a cold iron fork which is handing to use in stabbing suspected fay‑folk.  This tests their virtue - if they squawk they must be a fairy!  Hamish is ever vigilant in case one ever tries to seduce him with their evil magic again.


One day Hamish learnt about the island of Al Amarja ‑ a thriving boil of the pus of immorality on the arse of the world.  In an ecstatic vision he realised that his destiny was to be God's lance and the burst this infection.  He moved to Al Amarja with the money he obtained from running drugs in Scotland, adopting the role of the sleazy street dealer Mathurin Turgot. To his shock there were Faeries on Al Amarja also, so his private quest to rid the world of the eldritch fiends continues.


But even in this hell‑hole,  Hamish can feel the hand of the Lord, thumping him on the head.  He often sneaks off in disguise to the sermons of various Christian denominations around the island.  While this was a balm to his troubled soul, it was not enough.  None of the churches were extreme enough in their war against immorality, so he decided to start his own crusade.


With the money of drug addicts and whoremongers he started to build a new Jerusalem.  This empire has started with the intangible world, with radio waves.  Hamish set up a pirate radio station from a small shack in the Critica Range.  When on air he becomes MC Hamish, cool youth deacon and the voice of moral outrage.  He urges his many listeners to take morality vengeance for themselves and has been quite pleased at the number of assaults, firebombings and lynchings which have been attributed to the ram.


Because of the need for secrecy, the station is miles out town in the woods, accessible only with Hamish's battered old land rover.  It also costs a fortune to run power to this place including the bribes to corrupt public officials.  He has recently had to close down operations until he can get enough cash to reconnect the electricity.  In addition he is sure he has been followed out to the shack and on one occasion he was menaced by a black wolf which came out of the forest like a hell‑hound.  The woods are not safe.


Hamish encountered the brute later, only this time one the streets of The Edge.  He ran from the animal.  Believing it to be following him he contacted Faith who is not only a whore but the best city tracker in the business.  He paid her to locate the black dog.  She said that she saw it numerous times but kept losing it.  It did enter both the back entrance of Montgomery Knapp's apartment building and the toyshop of Elias Bettelheim.  Faith broke into Knapp's apartment and found very little of interest apart from the usual satanist paraphernalia (oh, he is the devil himself) and a small crystal sphere.  It contains tiny metal fragments and makes strange music when shaken.

 
While all drugs are officially illegal on Al Amarja, the Peace Force do not enforce the laws unless they wish to persecute someone for other reasons.  Because of this situation, Hamish makes precious little out of selling drugs.  One high‑profit drug is Fugue which is distributed by the Peace Officer Max Reaver at $100 per hit.  A strange concoction it makes the flesh malleable and fluid.  It gives a new meaning to ‘off yer face’.  Long term usage can be dangerous, but in small doses it has cosmetic uses in covering up wrinkles and scars.  The burger Eleanor Baughman has bought several hits of Fugue from Hamish, probably trying to maintain her youth (Oh, fiendish vanity!).  She has also asked for a love drug which may be used to seduce someone (foul adulteress!).  Because she seems to desperate he has increased the price of Fugue from $500 to  $1000.  He gave her the last hit on credit but she is not coming forward with the cash.  He has threatened Eleanor that he will go to the Peace Force if they do not pay. Perhaps Hamish should try to get the money from Donald, Eleanor's husband.  His lack of vigilance and laxity in disciplining his wife will cost him much.


Recently a blind pencil seller paid him to obtain a quantity of drug known as "Apep's Breath" or "Milkwhite".  The old man told him that there are inhuman creatures walking our streets which are known as "Aphids".  They have a sort of secondary lymph system which produces a thick white liquid ‑ the drug Apep's Breath.  Hamish was told how to extract this drug with a needle and pointed in the direction of an Aphid, a stupid man with a crooked nose who frequented Sad Mary's.  The moron walked right into a trap in the alley behind the bar (following a trail of coins) where Hamish clubbed him insensible and extracted the drug.  He dragged the body into the sewers and tossed it into the underground river where it sank without a trace.


The blind pencil seller paid $10,000 for the drug.  This paid off most of Hamish's debts.  He was looking forward to doing business with the old man in the future but the pencil seller turned up dead a few days later, apparently killed by the Aries Gang. Oh villainy!


Hamish also makes deals in other goods when there is the demand.  The street lunatic Hippensteel is in a similar line of business, although she peddles the most ridiculous trash which some people seem to buy.   She bought her smelly cat‑skin hat from Hamish at a bazaar several months ago and seems to have worn it ever since.  Speaking of smell, Hamish ran into the old toymaker, Elias in the rain yesterday and his woollen coat was giving off a really rank odour ‑ perhaps it is not wool at all but the fur from some repulsive animal?  Perhaps he had been cavorting with the hell‑hound that had come to his shop?  It is worth looking into...


Hamish had an opportunity to rid himself of the crystal trinket that Faith acquired for him.  They met in one of the private booths at Sad Mary's.  Hippensteel had some gossip that she was bursting to tell, but reluctant to do so without recompense, so Hamish offered her a swap ‑ the ball for the information.  It appears that Hippensteel was witness to a homicide.  Young Faith besides being a whore and a tracker is apparently a murderess (wicked woman. oh Jezebel!).  It was she who killed the blind pencil seller, with a straight back razor.  Hamish gave the old bag her toy and was left to brood over Faith's involvement with the blind man.


Hippensteel seems to have a lot on her plate.  Earlier this evening she snuck off to the toilets with Elias Bettelheim.  Perhaps they have some sick sex thing going?  Perhaps they are doing IT with the hell‑hound!  Oh unthinkable villainy! Oh wretched sinners!


The famous author Bruno Roth is in Sad Mary's this evening.  His book, "The Perpendicular Grimm" is the worst sort of heresy involving rude words and sexy bits.   Hamish has been writing death threats to Roth in the name of various Christian fundamentalist groups ever since the book was published.  So now he is in Al Amarja!  Perhaps it is time for some morality vengeance...

OBJECTIVES

· Find a source of cash to pay the bills and get MC Hamish back on the air.

· Keep an eye out for Faeries.  They are everywhere you know.  They are Satan's little helpers and should be crushed under the righteous fist of Christ! People think that Christ was a hippy ‑ he wasn't, he kicked butt!

· Find out why the blind pencil seller was killed what the drug 'Apep's Breath has to do with anything.

Faith Semelaigne
Appearance: 
Prostitute

True Nature:

Semiotic Construct in Search of a Standpoint

Job:


Fairy tale character gone bad

Central Trait:


Sultry Seductress - Faith is capable of turning any vaguely sentient creature's knees to jelly with her lithe gait and winsome smile. 4 dice (Wears understated makeup and perfume)

Side Traits:

Urban Tracker - People and things that are frequently lost in the city, particularly one as large and bizarre as The Edge.  Faith has an almost sixth sense for finding clues, and tracks or following people.  3 dice (Big green eyes)

Handy with a straight-edge razor - The Edge is a tough place and a girl has to know how to take care of herself. 3 dice (wicked twist to her grin)

Flaw:

Heartless - Faith is incapable of love or any other form of human warmth.  She can fake these emotions but never really feels anything.

Motivation: 

To earn enough money to retire comfortably

Dark Secret: 

Not a real person

Important Person: 
Bruno Roth, her creator

Experience Pool:
1 dice

Hit Points:

21

Equipment: 

Red Dress




Straight Edge Razor




$500 in cash


A year ago Bruno Roth finished his novel, "The Perpendicular Grimm".  On that day Faith Semalaigne was born.  The book was a best‑selling success, a semiotic reconstruction of Grimm's Fairy Tales in a modern milieu.  One of the best stories involved the modern little red riding hood, a decadent vamp with no heart who lived above a sweet shop.  On the day that Roth finished the book, a prostitute moved into the premises above the sweet shop on the Plaza of Flowers, a woman who wore a red dress.  If all prostitutes have hearts of gold then she has pawned hers for she has no emotions at all.  Her name she took from the insipid heroine of the trashy novel the previous tenants have left behind ‑ Faith Semalaigne.


This is all that Faith knows about her athenic origins.  Of her erstwhile father she knows a little more.  Roth is an American professor of semiotics.  His first work of fiction sits (largely unread) on every fashionable coffee table in the western world.  The man is a complete fraud, who stole every idea, plagiarised every piece of writing and yet has the power to create something out of nothing, perhaps without even realising it.


Faith has made a comfortable living as a prostitute and is known about the Plaza of Flowers as "the woman in red" due to her vivid apparel, she wears no other colour.  Her beauty is acclaimed, her sexual prowess renowned and her will without scruple or shame. 
Faith is totally devoid of emotion.  She practices expressions in front of her mirror and mimics them quite well but this is never more than pretence.


Among her clients is the American burger Eleanor Baughman.  Eleanor's husband Donald is a real bastard and Faith realised that Eleanor was more interested in having someone to care for her then for sexual gratification.  Whatever she wants and is willing to pay for Faith is quite happy to oblige, giving an ostensibly sympathetic ear and apparently loving embrace.


Not everyone appreciates Faith's talents.  There is a pirate radio station which broadcasts the sermons of an MC Hamish to the Edge.  He claims to be a 'cool youth deacon' but is in fact a right‑wing extremist with a bee in his bonnet about morality.  He encourages fundamentalists to strike back at those who offend their moral niceties and incites attack particularly on sex workers.  Faith has had to run from attackers several times and once had her apartment broken into by extremists who killed a cat and scrawled 'whore' in its blood around her room in eight different languages.  She has had new locks installed but the streets are alive with seething hatred and intolerance.


Eleanor came to Faith about a week ago quite frantic and gave her a jewel box for safe keeping.  Realising her flat was not safe, Faith gave the box to Joe the barman at Sad Mary's.  Joe is as reliable as any bank safety deposit box on Al Amarja, if not more so. A few days later Eleanor came again and asked Faith how expensive plastic surgery was on the Edge.  Knowing some juicy rumours about the D'Aubainne Hospital Faith thought it more prudent to recommend a new drug called "Fugue" which makes the flesh malleable and changeable.  Generally it is used for its freakout value but it can be used subtly.  Over time it can become permanent.  Faith directed Eleanor to Mathurin Turgot who deals in the stuff.  Perhaps Eleanor wants to leave her husband and change her appearance so he cannot track her down.  


Faith does not only work in the sex industry.  Recently she has branched into other, more profitable areas. She has discovered a knack for following people in cities.  Faith supplements her income by shadowing and tracking those who would rather remain hidden within the throngs of the Edge.  Of the more unusual jobs she has had, tracking a black dog for Mathurin Turgot the drug dealer would have to have been the most difficult.  The beast was like smoke, disappearing every time she chanced upon it.  Only twice did she manage to keep up with the dog.  Once it entered Montgomery Knapp's apartment through the rear door and another time it vanished in the alley behind Elias Bettelheim's toy shop.


Faith broke into Knapp's apartment to see what she could find.  The man is a member of Fable’s Creed, a satanist and an arsehole through and through.  His apartment was filled with ritual implements, lurid pornography and tacky ornaments.  The only curiosity she discovered was a crystal sphere filled with tiny metal fragments.  When shook, it made strange tinkling music. Faith pocketed this thing and sold it to Mathurin Turgot.


Faith did not follow up on Bettelheim.  The senile old man is pretty harmless.  He has never been a client but Faith is pretty sure there is something sexual going on between him and the derelict Hippensteel.  They both vanished into the mens' toilets earlier this evening for about fifteen minutes.  Oh well, competition is supposed to increase efficiency, especially when the competition is as poor as that old bag lady.


The last time Faith saw the dog she followed it out of the city and into the woods of the Critica range.  She realised that it was stupid to leave the city but was torn by curiosity.  The wolf vanished outside a small shack in the woods ‑ a shack covered with radio transmission aerials.  She crept closer to see if this was the lair of the infamous MC Hamish but someone started the engine of the old land rover and drove it directly toward the spot where Faith was standing.  A chill ran down her spine. She fled into the woods, not knowing if the driver had seen her or not.  She ran and ran until her feet bled and she was safely in the city again.  She decided not to tell Turgot about the incident.  If that was the pirate radio station then she could be in trouble of the worst possible kind and Turgot is hardly the trustworthy sort.


The dog she followed appeared to be big and shaggy like a wolf.  This has concerned Faith as she knows enough of her Grimm stories to know about the big bad wolf.  She dropped the case and has been thinking through her options if her nemesis comes from her.  In the Roth story the girl above the sweet shop was killed by her wolf (the German pimp who gave her contaminated heroin) as she had no grandma nor woodsman to help her.  Does this fate stalk Faith on padded paws?


From time to time Faith works for a rich Egyptian man, Johnny Ammut.  Unlike many others he does not underestimate Faith's abilities.  He once paid her a sizeable sum of money to kill the blind pencil seller who used to hang around the plaza and make it look like the work of the Aries Gang.  Faith slit the man's throat with a straight edge razor and started the rumour that the biker gang was responsible by daubing astrological symbols in his blood.


Recently Ammut has asked her to look for a missing man by the name of Rainer King. Ammut runs a drug rehabilitation centre and King somehow got loose and is wandering the streets.  Faith has been shown a sketch of the man, his most distinctive feature being his crooked nose and the mark of a hieroglyph on one side of his chest.  King is under a course of medication.  If he does not get a dosage soon he will become slower and stupider until he slips into a catatonic state.  Ammut is concerned about his charge and has offered $20,000 for his safe return.  


Bruno Roth is in Al Amarja at the moment.  He has been frequenting Sad Mary's so Faith has been keeping an eye on him.  She is wary about the man and his strange power.  Could he change what she is, perhaps take away her beauty?  If he dies, does she cease to exist or does she continue as before, only now safe from the power of her creator?


Ammut has also told her that there is a group known as the 'Semiotic Assassins' about who are planning something big in the Plaza of Flowers involving semiotic magic.  It involves a country with no name, Atlantean Sorcerers known as 'Matagots' and a group of assassins known as the Fickle Trust. Ammut did not know any more.  Perhaps these 'semiotic assassins' would understand how she came to be and help her with her dilemma.

OBJECTIVES:

· Recover the missing man, Rainer King.

· Find a Semiotic Assassin or someone who knows about Semiotic Magic to ask about Roth.

· Locate the Big Bad Wolf and get to him before he gets to her

Hippensteel
Appearance: 
Loony Street Personality

True Nature: 

Pickli-Tash, Cat Lord of Atlantis

Job: 


Wheeler & Dealer

Central Trait:

Catburglar - There isn't a lock Hippensteel cannot pick, nor a balcony too high to climb nor a rooftop too slippery.  Despite her bedraggled state, Hippensteel is as graceful and flexible as an Olympic gymnast- 4 dice (nimble fingers)

Side Traits:

Rough and Tumble Brawler - In fights Hippensteel hisses, spits and uses every dirty trick in the book - 3 dice (dishevelled appearance)

Eldritch Stomach (Fringe Power) - Hippensteel can eat anything, acid, poison, drug, whatever and digest it as though it were nourishing food.  The only drawback of this is an oversupply of saliva which she uses to groom herself. (Always running hands through hair (after surreptitiously licking them))

Flaw:

Person Eater - Hippensteel stayed with some Satanists for a while.  They once ate a small piece of human thigh, deciding that it didn't taste very nice, gave the rest to the cat.  Since that day she has had a taste for human flesh.  (Looks at people as though sizing them up)

Motivation: 

To have somewhere comfortable to sleep and shed hair

Dark Secret:  
Loves playing with water.  This habit would disgust other cats if they knew.  Back in Atlantis, she would often while away the hours playing with the water in the toilet with all her cat toys.  The other cats never knew although they often made rude suggestions as to why she cloistered herself away.

Important Person: 
T Lobsang Rampa, a guru/charlatan who taught Hippensteel that no matter how dumb the product you are selling, there is always someone dumb enough to buy it.

Experience Pool:
1 dice

Hit Points:

28

Equipment:


‘Daniel Boone’ Hat with cat tail


Stolen Objects -  a contortionary chronometer, a tube of dutch bicycle lubricant, a gleeful dingy (miniature),  several biros, a packet of worry dolls,  a medal with 'cretaceous cretin" inscribed on it, a spray can of instant membrane


Bruno's Book "The Perpendicular Grimm"  stolen from his hotel room


Tinkly crystal sphere (minus tinkle)


Gold clam-shaped handbag with $300 in scrappy smelly currency


Notebook containing a few handy Matagot rituals which Hippensteel is unfortunately not very good at.


A millennia ago, the great city-state of Atlantis was the greatest empire in the known world.  It was ruled by the Matagots, cat sorcerers who lorded their power over their human slaves.  But all empires fall.  A group of human slaves stole arcane knowledge from their feline betters and rose up in rebellion.  The magical forces unleashed in the conflict destroyed the empire, the very island sank beneath the waves, to the sound of a million shrieking cats.


A few of the Matagots survived this catastrophe (pun not intended) and set up a new empire in an eastern European nation.  Learning from their mistakes the let the humans think that they had control and ruled the country from a shadowy cabal.  Pickli-Tash is the descendant of these great cat lords. She is a feline agent for this country, infiltrating other nations and gathering information to use against them.  Her magical powers are quite weak but she has a notebook containing some of the spirit magic rituals she learnt at the academy.  She is not strong enough to bind any but the weakest of spirits to objects or recently killed bodies, yet she once enabled a willing spirit to bind itself to a corpse.


She lived with the T Lobsang Rampa the occultist who claimed to be a lama from Lhasa and was actually a plumber from Plympton.  He defrauded the occult and hippy movements of the sixties with his bullshit mysticism.  Amused by his audacity, Pickli-Tash let him in on her secret and he let her write his autobiography "My Life with the Lama" by T Lobsang Rampa's cat.


When he died she moved to Al Amarja and pretended to be the familiar of one of the Fable’s Creed (an Al Amarjan exclusive club of Satanists), Montgomery Knapp.  He was a vain fool so she never told him that she was intelligent.  His coven once dabbled with cannibalism and cooked up a small piece of human thigh.  They did not like it so they fed it to the cat.  Since that day she has had a taste for human flesh.


This parasitic arrangement came to an end one day when a big black dog attacked and killed Montgomery Knapp.  Hippensteel fled and hid amongst the alley cats.  She does not know what the dog was or why Knapp is now walking around apparently alive and she does not really want to know.  Satanists, however pathetic are usually into some dangerous shit.  Knapp was researching an ancient race which is supposed to live alongside humanity which are called "aphids" or something.  They appear to be human except for the fact that they sometimes get very stupid for some reason.  Perhaps Knapp discovered some mystery which he should have left alone.  She has seen the dog once again in an alley where she and some cats were skulking. They hissed at it and it loped away.  Ugly bastard!


Pickli-Tash was considering her next move when she discovered that her country had been destroyed by the Semiotic Assassins.  These insane powermongers had long been opposed by the Matagots and had used some kind of semiotic magic to destroy the country of the Matagots so that it never existed.


The movement of postmodernism has taught us that power is knowledge and knowledge is power.  The science of semiotics has taught us that much power is caught up in the meanings of words - the interpretation we assign to things defines their reality.  The Semiotic Magicians have put this theory into practice.


If you can deconstruct a reality to is bare essences then you can destroy it or even reconstruct it in a different manner.  Many primitive religions place importance on a person's true name.  Control the name and you control the person.  This is a form of Semiotic Magic.


The Semiotic Assassins are a conspiracy of magicians who use ritual semiotic magic to destroy or alter their targets.  This is the sorcery which was used to destroy the country of the Matagots - a country which no longer has a name.  The Semiotic Assassins gathered the nine essences of the nation and deconstructed its reality - the name fell out of books and living memory, atlases rearranged themselves around the space where the country used to be, millions of people ceased to have ever existed.


While other spies may have been out of the country at the time, Pickli-Tash is the only survivor that she knows of.  She has vowed revenge upon the semiotic assassins.  Pickli-Tash does not know very much about the assassins save that it is rumoured they must mutilate themselves in some way during their training.


Pickli-Tash has been living on the streets, eating the corpses which are common finds in the alleys of the Edge.  Due to the sympathetic magic of her eldritch stomach, she has learnt how to adopt a human shape.  This is a far more effective form to pursue her revenge.  She has chosen the name "Hippensteel" because of the brand name of an osteopathic replacement she found inside one body.  She prowls around, thieving interesting things and in Al Amarja, one can find a buyer for most things, however bizarre, given enough time and perseverance.


Hippensteel has made it her business to discover what is happening in her territory, around the Plaza of Flowers.  She has been following the burger, Bruno Roth.  She is sure that he is up to something.  After breaking into his hotel room, she found a copy of his book "The Perpendicular Grimm" and decided to keep it.  The book is an interesting read, it recreates old fairy stories in a modern setting.


One character, the girl in the red dress reminds Hippensteel of Faith the prostitute.  Perhaps Roth knows Faith from somewhere else?  Both live above a sweet shop and both are entirely ruthless and heartless.  Faith seems literally to have no emotions. Hippensteel has peeked through her window while crouching on the rooftop and seen Faith in front of her mirror, practicing emotions.  Mimicking laughter, pretending to be angry, feigning affection.  Between each of these expressions Faith's face returned to a blank, robotic state, totally tabula rasa.


Further, Hippensteel saw Faith coldly and callously kill a man.  She crept up behind the poor old inoffensive blind pencil seller and cut his throat with a straight razor.  She then made some markings in the man's blood.  Perhaps it was some kind of ritual?  Anyway, word on the street was that the Aries Gang was responsible and Hippensteel can guess who started that rumour.


The only person Hippensteel has told about this is the sleazy street dealer Mathurin Turgot.  He had in his possession a crystal sphere filled with tiny metal fragments which made a tinkly noise when shaken.  Knowing that Hippensteel was fond of curiosities he offered it to her in exchange for any snippets of information.  Although she does not trust Turgot (she has seen him sneak off to church in disguise and also some nights he heads off to the woods in his beaten up old land rover for some nefarious purpose), she told him about Faith anyway and he gave her the ball.


She does not know what the ball does, but it makes a great noise when you chase it across the floor.  It also floats very well.  Actually, it used to float very well but earlier this evening she took it into the men's toilets in order to play with it in the lavatory.  All was going well until she heard a dreadful 'klink' as it hit the porcelain and swiftly began to sink.  She fished it out before it disappeared but it has a hole in it and no longer makes the nice tinkly noise.  Perhaps someone can fix it.


Hippensteel is curious to see Donald Baughman here in Sad Mary's tonight.  She found his body by the bank of underground river which flows under The Edge a few days ago - quite dead.  Not being one to let things go to waste she ate it.  The dead seem to be rising in great numbers these days.  Perhaps it is a sign of something worse to come?

OBJECTIVES:

· Locate any Semiotic Assassins and get them killed

· Find the dog. Do everything spiteful to it because it is a dog and you are a cat.

· Find someone who can fix your favourite toy.

	TONGUESLIP

	Oh shit - why DID I say that?

	If you are given this card, you have to reveal what is really on your mind, like a Freudian Slip.  Good roleplaying counts!
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	Oh shit - why DID I say that?

	If you are given this card, you have to reveal what is really on your mind, like a Freudian Slip.  Good roleplaying counts!


You realise that you are not where or who you thought you are .
You are a patient in St Mary's of Bethlem, a mental asylum. You periodically lapse into a fantasy world where you live on the mythical island of Al Amarja where everything is permitted.

Now that your medication has worn off, you realise that you are an inmate whose family has had you committed as  a paranoid schizophrenic.  This is not true, your family is out to get you.

You realise that you are not where or who you thought you are .

You are a patient in St Mary's of Bethlem, a mental asylum. You periodically lapses into a fantasy world where you live on the mythical island of Al Amarja where everything is permitted.

Now that your medication has worn off, you realise that you are actually  a manic depressive who committed themself during a lucid period.

You realise that you are not where or who you thought you are .

You are a patient in St Mary's of Bethlem, a mental asylum. You periodically lapse into a fantasy world where you live on the mythical island of Al Amarja where everything is permitted.

Now that your medication has worn off, you realise that you are actually Jesus Christ who has adopted a mortal disguise in order to infiltrate a mental institution and discover what evil deeds are afoot. 

You realise that you are not where or who you thought you are .

You are a patient in St Mary's of Bethlem, a mental asylum. You periodically lapse into a fantasy world where you live on the mythical island of Al Amarja where everything is permitted.

Now that your medication has worn off, you realise that you are actually a doctor who has been locked up with the loonies by mistake.  You try to tell the staff but they will not listen.

You realise that you are not where or who you thought you are .

You are a patient in St Mary's of Bethlem, a mental asylum. You periodically lapse into a fantasy world where you live on the mythical island of Al Amarja where everything is permitted.

Now that your medication has worn off, you realise that you are actually an elderly person suffering from dementia.  You try to remember who your grandchildren are and ask if they are coming to visit.

You realise that you are not where or who you thought you are .

You are a patient in St Mary's of Bethlem, a mental asylum. You periodically lapse into a fantasy world where you live on the mythical island of Al Amarja where everything is permitted.

Now that your medication has worn off, you realise that you have been locked up to keep you away from your little friends.  Some of them came in space ships and some live at the bottom of the garden.  The authorities think they have you locked up but you are getting messages from outer space - an escape is planned!

You realise that you are not where or who you thought you are .

You are a patient in St Mary's of Bethlem, a mental asylum. You periodically lapse into a fantasy world where you live on the mythical island of Al Amarja where everything is permitted.

Now that your medication has worn off, you realise that you are actually a person who has problems with depression.  At first you thought you were just an alcoholic but the doctors told you that you had deeper mental problems and convinced your family to have you committed.  This has not cheered you up in the slightest.

You realise that you are not where or who you thought you are .

You are a patient in St Mary's of Bethlem, a mental asylum. You periodically lapse into a fantasy world where you live on the mythical island of Al Amarja where everything is permitted.

Now that your medication has worn off, you realise that you are actually  a victim of satanic abuse who has developed seventeen distinct personalities, one of which lives on Al Amarja.  

You realise that you are not where or who you thought you are .

You are a patient in St Mary's of Bethlem, a mental asylum. You periodically lapse into a fantasy world where you live on the mythical island of Al Amarja where everything is permitted.

Now that your medication has worn off, you realise that you are actually a person who is prone to violent rages.  You tried not to take it out on anyone else and ended up doing harm to yourself.  Your body is covered in razor scars and cigarette burns.  You spent several months in hospital after the last episode and then they put you in here.  The drugs let you keep a lid on your anger (just) but  cause strange hallucinations.

	You are feeling a little bit giddy and drunk.  You talk a little bit too loud and you feel quite silly.


	Now you are really feeling the affects of what you have been drinking.  The whole world seems to be moving in fast motion around you.  Perhaps someone spiked your drink.


	You are becoming dumb.  You can’t remember obvious things and your faculties of reason have deserted you. Speak slowly and loudly.


	You are a moron. Talk really loudly and say really stupid things.  You are capable of seeking help but it is difficult to communicate with those around you. You feel a pressure inside you

	a bit like a full bladder only all over.


	You have regressed to a mental age of about three.  You walk like a monkey and act like one too.  Gone are any sense of social graces or shame.  You feel a great pressure inside you

	like it is going to burst. 
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