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Description: Anya Valtaya is a true enigma. At the age of 21 she has seen more of the world

and its unsavory elements than many people twice her age. Behind her youthful looks and

cat-like grace lies a maturity and demeanor born from a life of true hardship. Standing

at 5’10”, Anya is tall and lithe. Her strawberry blonde hair frames a natural beauty

somehow out of place with the functional Western clothing she typically wears.

Background: Taken from the streets of Ekaterinburg aged around three, she was given to

Professor Ilya Ivanovich Ivanov to be a test subject. Ivanov, having made groundbreaking

developments in artificial insemination with horses, made no secrets about his desire to

create human/animal hybrids. His famous failed experiments in the late 1920s to inseminate

chimpanzees with Human sperm were not his first attempt though. Anya, along with many other

children, was part of a program organized by GUGB Department XIII. The experiment involved

mixing genetic material in a living subject, many animals were involved. Wolves, tigers,

orangutans and even eagles were tried. Anya was injected with the blood of a Snow Leopard.

One by one, the test subjects died until only Anya remained. Although showing no sign of

the genetic meld having worked, she remained alive, and in captivity. Aged around seven

(nobody knows her actual birth date) she began a program of specialist training including

languages and physical conditioning. She was a natural athlete and as her dexterity and

strength grew, she was taught combat techniques, the theory of infiltration and information

gathering. Then, years after the infusions of snow leopard blood had ceased, and several

years after the death of the man himself, one of Ivanov’s experiments worked.

As she entered adolescence, Anya noticed changes in her physical abilities. She became

able to transform her body at will, to manifest beastly characteristics, claws, teeth,

incredible strength and speed. Married to her ongoing training as an assassin, she was now

a formidable asset for the NKVD and, in particular, the GUGB Intelligence division.

The NKVD took an intense interest in Anya’s condition but with Ivanov having died in 1932

they no longer had the skills or knowledge to recreate his gene melding technique. A new

team of biologists was assembled with orders to identify and extract Anya’s ability from

her cells and transfer it into new test subjects. Although her training and conditioning

continued, she was subjected to horribly painful procedures and treated as nothing more

than a lab rat. A few months ago, after around five years in “The Academy”, she rebelled.

Killing her captors and fleeing “The Academy”, she headed west. Her espionage skills and

natural, almost innate, ability to hunt, kept her one step ahead of her pursuers. In

Berlin, with both the NKVD and Gestapo breathing down her neck, she entered the British

Embassy and requested political asylum. After an extraction operation orchestrated by the

SIS she found herself in London, a young lady with a peculiar skill set, who owes more

than a few favors to the British for getting her out of Berlin alive.

Anya was made a one-time offer by the SIS. They were setting up a new unit specifically

for espionage and sabotage operations. If she joined them, she just might have the

opportunity to get some revenge on those who had treated her so badly.

Codename: October

Female, aged approximately 21. Former GUGB
trainee, Russian exile and shapeshifter.

Attributes: Agility d8, Smarts d6, Spirit d8,
Strength d6, Vigor d6

Skills: Athletics d8, Common Knowledge d4,
Fighting d8, Focus d8, Healing d4, Performance d4,
Notice d6, Persuasion d4, Shooting d6, Stealth d6,
Survival d6, Thievery d4, Wealth d6

Languages: Russian (Native), English, German,
Cantonese

Pace: 6; Parry: 6; Toughness: 5

Hindrances: Enemy (Minor — Hunted by GUGB Dept
XIII), Phobia (Minor, – 1 to Trait rolls in the
presence of medical equipment and surgical
paraphernalia), Secret (Major — Were cat)

Edges: Arcane Background (Gifted), Martial
Artist, Vanishing Act

Gear: Lock picks, small suitcase, several changes of clothing, Browning
Hi-Power (Range 12/24/48/, Damage 2d6, ROF 1, AP 0, Shots 13)

Powers: Changeling! (Shape Change — limited to Snow Leopard cross breed
only). Power Points: 15

Anya Valtaya
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Description: Arthur Schimm is a curious character. Outwardly he is suave, good looking and

well dressed. Despite his looks, Arthur is socially awkward unless he is among academics.

Here he thrives with historians, archaeologists and scholars of all things ancient.

Background: Arthur was born in February of 1910 in Manchester, England to parents of Dutch

descent. He enjoyed a privileged middle-class upbringing and excelled academically, always

favoring history. In 1928, he was offered a place at Cambridge to read history where he

studied ancient civilizations with Egypt being a particular favorite. While at Cambridge

he met a young languages student called Beverly Erridge and though there was no romance,

Arthur has carried a candle for her ever since and they have remained friends.

After graduating, Arthur was offered an extraordinary opportunity when he was selected to

travel to Egypt to work as an archivist on the findings of the tomb of Tutankhamun. Although

Howard Carter was no longer involved, having opened the tomb some ten years earlier,

archaeologists were still finding items of interest. One such item came across Arthur’s desk.

The item was unusual for things found in Tutankhamun’s tomb in that it was quite plain. A

scarab beetle, simply carved from jade, and set with a pendant hanger although no chain

was present. Arthur was drawn to the object immediately. He knew there was something special

about the pendant and that it did not belong where it was found. He was told it was found

on the body of what they thought was a tomb robber, though there were no signs of robbery

or indeed entry into the chamber where the amulet was found. Arthur put the pendant in his

pocket and hoped the scholars would forget about it, they did. It is said though, certain

members of the Egyptian Department of Antiquities are keen to speak with Arthur.

As he studied the pendant Arthur sensed it could do things, miraculous things. He started

to wear the pendant around his neck, under his shirt, always out of site. In time Arthur

learned the pendant was connected strongly to the minor sun god Khepri who has the body

of a man and the head of a scarab beetle. The ancient Egyptians believed Khepri was the

god of the morning sun, Ra midday sun, and Atum the setting sun. This resonated with

Khepri’s other aspects of rejuvenation and birth. As Arthur learned more about Khepri he

found himself offering prayers to the ancient god and that is when the amulet showed him

its powers. He learned he could use it to connect himself to earth and rock. At first, he

just sank into the soil. Then he learned to control and dictate the movement. Next, he

learned to apply the amulet’s power to just his hands or feet and he found he could climb

sheer surfaces, almost like a beetle.

Most recently he learned the true power of Khepri’s aspect as a god of rebirth and

rejuvenation when the amulet healed wounds he had suffered battling tomb robbers in Persia.

Arthur now earns his living in archaeology and has a reputation for having an uncanny

ability to tell laborers exactly where to dig. He is also rumored to carry out some free-

lance work for the British government and his former collegiate friend Beverly, but he

doesn’t talk about that......

Codename: Scarab

Male, aged 28. Archaeologist and master of Breaking
and Entering

Attributes: Agility d8, Smarts d8, Spirit d6,
Strength d6, Vigor d6

Skills: Academics d6, Athletics d6, Common
Knowledge d6, Faith d6, Fighting d8, Notice d6,
Persuasion d6, Research d6, Shooting d6, Stealth d6,
Thievery d6, Wealth d6

Languages: English (Native), Arabic, Flemish,
French, German

Pace: 6; Parry: 6; Toughness: 5

Hindrances: Curious, Outsider (Minor —
Uncomfortable around non-academics –2 to
Persuasion rolls with non-academics), Wanted
(Minor — Egyptian Ministry of Antiquities)

Edges: Arcane Background (Miracles), Martial Artist

Gear: Satchel, crowbar, pocket knife (Str+1d4 damage), scarab beetle
amulet, flashlight, work and formal clothes.

Powers: All powers are self only (-1 Power Point to cast) and require
the Amulet of Khepri as a focus: Blessing of Khepri (Healing), Home of
the Scarab (Burrow), Touch of the Scarab (Wall Walker). Power Points: 10

Arthur Schimm
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Description: Charles Cofton is essentially a cripple. His right arm and right leg were

damaged beyond repair in an accident in the First World War and he now has mechanical

replacements which he made himself. He also carries a scar to his face which runs brow to

chin separating piercing blue eyes. He usually wears loose fitting trousers and a linen

shirt beneath an old sheepskin pilots jacket to hide his mechanical arm and leg. A faint

whirring sound accompanies Charles wherever he goes.

Background: Charles was born in London in 1892 to wealthy parents, Charles and Violet

Cofton. Charles Cofton Senior worked in the banking sector in London and was able to afford

a fine house and a good education for his only child. Charles Junior attended Harrow and

then Oxford where he studied Engineering.

Upon his graduation in 1913 Charles was accepted into Sandhurst as an officer cadet and

passed out with a commission as a Second Lieutenant in June 1914. He was posted to the

Royal Artillery and within a few months was sent to France at the outbreak of war.

Charles' Engineering skills were put to use and he was tasked with creating more powerful

artillery shells. When experimenting with a new shell in 1916 there was an accident. The

shell exploded in the breach of a gun it was too powerful for. The explosion ripped away

much of the right side of Charles' body but somehow, he survived. His right arm and leg were

amputated, but he lived and returned to England to convalesce. In May of 1918 he met William

Hopewell, an injured Royal Marine Lance Corporal. The two struck up an unlikely friendship

with Charles being an officer and William an enlisted man, but the friendship lasted.

Stripped of two of his limbs but unbroken in spirit, Charles began to work out how to mend

his broken body. The war ended in November of 1918 but Charles' personal battle was

ongoing. In 1920 he traveled to Switzerland and learned clock and watch making.In 1922 he

made a clockwork arm and hand enabling his work rate to accelerate. In 1923 he made a

clockwork leg and walked for the first time in seven years. He was whole again.

Charles spent many years traveling the world learning new technologies and techniques and

always he used the knowledge to grow stronger, faster and more capable. Since 1923, Charles

has made significant improvements to his prosthetic limbs, even enhancing their

performance. These days the arm and leg function as one unit replacing most of the right

side of Charles’ body.

In 1936, Charles was contacted by his old Commanding Officer and asked if he would

undertake an information gathering mission in Nazi Germany. Charles accepted the mission

and traveled to Germany where he saw first-hand the advances the Wehrmacht were making.

Since then, Charles has undertaken several missions for the SIS, most recently at the

request of former naval officer Duncan McCoughie.

Notes: If Charles loses his prosthetic limbs he has the One Arm Hindrance and his Slow

Hindrance becomes Major until he repairs or replaces the limbs.

Codename: Chimera

Male, aged 46. Technology expert and former soldier

Attributes: Agility d6, Smarts d8, Spirit d6,
Strength d6, Vigor d6

Skills: Athletics d4, Common Knowledge d6,
Fighting d6, Healing d8, Notice d6, Persuasion d6,
Repair d8, Research d6, Science d6, Shooting d4,
Stealth d4, Weird Science d8, Wealth d6

Languages: English (Native),French, German,
Italian, Morse Code

Pace: 5; Parry: 5; Toughness: 5

Hindrances: Clumsy (–2 to Athletics and Stealth
rolls), Slow (Minor), Ugly (Minor — Scarred from
artillery shell explosion, –1 to Persuasion rolls)

Edges: Arcane Background (Weird Science), New Powers

Gear: Umbrella, cigarette lighter, flashlight,
small suitcase, casual and formal clothing, toolkit,
First-Aid kit, hiking boots, flying jacket, goggles

Powers: Powers are self only and are activated via Charles’ prosthetics:
Deflection (scales of brass armor along the arm), Extra Winding (Boost
Trait, engages different gears. Boost only), 5th Gear (Speed), Jack-In-
The Box (Smite, a knuckle duster appears on the prosthetic hand).
Power Points: 10

Charles Cofton
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Description: Standing at 5’11” and of slim build, Franco cuts a handsome figure in his

well-tailored suits. He wears his hair short and a thin mustache is his only facial hair.

Franco is always well groomed and rarely goes anywhere without a suit, his trench coat and

at least one of his trusty .45s

Background: Franco is of Italian heritage, born in 1909 in Chicago to Italian immigrants

Alessandro and Giulia Giovanni. Sandro, as he liked to be known, was an importer of Italian

wines and spirits until 1920 when the prohibition laws effectively closed his business.

Sandro used his connections back in Italy to carry on an import business but his goods were

labeled as “Communion Wine” which was not restricted under prohibition. He sold his wine

through the Chicago mob, initially under Al Capone and then under a succession of bosses.

Franco, a child when prohibition began, followed his father into organized crime when he

came of age in 1930. He was a bodyguard and enforcer and quickly gained a reputation as a

man who could be trusted. When prohibition ended in 1933, Franco’s father moved quickly

to legitimize his business once again, a move which angered his former bosses. Sandro was

ordered to pay protection money to the mob, which he refused to do, feeling his years being

tied to them was payment enough. In late 1935, the then mob boss grew tired of Sandro and

ordered him killed. The execution was carried out by Johnny Barleish, an enforcer of Irish

origin who was promptly killed by Franco in retribution.

After killing Barleish, Franco knew Chicago was no longer a safe place. He quickly arranged

for himself, his wife, his mother and his sister Maria to move to England where they would

start a new life. Franco also pledged he would never again serve the criminal underworld.

Unfortunately, the criminal underworld would return to haunt Franco. His wife was killed

in a botched hit on Franco when she was caught in the crossfire. Two of the three assassins

were shot by Franco, the last got away. The two Franco had taken out were Irish.

Seeking ways to legitimately hunt his wife’s killer, Franco offered his services to

Scotland Yard as an independent adviser on organized crime. He worked alongside Eric

Mather, a rising star of the Criminal Investigation Department and quickly helped them to

make significant arrests. As yet, Franco has not identified the gunman he seeks.

As his reputation as an undercover operative grew, he attracted the attention of government

organizations including the Secret Intelligence Service. Since 1937 he has carried out a

number of deniable missions for the SIS as a freelancer, primarily operating in Italy and

the Italian colonies in Africa. Franco’s primary contact with the SIS is Beverly Erridge

and it is she who invited Franco to join Section D.

Codename: The Lily

Male, aged 28. Former Chicago mobster, gun hand

Attributes: Agility d8, Smarts d6, Spirit d6,
Strength d6, Vigor d6

Skills: Athletics d8, Common Knowledge d6,
Driving d4, Fighting d8, Intimidation d6,
Notice d6, Persuasion d4, Shooting d8, Stealth d6,
Wealth d6

Languages: English (Native), German, Italian,
Spanish

Pace: 6; Parry: 6; Toughness: 5

Hindrances: Driven (Minor — Find his wife’s
killer), Suspicious (Minor — Has trust issues),
Vow (Minor — Never to return to a life of
crime), Wanted (Minor — If he returns to
Chicago the mob will seek him out).

Edges: Ambidextrous, Rock and Roll!, Steady
Hands, Streetwise, Two-Gun Kid

Gear: 2 x .45” Colt M1911 (Range 12/24/48,
Damage 2d6+1, ROF 1, AP 1), switchblade (Damage
Str+d4), Thompson submachine gun (Range 12/24/48, Damage 2d6+1, ROF
3), casual and formal clothing, small suitcase, violin case (no violin)

Franco Giovanni
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Description: What Minh Li lacks in physical stature, she more than makes up for in power.

Standing at 5’2”, she is diminutive but is all honed muscle and moves with a gymnastic

grace that betrays her physical ability. Growing up in the bosom of the British diplomatic

corps taught Minh to act with decorum and always be immaculately presented, but she has

the ability to explode into action at any time.

Background: Minh’s father Yuxuan has been in the service of the British Government in Hong

Kong since being appointed as a translator at the age of eighteen by Sir Henry Arthur Blake

in 1901. Though still two years from manhood according to Chinese culture, he excelled in

his role and was quickly promoted. When he came of age, his position gave him his adult

name. Yuxuan means ‘High House’, a reference to the Governor’s residence in Hong Kong. In

later years, his role as adviser on dealings with the Chinese population on political,

cultural and business matters was instrumental in the colony’s business success and growth.

War was raging across the world when Minh was born in late 1915 and with China itself in

turmoil, the Li family tied itself ever closer to the British. When Minh’s Mother died of

Tuberculosis in 1917, Minh was unofficially adopted by the ladies of the Governor’s

household. She grew up in a happy environment, learning the English language, attending

an unofficial finishing school with the household staff and learning the old ways from her

father. Yuxuan also made sure Minh could take of herself. From an early age she practiced

gymnastics and was a student of the martial arts from the age of seven.

Being a student of the martial arts from a young age gave Minh the skills needed to join

the Governor’s close protection team as a bodyguard when she was eighteen. Nobody suspected

the young girl, looking like a lowly aide, of being able to protect the Governor of Hong

Kong. On many occasions, Minh ensured the Governor stayed free from harm when danger was

abroad. While nowhere near a master martial artist, Minh is a force to be reckoned with.

In early 1936, Minh was taken under the wing of Sir Andrew Caldecott, then the Governor of

Hong Kong, after her father was injured saving his life. Sir Andrew and Yuxuan had been

traveling to a meeting with bankers when their car was ambushed. Without thought for personal

protection, Yuxuan threw himself across the Governor and took four bullets for his loyalty.

Although never proven, it was believed to be an assassination attempt by the Japanese.

When Caldecott’s tenure as Governor ended in October of 1937, Minh and her father were

offered the opportunity to come to England as members of his staff. Her father, despite his

injuries, maintains a position as a personal secretary and adviser to Sir Andrew. Minh

remained in the role of bodyguard until her capabilities became known to an old friend of

Sir Andrew, Claude Dansey. He was working with Admiral Hugh Sinclair, Chief of the SIS, on

a new unit tasked with carrying out clandestine operations against potential enemies of the

Empire. In early 1938, Minh was introduced to Sir Laurence Grand, head Section D.

Yuxuan taught Minh to be both a good daughter of the Empire, and to honor the skills and

traditions of her ancestors. Both hate what is happening in China at the hands of the

Japanese, feel the British Empire could do more, and Minh should be a part of that.

Codename: Lotus

Female, aged 22. Hand-to-Hand combat expert

Attributes: Agility d8, Smarts d4, Spirit d6,
Strength d6, Vigor d6

Skills: Athletics d8, Common Knowledge d4, Fighting
d8, Notice d6, Persuasion d4, Shooting d6, Stealth
d8, Thievery d4, Wealth d6

Languages: Cantonese (Native), English, Mandarin

Pace: 6; Parry: 6; Toughness: 6

Hindrances: Code of Honor (Major — Warriors Code,
does not harm non-combatants, prefers hand-to-hand
engagements), Pacifist (Minor), Outsider (Minor —
Cultural differences and occasionally being
thought to be Japanese rather than Chinese)

Edges: Acrobat, Brawny, Extraction, First Strike,
Martial Artist, Two-Fisted

Gear: Throwing Pins (Worn in the hair, Minh Li has four
pins doing Str+d4 damage. At GM’s Discretion these can have the Dart
effects given in The Secret Files of Section D Taster Edition Gear and
Gadgets section), Selection of high quality clothing, lock picks

Minh Li
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Description: A slight 5'6", Nancy is an attractive girl, she knows it, and it is something

she is more than willing to use to her advantage in her chosen line of work. She dresses

to impress and is never without an opportunity for a gentleman to behave properly. Whether

that is a cigarette to light, a door to be held open or a drink to be paid for.

All business with her fellow agents, Nancy's demeanor changes like the sky on a windy day

when she is working a mark or playing a part to further the needs of king and country. She

follows orders to the letter and always stays on task.

Background: Born in 1912, Nancy Watson was an Orphan by the age of five. Her father, an

infantryman, died at Passchendaele, and her mother of Spanish Influenza a few months later.

Nancy was taken into a government run orphanage where her intelligence and wit soon came

to the attention of the board of governors. They made sure Nancy went to a good school and

from there she was recruited into an academy for "Girls with special potential". Knowing

she was, more or less, alone, Nancy decided at a young age that if she were to have a

better life then she would need to fend for herself. The skills she learned at the academy

covered many of the subjects all the very best finishing schools would. And many subjects

they very definitely would not. The Academy also introduced Nancy to the concept of

Government service. It was funded by the crown and loyalty to King and country was

indoctrinated.

With a talent for romance languages, and romance in general, Nancy made her way from rich

man to rich man. Always she was told to learn about these men, who they worked for, who

they supported politically, where their loyalties lay. She became an expert at getting

rich men to fund her lavish lifestyle until one day she was made an offer she couldn’t

refuse. She would use the skills she had learned to truly serve her country rather than

rifling the pockets of the third and fourth sons of the gentry.

Ever a loyal subject, Nancy jumped at the chance, and went into training again, eventually

joining a new government agency called Section D.

Codename: Alice

Female, aged 26. Grifter and femme fatale

Attributes: Agility d8, Smarts d8, Spirit d8,
Strength d4, Vigor d6

Skills: Athletics d6, Common Knowledge d6,
Fighting d8, Notice d6, Persuasion d6, Shooting
d6, Stealth d8, Thievery d6 Wealth d6

Languages: English (Native), French, German,
Italian, Spanish

Pace: 6; Parry: 6; Toughness: 5

Hindrances: Driven (Minor — to serve King and
Country), Habit (Minor — smoker), Loyal, Quirk
(Workaholic)

Edges: Attractive, Magic Laundry, Thief

Gear: Walther PPK (Range 10/20/40, Damage 2d6–1,
ROF 1, AP 0, Shots 7), handbag, cigarette case
and cigarettes (Nancy NEVER carries a lighter),
suitcase with formal, casual and evening
clothes, lock picks, Minox Riga camera

Nancy Watson
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Description: A little under six feet in height and of slim, athletic build. Rudolph is an

attractive man with a dazzling smile, mousy brown hair and blue eyes. He dresses with

impeccable style and carries himself with a confidence born of knowing he can talk his way

out of almost any situation.

Background: Born in 1906 to Shimon and Rachael Miesel, Rudolph and his older sister Sarah

enjoyed a privileged lifestyle in a suburb of Bremen. Shimon was a tailor of some repute

and despite hard economic times, was able to afford the nice things in life and a good

education for his children.

After graduating with a Business degree from the Goethe University, Rudolph joined his

father’s business. He is not a practical man, but he excelled at business and particularly

buying and selling. Rudolph helped grow the business by securing strong trade deals with

cloth manufacturers and improving sales. By 1931, Miesel and Son tailors were established

in Berlin and Dusseldorf as well as Bremen. At this time, Rudolph also gained an interest

in the performing arts after Miesel and Son were asked to provide costumes for a local play.

He proved to be a natural actor, no doubt assisted by his good looks and confident demeanor.

Rudolph met Gertrude Hartmann when they performed together in a production of The Three

Musketeers. Love blossomed and the two planned to marry but in early 1933 things changed.

Adolph Hitler gained power and immediately implemented anti-Jewish policies. Gertrude’s

father, believing the Nazi propaganda, now disapproved of Gertrude’s relationship with

Rudolph. Although still in love with Gertrude, he hasn't seen her for many years.

In September of 1935, Hitler announced new laws stripping German Jews of citizenship. The

writing was on the wall and the family decided to leave Germany. Rudolph’s sister was already

married and had emigrated to America with her new family, they were safe. Shimon sent Rudolph

to London where he had arranged a job for him with an old friend. Rudolph was to establish

a home while Shimon closed the business and then he and Rachael would follow. Rudolph left

Germany in early November of 1935 and hasn’t seen or heard from his parents since.

Rudolph worked with Moss Brothers of Covent Garden as a salesman but in late 1936 he applied

to join the British Army. He felt he might be able to do something to help his parents as

a soldier but because of his German heritage he was rejected. In early 1937 he received a

visit from a young lady named Beverly Erridge. She worked for the British government and

had a copy of the army application in her briefcase. She even knew Rudolph was a promising

actor and had business connections in Germany. Rudolph was offered the opportunity to go

to Germany in disguise and take photographs of the burgeoning Nazi war machine. She also

offered to give Rudolph some time to try and seek his parents. Rudolph accepted and carried

out the assignment successfully but was not able to locate his parents. Their home in

Bremen had been vandalized and their business premises looted.

Rudolph has since received training in the use of firearms and unarmed combat and has

perfected the art of disguise. He carried out several assignments as a freelancer for Miss

Erridge and in January of 1938 was invited to join the newly formed Section D of the Secret

Intelligence Service. He adopted the English name Randall Macey and began active service

in April of 1938 vowing to seek revenge on the regime that ruined and imprisoned his family

and stole his love from him.

Codename: Randall Macey

Male, aged 32. Tailor, actor and exiled German Jew

Attributes: Agility d6, Smarts d8, Spirit d8,
Strength d4, Vigor d6

Skills: Academics d4, Athletics d6, Common
Knowledge d6, Driving d6, Fighting d6,
Performance d8, Notice d6, Persuasion d8,
Shooting d6, Stealth d4, Thievery d4, Wealth d6

Languages: German (Native), Arabic, English,
French, Hebrew, Italian, Spanish, Swedish, Russian

Pace: 6; Parry: 5; Toughness: 5

Hindrances: Outsider (Minor — Sounding German in
Britain can make life difficult. –2 to Persuasion
rolls), Vengeful (Major — Seeks revenge on those who
have harmed his family), Wanted (Minor — safe
outside Germany but could be arrested if he returns)

Edges: Attractive, Charismatic, Essential Gear
(Disguise kit), Linguist

Gear: Notebook and pencil, valet case, tailored clothing for most
occasions, disguise kit including a selection of wigs and professional
stage make-up, Switchblade (Str+d4 Damage)

Rudolph Miesel
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Description: Standing 5'8" and a little stooped, "Drum" is a man old before his time, the

rigors of the Great War having taken their toll on him. Still, his eyes twinkle with a

fierce intelligence and, though it doesn’t move as quickly as it once did, his body still

shows signs of Drum’s boxing history. Drum is a gentleman and always wears a suit and a

hat. His only vice is his pipe often gripped firmly between his teeth.

Background: William Balgaire Gordain Fyfe was Born in 1883 in Calcutta, the son of a member

of the foreign office. He was educated in Scotland at Robert Gordon's College in his

father’s home town of Aberdeen, and St. Andrew's University.

In his youth he was a strapping lad and keen sportsman, sharp of mind, and a consummate

tinkerer – forever playing with one project or another. It was one of these 'projects'

(attempting to repair and fire one of the muskets on display in the great hall) that earned

him the nickname he uses to this day.

After getting caught red-handed with his repaired musket, one of the masters uttered two

words “Musket, Fyfe?” The story goes that after his punishment was doled out, one of young

William’s classmates told him he had just earned his nickname. William was pleased, being

known as William “Musket” Fyfe was surely a good thing? “He took that cane and beat your

arse like a drum,” said his friend, “so that’s what we’re going to call you.”

At St. Andrew's, Drum studied Sciences and Engineering and also boxed for the University.

His schooling was broad rather than deep though as his mind would flit from project to

project, becoming something of a Jack-of-all-Trades but master of none.

After graduating, Drum stayed on at St. Andrew's as a researcher but when the Great War

broke out he volunteered like so many other young men. Drum’s education saw him selected

for the Royal Engineers and they in turn sent him to Sandhurst for officer training.

Ultimately he joined the corps as a 2nd Lieutenant and turned his hand to knocking down

many of the things his education had taught him to build. These days he talks little of

his experiences during the Great War, often getting a faraway look when others speak of

their wartime escapades.

After the war Drum focused his efforts on communications technology. He believed better

communication would have meant far better organization and thus, a war won more swiftly

and with a much reduced human cost. His communications research would lead him to trouble.

He came to the attention of the SIS in late 1937 after being kidnapped by Nazis intent on

forcing him to work on a scientific project for them. The SIS team sent to extract Drum

found him sitting next to a pile of unconscious guards, smoking his pipe.

While he secretly feels he may be a little old for field work these days, he refuses to

back down from a challenge, believing the benefits of his knowledge and experience far

outweigh the physical failings that have come upon him as age begins to take its toll.

Codename: Drum

Male, aged 56. Engineer and demolitions expert

Attributes: Agility d6, Smarts d10, Spirit d6,
Strength d6, Vigor d6

Skills: Academics d8, Athletics d6, Common Knowledge d6,
Electronics d6, Fighting d6, Notice d8, Persuasion d4,
Repair d8, Research d8, Science d8, Shooting d4,
Stealth d4, Thievery d6, Wealth d6

Languages: English (Native),French, German, Latin,
Morse Code, Urdu

Pace: 5; Parry: 5; Toughness: 5

Hindrances: Elderly (–1 to Agility, Strength and Vigor
rolls, +5 skill points), Code of Honor

Edges: Essential Gear (Walking cane), Martial Artist,
Jack-of-all-Trades

Gear: Webley Mk IV Revolver (Range 12/24/48, Damage
2d6+1, AP 1, ROF 1, Shots 6), walking cane, carpet bag,
toolkit and electronics kit, casual suit, pipe and
tobacco.

William Fyfe
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Description: Captain William Hopewell is in his late thirties and has had a full life

serving in the Royal Marines. Old habits die hard and William is always clean shaven and

keeps his brown hair cut short. Being used to the Navy providing all he needs has left

William with little sense of style and he wears cheap, functional clothes, usually because

it’s all he can afford.

Background: William Hopewell was born in London into a military family in March 1900.

William’s father Malcolm had served in the Kent Regiment of foot and his grandfather

William with the Household Cavalry. With this background, a career in the military was

inevitable and William enlisted in the Royal Marines at the age of 16.

He excelled as a cadet and went to war in France not long after his 17th birthday having

been promoted to Lance Corporal. On the 23rd of April 1918, William was involved in the

ill-fated Zeebrugge Raid intended to blockade the port of Zeebrugge and protect British

naval activities in the English Channel and North Sea. The raid went badly wrong with the

Marines, tasked with capturing German shore based artillery batteries, taking heavy

losses. During the action, William’s platoon came under heavy fire. William was wounded

and his officer killed. Despite being one of the younger soldiers in the platoon, and

injured, he led a small group of marines to capture one of the batteries, preventing

further fire on the ships and soldiers and saving many lives. William then led what was

left of his men to safety by stealing a small boat and rowing, under fire, back to the

ship which had brought them there.

He was decorated with the Conspicuous Gallantry Medal for his actions.

After the raid William was hospitalized and during his convalescence met Charles Cofton,

an officer who had suffered terrible injuries in an accident with an artillery shell.

Despite the fact Charles was officer and William was a young enlisted man, the two struck

up a friendship which has lasted.

The war was over by the time William made a full recovery but he elected to stay with the

Marines and was nominated for the officer training cadre. Again, he excelled in training

and passed out as a 2nd Lieutenant in 1920. He went on to serve with the Royal Marines in

all theaters until November of 1937 when, after 21 years of service, he retired with the

rank of Captain and a Meritorious Service medal to hang alongside his other gongs.

Having been in the military all his adult life, William did not adapt well to civilian life.

He squandered most of his savings and until recently had struggled to find work. In January

of 1938 William was contacted by a Naval officer called Duncan McCoughie. McCoughie offered

William a job, the chance to serve again, he accepted without hesitation. Now he carries

out clandestine operations for the government under the direction of McCoughie. He still

doesn’t know what McCoughie’s rank is, only that he has one, and William calls him Sir.

Codename: Vagabond

Male, aged 38. Retired Royal Marines Captain and
holder of the Conspicuous Gallantry Medal

Attributes: Agility d8, Smarts d6, Spirit d8,
Strength d6, Vigor d6

Skills: Athletics d6, Battle d6, Common Knowledge
d4, Fighting d6, Intimidation d6, Notice d4,
Persuasion d4, Shooting d8, Stealth d6, Wealth d6

Languages: English (Native), French, German,
Swahili

Pace: 6; Parry: 5; Toughness: 5

Hindrances: Heroic (Leads from the front. An
Officer and a Gentleman), Poverty, (Wealth die
reduced to d4), Stubborn

Edges: Command, Common Bond, Double Tap, Quick,
Trademark Weapon (Browning Hi-Power)

Gear: Navy issue watch, 8x30 binoculars, compass,
notebook and pencil, walking gear and rucksack,
pocket knife, Browning Hi-Power (Range 12/24/48/, Damage 2d6, ROF 1, AP 0,
Shots 13) and ammunition, small cosh, Navy issue personal hygiene kit

William Hopewell


