Sinister Acquisitions

This adventure was designed for one or two players who take the roles of Gambit and Rogue. If need be, Rogue could be replace with any other character but it is most effective if it is a love interest of Gambit’s (that is who it was written for). The BEST POSSIBLE situation is for two players who can play up the relation ship between Gambit and Rogue (or whoever).

Part One: Welcome Wagon

Synopsis

Gambit tells Rogue that he needs to go to New Orleans to pay back a favor he owes and invites Rogue to go with him. He warns her that it will be dangerous, slightly seeing as how the last time he was there, he was politely told that if he ever came back to New Orleans, he would never leave (or do anything else) again. They arrive in New Orleans, have a little while to get a hotel (after Gambit explains that he is to wait to be contacted and dodges the question of who this “guy” is the he owes a favor). With gambit “in disguise”, they look around a bit and wind up at a bar/ restaurant. At an appropriate, inopportune moment, the Assassins attack.

Players


Gambit, Rogue, Assassins.

Action


While sitting in the City Lights nightclub, Rogue & Gambit, after ordering drinks, etc., are talking about whatever they need to. The waitress will come back to them a second time with out their asking & bring them new drinks. Rogue can make a daunting Intellect (Intellect) check to notice that it is a different woman and their drinks are fizzing. If she fails, Gambit will notice it on a positive draw of 6 or more. If they do not notice, they will both fall unconscious on a failed Superhuman Strength action. If this happens go to Part four.


If they succeed, they can avoid the drug and the Assassins attack! There are 6 Assassins in the City Lights, all armed with swords and body armor (concealed by big coats or baggy clothes). They will attack brutally, tearing up the City Lights and generally being a danger to the customers inside. If Rogue doesn’t attempt to draw them out into the street, at least two customers will perish and many more will be injured. 


Assuming the heroes win, at least one of the Assassins should escape. Should the heroes lose, got to part four.

Assassins (6)

Strength 7D Agility 7B Intellect 3X Willpower 5D
Edge 1, Hand 3 (17), Calling: Greed

Skills: Swords, Martial Arts, Marksmanship
Equipment: Sword +4, Armor +3

Aftermath

If the heroes took any hostages (unlikely) they can interrogate them as to who sent them, how they knew they were there, etc. Rogue will have to insist on this to be able to do so, however. Gambit will assume that they are there simply because he is in town and that the guild knows (though he did try to take precautions and “sneak” into New Orleans). If interrogated requiring a desperate Willpower (willpower) action to be successful, they will learn that the Assassins were hired to kill a man and woman sitting at that table at exactly (whatever time) on this date. When the Assassins realized who Gambit was, of course, they were MORE that eager to kill him. It will take another Willpower (Willpower) action at unfathomable intensity to force the Assassin to reveal the client’s name.


They will only have 4 rounds to question the Assassin before the police arrive. They better be gone by that time or the police will try to arrest them. One of the officers responding will recognize Gambit (he tried to stop Gambit from robbing a jewelry story some years ago and Gambit knocked him out). If the police arrive before they leave, make an aura reading. If negative, the police will be hunting Gambit and Rogue as well!


As the two heroes leave the area, allow them to make a Superhuman Intellect action to notice a black woman in ethnic attire disappearing around a corner, into an alleyway. She MAY have been watching them. If they try to follow, she will (of course) be gone.

Part Two: The Job

Synopsis


The heroes get a message from Remy’s employer and make a spooky trip through the cemetery to get his job info. On the way out, they encounter more Assassins

Players

Gambit, Rogue, Assassins

Action 

The players awaken (after sleeping wherever depending on the outcome of the last encounter) and discover a message in the morning paper. It is a coded message telling Gambit to meet his contact at a mausoleum in Metairie Cemetery tonight at midnight. The two have a whole day to shop and/or try to hide from the police and Assassins. A little before midnight, the heroes journey to the cemetery.  The mausoleum is near the center of the cemetery and the two will have the unmistakable feeling that eyes all around them are watching them. This should be a very spooky encounter. At the mausoleum, they have to break inside, where they find, sitting on one of the two glass coffins, a file with pictures of a strange statue. The statue is of a short, skinny, skeletal man who is squatting behind a tomb stone. The man has an almost jovial, rictus grin on his face and is wearing a ragged top hat. It is a representation of Baron Samedi, a Voudon Loa.

It also has floor plans for a large, southern mansion in the middle of a near by swamp and details of the surrounding terrain. There is a map to the house and instructions to bring the statue back to the mausoleum when it is appropriated.

As the two leave (after Gambit answers any of Rogue’s questions except who his employer is), the two get an even stronger feeling that they are being watched. Soon, they begin to THINK they hear movement around them. They can make a Challenging intellect action to see if they can make out any sounds. The sounds are VERY faint and all around them. As they get within site of the cemetery gates, 10 Assassins, who are out for blood, set them upon. The Assassins fight to the death but only after one of them delivers the message he was paid to, “Belladonna looks forward to seeing you again”. This was meant to shake Gambit up and throw him off his game. 

If the heroes loose, go to part four. If they win, they should have the same chance as above to notice a figure disappear around the corner of a mausoleum. 

Assassins (10)

Strength 7D Agility 7B Intellect 3X Willpower 5D
Edge 1, Hand 3 (17), Calling: Greed

Skills: Swords, Martial Arts, Marksmanship
Equipment: Sword +4, Armor +3

Aftermath


The heroes will not get any hostages out of this encounter and if they don’t leave right away, the cops will raid the cemetery and try to apprehend the pair. When they get to a safe place, Gambit will try to dissuade Rogue from accompanying him on the job but he knows he will fail. They can take as much time as they need to make plans to infiltrate the house and take the statue. The info they were given is accurate and notes that the house has a staff of 12 and often has guests numbering in the 30’s or 40’s. If they do research, Adelaïde Delarux, a wealthy woman in her 40’s who has no obvious means of income, owns the house. Persistent searching will show that she is a Voudon Mamba (“priestess”).  

Part Three: Time to Go to Work

Synopsis


The pair sneak into the house to get the statue. They meet Adelaïde, who uses her followers Zombis to stop them from getting away with the statue.

Players

Rogue, Gambit, Adelaïde, Cultists, Zombis

Action


The pair can successfully sneak into the house by a number of methods. They can disguise themselves as cultists. They can creep up to the house, quietly taking out any staff or cultists they meet along the way, or they could (rather foolishly) charge into the house and grab the statue. The info Gambit received shows that the statue is kept in the (rather large) basement of the house. There is a ceremony tonight and if the two try to sneak in, Adelaïde will catch them just as they get their hands on the statue (as she and the cultists enter the room for the ceremony. If they infiltrate, they will be found out as the Loa chooses a horse. The horse will tell Adelaïde that there are outsiders present and point them out.


The cultists will attempt to subdue them (unsuccessfully) and try to keep them from getting the statue (a challenging Intellect action will allow them to notice that as soon as they are revealed, many of the cultists rush to the front, not guarding Adelaïde but the statue. It’s as if they know why they are there). When Rogue first flies, Adelaïde will mutter something, gesturing her way and use her hypnosis to plant the suggestion that she cannot move more than her own weight when flying (treat Strength as zero when airborne). The Narrator might want to save some Doom cards for this to insure it’s success or the adventure will be over more quickly.


When the pair escape the house, they will be shot at by cultists and will hear Adelaïde calling out to Baron Samedi to send his people after the two. As they flee, hands will begin to erupt from the swamp, clawing at their feet and legs. Dozens of Zombis will rise from the swamp and attack the heroes. This battle is an un-winnable one and sooner or later, they will be subdued. 

Adelaïde Delarux

Strength 3D Agility 7B Intellect 7D Willpower 9D
Edge 1, Hand 3 (17), Calling: Majesty (albeit in a twisted sense)

Skills: Knives, Slight of Hand, Thievery, Occult, Manipulation
Powers: Animation (Necromancy, Limited Sentience, Extended Animation- remain animated for an aura duration, Rangeless) 13, Hypnosis 10, ESP (Clairvoyance only) 7

Cultists (15 or so)

Strength 4D Agility 4D Intellect 2X Willpower 2X
Edge 0, Hand 2 (10), Calling: Idealist 

Equipment: Club +2, Gun +3

Zombis (24+ basically as many as the Narrator needs there to be)

Strength 12X Agility 2X Intellect 1X Willpower 1X
Edge 0, Hand 2 (10), Calling: “Programmed”

Powers: Invulnerability (Mind Control, Aging, Cold, Disease, Emotion Control, Mental Control and Poisons) Life Support 15, Body Armor +5

Aftermath


Adelaïde will not kill the heroes, she wants to learn more about them. She will have them secured tightly (with log chains) and hung upside down. She will mix up a concoction to weaken them both and will use her Zombis to make sure they cannot escape. She will then wait for their revival.

Part Four: The Deal

Synopsis


This part can be used after part 3 or after any scene that the Assassins subdue the heroes. Adelaïde will question them about why they want the Baron and threaten to turn them into Zombis.

Players

Gambit, Rogue, Adelaïde, Cultists, Zombis

Action


The heroes wake and find them selves chained upside down over freshly dug graves. A campfire is burning nearby, over which sits a small black cauldron and a rough wooden table with various bottles, jars, and powders. There are several Zombis near by, two with a firm hold on Gambit, six holding Rogue. Adelaïde will question them when they wake.

“Who are you? I know you a ‘tief but her I don’ know. “ “Why you after de Baron for, he told me you was comin’ now why?” “Who hire you?” “You ain’ got no chance uh gettin’ outta’ dis mes wit’ out loosin’ yer hides so ya might as well tell me what I wana know.” 


When the heroes answer her questions (or make it clear that the won’t), Tantime will tell them: 

“I’m gonna make you a deal. De two uh you git goin’ outta’ here, after I give you some uh mah Zombi powder, an if you git to de hospital before sunrise, I tink you might jus live to talk about it. Course, I ain gonna make it easy fer you. My followers will be out der, huntin you like wild dogs an if dey don git you, my Zombis jus might! Don worry though, if you don make it, you not gonna be completely dead, you gonna be my new Zombis, the strongest yet. I only had one other chance to try to turn mutants into Zombis an ahm anxious to try it again!”


With that, she picks up a bowl from the table and looks at the Zombis, who force the heroes’ mouths open and Adelaïde forces the powder in their mouths. They do not have to swallow the powder, just have it in their mouth. The powder is nothing more than a strong poison that will slowly kill the heroes. Adelaïde is a mutant herself, with the power to reanimate the dead into her near mindless slaves. After they are “fed” the powder, Adelaïde looks at her Zombis and leaves, laughing. After 10 minutes, they unchain the heroes and watch with expressionless faces as they (assumedly) flee the site, back toward town (the Zombis will point towards town after they are released).

Adelaïde Delarux

Strength 3D Agility 7B Intellect 7D Willpower 9D
Edge 1, Hand 3 (17), Calling: Majesty (albeit in a twisted sense)

Skills: Knives, Slight of Hand, Thievery, Occult, Manipulation
Powers: Animation (Necromancy, Limited Sentience, Extended Animation- remain animated for an aura duration, Rangeless) 13, Hypnosis 10, ESP (Clairvoyance only) 7

Cultists (10 or so)

Strength 4D Agility 4D Intellect 2X Willpower 2X
Edge 0, Hand 2 (10), Calling: Idealist 

Equipment: Club +2, Gun +3

Zombis (6)

Strength 12X Agility 2X Intellect 1X Willpower 1X
Edge 0, Hand 2 (10), Calling: “Programmed”

Powers: Invulnerability (Mind Control, Aging, Cold, Disease, Emotion Control, Mental Control and Poisons) Life Support 15, Body Armor +5

Aftermath


The heroes really have 10 minutes head start, after that, they will notice flashlights far behind them as the cultists search for them. Gambit will still be insistent on getting the statue, however and, if Rogue doesn’t realize it herself, Gambit will suggest that this might be their best chance to get the statue, since Adelaïde is expecting them to flee the swamp.

Part Five: The Heist

Synopsis


The characters sneak back into the mansion and steal the statue. As they approach, they must hide from the cultists who set out after them and elude the Zombi guards. If they can get the statue, they can find Gambit’s bike and ride out of the swamp or take Adelaïde’s fan boat (a wiser choice). 

Players

Rogue, Gambit, Tantime, Zombis

Action


The characters can sneak back to the mansion fairly easily until they get near it (average Agility action then daunting). If they succeed, they see the cultists waiting around impatiently for the ten minutes to be up. When the time passes, several of their watches beep and they all rush out into the swamp on foot and in trucks and jeeps.  Once they are gone, there are only two cultists waiting by the entrance and none around the rest of the mansion. A successful challenging agility check will let the heroes sneak inside. 


Once inside, the heroes will have to try hard to avoid the staff and Adelaïde. The staff members can be subdued easily but it must be done quickly or Adelaïde will be alerted and send ten zombies after them. Once they get to the basement, they will see Adelaïde in the process of creating a new Zombi. Gone will be the various Voudon trappings she was using before, she will be wearing normal clothes and, as she places her hands on the chest of the corpse, a greenish glow will surround them and the corpse. After a few moments of concentration, the corpse will open it’s eyes and Adelaïde will smile in satisfaction at her work. It should be fairly obvious by now that Adelaïde is no Mamba but a mutant herself! 


If the heroes haven’t taken the statue by this point, Adelaïde will notice them with her clairvoyance and order the Zombi to attack. The heroes have a chance to get away due to the Zombi’s initial awkwardness. As they flee, they will encounter the two cultists and three more Zombis before reaching the garage. There they can choose a mode of transportation (Gambits bike or the fan boat) and flee the swamp. 

Adelaïde Delarux

Strength 3D Agility 7B Intellect 7D Willpower 9D
Edge 1, Hand 3 (17), Calling: Majesty (albeit in a twisted sense)

Skills: Knives, Slight of Hand, Thievery, Occult, Manipulation
Powers: Animation (Necromancy, Limited Sentience, Extended Animation- remain animated for an aura duration, Rangeless) 13, Hypnosis 10, ESP (Clairvoyance only) 7

Zombis (5, later 3 more)

Strength 12X Agility 2X Intellect 1X Willpower 1X
Edge 0, Hand 2 (10), Calling: “Programmed”

Powers: Invulnerability (Mind Control, Aging, Cold, Disease, Emotion Control, Mental Control and Poisons) Life Support 15, Body Armor +5

Cultists (2)

Strength 4D Agility 4D Intellect 2X Willpower 2X
Edge 0, Hand 2 (10), Calling: Idealist 

Equipment: Club +2, Gun +3

Aftermath


The heroes will need to make a mad dash to escape (especially if they are weakened). Adelaïde will curse them as (if) they make their escape and “call upon Baron Samedi” to raise his army to get them. 

Part Six: Ghost from the Past

Synopsis


As the heroes flee the swamp, Adelaïde uses her powers to summon all of the corpses lost in the swamp to stop them and, as they are about to escape, Adelaïde plays her final card, someone from Gambit'’ past!

Players

Rogue, Gambit, Adelaïde, Zombis, Belladonna?

Action


As the heroes race away from the mansion, Adelaïde raises her green glowing hands and a wave of sickly green energy washes over the swamp. The waters and grounds around the heroes erupt with hands as corpses lost to the swamp over the ages rise up to stop them. If the heroes try to stop and fight, they will be overwhelmed.  Their best bet is to try to knock them off or out of the way and continue running. Once it appears that they will make it to the highway (or main waterway) and escape, Gambit will notice a woman standing in his path. The color will drain from his face as her recognizes the face of his late wife, Belladonna. 


“Belle” will jump onto the boat (or motorcycle) and ask Gambit:

“ Was wrong, ain’t you glad to see your little Belle?”

Gambit will be visibly shaken and unable to fight off the Zombis any more. Belladonna will attempt to make him wreak the boat or bike so the Zombis can claim him. If Nemesis attacks her, she will fight back with all of the strength, informing her that Gambit belongs to her and that they will be together forever. If defeated, she will fall apart, revealing her to be the Zombi that she is, an image that will cause Gambit to have nightmares for months to come.

Adelaïde Delarux

Strength 3D Agility 7B Intellect 7D Willpower 9D
Edge 1, Hand 3 (17), Calling: Majesty (albeit in a twisted sense)

Skills: Knives, Slight of Hand, Thievery, Occult, Manipulation
Powers: Animation (Necromancy, Limited Sentience, Extended Animation- remain animated for an aura duration, Rangeless) 13, Hypnosis 10, ESP (Clairvoyance only) 7

Zombis (lots and lots!)

Strength 12X Agility 2X Intellect 1X Willpower 1X
Edge 0, Hand 2 (10), Calling: “Programmed”

Powers: Invulnerability (Mind Control, Aging, Cold, Disease, Emotion Control, Mental Control and Poisons) Life Support 15, Body Armor +5

Belladonna?

Strength 3D  Agility 7B  Intellect 1X  Willpower 1X
Edge 1 , Hand  3 (17), Calling: Programmed (formerly Greed)

Skills: Swords, Martial Arts, Marksmanship, Acrobatics
Powers: Cosmic Energy Control 11, Magic 8, Invulnerability (Mind Control, Aging, Cold, Disease, Emotion Control, Mental Control and Poisons) Life Support 15, Body Armor +5

Aftermath


If they can defeat Belladonna, the heroes will be home free. They can now return to the cemetery and deliver the statue. 

Part Seven: Delivery

Synopsis


The heroes meet with gambits contact, Thane and deliver the statue, which Thane proceeds to slam into the marble column and destroy. 

Players

Gambit, Rogue, “Thane”

Action


When the heroes arrive at the cemetery and (probably) cautiously creep through it to the mausoleum, the find the door standing slightly ajar. Upon entering, they see Thane leaning against one of the glass coffins, waiting. Thane is a tall, skeletally skinny man with small, round spectacles. He wears a perfectly pressed suit this is just slightly behind the times and a top hat. When he sees them he will be quite pleased and, upon receiving the statue, will look at it for a moment the smash it violently into one of the marble columns. After the heroes have a moment to react in whatever manner they wish, Thane will reach down into the shattered remains of the statue and retrieve a finger bone, which was hidden within. 


Smiling, her will tell Gambit that he did well and that he will hear from him again, soon. Gambit will tell him to tell his boss that they are even now but Thane will inform him that the debt is paid only when “his boss” decides it is and no sooner. If Rogue decides to force the issue with force, Thane will reveal himself as Mister Sinister! He will fairly easily defeat the heroes and leave them there. With another promise that he will see them soon.

Aftermath


This should spurn some interesting role playing between the heroes. What secrets does Gambit harbor and what is he not telling his friends and teammates? That is for you to decide….

Notes:


There are several opportunities in this adventure for the heroes to be defeated and/or die! Don’t fret about it though, Thane is, as stated, a mutant and the poison she gives the characters in combination with her mutant power actually places the heroes in a sort of  “near death”. This is actually an opportunity for another adventure as the heroes teammates come searching for the heroes and must find a way to revive the (with the help of Dr. Strange perhaps or some super scientist like Reed Richards). There are a couple of plots left dangling in this adventure as well. Whose finger bone was it and why did Sinister want it? Was that REALLY Belladonna or just some trick? There is, of course, also the “Why does Gambit owe Sinister a favor” thing as well! All (I think) great plot hooks for further adventures. Enjoy!

-Storyte11erSinister Acquisitions

This adventure was designed for one or two players who take the roles of Gambit and Rogue. If need be, Rogue could be replace with any other character but it is most effective if it is a love interest of Gambit’s (that is who it was written for). The BEST POSSIBLE situation is for two players who can play up the relation ship between Gambit and Rogue (or whoever).

Part One: Welcome Wagon

Synopsis

Gambit tells Rogue that he needs to go to New Orleans to pay back a favor he owes and invites Rogue to go with him. He warns her that it will be dangerous, slightly seeing as how the last time he was there, he was politely told that if he ever came back to New Orleans, he would never leave (or do anything else) again. They arrive in New Orleans, have a little while to get a hotel (after Gambit explains that he is to wait to be contacted and dodges the question of who this “guy” is the he owes a favor). With gambit “in disguise”, they look around a bit and wind up at a bar/ restaurant. At an appropriate, inopportune moment, the Assassins attack.

Players


Gambit, Rogue, Assassins.

Action


While sitting in the City Lights nightclub, Rogue & Gambit, after ordering drinks, etc., are talking about whatever they need to. The waitress will come back to them a second time with out their asking & bring them new drinks. Rogue can make a daunting Intellect (Intellect) check to notice that it is a different woman and their drinks are fizzing. If she fails, Gambit will notice it on a positive draw of 6 or more. If they do not notice, they will both fall unconscious on a failed Superhuman Strength action. If this happens go to Part four.


If they succeed, they can avoid the drug and the Assassins attack! There are 6 Assassins in the City Lights, all armed with swords and body armor (concealed by big coats or baggy clothes). They will attack brutally, tearing up the City Lights and generally being a danger to the customers inside. If Rogue doesn’t attempt to draw them out into the street, at least two customers will perish and many more will be injured. 


Assuming the heroes win, at least one of the Assassins should escape. Should the heroes lose, got to part four.

Assassins (6)

Strength 7D Agility 7B Intellect 3X Willpower 5D
Edge 1, Hand 3 (17), Calling: Greed

Skills: Swords, Martial Arts, Marksmanship
Equipment: Sword +4, Armor +3

Aftermath

If the heroes took any hostages (unlikely) they can interrogate them as to who sent them, how they knew they were there, etc. Rogue will have to insist on this to be able to do so, however. Gambit will assume that they are there simply because he is in town and that the guild knows (though he did try to take precautions and “sneak” into New Orleans). If interrogated requiring a desperate Willpower (willpower) action to be successful, they will learn that the Assassins were hired to kill a man and woman sitting at that table at exactly (whatever time) on this date. When the Assassins realized who Gambit was, of course, they were MORE that eager to kill him. It will take another Willpower (Willpower) action at unfathomable intensity to force the Assassin to reveal the client’s name.


They will only have 4 rounds to question the Assassin before the police arrive. They better be gone by that time or the police will try to arrest them. One of the officers responding will recognize Gambit (he tried to stop Gambit from robbing a jewelry story some years ago and Gambit knocked him out). If the police arrive before they leave, make an aura reading. If negative, the police will be hunting Gambit and Rogue as well!


As the two heroes leave the area, allow them to make a Superhuman Intellect action to notice a black woman in ethnic attire disappearing around a corner, into an alleyway. She MAY have been watching them. If they try to follow, she will (of course) be gone.

Part Two: The Job

Synopsis


The heroes get a message from Remy’s employer and make a spooky trip through the cemetery to get his job info. On the way out, they encounter more Assassins

Players

Gambit, Rogue, Assassins

Action 

The players awaken (after sleeping wherever depending on the outcome of the last encounter) and discover a message in the morning paper. It is a coded message telling Gambit to meet his contact at a mausoleum in Metairie Cemetery tonight at midnight. The two have a whole day to shop and/or try to hide from the police and Assassins. A little before midnight, the heroes journey to the cemetery.  The mausoleum is near the center of the cemetery and the two will have the unmistakable feeling that eyes all around them are watching them. This should be a very spooky encounter. At the mausoleum, they have to break inside, where they find, sitting on one of the two glass coffins, a file with pictures of a strange statue. The statue is of a short, skinny, skeletal man who is squatting behind a tomb stone. The man has an almost jovial, rictus grin on his face and is wearing a ragged top hat. It is a representation of Baron Samedi, a Voudon Loa.

It also has floor plans for a large, southern mansion in the middle of a near by swamp and details of the surrounding terrain. There is a map to the house and instructions to bring the statue back to the mausoleum when it is appropriated.

As the two leave (after Gambit answers any of Rogue’s questions except who his employer is), the two get an even stronger feeling that they are being watched. Soon, they begin to THINK they hear movement around them. They can make a Challenging intellect action to see if they can make out any sounds. The sounds are VERY faint and all around them. As they get within site of the cemetery gates, 10 Assassins, who are out for blood, set them upon. The Assassins fight to the death but only after one of them delivers the message he was paid to, “Belladonna looks forward to seeing you again”. This was meant to shake Gambit up and throw him off his game. 

If the heroes loose, go to part four. If they win, they should have the same chance as above to notice a figure disappear around the corner of a mausoleum. 

Assassins (10)

Strength 7D Agility 7B Intellect 3X Willpower 5D
Edge 1, Hand 3 (17), Calling: Greed

Skills: Swords, Martial Arts, Marksmanship
Equipment: Sword +4, Armor +3

Aftermath


The heroes will not get any hostages out of this encounter and if they don’t leave right away, the cops will raid the cemetery and try to apprehend the pair. When they get to a safe place, Gambit will try to dissuade Rogue from accompanying him on the job but he knows he will fail. They can take as much time as they need to make plans to infiltrate the house and take the statue. The info they were given is accurate and notes that the house has a staff of 12 and often has guests numbering in the 30’s or 40’s. If they do research, Adelaïde Delarux, a wealthy woman in her 40’s who has no obvious means of income, owns the house. Persistent searching will show that she is a Voudon Mamba (“priestess”).  

Part Three: Time to Go to Work

Synopsis


The pair sneak into the house to get the statue. They meet Adelaïde, who uses her followers Zombis to stop them from getting away with the statue.

Players

Rogue, Gambit, Adelaïde, Cultists, Zombis

Action


The pair can successfully sneak into the house by a number of methods. They can disguise themselves as cultists. They can creep up to the house, quietly taking out any staff or cultists they meet along the way, or they could (rather foolishly) charge into the house and grab the statue. The info Gambit received shows that the statue is kept in the (rather large) basement of the house. There is a ceremony tonight and if the two try to sneak in, Adelaïde will catch them just as they get their hands on the statue (as she and the cultists enter the room for the ceremony. If they infiltrate, they will be found out as the Loa chooses a horse. The horse will tell Adelaïde that there are outsiders present and point them out.


The cultists will attempt to subdue them (unsuccessfully) and try to keep them from getting the statue (a challenging Intellect action will allow them to notice that as soon as they are revealed, many of the cultists rush to the front, not guarding Adelaïde but the statue. It’s as if they know why they are there). When Rogue first flies, Adelaïde will mutter something, gesturing her way and use her hypnosis to plant the suggestion that she cannot move more than her own weight when flying (treat Strength as zero when airborne). The Narrator might want to save some Doom cards for this to insure it’s success or the adventure will be over more quickly.


When the pair escape the house, they will be shot at by cultists and will hear Adelaïde calling out to Baron Samedi to send his people after the two. As they flee, hands will begin to erupt from the swamp, clawing at their feet and legs. Dozens of Zombis will rise from the swamp and attack the heroes. This battle is an un-winnable one and sooner or later, they will be subdued. 

Adelaïde Delarux

Strength 3D Agility 7B Intellect 7D Willpower 9D
Edge 1, Hand 3 (17), Calling: Majesty (albeit in a twisted sense)

Skills: Knives, Slight of Hand, Thievery, Occult, Manipulation
Powers: Animation (Necromancy, Limited Sentience, Extended Animation- remain animated for an aura duration, Rangeless) 13, Hypnosis 10, ESP (Clairvoyance only) 7

Cultists (15 or so)

Strength 4D Agility 4D Intellect 2X Willpower 2X
Edge 0, Hand 2 (10), Calling: Idealist 

Equipment: Club +2, Gun +3

Zombis (24+ basically as many as the Narrator needs there to be)

Strength 12X Agility 2X Intellect 1X Willpower 1X
Edge 0, Hand 2 (10), Calling: “Programmed”

Powers: Invulnerability (Mind Control, Aging, Cold, Disease, Emotion Control, Mental Control and Poisons) Life Support 15, Body Armor +5

Aftermath


Adelaïde will not kill the heroes, she wants to learn more about them. She will have them secured tightly (with log chains) and hung upside down. She will mix up a concoction to weaken them both and will use her Zombis to make sure they cannot escape. She will then wait for their revival.

Part Four: The Deal

Synopsis


This part can be used after part 3 or after any scene that the Assassins subdue the heroes. Adelaïde will question them about why they want the Baron and threaten to turn them into Zombis.

Players

Gambit, Rogue, Adelaïde, Cultists, Zombis

Action


The heroes wake and find them selves chained upside down over freshly dug graves. A campfire is burning nearby, over which sits a small black cauldron and a rough wooden table with various bottles, jars, and powders. There are several Zombis near by, two with a firm hold on Gambit, six holding Rogue. Adelaïde will question them when they wake.

“Who are you? I know you a ‘tief but her I don’ know. “ “Why you after de Baron for, he told me you was comin’ now why?” “Who hire you?” “You ain’ got no chance uh gettin’ outta’ dis mes wit’ out loosin’ yer hides so ya might as well tell me what I wana know.” 


When the heroes answer her questions (or make it clear that the won’t), Adelaïde will tell them: 

“I’m gonna make you a deal. De two uh you git goin’ outta’ here, after I give you some uh mah Zombi powder, an if you git to de hospital before sunrise, I tink you might jus live to talk about it. Course, I ain gonna make it easy fer you. My followers will be out der, huntin you like wild dogs an if dey don git you, my Zombis jus might! Don worry though, if you don make it, you not gonna be completely dead, you gonna be my new Zombis, the strongest yet. I only had one other chance to try to turn mutants into Zombis an ahm anxious to try it again!”


With that, she picks up a bowl from the table and looks at the Zombis, who force the heroes’ mouths open and Adelaïde forces the powder in their mouths. They do not have to swallow the powder, just have it in their mouth. The powder is nothing more than a strong poison that will slowly kill the heroes. Adelaïde is a mutant herself, with the power to reanimate the dead into her near mindless slaves. After they are “fed” the powder, Adelaïde looks at her Zombis and leaves, laughing. After 10 minutes, they unchain the heroes and watch with expressionless faces as they (assumedly) flee the site, back toward town (the Zombis will point towards town after they are released).

Adelaïde Delarux

Strength 3D Agility 7B Intellect 7D Willpower 9D
Edge 1, Hand 3 (17), Calling: Majesty (albeit in a twisted sense)

Skills: Knives, Slight of Hand, Thievery, Occult, Manipulation
Powers: Animation (Necromancy, Limited Sentience, Extended Animation- remain animated for an aura duration, Rangeless) 13, Hypnosis 10, ESP (Clairvoyance only) 7

Cultists (10 or so)

Strength 4D Agility 4D Intellect 2X Willpower 2X
Edge 0, Hand 2 (10), Calling: Idealist 

Equipment: Club +2, Gun +3

Zombis (6)

Strength 12X Agility 2X Intellect 1X Willpower 1X
Edge 0, Hand 2 (10), Calling: “Programmed”

Powers: Invulnerability (Mind Control, Aging, Cold, Disease, Emotion Control, Mental Control and Poisons) Life Support 15, Body Armor +5

Aftermath


The heroes really have 10 minutes head start, after that, they will notice flashlights far behind them as the cultists search for them. Gambit will still be insistent on getting the statue, however and, if Rogue doesn’t realize it herself, Gambit will suggest that this might be their best chance to get the statue, since Adelaïde is expecting them to flee the swamp.

Part Five: The Heist

Synopsis


The characters sneak back into the mansion and steal the statue. As they approach, they must hide from the cultists who set out after them and elude the Zombi guards. If they can get the statue, they can find Gambit’s bike and ride out of the swamp or take Adelaïde’s fan boat (a wiser choice). 

Players

Rogue, Gambit, Tantime, Zombis

Action


The characters can sneak back to the mansion fairly easily until they get near it (average Agility action then daunting). If they succeed, they see the cultists waiting around impatiently for the ten minutes to be up. When the time passes, several of their watches beep and they all rush out into the swamp on foot and in trucks and jeeps.  Once they are gone, there are only two cultists waiting by the entrance and none around the rest of the mansion. A successful challenging agility check will let the heroes sneak inside. 


Once inside, the heroes will have to try hard to avoid the staff and Adelaïde. The staff members can be subdued easily but it must be done quickly or Adelaïde will be alerted and send ten zombies after them. Once they get to the basement, they will see Adelaïde in the process of creating a new Zombi. Gone will be the various Voudon trappings she was using before, she will be wearing normal clothes and, as she places her hands on the chest of the corpse, a greenish glow will surround them and the corpse. After a few moments of concentration, the corpse will open it’s eyes and Adelaïde will smile in satisfaction at her work. It should be fairly obvious by now that Adelaïde is no Mamba but a mutant herself! 


If the heroes haven’t taken the statue by this point, Adelaïde will notice them with her clairvoyance and order the Zombi to attack. The heroes have a chance to get away due to the Zombi’s initial awkwardness. As they flee, they will encounter the two cultists and three more Zombis before reaching the garage. There they can choose a mode of transportation (Gambits bike or the fan boat) and flee the swamp. 

Adelaïde Delarux

Strength 3D Agility 7B Intellect 7D Willpower 9D
Edge 1, Hand 3 (17), Calling: Majesty (albeit in a twisted sense)

Skills: Knives, Slight of Hand, Thievery, Occult, Manipulation
Powers: Animation (Necromancy, Limited Sentience, Extended Animation- remain animated for an aura duration, Rangeless) 13, Hypnosis 10, ESP (Clairvoyance only) 7

Zombis (5, later 3 more)

Strength 12X Agility 2X Intellect 1X Willpower 1X
Edge 0, Hand 2 (10), Calling: “Programmed”

Powers: Invulnerability (Mind Control, Aging, Cold, Disease, Emotion Control, Mental Control and Poisons) Life Support 15, Body Armor +5

Cultists (2)

Strength 4D Agility 4D Intellect 2X Willpower 2X
Edge 0, Hand 2 (10), Calling: Idealist 

Equipment: Club +2, Gun +3

Aftermath


The heroes will need to make a mad dash to escape (especially if they are weakened). Adelaïde will curse them as (if) they make their escape and “call upon Baron Samedi” to raise his army to get them. 

Part Six: Ghost from the Past

Synopsis


As the heroes flee the swamp, Adelaïde uses her powers to summon all of the corpses lost in the swamp to stop them and, as they are about to escape, Adelaïde plays her final card, someone from Gambit'’ past!

Players

Rogue, Gambit, Adelaïde, Zombis, Belladonna?

Action


As the heroes race away from the mansion, Adelaïde raises her green glowing hands and a wave of sickly green energy washes over the swamp. The waters and grounds around the heroes erupt with hands as corpses lost to the swamp over the ages rise up to stop them. If the heroes try to stop and fight, they will be overwhelmed.  Their best bet is to try to knock them off or out of the way and continue running. Once it appears that they will make it to the highway (or main waterway) and escape, Gambit will notice a woman standing in his path. The color will drain from his face as her recognizes the face of his late wife, Belladonna. 


“Belle” will jump onto the boat (or motorcycle) and ask Gambit:

“ Was wrong, ain’t you glad to see your little Belle?”

Gambit will be visibly shaken and unable to fight off the Zombis any more. Belladonna will attempt to make him wreak the boat or bike so the Zombis can claim him. If Rogue attacks her, she will fight back with all of her strength, informing her that Gambit belongs to her and that they will be together forever. If defeated, she will fall apart, revealing her to be the Zombi that she is, an image that will cause Gambit to have nightmares for months to come.

Adelaïde Delarux

Strength 3D Agility 7B Intellect 7D Willpower 9D
Edge 1, Hand 3 (17), Calling: Majesty (albeit in a twisted sense)

Skills: Knives, Slight of Hand, Thievery, Occult, Manipulation
Powers: Animation (Necromancy, Limited Sentience, Extended Animation- remain animated for an aura duration, Rangeless) 13, Hypnosis 10, ESP (Clairvoyance only) 7

Zombis (lots and lots!)

Strength 12X Agility 2X Intellect 1X Willpower 1X
Edge 0, Hand 2 (10), Calling: “Programmed”

Powers: Invulnerability (Mind Control, Aging, Cold, Disease, Emotion Control, Mental Control and Poisons) Life Support 15, Body Armor +5

Belladonna?

Strength 3D  Agility 7B  Intellect 1X  Willpower 1X
Edge 1 , Hand  3 (17), Calling: Programmed (formerly Greed)

Skills: Swords, Martial Arts, Marksmanship, Acrobatics
Powers: Cosmic Energy Control 11, Magic 8, Invulnerability (Mind Control, Aging, Cold, Disease, Emotion Control, Mental Control and Poisons) Life Support 15, Body Armor +5

Aftermath


If they can defeat Belladonna, the heroes will be home free. They can now return to the cemetery and deliver the statue. 

Part Seven: Delivery

Synopsis


The heroes meet with gambits contact, Thane and deliver the statue, which Thane proceeds to slam into the marble column and destroy. 

Players

Gambit, Rogue, “Thane”

Action


When the heroes arrive at the cemetery and (probably) cautiously creep through it to the mausoleum, the find the door standing slightly ajar. Upon entering, they see Gambit’s contact, Thane, leaning against one of the glass coffins, waiting. Thane is a tall, skeletally skinny man with small, round spectacles. He wears a perfectly pressed suit this is just slightly behind the times and a top hat. When he sees them he will be quite pleased and, upon receiving the statue, will look at it for a moment the smash it violently into one of the marble columns. After the heroes have a moment to react in whatever manner they wish, Thane will reach down into the shattered remains of the statue and retrieve a finger bone, which was hidden within. 


Smiling, he will tell Gambit that he did well and that he will hear from him again, soon. Gambit will tell him to tell his boss that they are even now but Thane will inform him that the debt is paid only when “his boss” decides it is and no sooner. If Rogue decides to force the issue with force, Thane will reveal himself as Mister Sinister! He will fairly easily defeat the heroes and leave them there. With another promise that he will see them soon.

Aftermath


This should spurn some interesting role playing between the heroes. What secrets does Gambit harbor and what is he not telling his friends and teammates? That is for you to decide….

Notes:


There are several opportunities in this adventure for the heroes to be defeated and/or die! Don’t fret about it though, Adelaïde is, as stated, a mutant and the poison she gives the characters in combination with her mutant power actually places the heroes in a sort of  “near death”. This is actually an opportunity for another adventure as the heroes teammates come searching for the heroes and must find a way to revive them (with the help of Dr. Strange perhaps or some super scientist like Reed Richards). There are a couple of plots left dangling in this adventure as well. Whose finger bone was it and why did Sinister want it? Was that REALLY Belladonna or just some trick? There is, of course, also the “Why does Gambit owe Sinister a favor” thing as well! All (I think) great plot hooks for further adventures. Enjoy!

-Storyte11er

