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    THE GAME 
 
    In Steamfunkateers you take on the role of an adventurer that is—according to Harriet Tubman and many other people of repute—”Brushed by the Hand of God… or the Other One.” You can choose from eleven unique Steamfunk Archetypes and build your character as you see fit. No classes, no restrictions. There are heists, chases, escapes, dangerous bargains, bloody skirmishes, deceptions, betrayals, victories, and deaths. 
 
    The Steamfunkateers system is fast-paced, intuitive, and leaves as much as possible up to you, the Steamfunkateer. Playing our game, you will live and experience the thrill of fighting with—or against—the powerful Harriet Tubman; of building an airship with George Washington Carver; of freeing slaves in Georgia; or of being John Henry, battling a horde of rampaging werewolves. 
 
    Welcome to Steamfunkateers. Hop aboard the Airship Sweet Chariot and let’s take flight to a world of Saviors, Soldiers and Steam; of Gears, Guns and Gaslight; of Abominations, Automatons and Abolitionists. Hop on board, fellow Steamfunkateers. It’s sure to be the wildest ride of your life! 
 
      
 
    WHAT IS STEAMFUNK? 
 
    Steamfunk is defined as a philosophy or style of writing and visual aesthetic that combines the African and/or African Diasporan culture and approach to life with that of the steampunk philosophy and/or steampunk fiction and cosplay. 
 
    Steampunk has the power to rip open the 19th Century’s belly and examine its clockwork guts – and to rearrange those guts in new ways – but most Steampunk authors – and indeed most Steampunks – choose to avoid the issues of racism, sexism, classism, colonialism and imperialism. 
 
    Steamfunk authors, thankfully, choose to address these very same issues, for we know that to avoid them—especially since there is such a wealth of Steampunk tales to be told from a Black perspective—is to perpetuate the Big Steampunk Lie. 
 
    Yes… lie; a lie by omission; also known as the ‘suppression of evidence’. 
 
    This type of lie is more subtle. It has the advantage that you can’t get caught in a lie, because everything that you say is true. You just fail to mention all of those bothersome little facts that do not support your point of view. Should someone point out one of those annoying – and unmentioned – facts, you can feign innocent ignorance, or claim that the fact is really just an unimportant, trivial detail, not worth mentioning. 
 
    Thus the Victorian Era/Wild West is represented in most Steampunk as merely an age of exploration and invention. A renaissance, if you will. A very interesting – and deceptive – way of describing an era in which the “explorers” who, at best, unintentionally and, at worst – and far more often, very intentionally – brought with them the forces of colonialism and imperialism throughout the world. 
 
    The “Wild West” of North America systematically robbed the indigenous people of their lands and murdered them wholesale while also oppressing and vilifying Asians. In the South and East of North America, people of African descent suffered horrors under the yoke of chattel slavery and things did not get much better after the Civil War. To romanticize such an era; to paint such a dystopian reality as a rose-colored (well, various shades of brown in Steampunk) utopia is the ‘Big Steampunk Lie’ of which I speak. 
 
    Now, I am not saying all Steampunk stories should be dark and foreboding. However, we should tackle issues of race, sex and class in our stories to some degree. So many incredible and thought-provoking stories are waiting to be told… if we care to tell them. 
 
    In Steamfunkateers, these stories, which must be told, will be shouted from our Funkadelic Airships. And not just told, they will be lived by the characters you create. 
 
    Full steam ahead! 
 
      
 
    THE PLAYERS 
 
    Each player creates a character and works with the other players to create the airship crew, organization, Underground Railroad “station,” military squadron, or other team to which their characters belong. Each player strives to bring their character to life as an interesting, daring player character who reaches boldly beyond their current safety and means. This is the players’ core responsibility: they engage with the premise of the game, seeking out interesting opportunities, taking big risks against powerful foes and sending their characters into danger and epic adventures. 
 
    The players work together with the Game Master – also known as the GM – to establish the tone and style of the game by making judgment calls about the tinkerers, dice, and consequences of actions. The players take responsibility as co-authors of the game with the GM. 
 
      
 
    THE CHARACTERS 
 
    There are several character archetypes to choose from, each representing a different skill-set and sphere of knowledge: 
 
    Air Pirate: One of the quintessential Steampunk characters.  Air pirates are bad, bold, and armed to the teeth. 
 
    Adventurer/Explorer: Their reason for being is to boldly go where no one has gone before; to experience new things; and to discover new places. 
 
    Aviator: Whether military, or a rogue; whether they’re flying a bi-plane, a zeppelin, or a space ship; they are tough, brave, and even a bit gallant, especially in contrast to Air Pirates. 
 
    Dandy/Femme Fatale: They use their wiles and charms to get what they want, sometimes at the expense of others. 
 
    Hunter/Fighter:  Monster hunters are all about firepower and skill in combat. They stay armed with stakes, silver bullets, and strange, arcane-looking weaponry. Soldiers, sailors and other military personnel are highly disciplined, well-trained and either loyal followers or deserters, who refuse to fight for a corrupt nation. 
 
    Mad Scientist/Inventor: Another quintessential Steampunk character, they embody the steam in steampunk, discovering new things, solving problems, and occasionally blowing things up. 
 
    Magician/Occultist: The conjure-man; the witch; the illusionist—the great men and women whose lives are bolstered, or broken, by the arts of legerdemain, divination and prestidigitation. The virtuosos of voodoo, stage magic, fortune-telling and mesmerism. 
 
    Tinkerer: A bit of a twist on the Scientist/Inventor.  Where the Inventor is creating things from scratch, the tinkerer is improving on things, often on the fly, or perhaps just trying to get things to work; making do with what they have. 
 
    Philosopher/Scholar: They like old, rare books and wax poetic about the classics; they talk too much about things no one cares about or prefer books to people. 
 
    Socialite/Lady/Gentleman: Often based on Victorian aristocracy, they can often embody the refinement and social norms we associate with the upper class of that era.  Many times they serve as patrons for the scholars, adventurers, and inventors. 
 
    Street Sparrow/Scrappy Survivor: These are the street urchins, your pickpockets and beggars.  Hungry and dirty, they do what they need to do to survive. 
 
    Reformer: They could be suffragettes or seeking to get rid of child labor or protesting imperialism, they are working to make the world a better place, often loudly and not always peacefully and without scandal. 
 
    Character archetypes aren’t unique. You can mix and match, or play a crew that is all of one type. It’s up to you. 
 
      
 
    THE GAME MASTER 
 
    The GM establishes the dynamic world around the characters, from the corrupt and wicked rulers of the city and the violent and desperate criminal underworld to the bakers, the constables, the Voodoo Queen of New Orleans and the War Chief of Oyo. The GM plays all the non-player characters in the world by giving each one a concrete desire and preferred method of action. 
 
    The GM helps organize the conversation of the game so it’s pointed toward the interesting elements of play. The GM isn’t in charge of the story and doesn’t have to plan events ahead of time. They present interesting opportunities to the players then follow the chain of action and consequences wherever they lead. 
 
      
 
    PLAYING A SESSION 
 
    So, what’s it like to play? A session of Steamfunkateers is like an episode of a TV show. There are one or two main events, plus maybe some side-story elements, which all fit into an ongoing series. A session of play can last anywhere from two to six hours, depending on the preferences of the group. 
 
    During a session, the crew of player characters works together to accomplish some goal (presented to them by an NPC or by creating their own operation). The PCs take actions, suffer consequences, and finish the operation (succeed or fail). Then the crew has downtime, during which they recover, pursue side-projects, and indulge their vices. After downtime, the players once again look for a new opportunity or create their own goals and pursuits, and we play to find out what happens next. 
 
    As your group gets more familiar with the game, you might be able to pack more into a session, even doing two scores in an evening of play. 
 
    After a dozen sessions or so, you might decide to have a break in the flow of the story and start up “season two” of the “series”—possibly with a slightly different cast of characters and a new starting situation. 
 
      
 
    BEFORE YOU START 
 
    Read this book once through. You won’t immediately understand everything until you see it play. You won’t get all the rules right the first time. That’s fine; the rules will make more sense when you read them again after you play. The system of Steamfunkateers is designed to be learned as an ongoing process—each time you play you’ll get better until everything is second nature. 
 
    You might be the only person in the game group that’s read the book—that’s fine, too, but then it’s on you to convey everything to the other players, so that’s a job you’re taking on. 
 
    What the other players will need to do, though, is buy into the idea of the game. Tell them it’s a game about daring player characters during the time of the Civil War, Reconstruction, or the Wild West. Mention a few touchstones that they’re familiar with” “It’s like the League of Extraordinary Gentlemen, or Penny Dreadful, but starring Black people,” or say, “Think Frederick Douglass commanding an airship that flies runaway slaves to Freedom, or Harriet Tubman doing battle with a horde of rampaging ghuls.” If their eyes haven’t lit up yet, maybe this game isn’t going to click with them. That’s fine. You can always play a different game with that person some other time. You want to have full buy-in from your players. 
 
      
 
    WHAT YOU NEED TO PLAY 
 
    Getting into a game of Steamfunkateers is very simple. You need: 
 
    
    	 Several people. One of you is going to be the Game-Master (or “GM”), and everyone else is going to be a player. 
 
    	 A character sheet—one per player—and some extra paper for note-taking. We’ll talk about what’s on the character sheet below. GMs, any important characters you play might have a character sheet also. 
 
    	 At least 6 six-sided dice. 
 
   
 
      
 
    MAKING THE GAME YOUR OWN 
 
    Roleplaying is, at its essence, an expressive act. Everything in this book exists to help you and your friends express yourselves by creating collaborative social fiction about a team of daring player characters. 
 
    Some elements of the game setting are meant to emerge in play, as an act of discovery and creative interpretation. There are several possible concepts, from which you are free to pick and choose as you go along—making the game your own as you do.  
 
      
 
    THE CONVERSATION 
 
    A roleplaying game is a conversation between the GM and the players, punctuated by dice (or the draw of dice—used when playing Ki-Khanga: The Sword and Soul Role Playing Game) to inject uncertainty and surprising turns. 
 
    The GM presents the fictional situation in which the player characters find themselves. The players determine the actions of their characters in response to the situation. The GM and the players together judge how the game systems are engaged. The outcomes of the players’ actions and the checks of the dice then change the situation, leading into a new phase of the conversation—new situations, new actions, new judgments, new checks—creating an ongoing fiction and building “the story” of the game, organically, from a series of discrete moments. 
 
    No one is in charge of the story. The story is what happens as a result of the situation presented by the GM, the actions the characters take, the outcomes of the dice, and the consequences that result. The story emerges from the unpredictable collision of all of these elements. You play to find out what the story will be. 
 
      
 
    JUDGMENT CALLS 
 
    Since roleplaying is a collaborative, expressive act, not a purely strategic endeavor, you’ll need to make judgment calls. By making these choices, the players and GM, together, establish a style, tone, and form of fiction unique to their instance of play. Steamfunkateers is designed to bring these judgment calls to the forefront and make them explicit tools of the game. 
 
    When you play, you’ll make several key judgment calls. Everyone contributes, but either the players or the GM gets final say for each: 
 
    Which actions are reasonable as a solution to a problem? Can this person be swayed? Must we get out the tools and tinker with this old rusty automaton, or does it just need some grease on its joints? The players have final say. 
 
    How dangerous and how effective is a given action in this circumstance? How risky is this? Can this person be swayed very little or a whole lot? The GM has final say. 
 
    Which consequences are inflicted to manifest the dangers in a given circumstance? Does this fall from the roof break your leg? Do the constables merely become suspicious or do they already have you trapped? The GM has final say. 
 
    Does this situation call for a hand of dice? The GM has final say. 
 
    Which events in the story will bring about character advancement? Did you express your character’s beliefs, drives, heritage, or background? You tell us. The players have final say. 
 
    The particular choices you make will create your own unique form of Steamfunkateers. You’ll say something about the world and the characters, about Steamfunk fiction and aesthetics, and even about the human condition. What you say is entirely up to YOU. 
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    TAKING ACTION 
 
    Players, some of the things you’ll do in a Steamfunkateers game require you to roll your dice pool to see if your character succeeds or not. You will always roll your dice when you’re opposing another character with your efforts, or when there’s a significant obstacle in the way of your effort. Otherwise, just say what your character does and assume it happens. 
 
    Throughout this book you will see +1d, +2d, and so on. The “d” means “die/dice,” so a +1d means a bonus of one die is given to a player’s (or GM’s) dice pool; +2d means a bonus of two dice is given. So, if you receive a +2d bonus, the GM will give you an extra two dice, or you can add the two dice to your pool from your collection of dice if you have one. 
 
    Rolling the Dice 
 
    When you need to roll dice in Steamfunkateers, pick up your dice—the number of dice in your hand will depend on your level of skill, conditions, what you are trying to accomplish and any special abilities you possess—then roll them. 
 
    When a challenge, contest, or conflict erupts during play, all players declare what their characters’ goals are in the immediate action. The characters roll the appropriate number of dice. The GM also rolls dice because he controls either an NPC or represents another challenge. 
 
    Success for the PC hinges on beating the GM, or the opponent(s). The order of rolling the dice is as follows: 
 
    
    	 The player with the highest Spot or Empathy skill rank (see Conflicts, below) rolls all his applicable dice first, and the subsequent players, in order of Empathy rank, rolls their dice first. If more than one PC has equal Spot or Empathy, both players roll a single die. Highest score wins initiative (i.e., goes first) 
 
    	 On your turn, describe what your PC is attempting to do. 
 
    	 Roll all the dice in your dice pool (see below) at once. For your action to succeed, at least one die must come out a six. If you roll more than one six, you unlock bonus effects. 
 
    	 If you roll no sixes, something goes wrong. You are now in the hands of the GM, and he decides what happens to you. Failure should always have consequences. In some cases, the rules outline what the failure means, but most times, the GM gets to decide. 
 
    	 At the end of the player’s turn, the player with the next highest Empathy skill takes their turn. 
 
    	 Each player’s turn results in a number of successes (rolling a six), and the player with the most sixes—or the player that beats the GM’s number of successes when trying to achieve some task or competing against or doing battle with an NPC—wins that round. 
 
    	 You can spend a point of Vigor to reroll all dice not showing sixes (see Vigor below). 
 
   
 
      
 
    Number of Dice in Pool 
 
    The number of dice rolled depends on the situation. With the GM’s approval, each player rolls a number of dice equal to the rank of his or her most relevant or most interesting skill for the situation. Players should size up the situation and determine which skill works best for their character, or perhaps which skill might make the scene most entertaining. 
 
    The base number of dice you receive is equal to your rank in the appropriate skill, but remember that how many dice you roll increases or decreases depending on your special abilities, your skill’s feats, the situation and other factors. 
 
      
 
    GM’s Roll 
 
    The GM typically rolls 6d—six dice. This roll may represent any challenge, contest, or conflict—from a rampaging, driverless stagecoach to a pack of thugs in a bar room brawl. 
 
    If the GM is playing several opponents that are fighting a team of PCs, he or she can add +1d for every NPC opponent that outnumbers the team of PCs, if the NPCs are as, or more, competent than the PCs. If the NPCs are a bunch of scrubs or very low-level minions, no dice should be added. 
 
    For relatively minor conflicts, the GM should consider whether it is worth a roll; it is sometimes better to simply resolve the conflict through colorful narration and move on. 
 
      
 
    Resuming a PCs Life 
 
    Once a conflict has been resolved, life goes on. Sometimes, however, conflict begets conflict. This happens most often in a fight as characters keep risking it all to be the last one standing. When the dice are rolled, everyone resolves their goals and any conditions suffered, the narrator describes the outcome, and the conflict is over. Should players or the GM wish to continue the conflict, they can fight on, rolling and scoring as above. 
 
      
 
    Narration 
 
    In each conflict, all players that succeed (i.e., roll at least one six), succeeds in his or her declared goal, and the GM describes just how his or her goal is fulfilled. If it is an opposed role—Player A vs. Player B—the one with the most successes wins. The “loser” of the conflict may or may not have succeeded in their goal. It is the GM’s choice to determine this. 
 
    The GM should take into account not only who “wins” and “loses” the conflict, but also how they won or lost. This should color their description. 
 
    Extraordinary rolls—like rolling Four Successes or more on the first roll—indicate dramatic and exceptional events, while winning a roll with just a single success or two indicates a relatively mundane or routine success for the character. 
 
      
 
    Losing a Challenge, Contest, or Conflict 
 
    Characters that lose, or fail at, actions suffer conditions. Conflicts are especially dangerous that way. 
 
    When a character loses a conflict, he suffers a condition equal in severity to the roll of a single die by the player that beat him, or the GM if the character was beaten by an NPC (see Conditions). 
 
    It’s important to remember that conditions inflicted may or may not be actual physical harm. It’s up to the describing character or GM to explain the injury. 
 
      
 
    Recovery 
 
    Characters recover from conditions at a rate dependent on whether the condition is fleeting, sticky, or lasting (see Conditions). 
 
    The GM may rule that conditions don’t heal normally if the characters have had little chance for rest and recovery. 
 
      
 
    Spending Vigor 
 
    In the course of the game, the GM may opt to give players a small number of points of Vigor to begin play. Players can use Vigor to various effects to improve their character’s abilities, assume narration of a conflict and improve their chances of getting a decent roll. Players may spend earned points of Vigor for the following: 
 
    
    	 Improve or earn additional Skill rank—Increasing a Skill rank costs a number of points of Vigor equal to the new Skill rank rating. Skill rank may be increased only one point at a time. Purchasing a new Skill rank costs two points of Vigor. Characters may have a maximum number of Skill rank equal to 6. 
 
    	 Assume Narration of a Conflict—by spending a point of Vigor, a player can assume the narration of one conflict, pre-empting narration by the GM as described in the rules above. Should another player or players attempt to spend Vigor to assume narration, the players may bid for narrative control of the scene. The player who spends the most points of Vigor narrates. 
 
    	 Assuming narrative control by spending Vigor also allows the player to reduce one step of any conditions his character suffered in the conflict, thus Severe would be reduced to Moderate, Moderate to Mild and Mild to no condition suffered at all. 
 
    	 Receive an Extra Die—Players can receive one extra die to roll by spending a point of Vigor. Players may gain only one extra die per roll. 
 
    	 Fold—The player may spend one point of Vigor to Fold, thereby removing his or her character from the risks and the rewards of a given action. Characters who fold receive no Vigor from the GM after a given conflict. If all player characters fold, then the conflict remains unresolved, and the GM—or even the players themselves—may re-introduce the issue at a later time. 
 
    	 Reroll— spend a point of Vigor to reroll all dice not showing sixes. You will usually only spend Vigor in this manner when your roll has failed, but you could spend a point of Vigor even if there were sixes in your initial roll, to get more sixes and unlock more bonus effects. You can only spend a point of Vigor once for each roll. 
 
   
 
    Every time a PC rerolls, the GM is awarded 1 point of Vigor. He can use accumulated Vigor in a number of ways. Here is just a small sample of the GM’s options: 
 
    
    	 Reroll: Just like when a PC rerolls, the GM can reroll a skill roll for an NPC. Costs 1 point of Vigor. 
 
    	 Take the Initiative: An NPC breaks the turn order and reacts before her slot in the turn. The GM chooses when. Costs 1 point of Vigor. 
 
    	 Lost Possession: A PC has dropped an important possession. The GM decides which. Costs 3 points of Vigor. 
 
    	 Reinforcements: The enemy receives unexpected backup. The GM decides the details. Costs 1-3 points of Vigor, depending on the reinforcements. 
 
    	 Innocent in Danger: An innocent bystander is suddenly caught in the line of fire and needs help. Will the PCs intervene? Costs 2 DP. 
 
    	 Hazard: Something dangerous in the environment around the PCs suddenly affects them. It could be collapsing beams or a landslide. Costs 1-3 points of Vigor, depending on the level of danger. 
 
   
 
    GMs must award points of Vigor in order for GMs to do the following: 
 
    
    	 Receive an Extra Die—The GM may award one point of Vigor to each player and receive one extra die to roll. 
 
    	 Fold—The GM may award one point of Vigor to each player present in a conflict to Fold. Just as when Players fold, the conflict ceases without resolution. 
 
   
 
      
 
    Obstacles  
 
    Descriptors are the primary source of penalties called Obstacles. An obstacle comes in 2 levels: Level-1 subtracts 1 die from a player’s pool of dice. Level-2 subtracts 2 dice from a player’s pool. 
 
    However, other factors may positively or negatively affect your pool: 
 
    
    	 Unfamiliarity: If a player character does not have an appropriate descriptor to apply and the action falls outside of the character’s Concept, a level-1 penalty should be applied. 
 
    	 Applicability: If two characters are opposed and one has a more appropriate and applicable concept or descriptor, for example Ayo Master versus Cunning in a game of ayo/mancala, a 1d (1 die) bonus might be awarded to the character with the more specific and applicable talent.  
 
    	 Conditions: These will regularly provide penalties. 
 
    	 Circumstance: Circumstantial modifiers overlap pretty freely with Conditions, but can be positive or negative. Common circumstantial modifiers are: 
 
   
 
    
    	 Superior or inferior tools 
 
    	 Being outnumbered or outnumbering the opposition 
 
    	 Holding a superior or inferior position (e.g. high ground, cover) 
 
    	 Environmental factors (e.g. darkness) 
 
   
 
      
 
    The Four Actions 
 
    When you make a skill check, you’re taking one of four actions: surmount, get the upper hand, attack, or defend. 
 
    When you make a skill check, you have to decide which of these you’re going to try. The skill descriptions tell you which actions are appropriate for that skill and under which circumstances. Usually, the action you need to take will be pretty obvious from the skill description, your intent, and the situation in play, but sometimes you might have to talk it over with the GM to find out which is the most appropriate. 
 
    Once again, the four actions are: Surmount, Get the Upper Hand, Attack, and Defend. 
 
    Surmount 
 
    Use the surmount action to achieve assorted goals appropriate to your skill. 
 
    Every skill has a certain niche of miscellaneous endeavors that fall under its purview, certain situations where it’s an ideal choice. A character with Burglary tries to jimmy a window, a character with Empathy tries to calm the crowd, and a character with Tinkering tries to fix the broken axle on his wagon after a desperate chase. 
 
    When your character’s in one of these situations and there’s something between her and her goals, you use the surmount action to deal with it. Look at Surmount as the “catch-all” action for every skill—if it doesn’t fall into any other category, it’s probably a surmount action. 
 
    The opposition you have to beat might be active or passive, depending on the situation. 
 
    Get the Upper Hand 
 
    Use the get the upper hand action to make a situation descriptor that gives you a benefit, or to claim a benefit from any descriptor you have access to. 
 
    The get the upper hand action covers a broad range of endeavors, unified around the theme of using your skills to take advantage (hence the name) of the environment or situation you’re in.  
 
    Sometimes, that means you’re doing something to actively change your circumstances (like throwing sand in an opponent’s eyes or setting something on fire), but it could also mean that you’re discovering new information that helps you (like learning the weakness of a monster through research), or taking advantage of something you’ve previously observed (like your opponent’s predisposition to a bad temper). 
 
    When you roll to get the upper hand, you must specify whether you’re creating a new situation descriptor or taking advantage of a descriptor that’s already in place. If the former, are you attaching that situation descriptor to a character or to the environment?  
 
    Opposition might be active or passive, depending on the circumstances. If your target is another character, their roll always counts as a defend action. 
 
    If you’re using get the upper hand to make a new descriptor or on an existing one: 
 
    
    	 When you fail (or lose the round) you don’t create the descriptor. 
 
    	 When you succeed (or win the round) you create a situation descriptor with a free invocation. 
 
   
 
    Attack 
 
    Use the attack action to harm someone in a conflict or take them out of a scene. 
 
    The attack action is the most straightforward of the four actions—when you want to hurt someone in a conflict, it’s an attack. An attack isn’t always physical in nature; some skills allow you to hurt someone mentally as well. 
 
    Most of the time, your target will actively oppose your attack. Passive opposition on an attack means you’ve caught your target unaware or other-wise unable to make a full effort to resist you, or the NPC isn’t important enough to bother with dice. 
 
    In addition, passive or not, the opposition always counts as a defend action so you can look at attack and defend as being naturally intertwined. 
 
    
    	 When you fail at an attack, you don’t cause any harm to your target. It also means that your target succeeded on the defend action, which could get you saddled with other effects. 
 
    	 When you succeed at an attack, you inflict a condition on your target equal in severity to the roll of a die that you make (see Conditions). 
 
   
 
    Defend 
 
    Use the defend action to avoid an attack or prevent someone from getting the upper hand against you. 
 
    Whenever someone attacks you in a conflict or tries to get the upper hand on you, you always get a chance to defend. As with attacks, this isn’t always about avoiding physical sources of danger—some of the skills allow you to defend against attempts to harm your mind or damage your resolve. 
 
    Because you roll your dice to defend as a reaction, your opposition is almost always active. If you’re performing a defend action against passive opposition, it’s because the environment is hostile to you somehow (like a blazing fire, or a booby trap), or the attacking NPC isn’t important enough for the GM to bother with dice. 
 
    
    	 When you fail at a defense, you suffer the consequences of whatever you were trying to prevent. You might take a condition or have an advantage created on you. 
 
    	 When you succeed at a defense, you successfully avoid the attack or the attempt to gain an advantage on you. 
 
   
 
    Remember, you can succeed by rolling a single 6—you beat the challenge, but just barely. If you roll multiple 6s, you beat the challenge and receive some unexpected, positive side effect—wounding an enemy, helping a friend, or finding a new way ahead, for example. 
 
      
 
    Breaking Down The Action 
 
    Most of the time, a single round played should be enough to decide how a particular situation in play resolves. You’re not obligated to describe actions in a particular timeframe or level of detail when you use a skill. Therefore, you could use a single Athletics check to find out whether you can safely navigate a rock face that will take days to climb, or use that same single skill check to find out whether you can safely avoid a swiftly falling tree that’s about to crush you. 
 
    Sometimes, however, you’ll be in a situation where you’re doing something really dramatic and interesting, like pivotal actions in a movie or a book. When that happens, it’s a good idea to zoom in on the action and deal with it using multiple skill checks, because the wide range of die results will make things really dynamic and surprising. Most fight scenes fall into this category, but you can zoom in on anything that you consider sufficiently important—steam car chases, court trials, high-stakes spades games, and so on. 
 
    We have three ways for you to break down the action in Steamfunkateers: 
 
    
    	 Challenges, when one or more characters try to achieve something dynamic or complicated. 
 
   
 
    To set up a challenge, simply identify the individual tasks or goals that make up the situation, and treat each one as a separate surmount check. Sometimes, only a certain sequence for the checks will make sense to you; that’s okay too. Depending on the situation, one character may be required to make several checks, or multiple characters may be able to participate. 
 
    
    	 Contests, when two or more characters are competing for a goal. 
 
   
 
    A contest proceeds in a series of exchanges. In an exchange, every participant gets to make one skill check to determine how well they do in that leg of the contest. This is basically a surmount action. 
 
    A competing player compares his or her score to everyone else’s. 
 
    If you got the most successes (the most 6s rolled), you win the exchange. 
 
    Winning the exchange means you score a victory (which you can just represent with a tally mark or check mark on scratch paper) and describe how you take the lead. The first participant to achieve THREE victories wins the contest. 
 
    
    	 Conflicts, when two or more characters are trying to directly harm each other. 
 
   
 
    Conflicts are either physical or mental in nature, based on the kind of harm you’re at risk of suffering. In physical conflicts, you suffer bruises, scrapes, cuts, and other injuries. In mental conflicts, you suffer loss of confidence and self-esteem, loss of composure, and other psychological trauma. 
 
    Setting up a conflict is a little more involved than setting up contests or challenges. Here are the steps: 
 
    
    	 Set the scene, describing the environment the conflict takes place in, creating situation descriptors and zones, and establishing who is participating and what side they’re on. 
 
    	 Determine the turn order. 
 
    	 Start the first exchange: 
 
   
 
    
    	 On your turn, take an action and then resolve it. 
 
    	 On other people’s turns, defend or respond to their actions as necessary. 
 
    	 At the end of everyone’s turn, start again with a new exchange. 
 
   
 
    Turn Order 
 
    Your turn order in a conflict is based on your skills. In a physical conflict, compare your Spot skill to the other participants. In a mental conflict, compare your Empathy skill. Whoever has the highest gets to go first, and then everyone else in descending order. 
 
    If there’s a tie, compare a secondary or tertiary skill. For physical conflicts, that’s Athletics, then Physique. For mental conflicts, Rapport, then Will. If there is still a tie, each player and NPC involved in the tie rolls a single die. Highest number wins. 
 
      
 
      
 
    The Exchange 
 
    Exchanges in a conflict are a little more complicated than in contests. In an exchange, every character gets a turn to take an action. GMs, you get to go once for every NPC you control in the conflict. 
 
    Most of the time, you’re going to be attacking another character or getting the upper hand on your turn, because that’s the point of a conflict—defeat your opponent, or set things up to make it easier to defeat your opponent.  
 
    However, if you have a secondary objective in the conflict scene, you might need to perform a surmount action instead. You’ll encounter this most often if you want to move between zones but there’s a situation descriptor in place making that problematic. 
 
    Regardless, you only get to make one skill check on your turn in an exchange, unless you’re defending against someone else’s action—you can do that as many times as you want. 
 
    You can even make defend actions on behalf of others, so long as you fulfill two conditions: it has to be reasonable for you to interpose yourself between the attack and its target, and you have to suffer the effects of any failed checks. 
 
    Full Defense 
 
    If you want, you can forgo your action for the exchange to concentrate on defense. You don’t get to do anything proactive, but you do get to perform all defend actions for the exchange at a +2d bonus. 
 
    If your defense fails, you suffer a condition (see Conditions). 
 
    Conceding the Conflict 
 
    When all else fails, you can also just give in. Maybe you’re worried that your character will die, or maybe you decide that continuing to fight is just not worth the punishment. Whatever the reason, you can interrupt any action at any time before the roll is made to declare that you concede the conflict. This is very important—once dice hit the table, what happens… happens… unless you Fold, which is a lot like conceding, but can only be used in a conflict, NOT a challenge or a contest. 
 
    Concession gives the other person what they wanted from you, or in the case of more than two combatants, removes you as a concern for the opposing side. You’re out of the conflict, period.  
 
    But it’s not all bad. You get a point of Vigor for choosing to concede. This point of Vigor may be used once the conflict is over. 
 
      
 
    Movement 
 
    In a conflict, it’s important to track where everyone is relative to one another, which is why we divide the environment where the conflict’s taking place into zones. Where you have zones, you have people trying to move around in them in order to get at one another or at a certain objective. 
 
    Normally, it’s no big deal to move from one zone to another—if there’s nothing preventing you from doing so, you can move one zone in addition to your action for the exchange. 
 
    If you want to move more than one zone (up to anywhere else on the map), if a situation descriptor suggests that it might be difficult to move freely, or if another character is in your way, then you must make a surmount action using Athletics to move. This counts as your action for the exchange. 
 
    GMs, just as with other surmount checks, you’ll set the difficulty. You might use the number of zones the character is moving or the situation descriptors in the way as justification for how high you set passive opposition. If another character is impeding the path, use active opposition and feel free to invoke obstructing situation descriptors in aid of their defense. 
 
    If you fail that roll, whatever was impeding you keeps you from moving. If you tie, you get to move, but your opponent takes a temporary advantage of some kind. If you succeed, you move without consequence. 
 
      
 
    Advantages in a Conflict 
 
    Remember that descriptors you create as advantages follow all the rules for situation descriptors—the GM can use them to justify surmount actions, they last until they’re made irrelevant or the scene is over, and in some cases they represent as much a threat to you as an opponent. 
 
    When you get the upper hand in a conflict, think about how long you want that descriptor to stick around and whom you want to have access to it. It’s difficult for anyone besides you and your friends to justify using an advantage you stick to a character, but it’s also easier to justify getting rid of it—one surmount action could undo it. It’s harder to justify getting rid of a descriptor on the environment (seriously, who is going to move that Huge Bookcase you just knocked over?), but anyone in the scene could potentially find a reason to take advantage of it. 
 
    In terms of options for advantages, the sky’s the limit. Pretty much any situational modifier you can think of can be expressed as an advantage. If you’re stuck for an idea, here are some examples: 
 
    
    	 Temporary Blinding: Throwing sand or salt in the enemy’s eyes is a classic action staple. This places a Blinded descriptor on a target, which could require them to get rid of the descriptor with a surmount action before doing anything dependent on sight. Blinded might also present opportunities for a snag—so keep in mind that your opponent can take advantage of this to replenish points of Vigor. 
 
    	 Disarming: You knock an opponent’s weapon away, disarming them until they can recover it. The target will need a surmount action to recover their weapon. 
 
    	 Positioning: There are a lot of ways to use advantages to represent positioning, like High Ground or Cornered, which you can invoke to take advantage of that positioning as context demands. 
 
    	 Winded and Other Minor Hurts: Some strikes in a fight are debilitating because they’re painful, rather than because they cause injury. Nerve strikes, groin shots, and a lot of other “dirty fighting” tricks fall into this category. You can use an advantage to represent these, causing your opponent Pain-Blindness or Stunned or whatever, then following up with an attack that exploits the descriptor to do more lasting harm. 
 
    	 Taking Cover: You can use advantages to represent positions of cover and invoke them for your defense. This can be as general as Found Some Cover or as specific as Behind the Big Mahogany Bar. 
 
    	 Altering the Environment: You can use advantages to alter the environment to your benefit, creating barriers to movement by scattering Loose Junk everywhere, or setting things On Fire. 
 
   
 
      
 
    Other Actions in a Conflict 
 
    As stated above, you may find yourself in a situation where you want to do something else while your friends are fighting. You might be disarming a death trap, searching for a piece of information, or checking for hidden assailants. 
 
    In order to do this, GMs, set the player up with a modified form of challenge. One of the tasks is likely “defend yourself”—in any exchange where someone attacks you or tries to get the upper hand on you, you must defend successfully in order to be able to take one of the other actions in the challenge. So long as no one has successfully attacked you or stuck an advantage on you, you can use your action to roll the dice for one of the challenge goals. 
 
    Ending a Conflict 
 
    Under most circumstances, when all of the members of one side have either conceded the conflict or have been incapacitated or killed, the conflict is over.  
 
    GMs, once you know a conflict has definitively ended, you can hand out all the Vigor earned. Players, take the Vigor for when your descriptors were invoked against you and make a note of whatever consequences you suffered in the fight. 
 
      
 
    Teamwork 
 
    Characters can help each other out on actions. There are two versions of helping in Steamfunkateers—combining skills, for when you are all putting the same kind of effort into an action (like using Physique together to push over a crumbling wall), and stacking advantages, for when the group is setting a single person up to do well (like causing multiple distractions so one person can use Stealth to get into a fort). 
 
    When you combine skills, figure out who has the highest skill level among the participants. Each other participant who has at least 1 rank in the same skill adds a +1d to the highest person’s dice pool, and then only the lead character rolls. So if you have three helpers and you’re the highest, you receive a +3d bonus, so, if you had a Skill rank of 5, normally you would be roll 5 dice. With teamwork, however, instead of rolling 5 dice, you will roll 8. 
 
    If you fail a check using combined skills, all of the participants share in the potential costs—whatever complication affects one character affects all of them, or everyone has to take conditions. Alternatively, you can impose a cost that affects all the characters the same. 
 
    When you stack advantages, each person takes a Get the Upper Hand action as usual, and gives whatever free invocations they get to a single character. Remember that multiple free invocations from the same descriptor can stack. 
 
    Once again, you know the conflict is over when everyone on one of the sides has conceded or been incapacitated or killed. 
 
      
 
    Time and Distance 
 
    Turns, Rounds & Scenes 
 
    Scenes 
 
    A scene is a unit of game time lasting anywhere from a few minutes to a half hour or more, during which the players try to achieve some goal or otherwise accomplish something significant in a scenario. 
 
    A scene in Steamfunkateers is like a scene in a movie, a television show, or a novel—the main characters do stuff in continuous time, usually all in the same space. Once the action shifts to a new goal, moves to a new place related to that goal, or jumps in time, you’re in the next scene. 
 
    Rounds and Turns 
 
    A round is a unit of play in which every character has had a chance to do something. 
 
    During a round, each character involved takes a turn—a character’s opportunity to do something. A character has an allotment of actions, used during that character’s turn. Players decide what their characters do on their turns, while the GM handles each NPC’s turn. 
 
    So, time breaks down in Steamfunkateers like this: Several turns make up a round; several rounds make up a scene; several scenes make up a gaming session; and several gaming sessions are linked together into an overall adventure. Adventures can be stand-alone, or they can be linked together to form a sweeping campaign. 
 
    A gaming session is like a chapter in a novel; an adventure is comparable to a novel; and a campaign is comparable to a novel series. 
 
    Zones 
 
    GMs, if your conflict takes place over a large area, you may want to break it down into zones for easier reference. 
 
    A zone is an abstract representation of physical space. The best definition of a zone is that it’s close enough that you can interact directly with someone (in other words, walk up to and punch them in the face).  
 
    Generally speaking, a conflict should rarely involve more than a handful of zones. Two to four is probably sufficient, save for really big conflicts. Zones should give a tactile sense of the environment,. 
 
    
    	 If you can describe the area as bigger than a house, you can probably divide it into two or more zones—think of a cathedral or a shopping center parking lot. 
 
    	 If it’s separated by stairs, a ladder, a fence, or a wall, it could be divided zones, like two floors of a house. 
 
    	 “Above X” and “below X” can be different zones, especially if moving between them takes some doing—think of the airspace around some-thing large, like a blimp. 
 
    	 As a general rule: your opponent must be in the same zone for close-quarters battle (fists, knives, clubs, swords); your opponent must be in the adjacent zone for melee combat with larger weapons (spears, whips, long-staffs) or short ranged missile weapons (shotguns, pistols), and two or more zones for long-range missile weapons (long bow, rifle) and the like. 
 
   
 
    When you’re setting up your zones, note any situation descriptors that could make moving between those zones problematic. They’ll be important later, when people want to move from zone to zone. If that means you need more situation descriptors, add them. 
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    CHARACTER CREATION 
 
    The moment you sit down to make the game and characters, you’re playing Steamfunkateers. This style of character creation does three things to reinforce that. First, character creation tells part of the characters’ stories, just like any other game session does. Characters that really come alive have histories of their own and with each other. This establishes where they’ve been, what they’ve done, and why they continue to act against the issues they face, together or in opposition. There’s an ongoing story you’re now stepping into—it’s just that it hasn’t happened yet. 
 
    Second, it sets the stage for the next part of the story. Each arc of a story sets up the next, so that they flow into one another in a natural evolution. 
 
    Character creation needs to set up the first story arc. 
 
    Third, character creation in Steamfunkateers is collaborative. As with game creation, character creation is best done as a group activity. Doing all of this together builds a strong foundation of communication between the players and GM, and this process has a number of ways to establish connections between the characters and the setting. 
 
      
 
    Archetypes 
 
    We have built, for your enjoyment, a system without limits. While there are some cool Archetypes, they don’t stagnate or limit your imagination at all! 
 
    As you read earlier, there are several character archetypes to choose from, each representing a different skill-set and sphere of knowledge. 
 
    Each Archetype has three skills intrinsic to it. These skills start at Rank 1. The ranks of these skills can be increased—and/or new ones purchased—with points of Vigor. See the Skills section for more on Vigor, skills and the rules for their use. 
 
      
 
    Air Pirate: One of the quintessential Steamfunk characters.  Air pirates are bad, bold, and armed to the teeth. They typically operate as pirates in the air and travel by aircraft, as opposed to the more traditional pirates on the high seas, who travel by ship. However, just as traditional seafaring pirates target sailing ships, air pirates capture and plunder aircraft and other targets for cargo, loot and occasionally they steal an entire aircraft, sometimes killing the crewmembers in the process. Air pirates are also often smugglers, transporting objects, substances, information or people—mainly enslaved Africans seeking freedom. 
 
    Intrinsic Skills: Drive; Athletics; Contacts 
 
      
 
    Adventurer/Explorer: Their reason for being is to boldly go where no one has gone before; to experience new things; and to discover new places. Adventurers don't just find excitement—they specifically seek it out. Explorers feel compelled to explore strange new worlds; to seek out new life and new civilizations. 
 
    Intrinsic Skills: Athletics; Scholarship; Spot 
 
      
 
    Aviator: Whether military, or a rogue; whether they’re flying a bi-plane, a zeppelin, or a steam-powered space ship; they are tough, brave, and even a bit gallant, especially in contrast to Air Pirates. Some aviators are aggressive types who favor in-your-face frontal assaults, raining blows on their enemy to keep them off-balance. Others are  cunning, devious pilots who eschew easy-to-evade frontal attacks in favor of taking potshots from the rear or other blind spots. While others aviators are  defensive players, who manage to stay calm, cool and collected, continually dodging and deflecting enemy attacks. 
 
    Intrinsic Skills: Drive; Marksman; Rapport 
 
      
 
    Dandy/Femme Fatale: They use their wiles and charms to get what they want, sometimes at the expense of others. Dandies and Femmes Fatales pride themselves on being cool and laid-back with their own unique flair. The Dandy is also typically a hedonist who highly values comfort and living the good life. They're often campy, vain, and in many cases pretty, but they're also incredibly effective at what they do. They may have combat skills, seduction ability, or may simply be Chess-masters skilled in manipulating others. Femmes Fatales are often downright heroic, using their sensuality and sexiness as a bargaining chip, a distraction, or as an effective tool for espionage and manipulation. 
 
    Intrinsic Skills: Converse; Deceive; Empathy 
 
      
 
    Hunter/Fighter: Monster hunters are all about firepower and skill in combat. They stay armed with stakes, silver bullets, and strange, arcane-looking weaponry. Military personnel might be a highly disciplined and well-trained soldier or sailor, or maybe even a deserter, who refused to fight any longer for a corrupt and unjust nation. A Soldier is often a Fighter that uses their skills and training to get a job done or a cause fulfilled, with combat simply a grim task to get there. They typically rely on a more structured chain of command, following orders and fulfilling missions or campaign goals. A Warrior is a Fighter that uses their martial spirit, training and personal philosophy to fight, typically for honor and glory. Warriors typically look down upon those that don't see combat or strength as a core virtue. A Hunter is a Fighter that has dedicated their life to killing monsters, supernatural or otherwise.  
 
    Intrinsic Skills: Marksman or Melee (choose one); Stealth; Spot 
 
      
 
    Mad Scientist/Inventor: Another quintessential Steamfunk character, they embody the steam in steampunk, discovering new things, solving problems, and occasionally blowing things up. These characters use science and technology to save—or ruin—the day. They're defined mostly by being technically proficient with a sense of adventure and curiosity. These characters are often found doing research, if they're not already a walking encyclopedia, or analyzing enemy weaknesses. They are more than capable of planning and directing missions, but might fall into over-analysis and prattle. 
 
    Intrinsic Skills: Investigate; Scholarship; Spot 
 
      
 
    Magician/Occultist: The conjure-man; the witch; the illusionist—the great men and women whose lives are bolstered, or broken, by the arts of legerdemain, divination and prestidigitation. The virtuosos of voodoo, stage magic, fortune-telling and mesmerism. These characters can be an aristocrat from Africa that also happens to be some sort of alchemist, wizard or what have you, a magician that uses nimble fingers, hidden devices and deliberate misdirection, or a detective that investigates paranormal mysteries. 
 
    Intrinsic Skills: Converse; Empathy; Will or Perform (choose one) 
 
      
 
    Tinkerer: A bit of a twist on the Scientist/Inventor.  Where the Inventor creates things from scratch, the tinkerer improves on things, often on the fly, or perhaps just tries to get things to work; making do with what they have. It doesn't matter if this character has never seen it before, has never seen anything like it before, is unfamiliar with its working principles or doesn't even know the stuff it is made out of; the Tinkerer will be able to reverse engineer it. Tinkerers have great skill with technology and engineering. They build and repair devices and have an innate higher reasoning capacity than normal humans. 
 
    Intrinsic Skills: Scholarship; Spot; Tinkering 
 
      
 
    Philosopher/Scholar: These characters like old, rare books and wax poetic about the classics; they often talk too much about things no one cares about or prefer books to people.  Most are highly intelligent experts in their chosen field, which often puts more emphasis on the humanities than on the natural sciences, but this is not an absolute rule. Whatever their field, they are always striving to learn more. Some may even be quiet, smart and seemingly physically unimposing, but with  formidable physical and practical skills, or possess huge muscles and hard-hitting fists, but a very bright brain. 
 
    Intrinsic Skills: Contacts; Resources; Scholarship 
 
      
 
    Reformer: They could be suffragettes or seeking to get rid of child labor or protesting imperialism, the revolutionary fighting colonialists in West Africa, or the abolitionist helping slaves to flee North to freedom. They are working to make the world a better place, often loudly and not always peacefully and without scandal. Reformers are always underdogs, fighting through guerrilla warfare and by raising the rabble of the people. Though Reformers are often former enslaved Africans, many Reformers are from a wealthy background who take a hands-on approach to helping the poor and helpless. 
 
    Intrinsic Skills: Contacts; Provoke; Rapport 
 
      
 
    Socialite/Lady/Gentleman: Often based on Victorian aristocracy, they can often embody the refinement and social norms we associate with the upper class of that era.  Many times they serve as patrons for the scholars, adventurers, and inventors. Many have perfect etiquette, never speaking out of turn, their voices but an ephemeral whisper. They are clothed in fine dresses and soft gloves who hold silk fans... made of sharpened blades, or walking canes… with swords hidden in the shaft. In short, beware the proper ones. 
 
    Intrinsic Skills: Business; Contacts; Resources 
 
      
 
    Street Sparrow/Scrappy Survivor: These are the street urchins, your pickpockets and beggars.  Hungry and dirty, they do what they need to do to survive. They may actually have a home or family, but the situation there may be so bad that living on the streets is preferable, or they're out stealing for their family's sake.  Many are distinctively tough people of significant caliber, often in a less-than-legal profession, with a cynical view towards life and a practical view towards combat. Some are actually happy and even proud of their dark and troubled lives, believing that their trial by fire makes them superior. This may make them cocky, but they usually have the savvy and muscle to back up their arrogance. 
 
    Intrinsic Skills: Burglary; Deceive; Stealth 
 
      
 
    YOU can also create new archetypes, building your character from the bottom up. If you can imagine it, you can play it. 
 
    When you choose an archetype, it informs the set of special abilities that give your character abilities, skills and talents beyond those of normal humans—various ways to “break the rules,” if you will—and a set of triggers that determine how you earn experience for character advancement. 
 
    Think of your archetype as an area of focus and preference, but not a unique skill set. The Hunter/Fighter has special abilities related to combat, but that doesn’t mean they’re “the fighter” of the game. Any character can learn to skillfully engage in combat. 
 
    This is why we call them “archetypes” rather than “character classes.” You’re selecting the set of initial Type of Actions and special abilities that your character has access to—but you’re not defining their immutable essence or true nature. Your character will grow and change over time; who they become is part of the fun of playing the game. 
 
    Your archetype choice also represents how the other characters see you. If someone solves their problems through communication with the ancestors, people say they’re an “Occultist.” If they’re a smooth talker, sharp dresser and shrewd manipulator, people would call them a “Dandy.” Part of your character’s reputation is reflected by their archetype choice. 
 
    Once you’ve chosen your archetype, follow the steps below to complete your character: 
 
      
 
    Your Character’s Descriptors  
 
    Each character starts with 6 descriptors. All descriptors should be evocative in what they tell about the character and not too broad in application. These consist of: 
 
    
    	 3 Trademarks: Positive and useful in nature, these descriptors cover important or noteworthy features of a character. They might define some important background detail, a physical or mental trait, affiliation with a political group, or some training they have had. Trademarks are broad statements about a specific element of their character’s background, personality or capabilities. In some situations they might be a drawback and act as a Flaw, but usually they are an asset. Examples are Sharp Dresser, Born Liar, Drives Like a Maniac, Stank Breath and Apple Dapple Cinnamon-Baked Complexion. 
 
    	 1 Flaw: Negative in nature, this descriptor provides interesting complications for the character. Usually, Flaws are a drawback and source of Vigor points, but occasionally a Flaw might help in a conflict. Examples are Alcoholic, Bitter Sibling Rivalry, Intolerant of Hoodoo Practitioners, Hunted by the Law, or Sucker for a Pretty Face. 
 
    	 2 Relationships: One relationship should be positive and one should be negative; clearly indicate the object of the relationship and its nature. Other player characters are ideal characters to hold a relationship with. Relationships are likely to change more frequently than other descriptors due to the often fluid nature of interpersonal affairs. Examples are Caledonia Is My Loving Wife, Pig Teats Johnson Took My Land and Will Pay, and Michelle’s My Best Friend.   
 
   
 
    Note that your flaw shouldn’t be easy to solve. If it was, your character would have done that already, and that’s not interesting. But nor should it paralyze the character completely. If the flaw is constantly interfering with the character’s day-to-day life, s/he’s going to spend all his or her time dealing with it rather than other matters at hand. You shouldn’t have to deal with your flaw at every turn—unless that’s the core of one particular adventure in the story and even then, that’s just one adventure. 
 
    Flaws also shouldn’t be directly related to your Archetype—if you have Occult Investigator as an Archetype, saying your flaw is Vampires Hate Me is a dull flaw, because we already assume that with your concept. Of course, you can turn that up a notch to make it personal, like The Vampire King of New Orleans Wants to Kill Me and Take My Wife, to make it work. 
 
    Before you go any further, talk with the GM about your character’s flaw. Make sure you’re both on the same page in terms of what it means. Both of you may want to find one way this descriptor might be invoked or snagged to make sure you’re both seeing the same things—or to give each other ideas. The GM should come away from this conversation knowing what you want out of your flaw. 
 
    Choose One Close Friend and One Rival 
 
    Choose a non-player character (“NPC”) who is a close relationship—a good friend, a lover, a family relation, etc. Then choose another NPC who’s your rival or enemy. NPCs are like the supporting actors in a movie or TV show. They are controlled and played by the GM. 
 
    You can create your close friend and rival’s character sheets and fully develop them or just write a few paragraphs describing them and your relationship to them. 
 
      
 
    Record Your Name, Alias, & Look 
 
    Choose a name for your character. If your character uses an alias or nickname, make a note of it. Record a few evocative words that describe your character’s look. 
 
      
 
    Choose your Skills (see Skills and Feats) 
 
      
 
    Finally, Choose Your Special Ability (see Special Abilities) 
 
      
 
    Review Your Details 
 
    Take a look at the details of your character. 
 
    Now, purchase equipment you want, or feel your character will need in order to survive and/or succeed. 
 
    That’s it! Your character is ready for play. When you start the first session, the GM will ask you some questions about who you are, your outlook, or some past events. If you don’t know the answers, make some up. Or ask the other players for ideas. 
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    DESCRIPTORS 
 
    As stated earlier, a descriptor is a phrase that describes something unique or noteworthy about whatever it’s attached to. They’re the primary way you spend and gain Vigor, and they influence the story by providing an opportunity for a character to get a bonus, complicating a character’s life, or adding to another character’s roll or passive opposition. 
 
    Types of Descriptors 
 
    Steamfunkateers has three other kinds of descriptors besides the Character Descriptors given above: 
 
    
    	 Game Descriptors 
 
    	 Situation Descriptors 
 
    	 Conditions 
 
   
 
    These descriptors mainly differ from one another in terms of what they’re attached to and how long they last. 
 
    Game Descriptors 
 
    Game descriptors are permanent fixtures of the game, hence the name. While they might change over time, they’re never going to go away. These are the current or impending issues intrinsic to your adventure or campaign (a campaign is a series of adventures played by you, your fellow players and your GM). 
 
    Game Descriptors describe problems or threats that exist in the world, which are going to be the basis for your game’s story. 
 
    Everyone can invoke, snag, or get the upper hand on a game descriptor at any time; they’re always there and available for anyone’s use. 
 
    Situation Descriptors 
 
    A situation descriptor is temporary, intended to last only for a single scene or until it no longer makes sense (but no longer than a session, at most). Situation descriptors can be attached to the environment the scene takes place in—which affects everybody in the scene—but you can also attach them to specific characters by targeting them when you get the upper hand. 
 
    Situation descriptors describe significant circumstances the characters are dealing with in a scene. Situation Descriptors include: 
 
    
    	 Physical descriptors of the environment—Dense Underbrush, Obscuring Snowdrifts, Sweltering Savannah. 
 
    	 Positioning or placement—Sniper’s Perch, In the Trees, Backyard. 
 
    	 Immediate obstacles—Burning Barn, Tricky Lock, Yawning Chasm. 
 
    	 Contextual details that are likely to come into play—Disgruntled Townsfolk, Docked Joseon Turtle Ships, Loud Machinery. 
 
    	 Sudden changes in a character’s status—Sand in the Eyes, Disarmed, Cornered, Covered in Glue-Slime. 
 
   
 
    Who can use a situation descriptor depends a lot on narrative context—sometimes it’ll be very clear, and sometimes you’ll need to justify how you’re using the descriptor to make sense based on what’s happening in the scene. GMs are the final arbiter on what descriptors are valid. 
 
    Sometimes situation descriptors become obstacles that characters need to surmount. Other times they give you justification to provide active opposition against someone else’s action. 
 
      
 
    Conditions 
 
    A condition is more permanent than a situation descriptor, but not quite as permanent as a character descriptor. They’re a special kind of descriptor you take in order to avoid getting incapacitated or killed in a conflict, and they describe lasting injuries or problems that you take away from a conflict—Dislocated Knee, Bloody Nose, Social Pariah. 
 
    Conditions are a great way to handle injuries, emotional scarring, and other persistent damage within the fiction of your game. 
 
    Conditions stick around for a variable length of time, and have varying levels of severity: 
 
    There are three kinds of conditions: 
 
    
    	 Fleeting: Goes away when you get a chance to catch your breath and calm down. 
 
    	 Sticky: Remains until a specific event happens. 
 
    	 Lasting: These stick around for a while and require someone to surmount a level-2 obstacle with some type of Healing skill or special ability before you can start to recover from them. 
 
   
 
    You suffer from a condition when the GM says you suffer from a condition—usually as a result of your narrative situation. 
 
    Once you’re suffering from a condition, that condition is a descriptor on your character sheet like any other. You can invoke them to gain Vigor, and they can be compelled against you. When you take a condition, someone else can invoke it against you for free one time. 
 
    Naming a Condition 
 
    Here are some guidelines for choosing what to name a condition: 
 
    Mild conditions don’t require immediate medical attention. They hurt, and they may present an inconvenience, but they aren’t going to force you into a lot of bed rest. On the mental side, mild conditions express things like small social gaffes or changes in your surface emotions. Examples: Black Eye, Bruised Hand, Winded, Flustered, Cranky, Temporarily Blinded. 
 
    Moderate conditions represent fairly serious impairments that require dedicated effort toward recovery (including medical attention). On the mental side, they express things like damage to your reputation or emotional problems that you can’t just shrug off with an apology and a good night’s sleep. Examples: Deep Cut, First Degree Burn, Exhausted, Drunk, Terrified. 
 
    Severe conditions go straight to the infirmary—they’re extremely nasty and prevent you from doing a lot of things, and will lay you out for a while. On the mental side, they express things like serious trauma or relationship-changing harm. Examples: Second-Degree Burn, Compound Fracture, Guts Hanging Out, Crippling Shame, Trauma-Induced Phobia. 
 
    Recovering from a Condition 
 
    Recovering from a condition requires two things—succeeding at an action that allows you to justify recovery, and then waiting an appropriate amount of game time for that recovery to take place. 
 
    The action in question is a surmount action; the impediment is the condition that you took. If it’s a physical injury, then the action is some kind of medical treatment or first aid. For mental conditions, the action may involve therapy, counseling, or simply a night out with friends.  
 
    Keep in mind that the circumstances have to be appropriately free of distraction and tension for you to make this roll in the first place—you’re not going to clean and bandage a nasty cut while automatons are tromping through the alleyways looking for you. GMs, you’ve got the final judgment call. 
 
    If you succeed at the recovery action, or someone else succeeds on a recovery action for you, you get to rename the condition descriptor to show that it’s in recovery. So, for example, Broken Leg could become Stuck in a Cast, Scandalized could become Damage Control, and so on. 
 
    Whether you change the condition’s name or not—and sometimes it might not make sense to do so—mark it so that you and the GM remember that recovery has started. 
 
    Then, you just have to wait the time, which depends on whether the condition is fleeting, sticky, or lasting. 
 
    
    	 For a fleeting condition, you only have to wait one whole scene after the recovery action, and then you can remove the descriptor and clear the slot. 
 
    	 For a sticky condition, you have to wait one whole session after the recovery action (which means if you do the recovery action in the middle of a session, you should recover sometime in the middle of the next session). 
 
    	 For a lasting condition, you have to wait one whole adventure after the recovery action. 
 
   
 
    Because of their negative phrasing, you’re likely to get snagged a lot when you have them, and anyone who can justifiably benefit from the condition can invoke it or get the upper hand on it. 
 
    When suffering Mild conditions, you take a -1d penalty to your dice pool. 
 
    When suffering Moderate conditions, you take a -2d penalty to your dice pool. 
 
    When suffering Severe conditions, you take a -3d penalty to your dice pool. 
 
    Determining Severity and Duration of Conditions 
 
    If you suffer a condition, the player that defeated you—or the GM if you were defeated by an NPC—determines the duration and severity of the Condition by rolling a die twice, as follows: 
 
    First Roll: 
 
    1-2: Sticky 
 
    3-4: Lasting 
 
    5-6: Fleeting 
 
    Second Roll: 
 
    1-2: Severe 
 
    3-4: Moderate 
 
    5-6: Mild 
 
    Importance  
 
    Your collection of game and character descriptors tells you what you need to focus on during your game. Think of them as a message from yourself to yourself, a set of flags waving you toward the path with the most fun.  
 
    GMs, when you make scenarios for Steamfunkateers, you’re going to use those descriptors, and the connections between descriptors, to generate the problems your PCs are going to solve. Players, your descriptors are the reason why your PC stands out from every other character that might have similar skills—lots of Steamfunkateers characters might have a high Melee skill, but only Ray-Ray is A Member of the Black Dispatches. When his path as a Black spy for the Union comes into play, or the Black Dispatches take action, it gives the game a personal touch that it wouldn’t have had otherwise. 
 
    The game descriptors do something similar on a larger scale—they tell us why we care about playing this particular game in the first place, what makes it concrete and appealing to us. 
 
    Situation descriptors make the moment-to-moment interactions of play interesting by adding color and depth to what might otherwise be a boring scene. A fight in a saloon is generic by nature—it could be any saloon, anywhere. But when you add the descriptor Huge ‘Brown Derby Inn’ Statue to the scene, and people bring it into play, it becomes “that fight we were in at the Brown Derby Inn, when I smashed that guy’s head into the statue.” The unique details add interest and investment. 
 
      
 
    Descriptors & Roleplaying 
 
    Finally, descriptors have a passive use that you can draw on in almost every instance of play. Players, you can use them as a guide to roleplaying your character. This may seem self-evident, but we figured we’d call it out anyway—the descriptors on your character sheet are true of your character at all times, not just when they’re invoked or snagged.  
 
    Think of your collection of descriptors as an oracle—like the casting of lots in African cultures, or a tarot die spread. They give you a big picture of what your character’s about, and they can reveal interesting implications if you read between the lines. If you’re wondering what your character might do in a certain situation, look at your descriptors. What do they say about your character’s personality, goals, and desires? Are there any clues in what your descriptors say that might suggest a course of action? Once you find that suggestion, go for it. 
 
    Playing to your descriptors also has another benefit: you’re feeding the GM ideas for snags. You’re already bringing your descriptors into the game, so all she has to do is offer you complications and you’re good to go. 
 
    GMs, you’ll use your NPCs’ descriptors the same way, but you get an additional way of “reading the divining chain”—you can also use them as a way of figuring out how the world reacts to the characters. Does someone have the descriptor Smartest Woman in the World? That’s a reputation that might precede that character, one that people might know about and react to. People might crowd in to see that character when she’s passing through or ask her questions they desperately need answers to. 
 
    Also, it suggests something about that character’s attitude and maybe even their background. A Black woman in the 1800s, touted as the Smartest Person in the World is naturally going to intimidate white people during that era. Those people might be overly aggressive or even violent as overcompensation for being intimidated. 
 
    But no one’s going to ignore that character. Inserting these kinds of descriptor-related details into your narration can help your game seem more vivid and consistent. 
 
    Removing or Changing a Descriptor 
 
    Game and character descriptors change through advancement. 
 
    If you want to get rid of a situation descriptor, you can do it in one of two ways: 
 
    
    	 Perform a surmount action specifically for the purpose of getting rid of the descriptor. 
 
    	 Perform some other kind of action that would make the descriptor make no sense if you succeed. For example, if you’re Grappled, you could try to sprint away. If you succeed, it wouldn’t make sense for you to be Grappled anymore, so you’d also get rid of that descriptor. 
 
   
 
    If a character can interfere with your action, they get to roll the dice in active opposition against you as per normal. Otherwise, GMs, it’s your job to set passive opposition or just allow the player to get rid of the descriptor without a roll, if there’s nothing risky or interesting in the way. 
 
    Finally, if at any point it simply makes no sense for a situation descriptor to be in play, get rid of it. 
 
    Creating and Discovering New Descriptors in Play 
 
    In addition to your character descriptors, game descriptors, and the situation descriptors that the GM presents, you have the ability to create, discover, or gain access to other descriptors as you play.  
 
    For the most part, you’ll use the Get the Upper Hand action to make new descriptors. When you describe the action that gives you an advantage, the context should tell you if it requires a new descriptor or if it derives from an existing one. If you’re bringing a new circumstance into play—like throwing sand in someone’s eyes—you’re indicating that you need a new situation descriptor. 
 
    With some skills, it’s going to make more sense to stick an advantage to a descriptor that’s already on some other character’s sheet. In this case, the PC or NPC you’re targeting would provide active opposition to keep you from being able to use that descriptor.  
 
    If you’re not looking for a free invocation, and you just think it’d make sense if there was a particular situation descriptor in play, you don’t need to roll your dice pool or anything to make new descriptors—just suggest them, and if the group thinks they’re interesting, write them down. 
 
    Secret or Hidden Descriptors 
 
    Some skills also let you use the Get the Upper Hand action to reveal descriptors that are hidden, either on NPCs or environments—in this case, the GM simply tells you what the descriptor is if you get a tie or better on the roll. You can use this to “fish” for descriptors if you’re not precisely sure what to look for—doing well on the roll is sufficient justification for being able to find something advantage-worthy.  
 
    Generally speaking, we assume that most of the descriptors in play are public knowledge for the players. The PCs’ character sheets are sitting on the table, and probably the main and supporting NPCs are as well. That doesn’t always mean the characters know about those descriptors, but that’s one of the reasons why the Get the Upper Hand action exists—to help you justify how a character learns about other characters. 
 
    Also, remember that descriptors can help deepen the story only if you get to use them—descriptors that are never discovered might as well never have existed in the first place. So most of the time, the players should always know what descriptors are available for their use, and if there’s a question as to whether or not the character knows, use the dice to help you decide. 
 
    Finally, GMs, we know that sometimes you’re going to want to keep an NPC’s descriptors secret, or not reveal certain situation descriptors right away, because you’re trying to build tension in the story. If the PCs are investigating a series of murders, you don’t exactly want the culprit to have Sociopathic Serial Murderer sitting on an index card for the PCs to see at the beginning of the adventure. 
 
    In those cases, we recommend you don’t make a descriptor directly out of whatever fact you’re trying to keep secret. Instead, make the descriptor a detail that makes sense in context after the secret is revealed. 
 
      
 
    Making a Good Descriptor 
 
    Because descriptors are so important to the game, it’s important to make the best descriptors you can. So, how do you know what a good descriptor is? 
 
    The best descriptors are double-edged, say more than one thing, and keep the phrasing simple. 
 
    Double-Edged 
 
    Players, good descriptors offer a clear benefit to your character while also providing opportunities to complicate their lives or be used to their detriment. A descriptor with a double-edge is going to come up in play more often than a mostly positive or negative one. You can use them frequently to be awesome, and you’ll be able to accept more snags and gain more point of Vigor. Try this as a litmus test—list two ways you might invoke the descriptor, and two ways someone else could invoke it or you could get a snag from it. If the examples come easily to mind, great! If not, add more context to make that descriptor work or put that idea to the side and come up with a new descriptor. 
 
    GMs, this is just as true of your game and situation descriptors. Any descriptor of a scene you call out should be something that either the PCs or their foes could use in a dramatic fashion. Your game descriptors do present problems, but they also should present ways for the PCs to take advantage of the status quo. 
 
    Say More Than One Thing 
 
    Earlier, we noted several things that a character descriptor might describe: personality traits, backgrounds, relationships, problems, possessions, and so forth. The best descriptors overlap across a few of those categories, because that means you have more ways to bring them into play. 
 
    GMs, for your situation descriptors, you don’t have to worry about this as much, because they’re only intended to stick around for a scene. It’s much more important for game and character descriptors to suggest multiple contexts for use. 
 
    Clear Phrasing 
 
    Because descriptors are phrases, they come with all the ambiguities of language—if no one knows what your descriptor means, it won’t get used enough.  
 
    That isn’t to say you have to avoid poetic or fanciful expression—Simple Country Boy isn’t quite as poetic as Child of the Austere, Backwoods South. If that’s the tone your game is going for, feel free to indulge your linguistic desires. 
 
    However, don’t do this at the expense of clarity. Avoid metaphors and implications when you can get away with just saying what you mean. That way, other people don’t have to stop and ask you during play if a certain descriptor would apply, or get bogged down in discussions about what it means. 
 
    If you’re wondering if your descriptor is unclear, ask the people at the table what they think it means. 
 
      
 
    Invoking Descriptors 
 
    The primary way you’re going to use descriptors in a game of Steamfunkateers is to invoke them. If you’re in a situation where a descriptor is beneficial to your character somehow, you can invoke it. 
 
    In order to invoke a descriptor, explain why the descriptor is relevant, spend a point of Vigor, and you can choose one of these benefits: 
 
    
    	 Add +2d to your current skill check. Invoke before you roll your dice. 
 
    	 Pass a +2d benefit to another character’s roll, if it’s reasonable that the descriptor you’re invoking would be able to help. Invoke before the other character you’re passing it to rolls. 
 
    	 Add +2d to any source of passive opposition, if it’s reasonable that the descriptor you’re invoking could contribute to making things more difficult. Invoke before whoever you are making things more difficult for makes their roll. 
 
   
 
    The GM is the final arbiter on the relevance of a particular descriptor when you invoke it. The use of a descriptor should make sense, or you should be able to creatively narrate your way into ensuring it makes sense.  
 
    Precisely how you do this is up to you. Sometimes, it makes sense to use a particular descriptor. Other times, you might need to embellish your character’s action a little more so that everyone understands where you’re coming from. 
 
    Free Invocations 
 
    You don’t always have to pay a point of Vigor to invoke a descriptor—sometimes it’s free.  
 
    When you succeed at getting the upper hand, you “stick” a free invocation onto a descriptor. 
 
    You also get to stick a free invocation on any Conditions you inflict in a conflict. 
 
    Free invocations work like normal ones except in two ways: no point of Vigor is exchanged, and you can stack them with a normal invocation for a better bonus. So you can use a free invocation and pay a point of Vigor on the same descriptor to get a +4d bonus instead of a +2d, or you can add +4d to another character’s dice pool or increase passive opposition by +4d. Or you could split the benefits. You can also stack multiple free invocations together. 
 
    After you’ve used your free invocation, if the descriptor in question is still around, you can keep invoking it by spending Vigor. 
 
    If you want, you can pass your free invocation to another character. That allows you to get some teamwork going between you and a buddy. This is really useful in a conflict if you want to set someone up for a big blow—have everyone get the upper hand and pass their free invocations onto one person, then that person stacks all of them up at once for a huge bonus. 
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    VIGOR 
 
    GMs and players, you both have a pool of points called Vigor that you can use to influence the game. Players, you start your character’s first adventure with 3 points of Vigor. 
 
    At the end of each session, you recover a base 3 points of Vigor—you reinVIGORate. See what we did there? 
 
    When your descriptors come into play, you will usually spend or gain a point of Vigor. 
 
    Earning Points of Vigor 
 
    You earn points of Vigor in the following ways: 
 
    
    	 Accept a Snag: You get a point of Vigor when you agree to the complication associated with a snag. As we said above, this may sometimes happen retroactively if the circumstances warrant. 
 
    	 Have Your Descriptors Invoked Against You: If someone pays a point of Vigor to invoke a descriptor attached to your character, you gain their point of Vigor at the end of the scene. This includes advantages created on your character, as well as consequences. 
 
    	 Concede in a Conflict: You receive one point of Vigor for conceding in a conflict, as well as an additional point of Vigor for each condition that you’ve received in that conflict. This isn’t the same as being incapacitated or killed in a conflict, by the way, but we’ll get into that later. 
 
   
 
    The GM and Vigor 
 
    GMs, you also get to use Vigor, but the rules are a little bit different than the rules for players. 
 
    When you award players Vigor for snags or concession, they come out of an unlimited pool you have for doing so—you don’t have to worry about running out of Vigor to award, and you always get to invoke the PCs descriptors  for free. 
 
    The NPCs under your control are not so lucky. They have a limited pool of Vigor you get to use on their behalf. Whenever a scene starts, you get one point of Vigor for every PC in that scene. You can use these points on behalf of any NPC you want, but you can get more in that scene if they take a snag, like PCs do.   
 
    You reset to your default total, one per PC, at the beginning of every scene. 
 
    There are two exceptions: 
 
    
    	 You accepted a snag that effectively ended the last scene or starts the next one. If that happens, take an extra point of Vigor in the next scene. 
 
    	 You conceded a conflict to the PCs in the previous scene. If that happens, take the point of Vigor you’d normally get for the concession into the next scene and add them to the default total. 
 
   
 
    If the immediate next scene doesn’t present a significant interaction with NPCs, you can save these extra points until the next scene that does. 
 
    Spending Vigor 
 
    You can spend Vigor to: 
 
    
    	 Invoke a descriptor—phrases that describe some significant detail about a character. Descriptors can cover a wide range of things, such as personality or descriptive traits, beliefs, relationships, issues and problems, or anything else that helps us invest in the character as a person, rather than just a collection of stats. 
 
    	 To declare a story detail. 
 
    	 To activate certain powerful feats—special tricks that your character knows that allow you to get an extra benefit out of a skill or alter some other game rule to work in your favor. 
 
   
 
    Invoking a Descriptor 
 
    Whenever you make a skill check, and you’re in a situation where a descriptor might be able to help you, you can spend a point of Vigor to invoke it in order to change the dice result. This allows you to reroll your dice. You do this after you’ve rolled the dice—if you aren’t happy with your result. 
 
    You also have to explain or justify how the descriptor is helpful in order to get the reroll—sometimes it’ll be self-evident, and sometimes it might require some creative narrating. 
 
    You can spend more than one Point of Vigor on a single roll, gaining another reroll. You can also spend an additional point of Vigor to gain a +2d bonus on the reroll, as long as each point you spend invokes a different descriptor. 
 
    Declaring a Story Detail 
 
    Sometimes, you want to add a detail that works to your character’s advantage in a scene. For example, you might use this to narrate a convenient coincidence, like retroactively having the right supplies for a certain job (“Of course I brought that along!”), showing up at a dramatically convenient moment, or suggesting that you and the NPC you just met have mutual clients in common.  
 
    To do this, you’ll spend a point of Vigor. You should try to justify your story details by relating them to your descriptors. GMs have the right to veto any suggestions that seem out of scope or ask the player to revise them, especially if the rest of the group isn’t buying into it. 
 
      
 
    Snags 
 
    Sometimes (in fact, probably often), you’ll find yourself in a situation where a descriptor complicates your character’s life and creates unexpected drama. When that happens, the GM will suggest a potential complication that might arise. This is called a snag. 
 
    Sometimes, a snag means your character automatically gets a “No” result, or your character’s choices are restricted, or simply that unintended consequences cloud whatever your character does. 
 
    In order to snag a descriptor, explain why the descriptor is relevant, and then make an offer as to what the complication is. You can negotiate the terms of the complication a bit, until you reach a reasonable consensus. Whoever is getting snagged then has two options: 
 
    
    	 Accept the complication and receive a point of Vigor. 
 
    	 Pay a point of Vigor to prevent the complication from happening. 
 
   
 
    The complication from a snag occurs regardless of anyone’s efforts—once you’ve made a deal and taken the point of Vigor, you can’t use your skills or anything else to mitigate the situation. You have to deal with the new story developments that arise from the complication.  
 
    If you prevent the complication from happening, then you and the group describe how you avoid it. Sometimes it just means that you agree that the event never happened in the first place, and sometimes it means narrating your character doing something proactive. Whatever you need to do in order to make it make sense works fine, as long as the group is okay with it. 
 
    Once you’ve suffered a snag, you get a point of Vigor for your troubles. If you want, you can pay a point of Vigor to prevent the complication from happening, but we don’t recommend you do that very often—you’ll probably need that point of Vigor later, and getting snagged brings drama—and fun—into your game’s story. 
 
    Players, you can call for a snag when you want there to be a complication in a decision you’ve just made, if it’s related to one of your descriptors. GMs, you’re going to call for a snag when you want to make the world respond to the characters in a complicated, unexpected, or dramatic way. 
 
    Anyone at the table is free to suggest when a snag might be appropriate for any character (including their own). GMs, you have the final word on whether or not a snag is valid. And speak up if you see that a snag happened naturally as a result of play, but no point of Vigor was awarded. 
 
    GMs, you’re the final arbiter here, as always—not just on how the result of a snag plays out, but on whether or not a snag is valid in the first place. Use the same judgment you apply to an invocation—it should make instinctive sense, or require only a small amount of explanation, that a complication might arise from the descriptor. 
 
    Finally, and this is very important: if a player wants to snag another character, it costs a point of Vigor to propose the complication. The GM can always snag for free, and any player can propose a snag on his or her own character for free. 
 
    Types of Snags 
 
    There are two major categories for what a snag looks like in the game: Events and Decisions. These are tools to help you figure out what a snag should look like and help break any mental blocks:  
 
    Events 
 
    An event-based snag happens to the character in spite of herself, when the world around her responds to a certain descriptor in a certain way and creates a complicating circumstance.  
 
    As you’ll see with decision-based snags, the real mileage is in the complication itself. Without that, you don’t really have anything worth focusing on. 
 
    GMs, event-based snags are your opportunity to have fun. You’re expected to control the world around the PCs, so having that world react to them in an unexpected way is pretty much part and parcel of your job description.  
 
    Players, event-based snags are great for you. You get rewarded simply by being there—how much more Blacktastic can you get? You might have a difficult time justifying an event-based snag yourself, as it requires you to assert control over an element of the game that you typically aren’t in charge of. Feel free to propose an event-based snag, but remember that the GM has the final say on controlling the dice and the game world and may veto you if she’s got something else in mind. 
 
    Decisions 
 
    A decision is a kind of snag that is internal to the character. It happens because of a decision he makes, hence the name. 
 
    So the real dramatic impact from these kinds of snags is not what decision the character makes, most of the time—it’s how things go wrong. Before something goes wrong, the first sentence could be a prelude to making a skill check or simply a matter of roleplaying. The complication that the decision creates is really what makes it a snag. 
 
    The decision part should be very self-evident, and something a player might have been thinking about doing anyway. The same goes for players trying to snag NPCs or each other’s PCs—make sure you have a strong mutual understanding of what that NPC or other character might do before proposing the snag. 
 
    Players, if you need Vigor, this is a really good way of getting it. If you propose a decision-based snag for your character to the GM, then what you’re basically asking is for something you’re about to do to go wrong somehow. You don’t even have to have a complication in mind— simply signaling the GM should be enough to start a conversation. GMs, as long as the snag isn’t weak (as in, as long as there’s a good, juicy complication), you should go with this. If the snag is weak, poll the rest of the group for ideas until something more substantial sticks. 
 
    Retroactive Snags 
 
    Sometimes, you’ll notice during the game that you’ve fulfilled the criteria for a snag without a point of Vigor getting awarded. You’ve played your descriptors to the hilt and gotten yourself into all kinds of trouble, or you’ve narrated crazy and dramatic stuff happening to a character related to their descriptors just out of reflex. 
 
    Anyone who realizes this in play can mention it, and the point of Vigor can be awarded retroactively, treating it like a snag after the fact. GMs, you’re the final arbiter. It should be pretty obvious when something like this occurs, though—just look at the guidelines for event and decision snags above, and see if you can summarize what happened in the game according to those guidelines. If you can, award a point of Vigor. 
 
    Snagging with Situation Descriptors 
 
    Like every other kind of descriptor, you can use situation descriptors (and by extension, game descriptors) for snags. Because situation descriptors are usually external to characters, you’re almost always looking at event-based snags rather than decision-based ones. The character or characters affected get a point of Vigor for the snag. 
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    Skills & Feats 
 
    Defining Skills 
 
    A skill is a word that describes a broad family of competency at something—such as Athletics, Melee, or Deceive—which your character might have gained through innate talent, training, or years of trial and error. Skills and Special Abilities are the basis for everything your character actually does in the game that involves challenge and chance (and dice).  
 
    Skills are ranked from 0 (Untrained) to 10+ (Supreme Grandmaster and above). The higher the ranking, the better your character is at the skill. Taken together, your list of skills gives you a picture of that character’s potential for action at a glance—what you’re best at, what you’re okay at, and what you’re not so good at. 
 
    Ranks are also described, but they aren’t descriptors. The rank descriptions are: 
 
    0: Untrained 
 
    1: Fundamental Awareness (basic knowledge) 
 
    2: Beginner (very limited experience) 
 
    3: Novice (limited experience) 
 
    4: Intermediate (practical application) 
 
    5: Advanced (applied theory) 
 
    6: Expert (recognized authority) 
 
    7: Master (a teacher of teachers) 
 
    8: Senior Master (superb skill and teaching ability) 
 
    9: Grandmaster (flawless skill and teaching ability) 
 
    10: Supreme Grandmaster (legendary skill and teaching ability) 
 
      
 
    We define skills in two ways in Steamfunkateers—in terms of the game actions that you can do with them, and the context in which you can use them. There are only a handful of basic game actions, but the number of potential contexts is infinite. 
 
      
 
    The Basic Game Actions 
 
    Surmount: True to its name, you tackle some kind of challenge, engaging task, or hindrance related to your skill. 
 
    Get the Upper Hand: Whether you’re discovering something that already exists about an opponent or creating a situation that helps you succeed, getting the upper hand allows you to discover and create descriptors, and lets you get free invocations of them. 
 
    Attack: You try to harm someone in a conflict. That harm may be physical, mental, emotional, or social in nature. 
 
    Defend: You try to keep someone from harming you, getting past you, or getting the upper hand to use against you. 
 
    There are also some special effects that some skills perform. 
 
    Even though there are only four actions that all skills adhere to, the skill in question lends context to the action. For example, both Burglary and Tinkering allow you to get the upper hand, but under very different contexts—Burglary allows you to do it when you’re casing a place you’re about to break into, and Tinkering allows you to do it when you’re examining a piece of machinery. The different skills let you differentiate the PCs’ abilities from one another a bit, allowing each person to have a unique contribution to the game. 
 
      
 
    Defining Feats 
 
    A feat is a special trait your character has that changes the way a skill works for you. Feats indicate some special, privileged way a character uses a skill that is unique to whoever has that feat, which is a pretty common trope in a lot of settings—special or elite training, exceptional talents, the mark of destiny, genetic alteration, innate coolness, and a myriad of other reasons all explain why some people get more out of their skills than others do. 
 
    Unlike skills, which are about the sort of things anyone can do in your campaign, feats are about individual characters. We encourage you to make your own feats, but we’ll also have example feats listed under each skill in the Default Skill List. 
 
    Having feats in your game allows you to differentiate characters that have the same skills as one another. 
 
      
 
    Feats and ReinVIGORate 
 
    Taking a new feat beyond the first three reduces your character’s reinVIGORate pace by one. ReinVIGORate can be no lower than 1, thus 5 feats is the maximum a PC can take. 
 
    Building Feats 
 
    In Steamfunkateers, we allow players to take feats during character creation, or leave open the option to take feats during play. There are a number of example feats listed under each skill entry below. These are not a hard and fast list; rather, they’re there to show you how to create your own (though you can certainly lift directly from the book if you’d like to). 
 
    We also have a list of all the things that feats can potentially do, to help you when you’re coming up with them for your game. When in doubt, look at the listed feats for guidance, as well as those the example characters have. 
 
      
 
    Adding a New Action to a Skill 
 
    The most basic option for a feat is to allow a skill to do something that it normally can’t do. It adds a new action onto the base skill in certain situations, for those with this feat. This new action can be one that’s available to another skill (allowing one skill to swap for another under certain circumstances), or one that’s not available to any skill. 
 
    Here are some new action feats: 
 
    
    	 Backstab. You can use Stealth to make physical attacks, provided your target isn’t already aware of your presence. 
 
    	 Scary Black Man (or Woman). You can use Provoke to enter the kinds of contests that you’d normally need Physique for, whenever your ability to psych your opponent out with the force of your presence alone would be a factor. 
 
    	 Heistmeister. You can use Burglary to make mental attacks and get the upper hand against a target, by staging a heist in such a way as to shatter their confidence in their security. 
 
   
 
    Adding a Bonus to an Action 
 
    Another use for a feat is to give a skill an automatic bonus under a particular, very narrow circumstance, effectively letting a character specialize in something. The circumstance should be narrower than what the normal action allows, and only apply to one particular action or pair of actions. 
 
    The usual bonus is +2d to the skill total. 
 
    You can also use this to establish any effect worth two shifts as an additional benefit of succeeding at the skill check. This might be a level-1 opposition, a mild Condition, or an advantage that takes level-1 opposition to remove. 
 
    Here are some examples of adding a bonus to an action: 
 
    
    	 Occult Expert. Gain a +2d bonus to get the upper hand using Scholarship, whenever the situation has specifically to do with the supernatural or occult. 
 
    	 Sniper. You are good at pinning down opponents with carefully placed, long-range shots. Any time you’re using a ranged weapon from 3 or more zones away from your targets and you succeed at a Marksman attack, you automatically create a level-1 opposition against movement in the zone you are shooting at until your next turn, because your opponent(s) fear getting hit by sniper fire. Normally, you’d need to take a separate action to set up this kind of interference, but with the feat, it’s free. 
 
    	 Bourgeoisie. Gain a +2d bonus to any attempt to surmount with Rapport when you’re at an aristocratic function, such as a royal ball. 
 
   
 
    Creating a Rules Exception 
 
    Finally, a feat can allow a skill to make a single exception, in a narrow circumstance, for any other game rule that doesn’t precisely fit into the category of an action. 
 
    The only limit to this is that a feat can’t change any of the basic rules for descriptors in terms of invoking, compelling, and Vigor economy. Those always remain the same. 
 
    Here are some feats that create rules exceptions: 
 
    
    	 Ritualist. Use Scholarship in place of another skill during a challenge, allowing you to use Scholarship twice in the same challenge. 
 
    	 Hogtie. When you use Tinkering to get the Hogtied (or similar) upper hand on someone, you can always actively oppose any surmount checks to escape the hogtie (also using Tinkering), even if you’re not there. Normally, if you weren’t there, the escaping character would roll against passive opposition, making it a lot easier to escape. 
 
    	 Riposte. If you roll Four Successes or Five Successes on a Melee defense, you immediately inflict a mild, fleeting condition on your opponent in addition to whatever descriptor the GM grants you. 
 
   
 
    Balancing Feat Utility 
 
    If you look at most of the example feats, you’ll notice that the circumstances under which you can use them are pretty narrow compared to the base skills they modify. That’s the sweet spot you want to shoot for with your own feats—you want them to be limited enough in scope that it feels special when you use them, but not so narrow that you never see them come up after you take them. 
 
    If the feat effectively takes over all of the skill’s base actions, it’s not limited enough. You don’t want a feat replacing the skill it modifies. 
 
    The two main ways to limit a feat are by keeping its effects to a specific action or pair of actions—only getting the upper hand or only attack and defend checks; or by limiting the situations in which you can use it—only when you’re among nobles, only when it deals with the supernatural, and so on. 
 
    For the best results, use both—have the feat restricted to a specific action, which can only be used in a very specific in-game situation. If you’re worried about the situation being too narrow, back up and think of the ways the skill might be used in play. If you can see the feat being relevant to one of those uses, you’re probably on the right track. If you can’t, you may need to adjust the feat a little to make sure it’ll come up. 
 
    You can also restrict a feat by only allowing it to be used once in a certain period of game time, such as once per conflict, once per scene, or once per session. 
 
      
 
    Feat Families 
 
    If you want to get detailed about a particular kind of training or talent, you can create a feat family for it. This is a group of feats that are related to and chain off of each other somehow. 
 
    This allows you to create things like fighting styles or elite schools in your setting and represents the benefits of belonging to them. 
 
    Creating a feat family is easy. You make one feat that serves as a prerequisite for all the others in the family, qualifying you to take further feats up the chain. Then, you need to create a handful of feats that are all related somehow to the prerequisite, either stacking the effects or branching out into another set of effects.  
 
    Stacking Effects 
 
    Perhaps the simplest way of handling a related feat is just making the original feat more effective in the same situation: 
 
    
    	 If the feat added an action, narrow it further and give the new action a bonus. Follow the same rules for adding a bonus—the circumstances in which it applies should be narrower than that of the base action. 
 
    	 If the feat gave a bonus to an action, give an additional +2d bonus to the same action. 
 
    	 If the feat made a rules exception, make it even more of an exception (This might be difficult depending on what the original exception is. Don’t worry, you have other options). 
 
   
 
    Keep in mind that the upgraded feat effectively replaces the original. You can look at it as a single super-feat that costs TWO reinVIGORate for the price of being more powerful than other feats. 
 
    Here are some feats that stack: 
 
    
    	 Bad and Boojie. Requires Bourgeoisie (see above). When you surmount an impediment with Bourgeoisie, you may additionally create a situation descriptor that describes how the general attitude turns in your favor. If anyone wants to try to get rid of this descriptor, they must surmount +2d opposition.  
 
    	 Advanced Ritualist. Requires Ritualist (see above). You gain a +2d bonus when you use Scholarship in place of another skill during a challenge. This allows you to use Scholarship twice in the same challenge. 
 
   
 
    Branching Effects 
 
    When you branch, you create a new feat that relates to the original in terms of theme or subject matter, but provides a wholly new effect. If you look at stacking effects as expanding a feat or skill vertically, you can look at branching effects as expanding them laterally. 
 
    If your original feat added an action to a skill, a branching feat might add a different action to that skill, or it might provide a bonus to a different action the skill already has, or create a rules exception, etc. The mechanical effect isn’t connected to the prerequisite feat at all, but provides a complementary bit of funkiness. 
 
    This allows you to provide a few different paths to being funky that follow from a single feat. You can use this to highlight different elements of a certain skill and help characters that are highly ranked in the same skill differentiate from each other by following different feat families. 
 
    As an example of how this works, let’s take a look at the Deceive skill. If you look at the skill description, there are several avenues that we might enhance with feats: lying, sleight of hand and misdirection, disguise, creating cover stories, or social conflict. 
 
    So let’s make our first feat something like this: 
 
    Glib. You get a +2d to surmount with Deceive, provided you don’t have to talk to the person you’re trying to deceive for more than a few sentences before blowing past them. 
 
    Here are some potential options for branching off of that feat: 
 
    
    	 Quick Disguise. Requires Glib. You’re able to put together a convincing disguise in a heartbeat, using items from your surroundings. You can roll Deceive to create a disguise without any time to prepare, in nearly any situation. 
 
    	 Instant Cover. Requires Glib. You can whip up a cover story like no one’s business, even if you haven’t made an effort to establish it beforehand. Any time you surmount an obstacle in public using Deceive, automatically add a situation descriptor representing your cover story, and stick a free invocation on it. 
 
    	 Hey, What’s That? Requires Glib. Gain a +2d bonus whenever you’re using Deceive to momentarily distract someone, as long as part of the distraction involves saying something. 
 
   
 
    Every one of those feats thematically relates to very quick, spontaneous uses of Deceive, but they each have a different flavor of funkiness. 
 
      
 
    Purchasing Skills and Feats 
 
    You start with three skills intrinsic to your chosen archetype (see Archetypes). Your intrinsic skills start at 1 rank. To purchase more ranks in an intrinsic skill costs one point of Vigor for each rank, so if an Aviator wants to raise his Drive 1 skill to 4, it will cost him 3 points. To purchase a feat for an intrinsic skill also costs 1 point of Vigor, so purchasing three feats only costs 3 points of Vigor. 
 
    For non-intrinsic skills, it costs 1 point of Vigor per level of rank and this stacks, so if that same Aviator wanted to purchase the Deceive skill and raise it to 4 ranks, it would cost him TEN points of Vigor (1+2+3+4). To purchase a Feat for a non-intrinsic skill costs 2 points of Vigor; so three feats would cost 6 points of Vigor. 
 
      
 
    The Default Skill List 
 
    Here is a basic list of example skills for you to use in your Steamfunkateers games along with example feats tied to each. They should give you a good foundation from which to tweak your own lists, adding and subtracting skills as best fits the needs of the players and the GM. 
 
    Each skill description contains a list of actions that you can use the skill for. 
 
      
 
    Athletics: Surmount/Get the Upper Hand/Defend 
 
    The Athletics skill represents your character’s general level of physical fitness, whether through training, natural gifts, or genre-specific means (like magic or genetic alteration). It’s how good you are at moving your body. As such, it is a popular choice for nearly any action-oriented character. 
 
    Includes the ability to dance, ride, and otherwise engage in vigorous outdoor sporting activities, including archery. 
 
    Surmount: Athletics allows you to surmount any impediment that requires physical movement—jumping, running, climbing, swimming, etc. If it resembles something you’d do in the decathlon, you roll your dice for Athletics. You use surmount actions with Athletics to move between zones in a conflict if there’s a situation descriptor or other obstacle in your way. You also roll Athletics to chase or race in any contests or challenges that rely on these types of activities. 
 
    Get the Upper Hand: When you’re getting the upper hand with Athletics, you’re jumping to high ground, running faster than the opponent can keep up with, or performing dazzling acrobatic maneuvers in order to confound your foes. 
 
    Defend: Athletics is a catch-all skill to roll the dice for defense in a physical conflict, against close-quarters and ranged attacks. You can also use it to defend against characters trying to move past you, if you’re in a position to physically interfere with whoever’s making the attempt. 
 
    Athletics Feats 
 
    Sprinter. You move two zones for free in a conflict without rolling the dice, instead of one, provided there are no situation descriptors restricting movement. 
 
    Ya makási. Ya makási is taken from the Lingala language, which is spoken in the Republic of the Congo and the Democratic Republic of the Congo. Ya makási means “strong in body, spirit, and person.” You add +2d to surmount actions with Athletics if you are in a chase across rooftops or a similarly precarious environment. 
 
    Dazing Counter. When you get Four Successes or more on a defend action against an opponent’s Melee roll, you automatically counter with some sort of nerve punch or stunning blow. You get to attach the Dazed situation descriptor to your opponent with a free invoke, instead of just a boost. 
 
      
 
    Burglary: Surmount/Get the Upper Hand 
 
    The Burglary skill covers your character’s aptitude for stealing things and getting into places that are off-limits.  
 
    This skill also includes a proficiency in the related tech, allowing the character to disable alarm systems and whatnot. 
 
    Surmount: As stated above, Burglary allows you to surmount any impediment related to theft or infiltration. Bypassing locks and traps, pickpocketing and pilfering, covering your tracks, and other such activities all fall under the purview of this skill. 
 
    Get the Upper Hand: You can case a location with Burglary, to determine how hard it will be to break into and what kind of security you’re dealing with, as well as discover any vulnerabilities you can exploit. You can also examine the work of other burglars to determine how a particular heist was done, and create or discover descriptors related to whatever evidence they may have left behind. 
 
    Burglary Feats 
 
    Always a Way Out. +2d on Burglary checks made to get the upper hand whenever you’re trying to escape from a location. 
 
    Security Specialist. You don’t have to be present to provide active opposition to someone trying to surmount security measures you put in place or worked on. Normally, a character would roll against passive opposition for that. 
 
    Underworld Affiliated. You can use Burglary in place of Contacts whenever you’re dealing specifically with other thieves and burglars. 
 
      
 
    Business: Surmount/Get the Upper Hand 
 
    This is practical knowledge of the world of business. It includes the ability to make money by means of investments, lending at interest, issuing stock or other certificates of ownership, and similar financial maneuvering, as well as by running a shop or other commercial enterprise. While it includes the conduct of business dealings, negotiations, and sales pitches, it only applies to professional or commercial transactions, not interpersonal or social encounters, which are the province of Converse, Contacts, and similar skills. 
 
    Surmount: Business can be used to surmount obstacles related to running a business, such as finding suppliers or sources of raw materials, dealing with labor problems or recalcitrant workers, handling business-related legal issues, and so forth. You can use Business to reduce your wealth condition against passive opposition equal to the value of the condition to be recovered. 
 
    Get the Upper Hand: Business advantages usually reflect profitable commercial ventures coming to fruition, so descriptors such as Return on Investment or Got in on the Ground Floor are reasonable. 
 
    Extra: Wealth 
 
    Permissions: A descriptor related to wealth or economic status. 
 
    Costs: Skill ranks, if you want permanent financial condition marks  
 
    Most characters don’t have much disposable income, regardless of rank or status. They are more or less secure in their living—either from inherited or acquired wealth or by virtue of their employment, unless they have a descriptor or consequence indicating otherwise—but they are typically without large reserves of liquidity. However, in the world of Steamfunkateers, characters of great wealth do exist. White people are either old-money nobility or nouveau riche arrivistes. Wealthy Black characters in/from Africa might be old money nobility; however, wealthy characters from the Diaspora almost always acquired wealth through hard work and resourcefulness (e.g. setting up a lucrative business at the Atlanta Curb Market), or through taking it from someone else (e.g. robbing a bank). 
 
    To represent wealth, a PC can gain ranks in Wealth. However, Wealth is not used as a normal skill. Instead, each rank in Wealth is 10 times that of the rank below it. The amount of dollars (in coin or paper note) a character possesses is based on his or her Wealth rank, as follows: 
 
    0: $1 
 
    1: $10 
 
    2: $100 
 
    3: $1000 
 
    4: $10,000 
 
    5: $100,000 
 
    6: $1,000,000 
 
    7: $10,000,000 
 
    8: $100,000,000 
 
    9: $1,000,000,000 
 
    10: $10,000,000,000 
 
    Even a character without Wealth can try to raise money by taking an action to gain some temporary wealth: a descriptor reflecting the nature of the financial resource (such as Selling the Family Jewels). Four Successes provides Rank 2 money, while succeeding with Five Successes or more provides Rank 3 money. The passive opposition to this roll should be at least 3d, possibly higher, since making money is hard. 
 
    Characters without Wealth are more vulnerable to economic pressure or financial adversity than characters with Wealth. In such cases, the pressure or adversity will be experienced as either disadvantageous descriptors or as attacks inflicting mental condition. 
 
    Business Feats 
 
    Let’s Make a Deal: You can use Business in place of Converse or Contacts to interact with others as long as you frame the encounter as some quid pro quo exchange. 
 
    Collateral: Absorb a level of mental or financial condition from economic adversity. 
 
      
 
    Contacts: Surmount/Get the Upper Hand/Defend 
 
    Contacts is the skill of knowing and making connections with people. It presumes proficiency with all means of networking available in the setting. 
 
    Surmount: You use Contacts to surmount any impediment related to finding someone you need to find. Whether that’s old-fashioned “man on the street” type of work, polling your information network, or searching archives, you’re able to hunt down people or somehow get access to them. 
 
    Get the Upper Hand: Contacts allow you to know who the perfect person to talk to is for anything you might need, or to decide that you know the perfect person already. It’s likely that you’ll create story details with this skill, represented by descriptors. (“My contacts tell me that Joe Gans is the Best Boxer in Baltimore—we should manage him.”) 
 
    You can also get the upper hand to represent what the word on the street is about a particular individual, object, or location, based on what your contacts tell you. These descriptors almost always deal with reputation more than fact, such as Baddest Man in the Whole Damn Town or Notorious Swindler. Whether that person lives up to their reputation is anybody’s guess, though that doesn’t invalidate the descriptor—people often have misleading reputations that complicate their lives. 
 
    Contacts could also be used to create descriptors that represent using your information network to plant or acquire information. 
 
    Defend: Contacts can be used to defend against people getting the social upper hand against you, provided your information network can be brought to bear in the situation. You might also use it to keep someone from using Deceive or Contacts to go “off the grid,” or to interfere with Investigate attempts to find you. 
 
    Contacts Feats 
 
   
 
  

 Ear to the Ground. Whenever someone initiates a conflict against you in an area where you’ve built a network of contacts, you use Contacts instead of Spot to determine turn order, because you got tipped off in time. 
 
    Rumormonger. +2d to get the upper hand when you plant vicious rumors about someone else. 
 
    The Weight of Reputation. You can use Contacts instead of Provoke to get the upper hand based on the fear generated by the sinister reputation you’ve cultivated for yourself and all the shady associates you have. You should have an appropriate descriptor to pair with this feat. 
 
    A Wonderful Correspondent. Because of your extensive letter-writing, you have a far-flung network of friends and acquaintances. You can spend a point of Vigor to introduce such an NPC into the scene where appropriate, or to declare that a newly introduced NPC is one of your correspondents. 
 
    Honored Stranger. Under normal circumstances, your foreign origin marks you as an outsider. However, you are treated as an honored guest by one circle, social group, or class—such as diplomats, artists, businessmen, musicians, or scientists. Among that group, you gain +2d Contacts. 
 
      
 
    Converse: Surmount/Get the Upper Hand 
 
    This is your ability to “be agreeable in company”—to come across as personable, affable, and even charming when interacting with social acquaintances. It’s also how effective you are at self-expression and social interaction more generally. 
 
    Strictly speaking, interaction across lines of class and status is governed by Contacts, while the ability to lead and inspire is governed by Leadership. 
 
    Surmount: You can use agreeable conversation to smooth over difficulties related to the standoffishness of your interlocutors or the awkwardness of your social position. You can also use Converse to woo someone. 
 
    Get the Upper Hand: You can use Converse to get the upper hand related to leaving favorable impressions upon acquaintances or to extract information from conversation. You can also impart information to an acquaintance and expect it to become common knowledge after a short time—a few days at worst to a few hours under ideal conditions. Depending on the sort of information—gossip, rumors, or slanderous accusations, for example—this may create a descriptor or just establish a disadvantageous fictional situation for the character. 
 
    Converse Feats 
 
    Vicious Gossip. You can use Converse to attack someone in your social circle by spreading malicious gossip about them, as long as the rumor you are spreading is true insofar as you can determine. If you succeed, you inflict a mental condition. If you want to lie about them, use Deceive instead. 
 
      
 
    Deceive: Surmount/Get the Upper Hand/Defend 
 
    Deceive is the skill of lying to and misdirecting people. 
 
    Surmount: Use Deceive to bluff your way past someone, or to get someone to believe a lie, or to get something out of someone because they believe in one of your lies. For nameless NPCs, this is just a surmount roll, but for PCs or named NPCs, it requires a contest, and the target opposes with Empathy. Winning this contest could justify placing a situation descriptor on your target, if buying into your lie could help you in a future scene. 
 
    Deceive is the skill you use for determining if a disguise works, whether on yourself or others. You’ll need to have the time and supplies to create the desired effect. 
 
    You can also use Deceive to do small tricks of sleight-of-hand and misdirection. 
 
    Get the Upper Hand: Use Deceive to create momentary distractions, cover stories, or false impressions. You could feint in a swordfight, putting an opponent Off-Balance and setting you up for an attack. You could do the whole, “What’s that over there?” trick to give you a Head Start when you run away. You could establish a Wealthy Noble Cover Story for when you attend a royal ball. You could trick someone into revealing one of their descriptors or other information. 
 
    Attack: Deceive is an indirect skill that creates a lot of opportunities you can capitalize on, but it doesn’t do direct harm to an individual. 
 
    Defend: You can use Deceive to throw off Investigation attempts with false information and to defend against efforts made to discern your true motives with the Empathy skill. 
 
    Deceive Feats 
 
    Lies upon Lies. +2d to create a Deceive advantage against someone who has believed one of your lies already during this session. 
 
    Mind Games. You can use Deceive in place of Provoke to make mental attacks, as long as you can make up a clever lie as part of the attack. 
 
    One Person, Many Faces. Whenever you meet someone new, you can spend a point of Vigor to declare that you’ve met that person before, but under a different name and identity. Create a situation descriptor to represent your cover story, and you can use Deceive in place of Rapport whenever interacting with that person. 
 
      
 
    Drive: Surmount/Get the Upper Hand/Defend 
 
    The Drive skill is all about operating ground, air and water vehicles and things that go fast, like horses, camels and dire lions. 
 
    Like Tinkering, how the Drive skill appears in your games is going to depend a lot on how much action you intend to have inside of vehicles or other forms of transportation, and what kind of technology is available in your setting. 
 
    Surmount: Drive is the equivalent of Athletics when you’re in a vehicle—you use it to successfully accomplish movement in the face of difficult circumstances, like rough terrain, small amounts of clearance, or feat driving. Obviously, Drive is also ripe for contests, especially chases and races. 
 
    Get the Upper Hand: You can use Drive to determine the best way to get somewhere in a vehicle and a good enough roll might allow you to learn descriptors of the route that get expressed as Landmarks, or declare that you know a Convenient Shortcut or something similar. 
 
    You can also just read the Athletics description, and then make it about a vehicle. Advantages created using Drive often revolve around getting good positioning, doing a fancy maneuver, or putting your opponent in a bad spot. 
 
    Attack: Drive isn’t usually used as an attack skill, but feats can certainly alter this. If you want to ram a vehicle, you can attack with Drive, but you take the same condition you inflict. 
 
    Defend: Avoiding damage to a vehicle in a physical conflict is one of the most common uses of Drive. You can also use Drive to defend against upper hands being gained against you or to surmount actions of someone trying to move past you in a vehicle. 
 
    Drive Feats 
 
    Hard to Shake. +2d to Drive whenever you’re pursuing another vehicle in a chase scene. 
 
    Pedal to the Metal. You can coax more speed out of your vehicle than seems possible. Whenever you’re engaged in any contest where speed is the primary factor (such as a chase or race of some kind), consider your vehicle one tier higher in the hierarchy of speed (see below). 
 
    Ramming Speed. When ramming another vehicle, you ignore two steps of conditions—severity, duration, or a combination of the two. So if you ram and cause a severe, lasting condition to your opponent’s vehicle, you only take minor, lasting damage (or moderate, sticky damage; or severe, fleeting damage—YOU choose the steps). 
 
    Combat Pilot. You can use Drive in place of Marksman to attack in air combat when flying an air vehicle—an airship, helicopter, aeroplane or the like. 
 
    Fancy Flyer. +2d to Drive when surmounting obstacles related to close-quarters maneuvering in an air vehicle, such as flying nap-of-the-earth, threading among looming airships, or zigzagging along a narrow valley. 
 
    Vehicle Rules 
 
    The hierarchy of speed (from fastest to slowest) goes as follows: 
 
    
    	          Aeroplane/airship 
 
    	          Steam-powered Helicopter 
 
    	          Steam-Car/Monowheel/Motorcycle 
 
    	          Horse 
 
    	          Velocipede/Penny-Farthing 
 
    	          Foot 
 
   
 
    When a chase involves a speed mismatch, the faster driver gets a number of free invocations of vehicle descriptors equal to the difference between the tiers. This can be mitigated by circumstances—feet can outpace a steam-car in a dense forest, and a steam-car might help you catch up with an aeroplane before it is airborne. 
 
      
 
    Empathy: Surmount/Get the Upper Hand/Defend 
 
    Empathy involves knowing and being able to spot changes in a person’s mood or bearing. It’s basically the emotional Spot skill. 
 
    Surmount: You don’t really use Empathy to surmount obstacles directly—normally, you find out some information with it, and then use another skill to act. In some cases, though, you might use Empathy like you would Spot, to see if you catch a change in someone’s attitude or intent. 
 
    Get the Upper Hand: You can use Empathy to read a person’s emotional state and get a general sense of who they are, presuming you have some kind of interpersonal contact with them. Most often, you’ll use this to assess the descriptors on another character’s sheet, but sometimes you’ll also be able to create new descriptors, especially on NPCs. If the target has some reason to be aware that you’re trying to read them, they can defend with Deceive or Rapport. 
 
    You can also use Empathy to discover what circumstances will allow you to make mental attacks on someone, figuring out their breaking points. 
 
    Defend: This is the skill to go to in order to defend against Deceive actions, allowing you to piece through to someone’s true intent. You can also use it to defend against those creating social advantages against you in general. 
 
    Special: Empathy is the main skill you use to help others recover from consequences that are mental in nature. 
 
    Empathy Feats 
 
    Lie Whisperer. +2d to all Empathy checks made to discern or discover lies, whether they’re directed at you or someone else. 
 
    Nose for Trouble. You can use Empathy instead of Spot to determine your turn order in a conflict, provided you’ve gotten a chance to observe or speak to those involved for at least a few minutes beforehand during the scene. 
 
    Psychologist. Once per session you can reduce someone else’s mental condition by one level of severity (severe to moderate, moderate to mild, mild to nothing at all) by succeeding on an Empathy roll. You need to talk with the person you’re treating for at least half an hour in order for them to receive the benefits of this feat, and you can’t use it on yourself (normally, this roll would only start the recovery process, instead of changing the condition level). 
 
      
 
    Gamble: Surmount/Get the Upper Hand/Attack 
 
    This represents your skill and experience with games of chance, including dice and dice, as well as your knowledge of horse racing and sports of all sorts. 
 
    Surmount: Use Gamble to surmount problems related to knowing the odds and making the appropriate bet. You can also use Gamble to detect attempts at cheating such as marked dice, loaded dice, and similar cons. 
 
    Get the Upper Hand: Use Gamble to get the upper hand related to winning at a game of chance, or to create a wager for high-stakes play. 
 
    Attack: Gamble is not typically used to attack, but a high-stakes game might put one’s nerves under a condition as his or her fortune may indeed be on the line. In such circumstances, Gamble can be used to attack in order to inflict mental conditions. 
 
    High-Stakes Gambling 
 
    In high-stakes play, each side stakes a wager consisting of a descriptor and a stakes value. This wager can be represented by staking Wealth, with a stakes value equal to the Wealth rank staked. For example, a character could use Business to sell off some land, creating the wager Pile of Cash. Characters involved in high-stakes Gambling roll their dice pool and score it as usual; the highest score wins, gaining the wagered Wealth (the sum of the dollar amounts) while retaining their own; the others lose their wagers. 
 
    Under some circumstances, high-stakes gambling becomes an outright conflict, with the wagers remaining on the table until all but one gambler is incapacitated or concedes. During such a conflict, the gamblers can use Spot, Deceive, Empathy, and Converse as well as Gamble and Will in order to attack and defend. 
 
    Gamble Feats 
 
    Poker Face. You can use Gamble in place of Deceive to bluff, stonewall, or otherwise rely on hiding your true intentions or disposition while interacting with others. 
 
    Winnings. You can spend a point of Vigor to produce wealth, representing previous winnings. Each point of Vigor you spend in this way creates a descriptor like Cold Hard Cash or Ready Money and raises Wealth by 1 rank. 
 
      
 
    Investigate: Surmount/Get the Upper Hand 
 
    Investigate is the skill you use to find things out. It’s a counterpart to Spot—whereas Spot revolves around situational awareness and surface observation, Investigate revolves around concentrated effort and in-depth scrutiny. 
 
    Surmount: Obstacles to Investigate are all about information that’s hard to uncover for some reason. Analyzing a crime scene for clues, searching a cluttered room for the item you need, even poring over a musty old tome to try to find the passage that makes everything make sense. 
 
    Racing against the clock to collect evidence before the constables show up or disaster occurs is a classic way to use Investigate in a challenge. 
 
    Get the Upper Hand: Investigate is probably one of the most versatile skills you can use to get the upper hand. As long as you’re willing to take the time, you can find out just about anything about anyone, discover nearly any detail about a place or object, or otherwise make up descriptors about nearly anything in the game world that your character could reasonably unearth. 
 
    If that sounds broad, consider the following as just a few of the possibilities for using Investigate: eavesdropping on a conversation, looking for clues at a crime scene, examining records, verifying the truth of a piece of information, conducting surveillance, and researching a cover story. 
 
    Investigate Feats 
 
    Attention to Detail. You can use Investigate instead of Empathy to defend against Deceive attempts. What others discover through gut reactions and intuition, you learn through careful observation. 
 
    Eavesdropper. On a successful Investigate roll to get the upper hand by eavesdropping on a conversation, you can discover or create one additional descriptor (though this doesn’t give you an extra free invocation). 
 
    The Power of Deduction. Once per scene you can spend a point of Vigor (and a few minutes of observation) to make a special Investigate roll representing your potent deductive faculties. For each level of success you make on this roll—Six Successes would be considered 4 levels, Five Successes, 3 levels, Four Successes would be considered 2 levels and a Three-of-a-Kind, 1 level— you discover or create a descriptor, on either the scene or the target of your observations, though you may only invoke one of them for free. 
 
      
 
    Leadership: Surmount/Get the Upper Hand/Attack/Defend 
 
    This is your ability to inspire loyalty and effectively direct others’ performance, particularly subordinates and, more generally, those inclined to defer to your authority. 
 
    Surmount: Use Leadership to motivate reluctant or flagging subordinates, rally wavering troops, or smarten up the household staff. 
 
    Get the Upper Hand: Leadership can get the upper hand reflecting the quality of inspired or highly motivated subordinates, companions, underlings, or staff. 
 
    Attack: Leadership is not typically used to attack, but in certain mass combat situations, you can use it to lead troops against a defending force. 
 
    Defend: Leadership is not typically used to defend, but in certain mass combat situations, you can use it to lead troops against an attacking force. 
 
    Extra: Troops and Crew 
 
    Permissions: A descriptor indicating that you are an officer in some military or otherwise hold authority over a body of troops or the crew of a vessel. 
 
    Costs: ReinVIGORate, if you want the troops or crew to have skills. 
 
    Troops or crew are defined by a name of their unit or another designation, such as 1st Battalion, Roberts’ Rangers or the Airship Sweet Chariot Crew. They begin with no skills, but you can spend reinVIGORate to give them a skill stack with a peak skill equal to the reinVIGORate that you spent—for example, spending 3 reinVIGORate gives them one rank 3 skill, one rank 2 skill, and one rank 1 skill (don’t worry, you can increase your base reinVIGORate beyond 3—see Physique). They will take action as you direct. Only enemies of comparable numbers can inflict condition upon troops or crew, so a lone character usually cannot. However, a single individual may be able to temporarily defeat a body of troops or evade them. 
 
    Leadership Feats 
 
    Unflappable. Your air of authority makes you difficult to faze. You can use Leadership in place of Will to defend or surmount in situations where you can fall back on your formal position or the performance of your duties. For example, if you have taken charge of an airship while it is under attack, and the attackers try to intimidate you into striking your colors—attacking you to inflict a mental condition—instead of defending with Will to keep your morale steady, you can defend with Leadership. 
 
    Here Comes the Cavalry! You can spend a point of Vigor to have your troops rendezvous with you per retroactively transmitted orders, showing up in circumstances when they would otherwise be too far away to assist you. 
 
      
 
    Marksman: Surmount/Get the Upper Hand/Attack 
 
    The counterpart to Melee, Marksman is the skill of using ranged weaponry, either in a conflict or on targets that don’t actively resist your attempts to shoot them (like a bull’s-eye or the broad side of a barn). 
 
    Marksman refers specifically to gunplay; archery is part of Athletics. Marksman also includes the ability to operate heavy gunnery on vehicles. 
 
    Surmount: Unless, for some reason, you need to demonstrate your Marksman ability in a non-conflict situation, you probably won’t be using this skill for normal obstacles much. Obviously, contests involving Marksman are a popular staple of adventure fiction, and we recommend you look for the opportunity to have them if you have a character that specializes in this. 
 
    Get the Upper Hand: In physical conflicts, Marksman can be used to perform a wide variety of moves, like trick shots, keeping someone under heavy fire, and the like. You might even be able to disarm people and shoot their top hats off their heads—pretty much anything you’ve seen in an action movie. You could also make the argument for creating descriptors based on your knowledge of guns (like placing a Prone to Jams descriptor on an opponent’s gun). 
 
    Attack: This skill makes physical attacks. You can usually make them from up to 2 zones away, unlike with Melee. Sometimes the range will change with the weapon. 
 
    Defense: Marksman is unique in that it doesn’t really have a defense component to it—you’d use Athletics for that. You could use it to lay down some covering fire—which might act as a defense for your allies or provide opposition to someone else’s movement—though it could just as easily be represented by getting the upper hand (Covering Fire or Hail of Bullets, for example). 
 
    Marksman Feats 
 
    Called Shot. During a Marksman attack, spend a point of Vigor and declare a specific condition you want to inflict on a target, like Shot in the Hand. If you succeed, you place that as a situation descriptor on them in addition to hitting them for a condition. 
 
    Quick on the Draw. You can use Marksman instead of Spot to determine turn order in any physical conflict where shooting quickly would be useful. 
 
    Uncanny Accuracy. Once per conflict, stack an additional free invoke on an upper hand you’ve gotten to represent the time you take to aim or line up a shot (like In My Sights). 
 
      
 
    Melee: Surmount/Get the Upper Hand/Attack/Defend 
 
    The Melee skill covers all forms of close-quarters combat (in other words, within the same zone), both unarmed and using weapons. For the ranged weapons counterpart, see Marksman. 
 
    Surmount: Since you don’t really use Melee outside of a conflict, it’s not often used to surmount impediments. You might use it to display your fighting prowess in a demonstration, or to participate in some kind of regulated bout or sport fighting, which would allow you to use this skill in a contest. 
 
    Get the Upper Hand: You will probably use Melee for most of the upper hands you get in a physical conflict. Any number of special moves can be covered: a targeted strike to stun, a “dirty move,” disarming, and so on. You could even use Melee to assess another fighter’s style, spotting weaknesses in his or her stance or technique that you can exploit. 
 
    Attack: This is self-explanatory. You make physical attacks with Melee. Remember this is for close-in work, so you usually have to be within the same zone as your opponent. 
 
    Defend: You use Melee to defend against any other attack or get the upper hand with Melee, as well as pretty much any action where violently interposing yourself could prevent it from happening. You can’t use this skill to defend against Marksman attacks, unless you have a special ability that allows you to catch missiles or swat them from the air or use swords to deflect bullets, or something similar. 
 
    Melee Feats 
 
    Heavy Hitter. When you get Four Successes, Five Successes or more on a Melee attack and choose to reduce the result to a single success, you gain a full situation descriptor with a free invocation instead. 
 
    Backup Weapon. Whenever someone’s about to hit you with a Disarmed situation descriptor or something similar, spend a point of Vigor to declare you have a backup weapon. Instead of a situation descriptor, your opponent gets a one-time bonus, representing the momentary distraction you suffer having to switch. 
 
    Killing Stroke. Once per scene, when you force an opponent to take a condition, you can spend a point of Vigor to increase the condition’s severity—mild becomes moderate; moderate becomes severe. If your opponent was already going to take a severe consequence, he must either take a severe consequence and a second consequence or be killed. 
 
      
 
    Perform: Surmount/Get the Upper Hand 
 
    This represents your skill at dramatic or musical performance, including oratorical declamation as well as singing, playing an instrument, acting, and reciting poetry with true and tender feeling. 
 
    Surmount: This lets you deal with impediments related to the difficulty of the material to be performed or of piercing the jaded apathy of the audience. 
 
    Get the Upper Hand: A skillful performance can create a positive and powerful impression on members of the audience, or give you a reputation for taste and refinement. 
 
    Perform Feats 
 
    Virtuoso. Choose a mode of performance. +2d to Perform when surmounting obstacles related to the difficulty of this type of material. 
 
      
 
    Physique: Surmount/Get the Upper Hand/Defend 
 
    The Physique skill is a counterpart to Athletics, representing the character’s natural physical aptitudes, such as raw strength and endurance.  
 
    Surmount: You can use Physique to surmount any impediments that require the application of brute force—most often to surmount a situation descriptor on a zone—or any other physical impedance, like prison bars or locked gates. Of course, Physique is the classic skill for arm-wrestling matches and other contests of applied strength, as well as marathons or other endurance-based challenges. 
 
    Get the Upper Hand: Physique has a lot of potential for getting the upper hand in a physical conflict, usually related to grappling and holding someone in place, making them Pinned or Immobilized. You might also use it as a way of discovering physical impairments possessed by the target—grappling the old mercenary tells you that he has a Bum Leg or something. 
 
    Defend: Though you don’t generally use Physique to defend against attacks, you can use it to provide active opposition to someone else’s movement, provided you’re in a small enough space that you can effectively use your body to block access. You might also interpose something heavy and brace it to stop someone from getting through. 
 
    Special: The Physique skill gives you additional reinVIGORate—1 point per 2 ranks of Physique. 
 
    Physique Feats 
 
    Grappler. +2d to Physique checks made to get the upper hand on an enemy by wrestling or grappling with them. 
 
    Take the Blow. You can use Physique to defend against Melee attacks made with fists or blunt instruments. 
 
    Tough as Nails. Once per session, at the cost of a point of Vigor, you can reduce the severity of a moderate condition that’s physical in nature to a mild condition, or erase a mild condition altogether. 
 
      
 
    Provoke: Surmount/Get the Upper Hand/Attack 
 
    Provoke is the skill about getting someone’s dander up and eliciting negative emotional response from them—fear, anger, shame, etc. 
 
    To use Provoke, you need some kind of justification. That could come entirely from the situation, or because you have a descriptor that’s appropriate, or because you’ve gotten the upper hand with another skill (like Rapport or Deceive), or because you’ve assessed your target’s descriptors (see Empathy). 
 
    This skill requires that your target can feel emotions—automatons and zombies typically can’t be provoked. 
 
    Surmount: You can provoke someone into doing what you want in a fit of emotional irritation. You might intimidate them for information, anger them so badly that they act out, or scare them into running away. This will often happen when you’re going up against nameless NPCs or it isn’t worthwhile to play out the particulars. Against PCs or important NPCs, you’ll need to win a contest. They oppose with Will. 
 
    Get the Upper Hand: You can get the upper hand representing momentary emotional states, like Enraged, Shocked, or Hesitant. Your target opposes with Will. 
 
    Attack: You can make mental attacks with Provoke, to do emotional harm to an opponent. Your relationship with the opponent and the circumstances you’re in figure a great deal into whether or not you can use this action. 
 
    Provoke Feats 
 
    Armor of Fear. You can use Provoke to defend against Melee attacks, but only until the first time you suffer a condition in the conflict. You can make your opponents hesitate to attack, but when someone shows them that you’re only human your advantage disappears. 
 
    Provoke Violence. When you get the upper hand on an opponent using Provoke, you can use your free invocation to become the target of that character’s next relevant action, drawing their attention away from another target. 
 
    Give it Up! You can use Provoke in place of Empathy to learn a target’s descriptors, by bullying them until they reveal one to you. The target defends against this with Will. If the GM thinks the descriptor is particularly vulnerable to your hostile approach, you get a +2d bonus. 
 
      
 
    Rapport: Surmount/Get the Upper Hand/Defend 
 
    The Rapport skill is all about making positive connections to people and eliciting positive emotion. It’s the skill of being liked and trusted. Rapport includes knowledge of etiquette and formal social rules appropriate to your position and place in society. 
 
    Surmount: Use Rapport to charm or inspire people to do what you want, or to establish a good connection with them. Charm your way past the guard, convince someone to take you into their confidence, or become the man of the hour at the local tavern. For nameless NPCs, this is just a surmount action, but you may have to enter a contest to sufficiently ingratiate yourself to a named NPC or PC. 
 
    Get the Upper Hand: Use Rapport to establish a positive mood on a target or in a scene or to get someone to confide in you out of a genuine sense of trust. You could pep talk someone into having Elevated Confidence, or stir a crowd into a Joyful Fervor, or simply make someone Talkative or Helpful. 
 
    Defend: Rapport defends against any skill used to damage your reputation, sour a mood you’ve created, or make you look bad in front of other people. It does not, however, defend against mental attacks. That requires Will. 
 
    Rapport Feats 
 
    Best Foot Forward. Twice per session, you may upgrade a temporary boost you receive with Rapport into a full situation descriptor with a free invocation. 
 
    Agitator. +2d to Rapport when you’re delivering an inspiring speech in front of a crowd. (If there are named NPCs or PCs in the scene, you may target them all simultaneously with one roll rather than dividing up your shifts.) 
 
    Popular. If you’re in an area where you’re popular and well-liked, you can use Rapport in place of Contacts. You may be able to establish your popularity by spending a point of Vigor to declare a story detail, or because of prior justification. 
 
      
 
    Resources: Surmount/Get the Upper Hand 
 
    Resources describes your character’s general level of material wealth in the game world and ability to apply it. This does not reflect cash on hand (see Wealth, under the Business skill)—it might be tied to land or slaves, or it might mean a number of owned properties. 
 
    Surmount: You can use Resources to get yourself out of or past any situation where throwing material wealth or money at the problem will help, such as committing bribery or acquiring rare and expensive things. Challenges or contests might involve auctions or bidding wars. 
 
    Get the Upper Hand: You can use this action to grease the wheels and make people friendlier, whether that represents an actual bribe or simply buying drinks for people. You can also use Resources to declare that you have something you need on hand, or can quickly acquire it, which could give you a descriptor representing the object. 
 
    Resources Feats 
 
    Money Talks. You can use Resources instead of Rapport in any situation where ostentatious displays of material wealth might aid your cause. 
 
    Savvy Investor. You get an additional free invoke when you get the upper hand with Resources, provided that they describe a monetary return on an investment you made in a previous session. (In other words, you can’t retroactively declare that you did it, but if it happened in the course of play, you get higher returns.) 
 
    Trust Fund Baby. Twice per session, you may take a boost representing a windfall or influx of cash. 
 
      
 
    Scholarship: Surmount/Get the Upper Hand 
 
    The Scholarship skill is about knowledge and education, including specialized education, such as legal or medical training, or supernatural and arcane knowledge. 
 
    Surmount: You can use Scholarship to surmount any impediment that requires applying your character’s knowledge to achieve a goal. For example, you might roll Scholarship to decipher some ancient language on a tomb wall, under the presumption that your character might have researched it at some point. 
 
    Frankly, you can use Scholarship as a go-to skill any time you need to know if your character can answer a difficult question, where some tension exists in not knowing the answer. 
 
    Get the Upper Hand: Like Investigate, Scholarship provides a lot of very flexible opportunities to get the upper hand, provided you can research the subject in question. More often than not, you’ll be using Scholarship to get a story detail, some obscure bit of information that you uncover or know already, but if that information gives you an edge in a future scene, it might take the form of a descriptor. Likewise, you can use Scholarship to get the upper hand based on any subject matter your character might have studied, which gives you a fun way to add details to the setting. 
 
    Scholarship Feats 
 
    Bookworm. You’ve read hundreds—if not thousands—of books on a wide variety of topics. You can spend a point of Vigor to use Scholarship in place of any other skill for one roll or exchange, provided you can justify having read about the action you’re attempting. 
 
    Shield of Reason. You can use Scholarship as a defense against Provoke attempts, provided you can justify your ability to surmount your fear through rational thought and reason. 
 
    Specialist. Choose a field of specialization, such as herbology, criminology, or zoology. You get a +2d to all Scholarship checks relating to that field of specialization. 
 
    Law Degree. Because of your legal training, you can use Scholarship to surmount obstacles and get the upper hand related to the invocation of legal machinery, including the action of courts and the law. 
 
    Medical Degree. You are a licensed physician, and can use Scholarship to surmount obstacles and get the upper hand related to the deployment of medical knowledge, including the diagnosis of disease and the skillful treatment of injury. 
 
      
 
    Spot: Surmount/Get the Upper Hand/Defend 
 
    The Spot skill involves just that—spotting things. It’s a counterpart to Investigate, representing a character’s overall perception, ability to pick out details at a glance, and other powers of observation. Usually, when you use Spot, it’s very quick compared to Investigate, so the kinds of details you get from it are more superficial, but you also don’t have to expend as much effort to find them. 
 
    Spot also includes aesthetic appreciation—the ability to attend to and evaluate an artistic performance. 
 
    Surmount: You don’t really use Spot to surmount impediments too often but when you do it’s used in a reactive way: noticing something in a scene, hearing a faint sound, spotting the concealed gun in that guy’s waistband.  
 
    Note that this isn’t license for GMs to call for Spot checks left and right to see how generally observant the players’ characters are; that’s boring. Instead, call for Spot checks when succeeding would result in something interesting happening and failing would result in something just as interesting. 
 
    Get the Upper Hand: You use Spot to create descriptors based on direct observation—looking over a room for details that stand out, finding an escape route in a debris-filled building, noticing someone sticking out in a crowd, etc. When you’re watching people, Spot can tell you what’s going on with them externally; for internal changes, see Empathy. You might also use Spot to declare that your character spots something you can use to your advantage in a situation, such as a convenient Escape Route when you’re trying to get out of a building or a Subtle Weakness in the enemy’s line of defense. For example, if you’re in a barroom brawl you could make a Spot roll to say that you spot a puddle on the floor, right next to your opponent’s feet that could cause him to slip. 
 
    Defend: You can use Spot to defend against any uses of Stealth to get the drop on you or ambush you, or to discover that you are being observed. 
 
    Spot Feats 
 
    Danger Sense. You have an almost preternatural capacity for detecting danger. Your Spot skill works unimpeded by conditions like total concealment, darkness, or other sensory impairments in situations where someone or something intends to harm you. 
 
    Body Language Reader. You can use Spot in place of Empathy to learn the descriptors of a target through observation. 
 
    Reactive Shot. You can use Spot instead of Marksman to make quick, reactive shots that don’t involve a lot of aiming. However, because you’re having a knee-jerk reaction, you’re not allowed to concretely identify your target before using this feat. So, for example, you might be able to shoot at someone you see moving in the bushes with this feat, but you won’t be able to tell if it’s friend or foe before you pull the trigger. Choose carefully! 
 
      
 
    Stealth: Surmount/Get the Upper Hand/Defend 
 
    The Stealth skill allows you to avoid detection, both when hiding in place and trying to move about unseen. It pairs well with the Burglary skill. 
 
    Surmount: You can use Stealth to get past any situation that primarily depends on you not being seen. Sneaking past sentries and security, hiding from a pursuer, avoiding leaving evidence as you pass through a place, and any other such uses all fall under the purview of Stealth. 
 
    Get the Upper Hand: You’ll mainly use Stealth to create descriptors on yourself, setting yourself in an ideal position for an attack or ambush in a conflict. That way, you can be Well-Hidden when the guards pass by and take advantage of that or Hard to Pin Down if you’re fighting in the dark. 
 
    Defend: You can use this to foil Spot attempts to pinpoint you or seek you out. You also use this to try to throw of the scent of an Investigate attempt from someone trying to track you. 
 
    Stealth Feats 
 
    Face in the Crowd. +2d to any Stealth roll to blend into a crowd. What a “crowd” means will depend on the environment—a train station requires more people to be crowded than a small bar. 
 
    Vanish. Once per scene, you can vanish while in plain sight, using a smoke pellet or other mysterious technique—by spending a point of Vigor. This places the Vanished boost on you. While you’re vanished, no one can attack or get the upper hand on you until after they’ve succeeded at a surmount roll with Spot to figure out where you went (basically meaning they have to give up an exchange to try). This descriptor goes away as soon as you invoke it, or someone wins at that surmount roll. 
 
    Elusive Target. Provided you’re in darkness or shadow, you can use Stealth to defend against Marksman attacks from enemies that are at least one zone away. 
 
      
 
    Tinkering: Surmount/Get the Upper Hand 
 
    Tinkering is the skill of working with machinery, for good or ill. 
 
    It is used to maintain and repair aeroplanes and airships, as well as other steam-powered and aether-powered devices. 
 
    This represents your general mechanical aptitude and training. It also includes your ability to manipulate the rigging and fittings of a craft to adjust its speed, trim, and altitude. 
 
    Surmount: Tinkering allows you to build, break, or fix machinery, presuming you have the time and tools you need. Often, actions with Tinkering happen as one component of a more complex situation, making it a popular skill for challenges. For example, if you’re just fixing a broken door, neither success nor failure is interesting; you should just succeed and move on. Now, if you’re trying to get your steam car to start while a mischief of rat-kin is hunting you… 
 
    Get the Upper Hand: You can use Tinkering to create descriptors representing a piece of machinery, pointing out useful descriptors or strengths you can use to your advantage (Armor-Plated, Rugged Construction) or a vulnerability for you to exploit (Flaw in the Cross-Beam, Hasty Work, Jury-Rigged).  
 
    Getting the upper hand through Tinkering can also take the form of quick and dirty sabotage or jury-rigging on mechanical objects in the scene. For example, you might create a Makeshift Pulley to help you get to the platform above you, or throw something into the ballista that’s firing on you to give it a Jammed Pivoting Joint and make it harder to hit you. 
 
    Attack: You probably won’t use Tinkering to attack in a conflict, unless the conflict is specifically about using machinery, like with siege weaponry. GMs and players, talk over the likelihood of this happening in your game if you have someone who is really interested in taking this skill. Usually, weapons you craft are likely to be used with other skills to attack—a guy who makes a sword still needs Melee to wield it well! 
 
    Defend: As with attacking, Tinkering doesn’t defend, unless you are somehow using it as the skill to control a piece of machinery that you block with. 
 
    Tinkering Feats 
 
    Always Making Useful Things. You don’t ever have to spend a point of Vigor to declare that you have the proper tools for a particular job using Tinkering, even in extreme situations, like being imprisoned and separated from all your stuff. This source of opposition is just off the table. 
 
    Better than New! Whenever you get Four Successes or Five Successes on a surmount action to repair a piece of machinery, you can immediately give it a new situation descriptor (with a free invoke) reflecting the improvements you’ve made, instead of just a boost. If you roll Six Successes, you can immediately give it TWO new situation descriptors. 
 
    Surgical Strikes. When using Tinkering in a conflict involving machinery, you can filter out unwanted targets from whole-zone attacks without having to divide up your roll (normally, you’d need to divide your roll between your targets). 
 
    Crack Airman. +2d to Tinkering when dealing with the routine mechanical tasks related to keeping an airship flying. 
 
    Inventor. Once per session, you can spend a point of Vigor to introduce a useful mechanical contraption that is bulky, noisy, and connected to a limited or otherwise restrictive power supply. Define the invention as a descriptor that includes its limitations: for example, Clanking Steam-Powered Mecha. If the GM allows, you can add additional elements to your invention, making it a true extra. 
 
    Powered by Steam! 
 
    Characters with knowledge of Tinkering will be at least somewhat familiar with the workings and nomenclature of steam power. A strong and sturdy boiler contains liquid, usually water, supplied from a tank via a pump called an injector. The water is heated by a motor unit or firebox, which burns coal, wood, or oil delivered by hand or mechanical stoker from a storage bunker. This process creates steam which typically drives a set of pistons, which in turn moves a crankshaft and flywheel, which—when connected via mechanical linkages such as gears, cogs, and reciprocating rods—operates various sorts of machinery. The steam may be vented in billowing plumes, or recovered via condensers that siphon liquid back to the water tank.  
 
    Such complicated machinery will inevitably develop mechanical problems. Represent these as descriptors the GM can compel when the characters operate steam-powered equipment. GMs, you can create these descriptors to add mechanical complications to the ongoing action—for example, as might happen if the Airship Sweet Chariot was pursued by sky pirates or if a PC aeroplane pilot pushed her craft to the limit and succeeded, but at a cost. If you want to randomly generate a mechanical problem descriptor, roll a die and pick from the following table: 
 
    1: Boiler Pressure Low 
 
    2: Leaky Valve Fittings 
 
    3: Firebox Not Drawing 
 
    4: Loose Gears 
 
    5: Injector Pump Malfunction 
 
    6: Pressure Build-Up 
 
    The consequences of mechanical failure may include work stoppage, damage to the equipment, and injury to the operator; the unexpected venting of super-heated steam can scald the unwary in horrific ways. Sometimes a tinkerer must expose him or herself to such venting by operating a bypass valve or activating an emergency damper to relieve pressure in the system. A pressure build-up left unabated can cause a massive explosion that will destroy the boiler, wreak havoc on the surroundings, and kill or injure all those nearby. 
 
    Airships, Aeroplanes, and Other Vehicles 
 
    Airships consist of hulls or gondolas borne aloft by large silk-and-rubber gas-bags, thrust by steam-driven propellers, and steered by the manipulation of sails, rudders, and wings. The hazards of aerial travel adds to its charm: bad weather, mountainous terrain, mechanical difficulties, and—particularly along the wilder frontiers of civilized society—air pirates. 
 
    Aeroplanes are lightweight mechanical contrivances achieving sustained flight by some combination of wing-created lift and steam (or aether)-powered propulsion. They are for local travel only, lacking the endurance for extended trips—though a small aeroplane might conceivably barnstorm across the country, landing in fields and sheltering in barns. However, this won’t be much faster, if at all, than floating in luxurious elegance aboard an airship, and there is a real possibility of the firebox running out of fuel: a disastrous event, as it replenishes the boiler driving the airscrews or ornithopter wings or both. 
 
    Most airships carry at least one or two small aeroplanes for passenger excursions, cargo loading, and reconnoitering. Among the adventurous it is considered a sporting pastime to depart an airship by means of parachute to be retrieved by aeroplane. 
 
    Additionally, clanking steam-powered mechanical walkers called mechs are common in the nations of Nippon, and China. They are slow and affected by adverse terrain, but are more robust than delicate aerial machinery. Similarly, railroads do exist, but are mostly used for moving cargo and the less well-off. 
 
    A literal underground railroad exists in the Steamfunkateers universe. It is, at present, used to transport the President of the US and important members of the government quickly and covertly across the length and breadth of the country. 
 
      
 
    Will: Surmount/Get the Upper Hand/Defend 
 
    The Will skill represents your character’s general level of mental fortitude, the same way that Physique represents your physical fortitude. 
 
    Surmount: You can use Will to pit yourself against obstacles that require mental effort. Puzzles and riddles can fall under this category, as well as any mentally absorbing task, like deciphering a code. Use Will when it’s only a matter of time before you surmount the mental challenge, and Scholarship if it takes something more than brute mental force to get past it. Many of the obstacles that you go up against with Will might be made part of challenges, to reflect the effort involved. 
 
    Contests of Will might reflect particularly challenging games—like chess or Ayo—or competing in a hard set of exams. In the world of Steamfunkateers, where magic and psychic abilities are fairly common, contests of Will are popular occurrences. 
 
    Get the Upper Hand: You can use Will to place descriptors on yourself, representing a state of deep concentration or focus. 
 
    Attack: Will is only used to attack if a character possesses psychic abilities. In that case, Will is used as a feat or an extra. 
 
    Defend: Will is the main skill you use to defend against mental attacks from Provoke, representing your control over your reactions. 
 
    Will Feats 
 
    Strength from Determination. Use Will instead of Physique on any surmount checks representing feats of strength. 
 
    Hard Boiled. You can choose to ignore a mild or moderate condition for the duration of the scene. It can’t be compelled against you or invoked by your enemies. At the end of the scene it comes back worse, though; if it was a mild condition it becomes a moderate condition, and if it was already moderate, it becomes severe. 
 
    Indomitable. +2d to defend against Provoke attacks specifically related to intimidation and fear. 
 
      
 
    Combining Skills 
 
    Sometimes the character needs to perform a task that really requires using two or more skills at once. You never know when a character is going to need to throw a knife while balancing on a spinning log or pilot an airship while cracking a cipher. 
 
    In those situations, the GM calls for a roll based on the main skill being used (the primary thrust of the action), but modified by a second skill. If the second skill is of greater value than the first, it grants a +1d bonus to the roll; if the second skill is of a lesser value, it applies a -1d penalty to the roll. 
 
    When the second skill can only help the first, which is to say it can only provide a bonus, it complements the skill. A complementing skill never applies a -1d, even if it’s lower than the primary skill. This usually happens when the character has the option of using the secondary skill, but doesn’t have to bring it to bear. 
 
    If the secondary skill comes into play only to hold the primary skill back, it limits the skill, meaning it can only provide a penalty or nothing at all. A limiting skill never applies a +1d, even if it’s higher than the primary skill. Often skills like Endurance or Vigor are limiting skills—as you get more tired, you won’t get better, but if you’re resolute, you may not get worse. 
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    THE BRUSHED 
 
    The Brushed are those humans that possess superhuman abilities. Some abilities are subtle: enhanced senses; intelligence that increases the more conditioned the character becomes; superhuman balance. Others are quite obvious: flight that leaves a trail of smoke and fire; teleportation; outrunning a young racehorse. 
 
    While not Brushed, some characters mimic Brushed abilities using high technology, or magic. 
 
    Note that while many believe that the Brushed are “Brushed by the hand of God,” or “Brushed by the hand of the Devil,” others believe the Brushed gain their special abilities through exposure to the Luminiferous Aether—the postulated medium for the propagation of light—or that they are the next step in human evolution. 
 
    Whatever the case, each player character starts with one special ability. The player chooses the ability and its source: 
 
    
    	          Biological: Comes from your own physiology, drawing special ability from the function of your organs or stores of personal energy. An octopus’ ink, neurotoxin and color/texture changes are biologically generated abilities. 
 
    	          Divine: Comes from a higher being or spirit. Divine special ability is usually available only to those with an allegiance to that divinity. 
 
    	          Magical: Comes from manipulation of mystic forces. This includes the casting of spells and use of potions, scrolls and many items. 
 
    	          Psionic: Comes from the psyche of the wielder—the special ability of your mind. These include the classic mental special abilities of Telepathy and Mind Control, but can include any of the abilities. 
 
    	          Technological: Comes from technological devices and specialized equipment.  The technology may come from an advanced society, an alien race, etc., which is to be described at your character’s creation. 
 
   
 
    Each player character (but NOT each NPC) starts with one special ability. This initial ability is free and includes the Basic ability given under its description. Each additional special ability costs 5 Vigor points for the Basic ability. 
 
    Most characters have a single special ability. Some might have two, but that’s where it tops off. What you can do, however, is build multiple effects into a single special ability, creating a suite that does a bunch of related things. 
 
    You can use the list of special abilities to create a working special ability suite in just a few minutes.  
 
    An Enhancement is an extra effect that you stack onto your basic ability. Every Enhancement costs 1 point of Vigor. You can purchase as many enhancements as you can afford, and some enhancements can be purchased multiple times. For instance, most special abilities have an enhancement titled Master [Special Ability Name], which just improves the basic special ability, usually by adding a +2d bonus to the appropriate checks. You can buy that enhancement as many times as you want, knocking the bonus up to +4d, +6d, or beyond. 
 
    A Special Ability Synergy is another basic special ability added to your foundational special ability. The synergy just adds a new facet to the special ability suite you’re creating. Purchasing a Special Ability Synergy costs 2 points of Vigor. 
 
    Each special ability has a short list of common synergies: special abilities that often work well with the foundational special ability. Your synergy might be a set of complementary special abilities—like being super strong and super tough—or perhaps your synergy lets you use a special ability in a specific, new way—like combining your abilities to summon fire and to shoot energy blasts in order to throw fireballs at your enemy. 
 
    You are not limited to the suggested synergies, though. You can take any other special ability you want, as long as you can justify how they’re part of the same special ability suite. For instance, Wall-Crawling and Harm don’t necessarily go together, but if you explain that the damaging touch is really spider venom and that you are a were-spider, which is why you can also climb walls, then you have a special ability synergy. 
 
    A Special Effect is an extra-special thing you can pull off when you get Four Successes, or Five Successes. You can also spend a point of Vigor to add a special effect to any successful roll of the dice, even if you’ve already got a special effect attached to that action. Special effects always happen in addition to the normal effects of success. 
 
    You buy Special Effects with Vigor; 1 point of Vigor gets you TWO special effects. If you need special effects, use the following list: 
 
    
    	 Forced Movement: You move your target up to two zones. 
 
    	 Area Attack: Attack everyone in a zone. 
 
    	 Inflict Condition: You add a descriptor to the target, which you can invoke once for free. 
 
    	 Extra Movement: You can move up to two zones for free. 
 
    	 Physical Recovery: You recover from all physical conditions. 
 
    	 Mental Recovery: You recover from all mental conditions. 
 
    	 Extra Action: You can split your steps between two different yet related actions, adding a +1d to each action. 
 
   
 
    In addition, some special abilities have an improved special effect. An Improved Special Effect works just like a special effect: you can use the effect when you get Six Successes, or spend a point of Vigor while using your special ability. However, improved special effects are unique to their special ability and do bigger stuff than regular ones. The trade-off is that they’re more expensive: 1 point of Vigor buys ONE Improved Special Effect. 
 
    Every special ability has a short list of possible Drawbacks. These descriptors highlight problems that the special ability might bring you—a limitation on the special ability or a nasty side effect. Choose one drawback, or create one of your own. 
 
    The Brushed throw a lot of power around, often with unintended consequences. Sometimes buildings get leveled; sometimes innocent bystanders get hurt. Your Collateral Damage effect is an extra benefit—something super-potent you can do with your special ability, often to great narrative effect. 
 
    Each special ability lists a number of collateral damage effects. Choose one from a special ability you’ve chosen, or make one of your own. 
 
    You can choose to use this effect at any time, but using it comes at a cost: you inflict damage on the area around you. The GM gets to determine the exact nature of that damage each time you use it. 
 
    Abilities are chosen from the following list: 
 
    Animal Control 
 
    You can walk with the animals, talk with the animals, and fight with the animals on your side. 
 
    Basic Animal Control: Choose one favored type of animal. You may communicate with favored animals of this type as if they were human NPCs, although their understanding of the world is limited. In addition, you gain a +2d bonus to Rapport when asking an animal of that type to do something for you. 
 
    Only multi-cellular animals can be controlled; bacteria are too simple to order around. Some types of animals you might control include birds, apes, fish, arachnids, insects, rodents, and dogs. 
 
    Enhancements 
 
    Master Animal Control: You can be very convincing when talking with your animal friends. Gain an additional +2d bonus to Rapport when asking an animal to do something for you. 
 
    Animal Translator: You may speak to any animal as if it were a human NPC. However, your bonus to Rapport only applies to your favored type of animal. 
 
    Animal Telepathy: You can communicate with animals of your favored type telepathically. In addition, you are aware when animals of that type are around you, even if you can’t see or otherwise sense them. 
 
    Common Ability Synergies 
 
    Superb Abilities: You can speak for animals and, in return, they have trained you, pushing you to the upper limits of human ability. You have Superb Agility, Superb Strength, Superb Toughness, or Superb Senses. 
 
    Influence: Humans are, after all, just another type of animal, albeit ones who are a little more complex to control. 
 
    Drawbacks 
 
    Your animal friends don’t just like you—they love you, and want to be around you all the time. You have an Unwanted Zoo at all times. 
 
    Your connection to the minds of animals works both ways: their psyches rub off on you, and you need to contend with Overwhelming Animal Instincts. 
 
    You have control over an animal with certain environmental needs—such as mollusks or orangutans—which means your special abilities are Not Useful Indoors. 
 
    Collateral Damage Effects 
 
    Swarm: No matter where you are, the animals around you can hear your call and will come running to your side, even if they need to break down doors or walls to get there. You can summon a large group of your favored animal to your zone as an action. 
 
    Direct Control: If you can touch an animal of your favored type, you can possess it. Your body turns to smoke and pours into the animal, and you gain a descriptor with the same name as the animal. This may frighten or unnerve the people who saw you disappear, or you might cause damage by maneuvering an unfamiliar body. The effect lasts until you end it or at the end of the scene. When the effect ends, you return to your original body and lose the animal descriptor. 
 
      
 
    Conjure 
 
    You’ve always got someone, or something, to watch your back. 
 
    Basic Conjure: Once per scene, you can generate a creature that’s under your control. You might bring forth an elemental, or something mundane like a sidekick shows up to help out. When you take this special ability, create a creature with one descriptor to describe it and one Rank 3 skill. Your creature will dissipate or wander away at the end of the scene. 
 
    Your summoned creature is not an NPC, but another character under your control. When your creature is active during a conflict, it acts on your turn. Both of you take a free movement, but only one of you can take an action. 
 
    Enhancements 
 
    Master Conjure: Your summoned creature gains an additional Rank 3 skill. 
 
    Tough Little Thing: Your summoned creature receives a +1d bonus when determining severity of damage done to it. 
 
    Zoo: You can now summon two other creatures, each with a different descriptor and skill. When you summon your creature, you can pick any one from your zoo. 
 
    Common Ability Synergies 
 
    Animal Control: You can call forth hordes of animals when you want to, but one specific animal is your special companion, always by your side. 
 
    Projection: The creature you call forth is an elemental avatar of fire, frost, electricity, or shadow. 
 
    Drawbacks 
 
    The thing you summon is not quite as under your control as you’d like people to think. You can tell it what to do, but It Has a Mind of Its Own. 
 
    Your summoned creature might be as friendly as anything, but since It Looks Like a Living Nightmare, people are usually terrified of it. 
 
    Saying you choose to conjure your creature isn’t quite right. It’s more accurate to say that you Can’t Get Rid of Your Creature, no matter how hard you try. 
 
    Collateral Damage Effects 
 
    Dramatic Entrance: When your creature comes into the scene, it does so with gusto, possibly by breaking through a skylight or appearing in a burst of flames. However it arrives, it can show up in any zone, and it immediately attacks any one target in that zone with a +4d bonus. 
 
    Noble Sacrifice: If your creature is within one zone of you, it can leap to your defense. If you would take any physical condition, your creature moves to your zone and takes it instead. Of course, even if the creature survives the attack, it will almost certainly have knocked things around in its scramble. 
 
      
 
    Disguise 
 
    Your ability to disguise yourself as another person is uncanny. 
 
    Basic Disguise: You can alter your face, build, and voice at will in order to become a completely different person. You can use this to mimic other people, as well as your original disguises. Once you spend time interacting with someone, you can imitate them near-perfectly. You gain a +2d bonus to Deceive skill to oppose others trying to see through your disguise. 
 
    Enhancements 
 
    Master Disguise: Your mimicry is more convincing than ever. Gain an additional +2d bonus to Deceive to resist being recognized. 
 
    Masquerade: Your ability to copy a person extends beyond their body. You can also change the clothes you are wearing, and even imitate guns or other props—although they are, of course, non-functional. 
 
    Scrutiny: You can mimic a target without getting close; you only need to spend a few minutes observing them at a distance. 
 
    Common Ability Synergies 
 
    Shape-Shifting: Altering your face and body is good practice for your fine detail work, but you can change your entire shape when you need to. 
 
    Illusion: You aren’t actually altering your face; you’re just projecting a disguise over it, using your mastery of illusions. 
 
    Drawbacks 
 
    There’s a reason you spend most or all of your time wearing someone else’s face: your own is a Bestial Countenance. 
 
    You have spent too much time being someone else—too many faces, too many lives. You’ve reached the point where you Don’t Know Who You Are Anymore. 
 
    You can’t consciously control the way your face changes. Instead, your special ability is Touch-Activated; it only triggers when you physically touch your target. 
 
    Collateral Damage Effects 
 
    Identity Theft: You might take a target’s identity completely—not just appearance and voice, but also their mannerisms and memories, perfectly duplicated. Anyone attempting to see through your disguise faces does so with a -4d penalty. This is an invasive procedure, and you need to physically poke around in your target’s brain. You can use this effect to knock out and then imitate a nameless NPC, but to imitate a named NPC or PC, you will need to kill them or otherwise access their fresh corpse. 
 
    Monstrous Visage: While you’re generally limited to a human disguise, you have a face in your repertoire that’s grotesque and terrifying, which you can pull out when you need to scare a crowd. Everyone who can see you must defend using Will against your +4d roll or suffer the Compelled condition. 
 
      
 
    Duplication 
 
    You can be an entire team, all by yourself. 
 
    Basic Duplication: Once per scene, you can create a copy of yourself up to one zone away. This copy has your descriptors and skills, but it takes a -1d penalty to all rolls. The duplicate is not an NPC, but another character under your control. During a conflict, both you and your copy get a free movement, but only one of you can take an action. You may dismiss the copy at will, or it will fade away on its own at the end of the scene. Your duplicate suffers its own physical conditions. If your duplicate suffers a mental condition, you take it instead. 
 
    Enhancements 
 
    Master Duplication: You can create an additional copy per scene, even while you already have a copy present. 
 
    Effective Duplication: Your duplicates do not take a penalty on rolls. 
 
    Disposable Duplicates: Your duplicates have no sense of self-preservation, so they shrug off minor injuries. They gain +2d when using the defense action against physical attacks. 
 
    Common Ability Synergies 
 
    Teleportation: By creating a duplicate some distance away and then willing away your original body, your consciousness jumps into the spare body, effectively teleporting you. There are metaphysical concerns here, but you try not to think about them. 
 
    Energy Blast: You can try to create a copy of yourself inside someone else. It’s unsettling. But effectively it works like throwing a blast of energy at them. 
 
    Improved Special Effect 
 
    Duplicate Action: You can use your roll for two different actions, each performed by a separate iteration of you. Your duplicate cannot get the benefit of Four Successes or Five Successes in this way, and the opposition to its action can’t be higher than the opposition to your action. 
 
    Drawbacks 
 
    You would think that you and your duplicate get along well, but you don’t. Trouble brews when You Don’t Get Along with Yourself. 
 
    Your duplicates are, if anything, too perfect. Sure, you don’t get hurt when they do, but you do Feel Their Pain. 
 
    It would be great to send duplicates off on adventures without you, but when they get a hundred yards away from you they just fall over, dead. You have Short-Range Control. 
 
    Collateral Damage Effects 
 
    One-Man Are-Me: It’s exhausting, but you can duplicate yourself well beyond your stated limits… at the expense of your ability to control them. This creates a swarm of you—NPCs that are under the GM’s control. 
 
    Extra Copies: You can make an extra copy of yourself, even after you’ve reached your limit for the scene. It’s straining to create these new copies, though, so something goes wrong: they burst in knocking things around; they move sluggishly and clumsily; or they just aren’t… right. 
 
      
 
    Elasticity 
 
    You’ve got a body as stretchy as rubber and twice as resilient. 
 
    Basic Elasticity: Your body stretches to incredible lengths. By stretching yourself, you can interact with objects and make melee attacks in an adjacent zone without moving. Additionally, you can contort your body into rough approximations of animals, objects, and tools, although your mass doesn’t change and you still very much look like yourself. 
 
    Enhancements 
 
    Master Elasticity: You are extra stretchy. You can stretch yourself one zone further. 
 
    Filament: You can stretch yourself thin enough to squeeze through impossibly small gaps. If there is an opening as large as a keyhole in a barrier, you can move through it as an action. 
 
    HAND-y Person: You can change your hands into a functional tool, such as a crowbar, hammer, or lock-pick. Scissors are about as complex a tool as you can make this way. 
 
    Common Ability Synergies 
 
    Superb Toughness: Your body is a shifting, inconsistent mass of vague stuff. It’s hard for it to get hurt in a meaningful way. 
 
    Disguise: With a little careful manipulation, you can reshape your face, body, and even voice into convincing facsimiles of someone else’s. 
 
    Natural Weapon: Your elastic arms can turn into blades, hammers, clubs… all manner of melee weaponry. 
 
    Drawbacks 
 
    Because all of your bones slip and slide around, you can never really bring good leverage to bear during physical tasks. You are actually quite Weak. 
 
    You aren’t so much “elastic” as you are a formless, shapeless horror. You might be able to put on a fairly humanoid form, but you Need to Concentrate to Stay Solid. 
 
    Collateral Damage Effects 
 
    Swole: You can swell up like a balloon, large enough to completely fill your zone. This is an attack on everyone, friend and foe, in your zone, which causes the Disabled condition. Every target who suffers a condition is moved into an adjacent zone of your choice. Meanwhile, everything else in the zone gets moved or crushed. 
 
    Ricochet: When you bounce back, you do so with style. When someone attacks you with a projectile, you can use your body’s rubbery quality to reflect it back at them. If you do, both you and your attacker must defend against your attacker’s roll, and any special effects created by the attack apply to both of you. Doing this may send wayward projectiles in the direction of innocent bystanders, however. 
 
      
 
    Energy Absorption 
 
    You are a human capacitor, able to absorb pure energy into your body and release it at will. 
 
    Basic Energy Absorption: You may use Physique, with a +2d bonus, to defend against any energy-based attack and to surmount energy-based obstacles, simply by absorbing the energy into your body. Energy-based threats include electricity, radiation, fire, aether and most energy blasts; in short, things that can hurt you but aren’t solid objects or gasses. 
 
    Enhancements 
 
    Master Absorption: Gain an additional +2d to Physique to defend against energy-based attacks or to surmount energy-based obstacles. 
 
    Voltaic Pile: Absorbing energy empowers you. Whenever you successfully defend or surmount an obstacle using your special ability, in addition to any other effects, you gain a Filled with Energy boost, modified to reflect the type of energy you absorbed. You may only have one such boost at a time. 
 
    Common Ability Synergies 
 
    Energy Blast: The energy you absorb doesn’t bleed away slowly; you release it with force. As an energy blaster, you can shoot out energy of the same type that you most recently absorbed. 
 
    Harm: People need energy to live, and you can take grim advantage of this fact by draining it out of them. 
 
    Superb Toughness: Kinetic energy is energy too, after all. You can’t stop a physical attack, but you can slow it enough that it doesn’t hurt so badly. 
 
    Drawbacks 
 
    The human body is not a perfect battery, which is why you’ve blown out a few walls without meaning to. You suffer from Involuntary Bursts of Energy. 
 
    Wherever you go, incandescent light bulbs flicker, telegraphs go haywire, and steam-cars won’t start. You Can’t Shut It Off. 
 
    Collateral Damage Effects 
 
    Lamprey: You can suck out every last bit of energy in the area to empower yourself. This instantly shuts down anything mechanical in your zone, but clears all your physical conditions. 
 
    Discharge: You can release all the latent energy you’ve stored up in one deadly burst, right through the heart of one target in your zone, dealing a severe, fleeting condition. But it’s not a perfectly accurate discharge: random bolts of energy flare around you causing a mild, fleeting condition to everyone else in your zone. 
 
      
 
    Energy Blast 
 
    A classic special ability with innumerable variations: you can shoot stuff—from your eyes; from your fists; from your chest, mouth, knee caps, or anywhere else. 
 
    Basic Energy Blast: You can fire a projectile of some sort, with a range of three zones, using Marksman. 
 
    Enhancements 
 
    Master Energy Blast: Your shots are especially accurate. Gain +2d to Marksman when using your special ability. 
 
    Long-Range Blaster: Your projectile is tightly focused; you can fire up to 6 zones away. 
 
    Defensive Blasts: You throw out energy blasts quickly and accurately enough to intercept other projectiles. You can defend using Marksman against attacks from another zone that you are aware of. 
 
    Kinetic Acceleration: Anything that you can physically lift, from a playing die to a person, you can toss with all the power of an energy blast. This is an attack using Marksman. 
 
    Common Ability Synergies 
 
    Projection: What you fire isn’t just a blast of undifferentiated energy; it’s a specific element. Pick from Fire Projection, Electricity Projection, Frost Projection, or Shadow Projection. 
 
    Item Summoning: You aren’t throwing pure energy; you’re throwing stuff that you pull out of thin air. 
 
    Flight: Basic physics. Point your energy blasts down, and you go up! 
 
    Drawbacks 
 
    Your energy blast takes the form of aether beams shooting from your eyes. This is great for sniping at a distance, but not for tracking nearby targets. You are Inaccurate at Close Range. 
 
    Your blasts come with huge bursts of concussive force, which generate Lots of Collateral Damage. 
 
    You don’t have true control over your blasts: energy pours out of you non-stop, but you have safety equipment to hold it in check until you need to fire. You Need a Device to Protect Those Around You. 
 
    Collateral Damage Effects 
 
    Rapid Fire: You can shoot every target within your zone at full strength. If you throw out that many shots, though, you can’t help but hit something you don’t mean to. 
 
    Charged Shot: If you take a few seconds to concentrate, you can generate a blast with enough force to blow open the door to a bank vault, destroy a reinforced wall, or otherwise eradicate an obstacle. Of course, a blast this big is slow and imprecise. It’ll tear up the entire room. 
 
      
 
    Flight 
 
    You are one of the lucky ones, able to take to the air as easily as most people walk down the street. 
 
    Basic Flight: You can move through the air as easily as moving along the ground. Use Athletics to surmount obstacles or get the upper hand related to flying. 
 
    Enhancements 
 
    Master Flight: You can fly better than most people can walk. Gain +2d to Athletics rolls while airborne. 
 
    Eagle-Eyed: You can, in fact, see your house from up there. Gain +2d to Spot and Investigate checks that involve seeing distant things. 
 
    Supersonic Flight: Without gravity getting in your way, it’s surprising how quickly you can get around. During conflicts, you may move up to two zones in an exchange, rather than one, in addition to your action. 
 
    Common Ability Synergies 
 
    Superb Speed: Without the ground to slow you down, you can get where you need to go in a hurry. 
 
    Improved Special Effect 
 
    Bum-Rush: Move yourself and a target in your zone by up to two zones. Both of you end up in the same zone. 
 
    Drawbacks 
 
    Your ability to fly comes from the pair of great big wings sprouting out of your shoulder blades. You are Very Noticeable. 
 
    You can’t actually fly on your own. Instead, you have artificial assistance, such as a jetpack. Your special ability has Limited Fuel. 
 
    Humans aren’t actually built to fly; without wings or a tail to act as a rudder, you find that it is Hard to Maneuver in Flight. 
 
    Collateral Damage Effects 
 
    Cannonball: By flying a few stories up and slamming yourself back into the ground at top speed, you create a shockwave. This attacks every target in a zone at the expense of the structural integrity of the zone. 
 
    Cyclone: You fly in a tight circle at top speed, whipping up intense winds that push every other target out of the zone. You determine who is pushed into which adjacent zone. 
 
      
 
    Forge 
 
    You have special insight into how stuff works, letting you assemble incredible devices with seemingly no resources. 
 
    Basic Forge: You have an intuitive understanding of machines of all types. Just by seeing a device, you can tell what it does, at least in general. In addition, you gain +2d to Tinkering when repairing or building complex devices. 
 
    Enhancements 
 
    Master Forge: You gain an additional +2d to Tinkering when repairing or building complex devices. 
 
    Superior Forge: When you use a surmount action to build or repair a device and get Four Successes, Five Successes or more, instead of gaining a boost, you create a situation descriptor. This descriptor fades away at the end of the scene, even if you hold onto the device. 
 
    Useful Devices: You have any number of fantastically useful contraptions tucked into your utility belt. You can spend a point of Vigor to create just about anything you could possibly carry on your person. 
 
    Common Ability Synergies 
 
    Superb Forge: Virtually any special ability can become an ability that you have thanks to a gadget you have forged. You might have jetpack-powered Flight, a device which lets you Phase through walls, or a chest-ray to create energy Shields. Even though these special abilities come from devices, the devices only work because of your superb craftsmanship, so they can be affected in the same way as standard special abilities can by Special Ability Amplification, Special Ability Nullification, and other means. 
 
    Technology: Your mechanical aptitude is superior, but it’s not quite superhuman. Likewise, the devices you create aren’t super-gadgets, just leading-edge pieces of technology. 
 
    Drawbacks 
 
    You learned to build things out of sheer necessity, not because you like it. It turns out, despite your skills, Machinery Tends to Fail around You. 
 
    If not for your inventions, you wouldn’t be here today. After a horrible accident some time ago, you are Kept Alive by Your Own Devices. 
 
    Collateral Damage Effects 
 
    Highly Experimental Device: Once per scene, if someone suffers a Moderate physical or mental Condition or worse (including you), you can pull a highly experimental device out of your pocket, prepared for just such an occasion. Not only does your device completely negate the condition that would have caused you to be incapacitated, it also clears all your other conditions. After that, your device explodes, misfires, goes rogue, or otherwise renders itself inoperable while dishing out some collateral damage. 
 
    Handmade Off Button: You’ve got a very useful little remote control in your pocket, which you can use to just shut off one or more devices in the scene—anything as technologically advanced as a pocket watch is a viable target. You can choose what to target, but your control isn’t perfect. Also, sometimes you “shut things off” by making them explode. You’re trying to work that kink out. 
 
      
 
    Harm 
 
    You have a deadly touch. You don’t have to hit people to hurt them; just brushing up against them can be fatal. 
 
    Basic Harm: By maintaining skin-to-skin contact with another person for a moment, you deal them a mild, fleeting physical condition. Additionally, when you attack a target using your bare hands, you cause a moderate, fleeting physical condition. 
 
    Enhancements 
 
    Master Harm: Your touch is considerably more painful. You cause a moderate condition when you maintain skin-to-skin contact for a moment, or a severe condition when you attack with your bare hands. 
 
    Ray of Harm: You may harm anyone in the same zone as you without touching them. If they are resisting, use Marksman. 
 
    Piercing Damage: Your ability ignores the target’s Armor. Additionally, you do not have to maintain skin contact for your special ability to work; you can cause harm through multiple layers of clothing. 
 
    Common Ability Synergies 
 
    Healing: It’s not unusual for someone with your special ability to trade damage for healing or vice versa. 
 
    Drawbacks 
 
    You cause harm in the form of strange, cancerous lesions all over your target’s skin. Unfortunately, you show them as well, making you look Grotesque. 
 
    Despite your best attempts to keep it in check, your special ability is always active in small ways: roses rot in your hand and food spoils when you touch it. You Can’t Turn It Off. 
 
    Your special ability is usually inactive, which means you aren’t accidentally damaging those around you, but it means you can’t always bring your ability to bear; you have to be furious at a target to harm them. Your special ability is Fueled By Rage. 
 
    Collateral Damage Effects 
 
    Epidemic: You can emanate a wave of harm from your body that affects everyone in your zone. It kills nameless NPCs, while named NPCs and PCs must successfully defend with Physique with a -2d penalty to avoid taking a moderate, sticky physical condition. 
 
    Tarnish: Instead of decaying flesh, you can use your ability to weaken metal. Every metallic object in the scene—including handcuffs, deadbolts, and weapons—either falls apart or becomes so fragile that a single hit will shatter it. 
 
      
 
    Healing 
 
    You are, invariably, the most popular person to have on hand during a fight. You make hurt people not hurt so much. 
 
    Basic Healing: You can make a Will check with a -2d penalty to totally clear another character’s physical condition(s). A character may only benefit from your ability once per scene. Additionally, you can use Will to improve the severity or duration (not BOTH; choose which) of a physical condition by one step on another character with no penalty to your roll. For example, a Dislocated Knee is reduced to a Sprained Knee. If the Sprained Knee is healed, it disappears altogether. 
 
    Enhancements 
 
    Master Healing: You suffer no penalty to Will when you roll your dice to start healing another character’s condition. 
 
    Condition Drain: You take another character’s physical condition and transfer it to someone else with a Will check against the person’s Physique you are trying to give it to. You must touch both people at the same time to perform the transfer. 
 
    Over-Healing: When you heal a target’s physical condition, they also gain a point of Vigor. 
 
    Common Ability Synergies 
 
    Regeneration: Most doctors can’t operate on themselves, but there’s no reason you can’t turn your special ability inward. 
 
    Harm: Medicine and poison is the same thing, really. It’s all about the dosage and delivery. 
 
    Improved Special Effect 
 
    Healing Wave: Every injured person in your zone reduces the severity of their physical condition by one step.  
 
    Drawbacks 
 
    Your healing is tied to your emotional state and your ability to feel compassion for your target. No matter how pressed, you Can’t Heal Someone You Don’t Like. 
 
    Your healing ability isn’t perfect; like any healer, you’ve lost patients before, and like any healer, you’re Racked with Guilt about it. 
 
    The human body is incredibly complex, which means you Require Complete Concentration to heal your targets. 
 
    Collateral Damage Effects 
 
    Invulnerability Charge: If someone in your zone is attacked, you can turn the full extent of your special ability onto them, causing them to ignore the damage entirely. The damage still has to go somewhere, though: Bullets or energy blasts would pass right through your target, and kinetic energy from powerful punches would pour into the ground. 
 
    Pacifist Aura: You can turn up your special ability to such a point that it’s almost physically impossible for people to get hurt in your presence. Everyone in your zone gains +4d to Physique to resist damage until the scene ends or you end the special ability. However, the vital energy filling the area tends to make inanimate objects leap about in unpredictable ways. 
 
      
 
    Illusion 
 
    You can make things appear there that really aren’t. 
 
    Basic Illusion: You can project an illusory image, up to about human size, as far as one zone away. You can also generate sounds, including voices. You must concentrate to keep the illusion active. Others must actively try to see through your illusion. This is a surmount check using Investigate, which you actively oppose using Deceive. 
 
    Enhancements 
 
    Master Illusion: You gain +2d to Deceive when opposing someone trying to see through your illusions. 
 
    Giant Illusions: You can create illusory images that fill up an entire zone. Instead of being limited to individual illusory objects, you can create and populate entire rooms. 
 
    Full Sensory Overload: Your illusions cover all the bases: sight, sound, smell, and even touch. That said, anyone attempting to physically push through an illusion will quickly realize it offers no actual physical resistance. 
 
    Common Ability Synergies 
 
    Shielding: By combining the sensory input of your illusions with physical barriers to reinforce them, you can create incredibly convincing simulacra. You can encase the shields you generate within illusory walls. 
 
    Telepathy: While you generate your illusions in the minds of those around you, you can poke around in those minds. This is especially useful if you want to project someone’s darkest secret or hidden fear. 
 
    Drawbacks 
 
    Everyone has demons, of course. Not everyone has the latent ability to bring their subconscious thoughts into the real world when they aren’t paying attention. You suffer from a Subconscious Made Real. 
 
    Your illusions aren’t projections; they’re hallucinations you make people have. This means your Illusions Cause a Mild, Lasting Mental Condition. 
 
    You spin your illusions together out of shadows. Indoors or at night they’re perfectly serviceable, but your Illusions Dissipate in Daylight. 
 
    Collateral Damage Effects 
 
    Mass Hysteria: You can fill an entire zone with disturbing images: ghuls, rampaging chimpanzees, the worst things you or anyone else can imagine. The illusion remains until you will it away or you leave the zone. Everyone who enters your zone or ends their turn in your zone must surmount an obstacle with Will (at -2d penalty) or gain a mild, sticky mental condition. 
 
    Virtual Possession: By focusing on someone in your zone or an adjacent zone, you can completely control what they see, causing them to confuse friend for foe. You force your target to make one attack against another target of your choice, after which they will snap out of your influence. Unfortunately, in their confusion, your quarry will usually favor an over-the-top attack that leaves a lot of collateral damage. 
 
      
 
    Influence 
 
    You are a natural people person—whether people like it or not. You can’t control minds outright, but you can make them malleable. 
 
    Basic Influence: You can use Rapport to attack, which is defended against with Will. If you succeed against a nameless NPC, you may give them a task, which they will then attempt to fulfill. Against a named NPC or a PC, they may follow your order or suffer a mental condition from the attack, their choice. Anyone you give a task to will try their best to accomplish it until they succeed or the scene ends, whichever comes first. The tasks you assign are short-term objectives, such as “Give me that gun,” or “Go home.” Because even the weakest-willed are driven by self-preservation, you cannot force someone to directly harm themselves or put themselves in an inevitably fatal position, such as jumping off a building, but you can force them to take riskier actions than they would like to—”Spit in your boss’ coffee,” or “Tell your husband he is not nearly as attractive to you as your neighbor is.” 
 
    Enhancements 
 
    Master Influence: You are very convincing. Gain +2d to Rapport when using your special ability. 
 
    Overwhelming Voice: You inflict a mild, sticky mental condition on someone using your special ability. 
 
    Convincing: Because people tend to believe what you say, you gain +2d to Deceive when lying to someone. 
 
    Familiar Presence: Your special ability makes you seem vaguely familiar to everyone. As a result, as long as you don’t interact with them directly, sentries, overseers, constables and other official personnel will assume that you have the right to be wherever you are—they won’t question you, or demand identification or manumission papers. If you draw attention to yourself, or are forced to speak to personnel—for instance, because they are guarding a door you are trying to go through—the effect will wear off. 
 
    Common Ability Synergies 
 
    Telepathy: Your special ability already lets you rewire someone’s brain. Might as well pick up some information while you’re there. 
 
    Drawbacks 
 
    Something about always being able to get everything you want has left you a little dead inside. You have No Empathy. 
 
    While you can direct your special ability, you can’t turn it off. You have an incessant aura of likability, so you always wind up Surrounded by Admirers. 
 
    Collateral Damage Effects 
 
    “DIE!”: Normally your orders are limited to things your target might be willing to do, but if you’re mad enough, you can instruct an entire zone to just die. Nameless NPCs are taken out instantly, while named NPCs and PCs must use Will to successfully surmount an impediment at -2d penalty or take a moderate, lasting physical condition as their own body tears itself apart. 
 
    Puppetry: You can attempt to control someone else’s body entirely. They can still take actions in a conflict as normal, but on your turn you may either take an action yourself or have your target take an action. You cannot make someone attack themselves or cause themselves purposeful harm—for instance, by leaping off a rooftop when they can’t fly—but you can have them target their allies and move into disadvantageous positions. Collateral damage tends to stem from the imperfect control you have over their body, or the psychological damage you cause to the both of you. 
 
      
 
    Invisibility 
 
    You possess the power to render yourself unseen to the naked eye. 
 
    Basic Invisibility: You can completely fade from view, including your clothes and anything you’re carrying. Cameras and similar devices cannot detect you at all and you gain +2d to Stealth against being seen by living targets. 
 
    Enhancements 
 
    Master Invisibility: You gain an additional +2d bonus to Stealth against being seen. 
 
    Sharable Invisibility: You can render other objects invisible along with you. This includes other people, pieces of furniture, or even walls. You must maintain contact with the invisible object. 
 
    Precise Invisibility: You don’t need to turn invisible all at once; you can make parts of yourself invisible, like your head or arms, or keep objects you’re holding invisible while you can be seen. 
 
    Common Ability Synergies 
 
    Phasing: When you’re invisible, you’re practically a ghost, able to walk through walls. 
 
    Illusion: You are the master of what is seen and unseen. 
 
    Drawbacks 
 
    Your invisibility is not actually visual; your special ability works by effectively writing yourself out of the minds of those around you. Unfortunately, you still have a Completely Visible Reflection. 
 
    Your special ability is a reflection of your personality: you were always a meek, background sort of person, even before you learned to fade from view. You are Easily Forgotten, even by your companions. 
 
    Unfortunately, your invisibility is only skin deep, it Doesn’t Work on Clothes. 
 
    Collateral Damage Effects 
 
    Hyper-Visibility: You can apply your special ability in reverse, turning the world dim and making you the most visible thing around for several minutes. During this time you are extremely noticeable; anyone in your zone or an adjacent zone must surmount a level-2 obstacle with Investigate to see anything other than you. 
 
    Perfect Evasion: If you are in a conflict, you can duck briefly out of sight and turn invisible to evade everyone’s notice. On any subsequent turn of yours, you can appear in any zone. Furthermore, if you attack a target in your zone on the turn you reappear, you gain +4d to that attack. Alternately, you can just leave the conflict. Unfortunately, your sudden disappearance will make your enemies more paranoid, which may encourage them to call in reinforcements. 
 
      
 
    Item Summoning 
 
    You always have what you need close at hand. 
 
    Basic Item Summoning: You can create simple items, such as hand tools or weapons, just by willing them into existence. If you want something with no moving parts that you can hold in one hand, roll Will against level-1 opposition (-1d to dice pool); larger or more complex items will increase that opposition. While the item you summon can have multiple parts—for instance, a sack of marbles—you can’t summon aether gadgets, explosives, or items that require precise manufacturing, like firearms. 
 
    You may only summon one item at a time, but you can summon as often as you’d like. You can cause summoned objects to dissipate at will, but they’ll disappear on their own after a few minutes or the end of the scene, whichever comes first. 
 
    Enhancements 
 
    Master Item Summoning: You gain +2d to Will when attempting to summon items. 
 
    All the Things: Why would you summon one object when you can summon a whole bunch? When summoning objects, only increase the opposition by 1 level for each other object you summoned in the scene. 
 
    Complex Summoning: You can summon small functional gadgets, like a spyglass or a pocket watch. 
 
    Common Ability Synergies 
 
    Natural Weapon: You can summon a weapon right into your hands; you don’t even need to think about it. 
 
    Shielding: By summoning small walls or just piles of junk, you can create impromptu shields. 
 
    Drawbacks 
 
    You aren’t summoning physical objects; you’re actually constructing hard-light holograms. But the light isn’t that hard—your Summons are as Fragile as Glass. 
 
    Your idle thoughts constantly create a stream of things. It disappears eventually, but you still Leave a Trail of Random Stuff. 
 
    Collateral Damage Effects 
 
    Sweet Ride: You can concentrate for a moment to summon forth a cool steam car, steam-powered mono-wheel, or steam-powered velocipede (choose which one upon attaining this ability). It’s destructive when it appears—cracking the ground, belching clouds of thick, black smoke, possibly knocking down walls and scattering people—but once it arrives, you can drive it wherever you need to go. 
 
    Bad Ride: You can concentrate for a moment to summon forth a steam car, in midair, right above someone you don’t like. Gravity does the rest. The car is totaled, and the target must surmount an obstacle at -4d penalty. If the target ties or succeeds, they take a moderate, sticky physical condition that cannot be negated by any armor; if YOU win, they take an additional severe, lasting condition. 
 
      
 
    Machine Control 
 
    You have a powerful psychic bond with machines of all sorts. They do what you tell them to. You don’t even need a manual. 
 
    Basic Machine Control: You can control machines up to one zone away without touching them. Most machines won’t resist you at all. You can only make a machine do something it’s capable of; while you couldn’t make a toaster float, for instance, you could make a car drive itself. This includes automatons, but more advanced ones might be able to use Will to resist. 
 
    Enhancements 
 
    Master Machine Control: You gain +2d to Empathy when telling machines what to do. 
 
    Machine Language: You can communicate with machines psychically, although their intelligence is limited by their capabilities. For example, a toaster couldn’t tell you who all has passed through the room, but it could tell you if someone has made toast recently. 
 
    Built-in Telegraph: Your brain is able to pick up signals of all sorts. You have a permanently active connection to telegraph systems, able to pick up on sent and received messages and you can hear radio signals, as well. 
 
    Alarm Bypass: Technology has so great an affinity for you that security measures—from alarm systems to landmines—simply do not go off for you. They will, however, go off for anyone traveling with you. 
 
    Common Ability Synergies 
 
    Forge: Because machines listen to you—and you to them—you can create and repair devices much better than anyone else. 
 
    Drawbacks 
 
    Because you have a bond with machinery, it has a bond with you. In a technologically advanced city, that means The Machines Never Stop Talking! 
 
    Your ability to control machinery is psychic in nature and tied into your emotional state. This can cause Unwanted Feedback. 
 
    You might be able to sense machinery near you, and control it when it’s away from you, but the only way to access a psychic link is by physically touching the machine you want to influence. Your special ability Requires Physical Contact. 
 
    Collateral Damage Effects 
 
    Escape Plan: Wherever you are, whatever the situation, you can summon a vehicle, such as a steam car or helicopter, to take you and your allies to safety. Generally speaking, this vehicle will arrive by crashing through a wall or the ceiling. 
 
    Overload: You can make any aether-powered (or the rare electric battery-powered) device overcharge itself to the point where it violently explodes. This counts as a +4d attack against everyone in the same zone as the exploding device. 
 
      
 
    Material Mimic 
 
    You are what you touch. 
 
    Basic Material Mimicry: While in contact with any material—iron, stone, wood, and so on—you can alter your body to mimic that substance, turning into a living statue. To do so, get the upper hand using Physique with a -1d penalty. If you succeed, you gain a descriptor reflecting your new state, such as Body of Steel. You may only have one such descriptor at once, and it goes away if you break contact with the substance you’re mimicking. 
 
    Enhancements 
 
    Master Mimicry: You are skilled at converting your body into esoteric stuff. You gain +2d to Physique when using your special ability. 
 
    Multiple Mimicry: If you concentrate, you can mimic multiple forms of matter at once, becoming, for instance, an iron-and-stone hybrid. You may have two Material Mimicry descriptors at once. 
 
    Mimicry Memory: When you break contact with the substance you’re mimicking, you do not lose your Material Mimicry descriptor. Instead, the descriptor lasts until the end of the scene or until you begin mimicking a new substance. 
 
    Common Ability Synergies 
 
    Superb Toughness: You can be literally made of iron at a moment’s notice; of course you’re hard to hurt. 
 
    Natural Weapon: When you change form, you can sharpen your hands into impressive blades or form them into a mighty war-hammer. 
 
    Invisibility: Your ability to mimic the color and design of materials makes you a natural chameleon. 
 
    Drawbacks 
 
    You can’t turn into just anything you want; your special ability is Limited to Organic Materials. 
 
    You often trigger your special ability without meaning to. You suffer from Involuntary Mimicry. 
 
    Collateral Damage Effects 
 
    Bulking Up: If you mimic something sufficiently massive—like a brick wall or the asphalt in the street—you can actually absorb the material. You become huge, up to eight feet tall, and gain +2d to Physique while you mimic that substance. This transformation lasts a few minutes before the extra mass begins to leech out, and the absorption does a lot of damage to whatever you stole the mass from. 
 
    Untouchably Airy: If an attack would hit you, you can take on a body of air, allowing it to pass right through you. You take no condition and can move up to two zones away before you return to a solid state. The attack, however, still goes somewhere and causes collateral damage. 
 
      
 
    Natural Weapon 
 
    You come pre-armed for everyone’s inconvenience. 
 
    Basic Natural Weapon: You have some sort of built-in weaponry, whether it’s claws, a tongue that lashes like a whip, or electricity that surrounds your fists. You gain +2d to Melee while brawling unarmed in close quarters. 
 
    Enhancements 
 
    Master Natural Weapon: Your weapon is deadlier than most. Gain an additional +2d bonus to Melee when unarmed in close combat. 
 
    Critical Hit: You cause a mild, lasting condition using your natural weapon. 
 
    Bloody Weapon: When you attack with your natural weapon and get Four Successes, Five Successes, or more, give the defender the situation descriptor Bleeding, with one free invocation. If they are already Bleeding, add another free invocation to the descriptor. 
 
    Common Ability Synergies 
 
    Energy Blast: Your natural weapon is just the close-up version of an energy blast, encasing your fists (or feet, or lips, or wherever) with energy rather than tossing it at distant foes. 
 
    Superb Agility: Your favorite opening maneuver is leaping at your prey from a distance, claws first. 
 
    Drawbacks 
 
    You don’t know which came first, the retractable claws or the animal sensibilities, but you can’t have one without the other. While you’re armed with a natural weapon, you are also Half-Feral. 
 
    Your weapon isn’t as simple as jutting bone spurs; your natural weapon generates a strange energy that you can’t entirely shut off. It makes you dangerous to foes, but you’re also A Danger to Anyone Nearby. 
 
    Your natural weapon isn’t attached to your hands, but to your elbows, knees or forehead. It’s no less effective, but you’re Only Good Up Close. 
 
    Collateral Damage Effects 
 
    Eviscerate: If you are unconcerned with the damage you cause to the city, let alone the psyches of those around you, you can dive, weapons-first, into action. You can instantly take out a nameless NPC, or cause a moderate, sticky condition to a named NPC or PC. 
 
    Berserk: Of course someone like the vigilante Street Sparrow, the Honey Badger, with knives jutting from her fists, has a berserk mode. If you fall into an incomprehensible rage, you become an especially deadly combatant, healing one level of condition severity (from Severe to Moderate, Moderate to Mild, or Mild to no condition) and adding +1d to all attacks. Because you are in a berserk rage, though, you can’t stop yourself from causing collateral damage—you attack friend, foe and innocent bystanders. This rage lasts until the end of the scene or you choose to end it. 
 
      
 
    Phasing 
 
    Walls are something other people have to deal with. You’ve always found it easier to just walk through them, like a ghost. 
 
    Basic Phasing: You can use Burglary to walk through walls and other physical barriers. A standard interior wooden door is a level-1 obstacle—you pass through it with a -1d penalty, while thicker barriers of sturdier materials provide more opposition. 
 
    Enhancements 
 
    Master Phasing: You gain +2d to Burglary when attempting to move through objects, so moving through a standard interior wooden door (normally a level-1 obstacle) would be done with a +1d bonus (-1 + 2 = 1). 
 
    Tunneling: If you phase through a barrier, you can keep the path you created out of phase for a few moments more, long enough to let your companions through as well. 
 
    Defensive Phasing: If you can see an attack coming, you can try to let it phase right through you. You get +2d to defense checks against attacks that originate from your zone. 
 
    Common Ability Synergies 
 
    Invisibility: When you go out of phase, everything passes through you, even light. 
 
    Material Mimic: When you pass through an object, you retain some of its properties. 
 
    Drawbacks 
 
    Your control over your special ability isn’t as absolute as you’d like. You can keep solid most of the time, but Sometimes Things Drop Right Through Your Hands. 
 
    If you’re out of phase with the world, you’re out of phase with everything, even the air. You Can’t Breathe While Phasing. 
 
    Collateral Damage Effects 
 
    Ah-ha, Ya Missed Me: If you aren’t worried about where the shots actually end up, you can phase out as someone is attacking you. You can ignore all physical damage from a single source, because it strikes everything around you instead. 
 
    Armor Piercing: By imparting some of your intangibility to a rock or other small object and then tossing it, you can have it become solid inside a target. This will make the projectile shatter violently inside the target, sending shards ricocheting throughout their body, which deals a moderate, sticky condition to them. 
 
      
 
    Plant Control 
 
    You possess the ultimate green thumb. 
 
    Basic Plant Control: You can communicate with plants up to two zones away. You can direct and accelerate their movements, animating them and using them to take physical actions or even make attacks. When an animated plant takes actions, you roll your dice with Empathy to control it. Picking up objects is a 0-level challenge (no penalty), while manipulating them will be a level-1 or level-2 challenge (-1d or -2d), depending on complexity. Having plants uproot themselves and move around is a level-4 challenge (-4d). 
 
    Enhancements 
 
    Master Plant Control: You gain +2d to Empathy when animating plants and take no more than a -1d penalty, regardless of complexity. 
 
    Accelerated Growth: You can induce a plant to grow from only a seed to fully grown in just a few seconds. 
 
    Woodland Stride: Your fine control over plants means that they never obstruct you. You can walk through a tree, phasing through the trunk as if there was nothing there. Furthermore, you can phase through any objects made of plant matter, such as wooden doors. 
 
    Common Ability Synergies 
 
    Slowing: No matter where you go, there’s enough grass or weeds underfoot to let you tangle up an opponent. 
 
    Harm: You have a natural expertise with plant-based toxins. You might even secrete them. 
 
    Drawbacks 
 
    Occasionally—or fairly often, depending on the adventure—you leave the great outdoors for exploration of a haunted mansion, or get thrown in the slammer, or visit a house of ill-repute. You hate it when that happens because you are Not Very Useful Indoors. 
 
    You are part plant yourself, or too much time in their presence has caused chlorophyll to leech into your flesh. Either way, you have Green Skin. 
 
    Collateral Damage Effects 
 
    Rapid Reforestation: You can summon forth an entire grove of trees, filling your zone. It is a level-2 obstacle for anyone attempting to enter or leave the zone. Of course, this revenge of nature will tear up anything on the ground. 
 
    Creeping Vine: You can plant a little sprig of ivy at the base of a wall or any solid object. After a few seconds, the ivy covers the obstacle, extends tendrils through it, and then collapses it entirely, allowing you to pass through the barrier. 
 
      
 
    Precognition 
 
    You have a bit of insight into how things are going to go; you know how to dodge just before a punch gets thrown. 
 
    Basic Precognition: You can see hits coming early, letting you use Spot to defend against all physical attacks. Also, during a conflict you always act before anyone who does not have Precognition. 
 
    Enhancements 
 
    Master Precognition: You gain +2d to Spot when defending against physical attacks. 
 
    Visions: Once per scene, you may ask the GM a question about future events, the likely outcomes of your actions, or any other information you can only access through seeing the future. The GM must answer as honestly as possible, but may be vague. 
 
    Common Ability Synergies 
 
    Superb Senses: Your senses aren’t actually heightened, but you have an uncanny knack for looking in the right spot at the right time. 
 
    Telepathy: Your mind has a unique construction; it allows you to see into the future and also to read the minds of those around you. 
 
    Drawbacks 
 
    There are so many different futures that you can half-see; it’s overwhelming, leaving you with Constant Migraines. 
 
    Your ability to see the near-future is so finely tuned that it eclipses your ability to stay in the now, leading you to answer questions before they’re asked and dodge blows before they’re thrown. You Have Trouble Seeing the Present. 
 
    Collateral Damage Effects 
 
    Expected Backup: At any point, you can announce that you knew there would be trouble several hours ago, so you called in a tip to local law enforcement. This law enforcement immediately arrives in force, most likely breaking through windows or kicking down doors to get there. Whether this backup means the constabulary, the sheriff, a U.S. Marshal, or a gang of Street Sparrows defending their territory depends on the scene and is up to the GM. 
 
    Future Echoes: You open up your mind and fill the brains of everyone around you with visions of the near-future. This leaves everyone else in the scene confused and disoriented. Every time someone else makes an attack, they choose the lowest die roll because they keep aiming where someone is about to be. This effect lasts a few minutes or until you dismiss it. 
 
      
 
    Regeneration 
 
    You aren’t made of iron. You can get stabbed just as easily as the next guy. The difference is, once the knife gets pulled out, you’re ready to fight again. 
 
    Basic Regeneration: Whenever one of your physical conditions begins to recover, it gets renamed and moved to the next lower condition, if available. This clears away mild consequences immediately. Additionally, at the end of a scene, if you have any mild physical consequences—whether they are recovering or not—they get cleared away automatically. 
 
    Enhancements 
 
    Master Regeneration: It’s easier for you to start the healing process. Anyone, including yourself, attempting to begin healing one of your physical conditions gets +2d to their roll. 
 
    Immortal: You can be knocked out, or otherwise incapacitated in combat, but nothing can make you actually die. Ever. 
 
    Quick Recovery: By spending a point of Vigor, you can use Will to attempt to begin recovering one of your physical conditions. You can do this at any time, even as an action during combat. 
 
    Common Ability Synergies 
 
    Superb Toughness: It’s not that you don’t get hurt; it’s that the things that hurt normal people just don’t apply that much to you. 
 
   
 
  

 Harm: Part of your enhanced regenerative ability is an immune system so powerful it actually attacks anyone who gets too close to you. 
 
    Drawbacks 
 
    You don’t heal perfectly. Every time you come back from an injury, there’s a scar, even if it’s just a little one, and those things add up. By this point, you are Grotesquely Scarred. 
 
    You are older than you look—much, much older. You may have lived several lifetimes, or spent a few decades trapped in ice before you were revived. Either way, you are From Another Time. 
 
    Collateral Damage Effects 
 
    Horror Show: You can perform an act of horrifying self-mutilation in front of everyone in your zone—tear off your head and hold it in your arms as you ask your target for a kiss; hang yourself with your own intestines; slap a man in the face with your severed hand and challenge him to a duel. When you perform such a grotesque act, nameless NPCs will flee in fear, and named NPCs and PCs must use Will with a -2d penalty to avoid taking a moderate, sticky mental condition. 
 
    Shrapnel: Your body is full of bullets, blades, bones, and all kinds of detritus from past battles. If you don’t mind embedding all that stuff in the walls and people around you, you can force your body to eject the foreign material en masse at top speed. By doing so, you attack everyone in your zone and one adjacent zone using Marksman. 
 
      
 
    Shape-Shifting 
 
    You are what you want to be. 
 
    Basic Shape-Shifting: You can change your form into that of any creature. You can use Will to get the upper hand of Creature Form. The opposition is generally level-1 (-1d penalty), though it increases for particularly large or small shapes and for complex transformations like a swarm of bees to level-2 (-2d penalty). Your new shape persists until you decide to end it or get incapacitated. 
 
    Enhancements 
 
    Master Shape-Shifting: You gain +2d to Will when attempting to change your shape. 
 
    Skill-Shifting: When you change your shape, select one skill. Gain +2d to that skill as long as you remain in creature form. 
 
    Rapid Shifting: Changing your form is nearly instant; it does not take an action. 
 
    Common Ability Synergies 
 
    Flight: With a little fine control over your shape-shifting ability, you can sprout wings whenever you need them. 
 
    Animal Control: Your time being an animal has taught you to think like an animal—and consequently, how to order an animal around. 
 
    Drawbacks 
 
    Your transformations aren’t perfect; whenever you return to human shape, some animal features remain. You Don’t Look Quite Human. 
 
    While your transformations are impressive, you can only tweak your form a little bit; you can’t change it entirely. You are Limited to Terrestrial Mammals. 
 
    Collateral Damage Effects 
 
    Mokele-Mbembe: You can turn into a giant dinosaur or similarly massive force of destruction, able to crush everything around you. You can only hold this form for a few minutes, though, and you’re sure to tear up everything around you. While massive, you gain +1d to attack rolls and all that defend against you suffer a -1d penalty. 
 
    Pangolin: You can turn yourself into an armored dinosaur-sized creature or similarly unstoppable juggernaut, unfazed by anything around you. You can only hold this form for a few minutes, though, and you’re sure to crush everything around you. While armored, you gain +2d to defend rolls and can knock down obstacles like thick concrete walls just by walking through them. 
 
      
 
    Shielding 
 
    You keep people safe with invisible walls of force. It’s not flashy, but it’s a solid defensive ability. 
 
    Basic Shielding: With a moment’s concentration, you can erect a barrier between your zone and an adjacent zone, which lasts until the end of the scene or you will it away. This barrier is transparent, but no matter can pass through it. 
 
    When someone attempts to attack through the barrier, or attacks the barrier itself, you intercept the attack, using Will to defend. If the attack succeeds, you may either take a moderate, sticky mental condition or allow the barrier to shatter and take a mild, fleeting mental condition. You may erect multiple barriers, but each active barrier after the first reduces your Will check by 1d. 
 
    Enhancements 
 
    Master Shielding: You gain +2d to Will when attempting to maintain your barriers. 
 
    Opaque Shields: When you create a barrier, you can make it transparent, opaque, or anything in between. 
 
    Precision Shielding: You can create much smaller shields, surrounding a single human-sized target within your zone. 
 
    Semi-Permeable Shield: You and your allies can attack through your barriers, but at a -1d penalty. 
 
    Common Ability Synergies 
 
    Telekinesis: With a little concentration, you can demonstrate finer control over your shields, letting you manipulate objects in your own zone or an adjacent zone. 
 
    Invisibility: Light doesn’t pass through your shields quite cleanly; it bends a little. With practice, you’ve learned to get light to bend all the way around your shield, making everything within it invisible to the naked eye. 
 
    Drawbacks 
 
    Because you can throw up protective barriers with ease, you’ve never had to really defend yourself. As result, anyone who breaks through your shield will find that you’re Quite Frail. 
 
    Your barriers don’t appear instantly; instead, they coalesce as the air solidifies. Your shields are Slow to Form. 
 
    Collateral Damage Effects 
 
    Shield Bubble: By creating a small shield around yourself and expanding it out at high speed, you can knock every target—enemies and allies—in your zone into an adjacent zone of your choice. Each pushed character takes one physical condition. Using this effect also pushes around anything else that happens to be in your zone. 
 
    Deflection: If you are aware of a projectile attack against you, you can generate a shield at a precise angle, redirecting the attack to any other target in your zone or an adjacent zone. The new target defends against the attack. Doing this makes your shield break apart, however, throwing shards of invisible force all around your environment. 
 
      
 
    Slowing 
 
    You have the ability to stop a person in their tracks. 
 
    Basic Slowing: Select a target up to one zone away and make a roll using Marksman. That target cannot move to another zone until you release them or they surmount an impediment with opposition at a level equal to your Marksman rank. 
 
    “Slowing” is a broad term for several different means of getting an opponent to stop in their tracks. The skill used to surmount your slowing depends on the nature of your special ability: 
 
    
    	 If you are physically entangling your opponent, as with vines or webbing, they use Athletics. 
 
   
 
    
    	 If you are encasing your target in a barrier, such as a mound of ice, they use Physique. 
 
    	 If you are slowing them with a psychic force, they use Will. 
 
   
 
    Enhancements 
 
    Master Slowing: You have perfected your ability to hold people in place. Gain +2d to Marksman when slowing targets. 
 
    Slow Field: You can affect an entire zone with your special ability. Select a zone up to one zone away, and perform a Marksman roll with a -1d penalty. Your special ability affects every target in the zone, friend and foe. 
 
    Stop: When you entangle your opponents, you entangle them completely. When slowing a target, you may choose to use the Marksman skill with a -1d penalty. If you succeed, your target cannot take any physical actions until they escape from your special ability. 
 
    Common Ability Synergies 
 
    Superb Speed: You steal speed from your opponents, absorbing it, which allows you to move at greater speed. 
 
    Superb Toughness: You have an aura of slowness around you. You can still get hit, but punches land a little slower than they otherwise would. 
 
    Drawbacks 
 
    You don’t slow someone by force of will alone; you hit them with a bola, a sticky web, a length of chain, or something of that nature. Whatever the precise form, you Require a Prop to make it work. 
 
    Your ability to slow others is a reflection of your own personality; you’re just a Lethargic person. 
 
    Collateral Damage Effects 
 
    Mass Slowing: When pressed, you can apply your slowing effect on a massive scale, targeting everyone in your zone and every adjacent zone. Of course, by affecting so many targets, you’re likely to damage something in the environment as well. 
 
    Timeless Zone: Your special ability comes from an ability to manipulate time itself. You can turn your zone into a bubble of stopped time; nobody within it can take any actions, until you release the effect or the scene ends. However, the border between regular and timeless space is a strange and dangerous thing, which will kick up powerful winds and potentially destroy whatever gets too close. 
 
      
 
    Special Ability Amplification 
 
    You don’t do much on your own. But when there are others around with special abilities, you are vital. 
 
    Basic Special Ability Amplification: By touching a Brushed individual, you can give them the boost Empowered, which they may invoke during any use of their special ability. You may only have one such boost in play at a time; if you generate another, the first goes away. If unused, the boost goes away at the end of the scene. Additionally, you always know who around you is Brushed and generally what their special ability is. 
 
    Enhancements 
 
    Master Special Ability Amplification: You can create an additional Empowered boost. You may apply multiple boosts to a single target, or spread them around. 
 
    Ray of Empowerment: You can empower a target even if you cannot touch them, up to one zone away. 
 
    Lingering Special Ability: Select any special ability you have, including Ability Synergies, besides Special Ability Amplification. Anyone with your Empowered boost gains access to the basic form of that special ability. 
 
    Common Ability Synergies 
 
    Special Ability Nullification: You can give a special ability, and you can take it away. That makes you pretty scary in a Brushed melee. 
 
    Electricity Projection: You amplify others’ special abilities with bolts of lightning. You’re not sure how it works, but it’s effective. 
 
    Drawbacks 
 
    Your ability is less than short-range; you Must Maintain Physical Contact to keep someone empowered. 
 
    When you empower an ally, they’re taking some of your energy away. Your special ability Leaves You Weakened while your allies are empowered. 
 
    Collateral Damage Effects 
 
    Mass Empowerment: You can give your Empowered boost to every Brushed individual in the scene, friend and foe, in a single wave of energy. Outputting this much energy in a single go, however, has unpredictable effects on inanimate objects and unpowered humans; they get tossed around, thrown in the air, and might even explode. 
 
      
 
    Special Ability Nullification 
 
    The guys who amplify special abilities are more popular, but you’re arguably more important, if only as a jailer. 
 
    Basic Special Ability Nullification: You can render your zone inhospitable to the use of special abilities. If someone attempts to use a special ability in your zone, they must surmount an impediment with Will with a -2d penalty in order to use that ability. 
 
    This nullification field does not affect you, and you can dismiss it at will. Additionally, you always know who around you is Brushed and generally what their special ability is. 
 
    Enhancements 
 
    Master Special Ability Nullification: Increase the opposition to the use of special abilities to -3d penalty to Will. 
 
    Distant Special Ability Nullification: You can create a special ability nullification zone up to two zones away. This zone may exist in addition to the one in your zone. You can only maintain one zone of distant special ability nullification at a time. 
 
    Full Nullification: By touching a target, you can temporarily strip away their special ability. If they resist, you can make an attack using Melee to grab them against their will. Once stripped, they cannot benefit from their special ability in any way until the end of your next turn. 
 
    Common Ability Synergies 
 
    Special Ability Amplification: You can take special abilities away, but you can give them back and even make them better. 
 
    Frost Projection: When your ability is active, the affected zone isn’t just resistant to special abilities—it is a frigid and inhospitable place. 
 
    Drawbacks 
 
    Nullifying special abilities requires a lot of concentration, and keeping a nullification zone active for more than a few seconds is Exhausting. 
 
    Rather than strictly nullify special abilities, your ability causes special abilities to short out, go off randomly, and generally still work but work wrong. Your nullification zone suffers from Unpredictable Special Ability Misfires. 
 
    Collateral Damage Effects 
 
    Superb-Special Ability Strike: By concentrating, you can unleash a burst of energy that strikes at the heart of a Brushed individual. A nameless NPC with special abilities gets killed instantly, while Brushed named NPCs or PCs must either take a mild, lasting condition or lose access to their special abilities entirely until the end of the scene. 
 
    This energy blast resonates throughout the area, causing everyone there—whether they have special abilities or not—to become dazed and disoriented. 
 
      
 
    Special Ability Replication 
 
    You never need to suffer from special ability envy. If you can find someone with a special ability, you’ll have it too. 
 
    Basic Special Ability Replication: If you are touching a Brushed individual, you can mimic their special ability. If they resist, you may make an attack using Melee to grab them against their will. You may use the Basic special ability or special ability suite, but you cannot access their Enhancements or Collateral Damage Effects. You get the same Drawbacks, though. Additionally, you always know who around you is Brushed and generally what their special ability is. If you are touching someone with special abilities, you know exactly how their special ability works. 
 
    Enhancements 
 
    Master Special Ability Replication: When the special ability you are replicating requires you to roll the dice—for instance, to attack—you gain +2d to that roll. 
 
    Lingering Special Ability Replication: You can keep the special ability after you let go of the person you took it from. This special ability goes away at the end of the scene or if you replicate another special ability. 
 
    Special Ability Vampire: While you are replicating someone’s special ability, their ability to use that special ability is hampered. If your victim attempts to use the special ability, they must surmount an impediment with Will with a -2d penalty in order to use it. 
 
    Special Ability Suite Duplication: By spending several minutes closely concentrating on a Brushed individual, you can copy most or all of their special ability suite. During this time, you gain your target’s Basic special abilities in the suite. You also gain their Enhancements and Collateral Damage Effects, but you lose access to all of YOUR special abilities, including Enhancements and Collateral Damage Effects. You keep these special abilities for a full scenario or until you willingly get rid of them, at which point your original special abilities return. 
 
    Common Ability Synergies 
 
    Special Ability Amplification and Nullification: If you know how to replicate special abilities, improving or hampering them should be easy. 
 
    Harm: You’re stealing someone’s special ability. You’re stealing a very real part of who they are. That’s gonna hurt. 
 
    Drawbacks 
 
    Too much time thinking about how special abilities work and how to get access to them has left you a little psychologically damaged: you are Special Ability-Addicted. 
 
    A light tap on the arm isn’t enough for you to borrow someone’s ability; your special ability-theft Requires Sustained Physical Contact. 
 
    Collateral Damage Effects 
 
    Replicated Collateral Damage: You can use the collateral damage effect of the person whose special ability you are replicating. 
 
      
 
    Superb Agility 
 
    You are an acrobat without compare. 
 
    Basic Superb Agility: You are preternaturally graceful, and gain +2d to Athletics when leaping, balancing, or otherwise demonstrating your agility. In addition, you have a Prodigious Leap: leaping up to a second-story window or from rooftop to rooftop across a wide alleyway is a simple task that, without further complication, requires no Athletics roll. 
 
    Enhancements 
 
    Master Superb Agility: You gain an additional +2d bonus to Athletics when demonstrating your superior agility. 
 
    Cat Footed: You know just how to land after even the highest fall. When you fall, you land on your feet and take no damage, regardless of the height you fall from, as long as you are conscious. 
 
    Uncanny Dodge: If you can see a projectile coming, you can get out of its way with some clever gymnastics. You gain +2d to defense checks when dodging ranged attacks. 
 
    Common Ability Synergies 
 
    Superb Strength: You have strong legs, which is why your leaps are so prodigious. 
 
    Flight: You might not have true flight, but your leaps are so superhumanly powerful that they are nearly indistinguishable from flying. 
 
    Drawbacks 
 
    Your legs don’t like being still. When you aren’t leaping through the air, you are Restless. 
 
    While your leaps are decent enough, what actually moves you are lines of sticky webbing, strong vines or rope, or metal cords that work like grappling hooks. You Need Solid Anchor Points in order to leap. 
 
    Your leaps are amazing, but not incredibly accurate. Outside that’s not a problem, but you are Accident-Prone While Indoors. 
 
    Collateral Damage Effects 
 
    Mighty Bound: If you put everything you have into it, you can leap incredible distances; from the ground to basically any outdoor point in the city. Of course, putting that much muscle into a jump will crack the pavement where you land. 
 
    Hair-Trigger Reaction: If you are targeted by a ranged attack from another zone, you can use your superhuman agility to not just leap out of the way, but also leap toward your attacker, landing in their zone. This causes the attack to miss you, but it will still hit something in your zone. 
 
      
 
    Superb Intelligence 
 
    You are the smartest person in any room. 
 
    Basic Superb Intelligence: You gain +2d to Will when working through puzzles, riddles, or other mentally absorbing tasks. In addition, you can answer complicated mathematical problems instantly. 
 
    Enhancements 
 
    Master Superb Intelligence: You gain an additional +2d to Will when demonstrating your mental acuity. 
 
    Walking Library: You’ve forgotten more than most people will ever know. By spending a point of Vigor, you can use Will in place of Scholarship and gain the bonus to Will from Superb Intelligence, even if it’s not a mentally absorbing task. 
 
    Strategist: You don’t just understand facts; you understand how people operate. You gain +2d to Empathy when attempting to predict someone’s future actions. 
 
    Taskmaster: Once you see how someone fights, you can exploit their weaknesses. When someone deals a physical condition to you in a conflict, you gain +2d to all attack checks against them until the end of the scene. 
 
    Common Ability Synergies 
 
    Precognition: Your intelligence is so far beyond the norm that you can predict the near-future with uncanny accuracy. 
 
    Influence: People are just complex systems that a clever mind can manipulate with the right words, and your clever mind always knows just what to say. 
 
    Natural Weapon: Your fists are no stronger than anyone else’s, but your ability to read an opponent means you know exactly where to strike for maximum effect. 
 
    Drawbacks 
 
    Perhaps unsurprisingly, it’s sometimes difficult for the very brilliant to get along with the more normal. You Think You’re Better than Everyone. 
 
    Your brain doesn’t shut off. Because of your endlessly contemplating, productive mind, you are Intensely Sleep-Deprived. 
 
    Collateral Damage Effects 
 
    Uncanny Parry: You can use your gift for analysis to divert an incoming attack. When an attack would hit you, you can have it instead strike a nameless NPC in your zone—they wandered into the line of fire at the exact right moment, as you planned. When this happens, you take no damage and the NPC is knocked out or otherwise incapacitated. 
 
    Battle Plan: Your tactical mind has figured out exactly how a given conflict will shape up—you just need to remind your companions what to do. You can shout out a battle plan to give yourself and every ally in the scene the boost We’ve Planned for This. Unfortunately, doing so will give whomever you’re fighting a little insight into your tactics. 
 
      
 
    Superb Senses 
 
    Some of your senses are much more acute than is normal. It sometimes surprises you when you realize just how blind the rest of the world is. 
 
    Basic Superb Senses: Pick a single sense—sight, hearing, smell, taste, or touch. You gain +2d to Investigate when using that sense. In addition, that sense cannot be impeded; for instance, you can see in darkness or hear clearly in a cacophony. 
 
    Enhancements 
 
    Master Superb Senses: You gain an additional +2d to Investigate when using your superior sense. 
 
    Sensory Suite: Pick another sense for your bonus to apply to. 
 
    Alertness: Your senses are heightened even when you aren’t really trying. You gain +2d to Spot against anything you could identify with your superior sense. 
 
    Common Ability Synergies 
 
    Superb Agility: Included among your enhanced senses is proprioception—your ability to recognize where your body is in space. That lets you pull off some superhuman acrobatics. 
 
    Precognition: Included among your enhanced senses is your ability to sense things before they occur. 
 
    Drawbacks 
 
    The human brain wasn’t meant to deal with this much input all at once. You are Easily Overwhelmed. 
 
    You can’t tune out or narrow your super senses. It’s hard for you to focus on what’s important at the moment. As a result, you suffer from a Slowed Reaction Time. 
 
    Collateral Damage Effects 
 
    Mental Map: Your senses are so finely tuned that you can create a full mental map of an entire floor of a building in an instant; all you need to do is click your tongue and listen to the echoes, or perhaps light a fire and watch the way the air currents move the smoke. Whatever the method, it gets you the layout of the building, but it’ll likely attract unwanted attention. 
 
    Hyper-focus: You can focus the full power of your super sense on someone anywhere in the scene. Because of your superior focus, you gain +4d to all attack and defense rolls against your target until you end this effect or the target is incapacitated in some way. However, you cannot attack anyone else while hyper-focused, and you are liable to cause collateral damage because you’ve stopped paying attention to your surroundings. 
 
      
 
    Superb Speed 
 
    You move at a rate of acceleration and maximum speed in excess to that of normal optimal human capacity. 
 
    Basic Superb Speed: You gain +2d to Athletics rolls that involve moving quickly. Additionally, you can move quickly enough to run across liquids or up sheer vertical surfaces—although if you slow down or stop, you’ll sink/fall. 
 
    Enhancements 
 
    Master Superb Speed: You gain an additional +2d bonus to Athletics when moving quickly. 
 
    Improved Reaction Time: You can use Athletics in place of any other skill for the purpose of determining turn order. 
 
    Common Ability Synergies 
 
    Phasing: By concentrating carefully, you can accelerate the molecules in your body to such a point that they no longer interact with common, non-accelerated matter. 
 
    Natural Weapon: When you fight, you might not hit harder than anyone else, but you get a whole flurry of hits in at once, which is just as good. 
 
    Superb Intelligence: It’s not just your body that moves quickly; your mind also operates at high speed. 
 
    Improved Special Effects 
 
    Lots of Actions: You can apply your attack, defend, skill and ability rolls to up to three different actions, adding +1d to each. 
 
    Drawbacks 
 
    Even a super-speedster gets tired, and when your hyperactive metabolism is on the downswing, you can suffer from intense Burnout. 
 
    In your world, people are moving in slow motion; they take forever to do the simplest tasks. No wonder you are so Easily Distracted. 
 
    Collateral Damage Effects 
 
    Time Sprint: If pressed, you can run fast enough to break through time itself. You and anyone and anything you are holding onto disappear completely, reappearing in the same position in the future—as little as one exchange later, but up to a week, with no time having passed for you. The spontaneous return to the natural flow of time, however, is sudden and potentially violent. 
 
    Speedster: If you’re willing to tear up the streets—shattering glass, injuring pedestrians, and such—you can travel pretty much anywhere in the same city in the span of a single exchange. 
 
      
 
    Superb Strength 
 
    You are an unstoppable force; a mountain of muscle. You possess strength well beyond that of normal humans. 
 
    Basic Superb Strength: You gain +2d to Physique in all situations that require pure strength. 
 
    Enhancements 
 
    Master Superb Strength: You gain an additional +2d bonus to Physique in situations requiring pure strength. 
 
    Immovable: You aren’t going to get pushed around so easily. You are immune to all forced movement. 
 
    Common Ability Synergies 
 
    Natural Weapon: Who needs weapons when you can put this much muscle behind every hit? 
 
    Superb Toughness: Tough and strong; a natural fit. 
 
    Improved Special Effect 
 
    Discus: You can throw a target of your attack up to four zones away. 
 
    Drawbacks 
 
    Your super strength also makes you super aggressive. Sometimes you can’t help but fly into a Destructive Rage. 
 
    Your special ability comes from having muscles on top of muscles on top of  muscles. You are big and beefy but, unfortunately, Clumsy. 
 
    Superb strength isn’t quite the gift everyone makes it out to be; just ask the trail of broken doors, shattered plates, hospitalized spouses and other chaos you leave in your wake. It’s not fun when you Don’t Know Your Own Strength. 
 
    Collateral Damage Effects 
 
    SMASH!: It’s easy for you to just pick someone up and hurl them away, or slam them on the floor like a porcelain doll. You can pulverize a nameless NPC entirely, or deal a moderate, lasting condition to anyone else, at the expense of the structural integrity of the buildings around you. 
 
    Earthquake: You can raise your fists and hit the ground with enough force that the whole earth seems to shake, attacking everyone in your zone with Physique. 
 
      
 
    Superb Toughness 
 
    It’s not that you’re too strong-willed to show that you’re hurt, or that you recover especially well from being hurt. It’s that you just don’t get hurt. 
 
    Basic Superb Toughness: You automatically and instantly reduce the severity of any physical conditions you suffer by one step. 
 
    Enhancements 
 
    Master Superb Toughness: You automatically and instantly reduce the severity of any physical conditions you suffer by two steps. 
 
    Implacable: The best defense is not even noticing that someone is attacking you. You gain +2d to defend against physical attacks. 
 
    Juggernaut: Running around obstacles is for people afraid of running through them. You gain +2d to any attempt to surmount an impediment to your movement by smashing right through it. 
 
    Common Ability Synergies 
 
    Regeneration: You are truly hard to kill. 
 
    Shielding: Your super toughness is actually an unconscious side effect of your ability to throw up energy shields. 
 
    Drawbacks 
 
    Your toughness is actually a form of armor, either literal armor that you have to put on or armor that you can encase your body in at will. Either way, it impedes your mobility, leaving you Slow. 
 
    You’re super tough and can’t really feel pain, but that’s because your entire sense of touch has been dialed down to 1. You Can’t Feel Much of Anything. 
 
    The source of your super toughness isn’t internal; it’s in the mass of keloids covering your entire body, or the series of chitinous plates sprouting from your joints, or something else similarly Horrifying to Behold. 
 
    Collateral Damage Effects 
 
    Bulletproof: You can, at will, shrug off any amount of physical condition from a single source—bullets simply bounce off your chest, uselessly. However, the damage is reflected into your environment; bullets gotta go somewhere, after all. 
 
    Interception: When someone, up to one zone away, is attacked, you can intervene, throwing yourself in front of them to defend for them. Leaping into action and throwing targets out of the way, however, will incur its own damage. All this assumes you are able to move there, of course. 
 
      
 
    Telekinesis 
 
    You are able to move, manipulate and control a multitude of people and objects with your mind without physically touching them. 
 
    Basic Telekinesis: You can move small objects in your own or adjacent zones without physically touching them. By hurling objects around, you can attack with Will against targets in your zone. 
 
    Enhancements 
 
    Master Telekinesis: You gain +2d to Will when attacking with telekinesis. 
 
    Long-Range Telekinesis: Your mental abilities stretch unusually far. You can move objects and make attacks up to three zones away using telekinesis. 
 
    Telekinetic Might: You can use Will to lift large objects. Lifting something adult human-sized is a level-1 obstacle, while a steam car is a level-2 obstacle. 
 
    TK Shield: You can ward off physical attacks with the power of your mind. By erecting a telekinetic shield, you can defend with Will against physical attacks. 
 
    Common Ability Synergies 
 
    Flight: You can hoist your body into the air using your special ability. 
 
    Shielding: You can use your telekinesis to erect shields, either generated from nearby detritus or composed of sheer psychic force. 
 
    Superb Strength: By working your muscles and mind in tandem, you can deliver more power than either on its own, effectively giving you superb strength. 
 
    Drawbacks 
 
    A lifetime of pulling things toward you with your mind, rather than your arms, either led to, or was a result of, your own Weak and Frail Body. 
 
    This might be kind of gross, but your mental prowess is tied to your Huge, Visible, Pulsating Brain. 
 
    Collateral Damage Effects 
 
    Holding Pattern: By pouring everything you have into your telekinetic special ability, you can lift everyone and everything in your zone and adjacent zones off the ground. Lifted targets cannot move or take physical actions that require movement, such as using Melee, but they can still use Marksman or mental attacks. 
 
    Powerkinesis: You can lift something up to the size of a steam train’s caboose and hurl it, either to destroy a wall or similarly robust obstacle, or to attack every target in your zone or an adjacent zone. 
 
      
 
    Telepathy 
 
    You know what everyone is thinking. 
 
    Basic Telepathy: Choose one skill from Empathy, Investigate, or Spot. You can use this skill to glean information from the minds of people in your zone or adjacent zones. If your target knows or suspects you are reading their mind, they can actively oppose you with Will. Empathy can discover what someone is feeling, Investigate delves into deep thoughts and memories, and Spot picks up surface thoughts and detects unfamiliar minds. You can also project words into the minds of anyone within range. 
 
    Enhancements 
 
    Master Telepathy: You are a skilled mind reader. You gain +2d to your telepathic skills when reading minds. 
 
    Long-Distance Telepathy: You can read the minds of others regardless of distance, so long as you can see them. 
 
    Mental Blasts: You can use Will to launch mental attacks up to three zones away. If you succeed with Four Successes or Five Successes or Straight Flush, you can either render them comatose or take control of their mind. 
 
    Telepathic Flexibility: You know many ways to read a mind. Choose another skill you can also use to read minds. 
 
    Common Ability Synergies 
 
    Influence: Not only can you read minds, but you can also tweak them. Just a little. Just to your advantage. 
 
    Animal Control: Human minds aren’t the only ones worth reading; animal minds are versatile and very malleable as well. 
 
    Drawbacks 
 
    When you can read others’ thoughts but nobody’s reading your own, you Tend to Abuse Your Power. 
 
    Delving too deep into someone’s brain is risky; their thoughts may start to resonate with yours and generate Multiple Personalities. 
 
    Collateral Damage Effects 
 
    Psychic Lockdown: You can mentally overwhelm everyone else in the scene, effectively freezing them. They can’t take physical actions, but they can still invoke descriptors and perform mental tasks. They can attempt to break out by surmounting with Will, opposed by your Will. On each of your turns, you must concentrate, using your action, to keep them frozen. The psychic brain-lock will definitely have lasting effects on their brains. 
 
    Psychic Maelstrom: You open your mind, and your entire zone becomes inundated with psychic energy. Anyone who ends their turn in your zone takes two mild, sticky mental conditions, and anyone who ends in a zone adjacent to yours takes one mild, sticky mental condition. This effect persists until you choose to end it or the victim receives mental healing of some sort. 
 
      
 
    Teleportation 
 
    You go where you want, more or less instantaneously, without traveling through space. 
 
    Basic Teleportation: You can move up to three zones as an action, provided that you can see where you are moving to. 
 
    Enhancements 
 
    Teleportation Mastery: You can move an additional zone when you teleport. 
 
    Collective Teleportation: Normally you can only teleport yourself, but with a little effort you can teleport any human-sized target you touch. If the target resists, make an attack using Melee to grab them against their will. 
 
    X Marks the Spot: By concentrating for a few minutes in a location, you can mark it. Thereafter, you can always teleport back to your marked location, regardless of distance. You may change your marked location whenever you want, but you can only have one marked location at a time. 
 
    Common Ability Synergies 
 
    Energy Blast: You don’t actually fire bolts of energy, but you can teleport bursts of fire, balls of lava, or similar nastiness directed at your foes, and that works pretty much the same. 
 
    Item Summoning: Back home you’ve got a big collection of useful things, which you can teleport into your hands whenever you need to. 
 
    Drawbacks 
 
    Your teleportation fills you with energy that discharges as soon as you appear at your destination. You create an Involuntary Energy Field. 
 
    When you teleport, you actually move through another dimension, one where physics works differently. The process creates Massive Clouds of Foul-Smelling Smoke. 
 
    Collateral Damage Effects 
 
    Side Door: You can chain together two zones with a slightly unstable shortcut through space, tearing reality as you know it into little bits. Pick any two zones you can see; these zones are considered the same zone for all purposes. 
 
    Sightseeing: You can teleport to any location in the city that you have seen before, even if just in paintings or tintypes. Unfortunately, this imprecise maneuver usually ends with you crashing through something important. 
 
      
 
    Wall-Crawling 
 
    You can cling to—and move along—objects or surfaces such as walls and ceilings. 
 
    Basic Wall-Crawling: You can move along any solid surface, even upside-down, as easily as you move along the ground. In addition, you get +2d to Athletics while navigating obstacles that involve climbing. 
 
    Enhancements 
 
    Master Wall-Crawling: You gain an additional +2d bonus to Athletics when climbing. 
 
    Rebound: You can leap off the wall to put a little more power into your strikes. You gain +2d to Melee if you can attack someone by jumping off a wall. 
 
    Clingy: If you find a comfortable spot on a wall or ceiling, you can hang there for hours if need be. You can even sleep there perfectly safely. 
 
    Common Ability Synergies 
 
    Superb Agility: You can leap from wall to wall like a flea. 
 
    Superb Strength: You can pull your entire body up a sheer surface by the power of your fingertips alone—you’re definitely strong. 
 
    Drawbacks 
 
    Fact is, the ability to hang onto a wall comes from the strange, viscous substance oozing out of your hands and feet. You are, literally, Sticky-Fingered. 
 
    You can get a finger hold on even the tiniest, most insignificant nooks and crannies of a wall, but you Can’t Climb Perfectly Smooth Surfaces. 
 
    Collateral Damage Effects 
 
    Gravity Manipulation: Your wall-crawling ability actually comes from your ability to adjust the pull of gravity on yourself so that “down” is where you want it to be, at least for a few minutes. You can expand this gravity trick to cover an entire zone, pulling everyone and everything not nailed down into the wall you’re standing on. Anyone who hasn’t braced for impact must surmount a level-1 obstacle using Athletics; otherwise, they land poorly and take a mild, sticky condition. 
 
    Hold Fast: You can bring any moving object, up to the size and speed of a train, to a complete halt, provided you can hold onto it with one hand and onto something reasonably solid, like the ground, with the other. Doing this doesn’t hurt you—your body is built to handle these forces—but it will probably damage whatever you’re trying to stop. 
 
      
 
    Weather Control 
 
    You can manipulate and exert influence upon all the natural forces responsible for weather, creating rain, wind, hail, lightning, snow, sleet, fog, and temperature changes. 
 
    Basic Weather Control: You can fill your zone with specific weather patterns by getting the upper hand using Will. You normally do this at -1d penalty, but the penalty increases to -2d with especially difficult weather, such as tornadoes, or especially inclement weather, such as snow during high summer. These weather patterns fade away when you will them to, when you leave the zone, or otherwise at the end of the scene. 
 
    Enhancements 
 
    Master Weather Control: You gain +1d to Will when creating a weather pattern and suffer no penalty or bonus for especially inclement weather. 
 
    Weather Precision: You can use Will to attack any target in a zone in which you’ve created a weather pattern. 
 
    Lingering Weather: Weather patterns you create linger while you are in an adjacent zone. In addition, you can create weather patterns in adjacent zones. 
 
    Common Ability Synergies 
 
    Energy Blast: Rather than firing blasts of pure energy, you can induce winds to blow with pinpoint precision, as effectively as another super might toss a fireball. 
 
    Flight: With a few carefully choreographed updrafts, you can take to the skies. 
 
    Improved Special Effect 
 
    Dangerous Weather: Your weather pattern makes a +4d attack against a single target in its zone. 
 
    Drawbacks 
 
    Your moods tend to leech into the room’s weather, no matter how hard you try. You suffer from Sympathetic Weather Patterns. 
 
    The weather you create can be impressive, but it’s easily overpowered by nature. That’s why you’re Only Effective While Indoors. 
 
    Collateral Damage Effects 
 
    Maelstrom: When you need to, you can dial up your storms dangerously high. Your weather pattern attacks every target in its zone with a +4d attack. 
 
    Winds of Change: Your weather pattern fills its zone with enough wind to push everyone except you into an adjacent zone of your choice. Until you end the effect, nobody can re-enter the zone. 
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    THE STEAMFUNKATEERS UNIVERSE 
 
    Origin of the Brushed 
 
    While much about the Brushed is still deeply shrouded in mystery during the Age of Steam—1837CE-1901CE—it is believed that Baas Bello—teacher of Harriet Tubman, Benjamin Banneker, Stagecoach Mary Fields and other great, Black heroes and sheroes throughout the world—is the first of the Brushed, although Baas neither confirms or denies this. It is known that Baas Bello is much older than the giant, Mama Maybelle, who claims to have been present at the forming of the Grand Canyon (although Mama Maybelle has been known to… exaggerate a bit). 
 
    It is also known that Baas Bello is aware of—and even communicates with—his selves in alternate universes, which provides even more evidence that he is the first among the Brushed, as no other human being is known to have manifested such an ability. 
 
    In fact, in the Southwest region of Nigeria, the Yoruba people consider Baas to be an Orisa—one of the 400+1 Forces of Nature (the “+1” means the Orisa are ever-expanding; ever-growing). 
 
    Many believe the Brushed are all personifications of some Force of Nature or Cosmic Power. This belief is shared by animists and cultural traditionalists. 
 
    Most Christians and Muslims believe the Brushed receive their special abilities from God/Allah or the Devil/Shaitan—depending on which entity they serve, or if they walk the path of good or evil. 
 
    Most men and women of science believe the Brushed are genetic anomalies, or the next step in evolution. 
 
    Mystics believe the Brushed have tapped into arcane energies and express them in sundry ways. 
 
    Whatever the case may be, the number of the Brushed seems to be increasing. By Baas Bello’s estimate—he keeps thorough and in-depth records of sightings of the Brushed and their activities—there are over thirty of the Brushed in the United States alone. 
 
      
 
    The World in the Age of Steam 
 
    The Age of Steam—called the Victorian Era by some—conjures images of men in top hats and women in bustles and corsets walking along a foggy cobblestone street, or rugged men in Stetson hats and string ties and women in cotton dresses and bonnets running across a dirt road to avoid a stagecoach speeding by. Now, while all that is certainly a part of it, the truth is that, at the time, Great Britain and other European countries were ravaging Africa, stealing her people, cultures and resources, and exploiting and polluting countries throughout Asia. 
 
    While the entire world may not have been controlled by Great Britain at the time, the entire world certainly felt Great Britain’s influence. 
 
    In the United States, gunslingers left a bloody trail across the states and territories; cattle barons, corrupt landowners and slave traders made big business out of other people’s misery; and the indigenous people fought for justice and sovereignty in their own home. 
 
    Driven by the industrial revolution, steam engines roared throughout the lands of the Diaspora, blanketing the sky with dense black smoke and crushing the hopes of the darker peoples of the planet. 
 
      
 
    Vicarious Adventures  
 
    In the Age of Steam, people from all walks of life hungered for stories that would take them to faraway lands, but they sought these adventures for very different reasons. 
 
    Most Black people throughout the Diaspora wanted to go “home”—back to Mother Africa—where they believed they would be free and made equal to all man and mankind. In fact, a popular story among Black people was of enslaved Africans who had escaped slavery by turning into birds and flying free, back to Africa. 
 
    Those who did not see flying home as an option, took to tales of outsmarting white people, giving them their comeuppance and having better lives because of it. Tales of John the Conqueror, also known as High John the Conqueror, John de Conquer, and many other variants, were wildly popular throughout the plantations of the United States and later throughout free Black communities still suffering from white oppression. John the Conqueror is associated with John the Conqueror root, or John the Conqueroo, to which magical powers are ascribed, especially among the hoodoo tradition of folk magic. 
 
    John the Conqueror was an African prince who was sold as a slave in the Americas. Despite his enslavement, his spirit was never broken and he survived in folklore as a sort of a trickster figure, because of the tricks he played to evade his masters. Joel Chandler Harris’ Br’er Rabbit of the Uncle Remus stories is said to be patterned after High John the Conqueror.  
 
    In one traditional John the Conqueror story, John falls in love with the Devil’s daughter. The Devil sets John a number of impossible tasks: he must clear sixty acres of land in half a day, and then sow it with corn and reap it in the other half a day. The Devil’s daughter furnishes John with a magical axe and plow that get these impossible tasks done, but warns John that her father the Devil means to kill him even if he performs them. John and the Devil’s daughter steal the Devil’s horses; the Devil pursues them, but they escape his clutches by shape-shifting. 
 
    It is believed that High John the Conqueror went back to Africa, but left his power in the Americas, placing it in the root of a certain plant. Possess that root, and he can be summoned at any time. In Steamfunkateers, the truth is, High John the Conqueror is one of the town elders of Nicodemus, Kansas and is preparing for a prophesied war between the Brushed. 
 
    Charles W. Chesnutt published The Conjure Woman in 1899.  The book, a series of loosely associated short stories, focuses on Uncle Julius McAdoo’s efforts to manipulate and dupe his northern-born, white employers, with hilarious results. 
 
    Like the famed trickster, High John the Conqueror, Uncle Julius overcomes an oppressive society through cunning, veiled courage and humor and his tales offer coded commentary on the psychological and social impact of slavery and racial inequality. 
 
    The stories Of Uncle Julius combine a good bit of magic—”cunjuhring,” “root wuk,”  “goophering” – and creatures of the supernatural.  
 
    White people, on the other hand, sought to adventure in “exotic” places. “Exotic” usually referred to Asian cities, such as Bangkok, Bombay, Calcutta, Hong Kong, and Shanghai. While the steamship and the Suez Canal dramatically cut travel times around the world, many people couldn’t afford to take long journeys to other lands. Travel novels filled that need, allowing readers to explore those places and cultures through the senses of the characters. White people that could afford it imported carpets, furniture, clothes, and foodstuffs from the “exotic East.” 
 
    Another important theme in the Age of Steam is westernization. Westernization—a polite way of saying “abandon your native cultures and beliefs and replace them with ours, primarily for our economic benefit—included the spreading of Christianity to the rest of the world, and the term goes much further. The British, with varying degrees of success, transported their “civil service” model to other cultures. 
 
    Railroads, telegraphs, and other machines found their way to India, China, and Japan. Combat tactics changed forever as the rifle replaced the spear and bow and the machine gun tore through charging armies. Some leaders, such as the Emperor of Japan, saw westernization as a necessity in order to compete with imperial cultures.  
 
    Westernization also included political dominance. Many early trade agreements turned into imperial influence and eventually conquest. The two competing models were imperialism and colonialism—both two sides of the same coin better known as Global White Supremacy. 
 
    Imperialism left native cultures largely intact, with local rulers that swore fealty to the ruling country. The ruling country would only interfere when it was convenient, providing oversight and modernizing the nation (to the white mind during the Age of Steam, “modernization” and “westernization” were the same thing). 
 
    Colonialism, on the other hand, was defined by direct rule by the dominating country, often displacing local populations with its own people. Colonialism was a more popular option in places where the natives were loosely organized and resources were easy to acquire.  
 
    Society  
 
    Society played a large role in Steam Age England. Officially, British society was divided into two classes, noble and commoner. Each was represented by a House in Parliament. Industry and trade, however, made some commoners very rich, and although they could never be nobles, which is a birthright, they shared little in common with the rest of their class. Victorian society, therefore, understood that British society was in fact made up of three classes. The British middle class aped the upper class in ritual and some middle class gentlemen were actually wealthier than some of their “betters.” Faced with dwindling finances, many upper class bachelors took middle class or foreign wives to acquire wealth. Society discouraged such cross-pollination, of course, and each class had its own constantly shifting rules of etiquette and manner. Classes were encouraged to keep to themselves, interacting with each other only when necessary. 
 
    Two concepts to keep in mind when using society are politeness and scandal. Politeness extends beyond etiquette; there are simply things that a member of society will not do. Open displays of emotion were not permitted in polite society. Men, especially heads of households, kept from discussing business or delivering troubling news to women. A common practice was for the head of the family to read a newspaper and then relate appropriate news to his wife and daughters. A gentleman or his wife would never be seen doing manual labor, that’s what servants were for. And although the coin had long since left circulation, the guinea was used to quote prices for art, horses, land, and professional fees. 
 
    Scandal was the one thing that a member of British Steam Age society had to avoid. Having a mistress, for example, was not nearly as bad as society finding out about it. Many marital partners quietly accepted that their partner had a paramour as long as they were discreet. This extended to other vices as well, especially overindulgence. It was also scandalous for the upper class to engage in business (patronage was a different matter).   
 
    Other nations had their own class systems. American Victorianism was an offshoot of the British Victorian lifestyle that occurred chiefly in heavily populated regions of the United States, such as New England and the Deep South. The name, derived from the reign of Queen Victoria, of course, reflected the heavy British cultural influence on the United States during the time. 
 
    As American business people of the Second Industrial Revolution created sprawling industrial towns and cities in the Northeast, land ownership created a de facto elite even though “all men are created equal.” The growing upper class in the U.S. mimicked the high society of their former mother country in dress, morality, and mannerisms. The period included various activities: the Second Industrial Revolution, the Women’s suffrage movement, and Republican political domination. 
 
    Former slaves and other Americans of African descent also tended to be treated as a lower class. 
 
    In Russia, the peasantry resented the noble landowners, especially those that had formerly been serfs (emancipation occurred only a decade prior to the Victorian Age). 
 
    In Japan, the Emperor clashed with the samurai class, which he intended to abolish. 
 
    In the colonies and empires, social classes were divided by race and ethnicity as well.  
 
    Society provides many hooks for campaigns in Steamfunkateers. A broke baron tries to court an American heiress, who is secretly a vampire. A noble finds himself in love with a peasant whose mother was actually murdered by the noble’s father. A samurai kodenbushi (Legendary Samurai) might not wish to lay down his sword for the emperor, so he enlists the aid of Tewodros II, Emperor of the Ethiopian Empire. In exchange, he helps Tewodros II defeat the British during the British Expedition to Abyssinia. 
 
    Courtship was a very formal affair and allowed for little time between prospective partners to get to know each other. Marriages were based on social desirability, not romantic love. This enforced prudery fueled interest in literature about sexually charged vampires and dashing rogues.  
 
    In your campaign, such a situation might lead to married people having affairs, or single people sneaking around to be with those that they could never marry. These affairs can be used for blackmail purposes, or to allow unlikely characters to have intimate information and contacts that would otherwise be unavailable. Even player characters—especially Dandies and Femme Fatales—can use this to their advantage, using their wiles to gain benefits.  
 
    Progress  
 
    Another key theme in the Age of Steam was progress. Science captured the imagination of the public, and there seemed little that science would not achieve. Railroads, telegraphs, and steamships connected continents. A canal was dug through the Suez. Factories churned out machine-made products. Gaslight kept cities alive well into the night. Electric light bulbs and telephones were even making their debuts.   
 
    This scientific and technological progress fired the imagination of novelists. Jules Verne wrote about vessels that could swim beneath the ocean, take to the air, or even be shot into space. H.G. Wells explored the concept of a time machine, first in the short story “The Chronic Argonauts,” (1888) and later his better known novel The Time Machine (1895). The latter novel was in part an allegory on social classes, with the far future being divided between the beautiful Eloi, a childlike race with everything provided for them, and the hideous Morlocks, a bestial, industrial race that provides for the Eloi, who are, in fact, their food source. Neither race was as intelligent as the time traveling protagonist. 
 
    While perhaps not as extreme as the Morlock future, progress and industrialization in the Age of Steam did have its downsides. The poor flocked to the cities in the hopes of finding factory work. What they found was low wages, poor working conditions, and crammed slums (also known as rookeries). Smokestacks belched black smoke into the air and stained clothes, obscured vision, and, in extreme cases, caused suffocation or drowning (as those who lost their way fell into rivers). Disease tore through the densely populated rookeries. Human evolution, promoted by Charles Darwin, suggested that man was little more than an advanced machine, possibly with no God to guide him.  
 
    Needless to say, this dark side of the industrial revolution and evolutionary thought also fuelled novelists. A few decades prior to the Age of Steam, Mary Shelley wrote Frankenstein or a Modern Prometheus as a warning about man daring to play God. The works of Charles Dickens, many of which showcased the plight of the London poor, are still very popular. During the Age of Steam, Robert Louis Stevenson combined science and the restraints of polite society in The Strange Case of Dr Jekyll and Mr. Hyde.  
 
    Politics  
 
    While America and France had their major revolutions in the previous century, the nineteenth century was almost continually marked with revolutionary fervor. Many dissatisfied subjects and citizens, mainly from the lower classes of their respective societies, stoked the fires of revolution. Partly spurred on by Karl Marx’s Communist Manifesto, popular revolutions exploded across the European continent. For the most part, these revolutions were suppressed. Communism made its resurgence during the Franco-Prussian War in 1871, when a socialist government emerged to take over Paris. This Paris Commune reigned for two months until it was defeated by the regular army. Communism would remain an issue across the European continent throughout the Age of Steam, although somewhat curiously, Britain and America were virtually untouched by the fires of communism.  
 
    All western nations were subject to anarchism. Anarchism was the term given to a movement that sought violent overthrow of the government. While some anarchists were communists, anarchism was a movement all its own. Indeed, any group that used terrorist tactics to influence government was considered an anarchist. Significant anarchist activities throughout the Age of Steam included assassination attempts on the German, Russian, Chilean and British leaders (the attempt on Russian Tsar Alexander II was successful). In Britain, anarchism was equated with Irish separatists (the Fenians). While Fenian terrorist attacks were primarily used as scare tactics, they made assassination attempts on Queen Victoria and stabbed the Chief Secretary of Ireland to death in 1884. 
 
    Communism and related equality movements could provide interesting background color or the motive behind intrigues. Anarchist attacks can add an element of surprise to any Steamfunkateers campaign. Indeed, the PCs could be in a public building or park on an unrelated adventure when an anarchist bomb or assassination attempt springs out of nowhere. In a covert campaign, the PCs could be Black Dispatches, or even Pinkerton agents, tasked with eliminating anarchist threats.  
 
    Religion and Magic  
 
    While the Age of Steam was marked by increased interest and application of science and technology, magic and folklore continued to be practiced, particularly among people of African and Asian descent. Indeed, throughout the world, people continued to make offerings to fairies or place wards upon their households and children. Victorian literature tended to portray faeries as tiny winged humanoids or small humans with stocking caps (these latter types were usually called elves). Sometimes these creatures would be portrayed as stunningly beautiful humanoids—the typical RPG version of the elf. 
 
    During the Age of Steam there were many great Black men and women whose lives were bolstered, or broken, by the arts of legerdemain, divination and prestidigitation. These virtuosos of voodoo, stage magic, fortune-telling and mesmerism all came to fame through the workings of the arcane. Here are a few of note: 
 
    Richard Potter (1783 – 1835) 
 
    Born July 19, 1783, Richard Potter is celebrated as the first successful stage magician in America. 
 
    Potter was born in New Hampshire, the son of an English baronet and an African servant woman. He was educated in Europe before beginning his 25-year career as a performer in post-Revolutionary America. He lived with his father in Hopkinton, NH, until he married his wife, Sally, and had three children. 
 
    Potter is also credited as America’s first successful hypnotist and ventriloquist. One of the earliest records of his stage shows is November 2, 1811, in Boston at the Columbian Museum. The performance featured ventriloquism and magic. Potter is believed to be the first to use a ventriloquist’s dummy and could skillfully throw his voice, using human speech and sounds that perfectly imitated the chirping, cooing and caws of birds. 
 
    Potter performed in Boston, throughout New England, and Canada. Witnesses of Potter’s shows say he was able to walk through a log. The crowd that watched him do this assumed the log was hollow. But when they checked out the log for themselves they discovered it was completely solid! Another of Potter’s amazing tricks was his ability to take a ball of yarn and toss it high into the air, where it would slowly unravel. Potter would then climb up the yarn and vanish into the clouds before hundreds of spectators. 
 
    His shows also regularly included prestidigitation with eggs, money, and dice; throwing knives at assistants; touching a hot iron to his tongue; walking on flames; and dancing on eggs without breaking them. 
 
    Potter was very successful and it is said that he made $4800 for 20-day engagements in the early 1800s, allowing him to buy a 175-acre farm in Andover, New Hampshire, in the village now known as Potter’s Place. His story intrigued Harry Houdini, who became a huge fan. 
 
    JK Rowling, author of the mega-successful Harry Potter series of novels, named the popular teen magician after famed stage magician Harry Houdini and Houdini’s idol – the first known stage magician in America – Richard Potter. 
 
    Potter died on September 20, 1835. Sometime after his death and the death of his wife, Sally, the couple was buried in the front yard of their estate. A few years afterward, however, the house burned down. Potter and his wife’s graves were moved to their present site in 1849. All that remains to this day is a small plot with the gravestones behind the railroad station at Potter’s Place. 
 
    GMs, in your Steamfunkateers campaigns, perhaps Richard Potter didn’t actually die. Perhaps one of your players is a student of Potter, or Richard Potter himself. 
 
    Marie Laveau (1794 – 1881) 
 
    Recognized as the Voodoo Queen of New Orleans, there is no magician, conjurer, witch, or fortune teller who has risen in status or fame to rival Marie Laveau. 
 
    Marie Catherine Laveau was born in New Orleans on September 10, 1794, the daughter of two free Blacks – Marguerite Darcantel, a former Haitian slave and Charles Laveau, a wealthy, Black plantation owner of mixed race. 
 
    Raised by her mother and grandmother, both Voodoo priestesses, Marie Laveau spent most of her adult life in a world where Voodoo was neither alien nor uncommon. She was a very spiritual person who blended, in the Creole way, Voodoo with Catholicism, especially the saints. For Laveau, Voodoo was an extension of Catholic practices and Catholicism, a focus toward the same Bon Dieu (God), natural and familiar, to Voodoo. 
 
    Laveau married a Jacques Paris in 1819 and went to live in New Orleans’ French Quarter. For whatever reason, Charles Paris soon died, however, and she was left with two children to care for. 
 
    After Jacques’ passing, the “Widow Paris” worked as a hairdresser and as a nurse, even performing minor surgery when necessary. Her nursing duties included ministering to prisoners on death row as well as taking in the sick to be nursed in her home. During the worst breakouts of Yellow Fever and Cholera, Laveau was a saint who saved many, and helped make the transition to death a comfortable one. She was there, in the worst hospital wards, using her knowledge of herbal medicines and Voodoo prayers to save the dying. This was frowned on by the local church, but nobody could stop her. 
 
    Being a free woman of color meant that “Mam’zelle Laveau” was free to own slaves. She took advantage of this…not to make life easier on herself, but to put herself in a position to free her enslaved people. 
 
    She entered into a common-law marriage with Christophe Glapion, a member of a prominent local family, and they had five children together – only two of whom survived to adulthood. Although Marie never abandoned her Catholic roots, she became increasingly interested in her traditional African beliefs and quickly developed a reputation as New Orleans’ leading voodoo queen. 
 
    While voodoo was commonly practiced in New Orleans, it had a fearsome reputation and a history of fueling revolution and slave revolts and was actually banned at different times in Louisiana history. Marie Laveau’s marriage of voodoo beliefs to Catholic traditions helped make voodoo more acceptable to upper-class New Orleans society. She regularly presided over public voodoo ceremonies in Congo Square – one of the few locations in rigidly segregated New Orleans where people of different races could mix freely – and made a good income selling charms, curses, and blessings to people of all social classes. The fact that many of her clients were servants in upper-class homes also gave her a spy network which helped reinforce her supernatural reputation to the wealthy patrons who asked for her services. 
 
    The dark consultation of Marie Laveau was sought by the many great men and women of New Orleans. They would visit with Laveau at her St. Ann cottage, sit with her and discuss business matters and affairs of the heart. After fully understanding the situation, Marie would give them advice on how to proceed and insight into their past, present and future… and she was always right. 
 
    Marie disappeared for a time. It is said that she went off to train with a famous Voodoo priest named Doctor John, who was believed to be a free Black man with so much experience in dark magic, that he has never been discovered because of this power. 
 
    In 1830, several years after her disappearance, Marie returned as Voodoo Queen, now armed with the most potent rituals, a pet snake named Li Grande Zombi, and, it seemed, eternal youth. 
 
    Marie Laveau had an extremely complex reputation in later life, both feared for her power as a voodoo queen – with numerous stories about the things that “happened” to anyone who offended her—and admired as a living saint due to her humanitarian work.   
 
    At the time of her death in 1881, eminent writer Lafcadio Hearn referred to her as “one of the kindest women who ever lived”.   Her fame also guaranteed prominent obituaries in the New Orleans Times-Picayune and the New York Times. 
 
    After the announcement of her death, however, many witnessed Marie Laveau walking the streets of the French Quarter as she always did and to this very day people claim to see Marie Laveau walking about on her beloved St. Ann Street. 
 
    In the Steamfunkateers universe, Marie Laveau is the ex-wife of Baas Bello and is murderously jealous of Baas and Harriet Tubman’s friendship (see Moses: The Chronicles of Harriet Tubman for the whole story). 
 
    Mary Ellen Pleasant (1814 – 1904) 
 
    Called “the Mother of Civil Rights in California” from work she initiated in the 1860s, Mary Ellen Pleasant’s achievements in the struggle for the rights of Black people and women went unsurpassed until the 1960s. 
 
    Pleasant was once the most talked-about woman in San Francisco. When other Black people were rarely mentioned, she claimed full-page articles in the press. She helped shape early San Francisco, and covertly amassed a joint fortune once assessed at $30,000,000. 
 
    Pleasant was born a slave near Augusta, Georgia in 1814, the daughter of Virginia governor John H. Pleasants’ son, John H. Pleasants, Jr. and an enslaved Haitian Vodoun priestess. 
 
    After witnessing the death of her mother at the cruel hands of a plantation overseer, Mary Pleasant had to make her way through life largely on her own. 
 
    Pleasant dropped the ‘s’ in her last name, changing it to ‘Pleasant’ and fled to New Orleans, where she found employment as a linen worker at the Ursaline Convent. A short time later, she went to work as a free servant for a Louis Alexander Williams, a merchant in Cincinnati. Williams promised that, after Mary served the Williams family for some time without pay, she would be freed legally. However, Williams, in debt and ultimately jealous of his wife Ellen’s affection for young Mary Pleasant, eventually placed her into nine years of indentured servitude with an aging Quaker merchant known only as Grandma Hussey. Indentured servants could be of any race, and Pleasant, a child of mixed parentage, who in her earlier years was of a very light complexion, was told not to reveal her race – a heavy burden for a girl of about eleven. 
 
    Pleasant adopted Ellen Williams’ name, becoming “Mary Ellen Williams” and she learned business as a clerk in Grandma Hussey’s general store. Although she could not read or write then, she said in her final memoir, “I could recall the accounts of a whole day, and she [Grandma Hussey] would set them down and they would be right as I remembered ‘em.” 
 
    Pleasant grew smart and witty, and adopted abolitionist beliefs and the principles of equality that those beliefs taught her. 
 
    Later in the 1840’s, when her indentured service had ended, the Husseys helped the brilliant and talented twenty-something young woman become a tailor’s assistant in Boston. She also became a paid church soloist there. 
 
    Mary Ellen Williams soon met and married James W. Smith, a wealthy free Black who passed for white, so as to serve as a Southern contributor to William Lloyd Garrison’s abolitionist paper and a conductor on the Underground Railroad. Soon both Smiths served on that Railroad, helping slaves escape to freedom in Canada, Nova Scotia, and Mexico. 
 
    James Smith owned a plantation near Harper’s Ferry, left to him by his white father. Smith staffed it with freed slaves, whose freedom he helped secure. Smith died suddenly in 1844, leaving Mary Ellen a wealthy woman. She eventually remarried, but she continued her work as a conductor on the Underground Railroad between New Bedford, MA, and Ohio out of her own inner calling. She soon became a much-hunted slave rescuer. 
 
    Finally, in 1851, with slavers hot on her trail, she fled West. 
 
    According to ships records and confirming testimony, she arrived in San Francisco in April, 1852 to escape persecution under the Fugitive Slave Law of 1850, for helping hundreds of slaves escape. 
 
    Before her arrival in what would become her permanent home, however, Mary Ellen stayed a year in New Orleans, continuing her studies of Vodoun, which she originally began with her mother, with the Voodoo Queen, Mam’zelle Marie Laveau. From Mam’zelle Laveau, Mary not only learned the herbal remedies and rituals of Vodoun, but also how to mentor her people and to manipulate the secrets of the rich to gain aid for the poor—a ‘model’ that would serve her well in San Francisco. After her intensive training was complete, Mary Ellen fled to San Francisco, assisted by Marie Laveau. 
 
    San Francisco was a rough and tumble, fast-paced place, inhabited by 40,000 people, and home to 700 drinking and gambling establishments, and 5 murders every 6 days. 
 
    In addition to those staggering statistics for that time, there were six men to every woman. San Francisco was not a safe place, but Mary Ellen Pleasant was up to the challenge. She was forced to use two identities to thwart capture under California’s Fugitive Slave Act. Under this law anyone without freedom papers could be captured and sent into slavery. Pleasant had no papers, so she lived as both “Mrs. Ellen Smith”, a white boardinghouse steward/cook and as “Mrs. Pleasants”, an abolitionist/entrepreneur). As Mrs. Smith, she served the wealthiest and most influential men in San Francisco and, using their regard for her as well as the “Laveau model” of leveraging their secrets for favors, she was able to get jobs and privileges for “colored” people in San Francisco. It is this work that earned her the nickname “The Black City Hall.” 
 
    In the “colored” community, in her true identity as Mrs. Pleasants, she used her money to help ex-slaves fight unfair laws and to get lawyers or businesses in California. She became an expert capitalist, owning every kind of business imaginable, and she prospered. However, her people suffered as European immigrations took the menial jobs once held for them and as anti-black sentiment and national depression mounted. So, in 1858 Mary decided to return East—not to live, but, as she once said in a letter, to help her former brother-in-law gain release from slavery and to help abolitionist John Brown end slavery forever. 
 
    In Canada, she bought land on Campbell Street, near Harper’s Ferry, Virginia to help John Brown house the slaves that he planned to free. John Brown’s plan was to capture the Federal arsenal there with only 21 men. He would set up a maroon-like militia, made up of runaway slaves throughout the Virginia Mountains, as the Haitians had done. Then, he would shuttle some slaves from there to Canada. Mary gave Brown money for arms and came back the following fall to ride – in disguise as a jockey – in advance of Brown to alert slaves near Harper’s Ferry of his coming. It was a good, but risky, plan, but, unlike some other Black leaders, Pleasant, believing that slavery had to be ended by force, was willing to help. “I’d rather be a corpse than a coward,” was always her motto. 
 
    Of course, Brown acted too soon and was hanged, and Pleasant narrowly escaped with her life. On her return to California, however, she continued to fight, and after the Emancipation Proclamation and the California Right-of-Testimony of 1863 law, she declared her race openly. 
 
    She orchestrated court battles to test the right of testimony, and in 1868 her battle for the right of Blacks to ride the San Francisco trolleys without fear of discrimination set precedent in the California Supreme Court. 
 
    Mary Pleasant went on to become celebrated as a philanthropist and business woman and to amass a $30,000,000 fortune with her secret partner, Scotsman, Thomas Bell and today, the Voodoo Queen of California’s legacy of love and courage lives on. 
 
    Gbêhanzin (Béhanzin) Hossu Bowelle (1844 – 1906) 
 
    Gbêhanzin Hossu Bowelle or the ‘King Shark’ was one the most powerful kings in West Africa at the turn of the 19th Century.  He was the eleventh king of Dahomey, and the last independent ruler of Abomey before French colonization. 
 
    Gbehanzin was also reputed to be a fierce and powerful Vodou Priest, famously noted for hanging a witch or sorcerer alive from a pole as a warning to all who would dare to cross spiritual forces with him. He was never found without his trademark pipe and according to legend emerged from the womb smoking. 
 
    Gbehanzin controlled a private army of female soldiers, the Mino—called the Dahomey Amazons by some—who were said to have fought more fiercely than men, sharpening their teeth into points to tear at their opponents’ carotid arteries. 
 
    In 1882, France declared a protectorate over Porto Novo, a vassal state of Abomey, without consulting with the indigenous people.  By 1885, the French occupied the entire coastal strip West of Porto Novo.  In 1889, King Glèlè and his son Gbehanzin, who considered these coastal areas to be part of the kingdom of Dahomey, declared that the Fon people could no longer tolerate France’s actions. 
 
    In February 1890, the French occupied Cotonou. Gbehanzin, now king after Glele’s sudden death, prepared for war. Gbehanzin’s forces attacked the French simultaneously on two fronts – militarily at Cotonou and economically by destroying the palm plantations at Porto Novo.  The latter precipitated an early end to the hostilities.  A treaty was signed, with the French continuing to occupy Cotonou, for which Gbehanzin exacted an annuity; he made France pay for the use of Cotonou port.  The peace lasted for two years.  However, France was determined to annex Dahomey before the British or Germans did.  Gbehanzin, knowing that he would have to defend his sovereignty, continued upgrading his army in preparation for renewed war. 
 
    He declared a treaty made with France by his father, Glèlè, in 1868 null and void. From this act, war began.  
 
    Gbehanzin led the final struggle against French colonial forces, but would ultimately succumb to Colonel Alfred-Amédée Dodds, a Senegalese warrior, who was sent to fight against Gbehanzin with powerful French armed forces under his command. Colonel Dodds’ division defeated Gbehanzin;  not by the French directly besting Dahomey in combat, but because part of Dodd’s campaign was the deforestation of sacred trees, areas of arbors believed to house the spirits of ancestors and to give strength to the Dahomey people. It was only after a significant number of the trees were cut that the French were able to break through the Dahomey forces and drive Gbehanzin into exile. 
 
    Gbehanzin died in 1906 in Algeria. 
 
    In the Steamfunkateers universe, Gbehanzin is intent on unifying all of Africa and the Diaspora into the most powerful empire the world has ever seen. He is actively courting Baas Bello to be his Chief Engineer, promising him wealth and power on both the physical and spiritual planes. 
 
    The Age of Steam also saw the rise of another phenomenon—the practice of magic as a science. In previous centuries, magic was considered the province of religion, either as miracles bestowed by the gods, or as a tool of demons or devils. Occultists in the Age of Steam, however, believed that magic was a natural force that could be harnessed through precise rituals (hermetic magic, or “Magic”). This led to a rise of occult organizations such as the Theosophical Society, the Martinist Order, and the Hermetic Order of the Golden Dawn. Many of these organizations modeled themselves after the Freemasons, known for their secret gestures and rites of initiation. Members found it prudent to meet in secret, as practicing magic was still not acceptable to the general public. French author Leo Taxil caused quite a stir when he invented a black magic order, the Palladian Order, as a secret cult of Freemasons.  
 
    Spiritualism, or the ability to speak with the dead, was also prevalent in the Age of Steam. 
 
    The three Fox sisters, from New York, became world-renowned for summoning spirits that would make their presence known by rapping (a knocking sound). They were discredited in 1888 when one of the sisters revealed how she could make rapping sounds by cracking her toe joint. Still, spiritualism continued to be popular throughout the Age of Steam and gained some legitimacy in the scientific community. 
 
    Although a religion and not a magical practice, Christian Science, founded by Mary Baker Eddy in 1875, taught (and still teaches today) that, since man is made in God’s image, man is perfect. It is man’s own misperceptions of the material world that causes injury and through special prayers designed to see the spiritual reality man can heal himself. While not specifically banned, many Christian Scientists refuse medical attention, believing that all they need is the power of prayer.  
 
    Important Organizations and Secret Societies  
 
    Organizations are important to any setting, but many of those in the Steamfunkateers campaign are secret and hidden. Player characters that are members of one of these organizations will do what is in the best interest of the organization. 
 
    Hermetic Order of the Golden Dawn  
 
    The Esoteric Order of the Golden Dawn, later renamed the Hermetic Order of the Golden Dawn, is one of the largest and most influential organizations of western occultism. Though relatively new, this organization has greatly expanded in both membership and power, and some claim it has an impact on both the political and industrial fronts that is without compare. 
 
    In 1886 Rev. A.F.A. Woodford was given a document called the Cipher Manuscript. The Manuscript, written in English but encoded, did not interest the Reverend, so he passed it on to his friend Dr. William Wynn Westcott. Dr. Westcott managed to decode the Cipher Manuscript, discovering it to be a detailed outline of the Grade Rituals of the Order, and prescribed a curriculum of specifically graduated teachings that encompass the Hermetic Qabalah, Astrology, Tarot, Geomancy, and Alchemy. Dr. Westcott brought in his fellow Freemason Samuel Liddell MacGregor Mathers to confirm his deciphering of the manuscript and to assist in turning the writings into a usable set of rules for a new lodge order. Mathers asked a third Freemason, Dr. William Robert Woodman, to assist in this endeavor, and the core of the Esoteric Order of the Golden Dawn was formed.   
 
    In 1887 the trio officially opened the Order to others, and soon a great many Initiates were learning the esoteric arts. As the number of initiates grew, the influence of the Order also grew. The teachings outlined in the Cipher Manuscript were quite detailed, and those who followed the course of study soon found their astrological readings were quite specific, and quite accurate. In 1891, new initiate Arthur Edward Waite began extensive teachings in the use of the Tarot, consolidating the knowledge scattered through the ages on their use and meaning. Other young initiates, like Edward Alexander Crowley in 1897, showed a great deal of talent in Alchemy and the Qabalah.   
 
    In 1890 it is rumored that the Order managed to acquire the secret writings of Sir Isaac Newton, which contained his notes on the creation of the Philosopher’s Stone. Some claim that the Order was able to complete the work that Newton was not able to finish, creating a Philosopher’s Stone and ensuring the Order’s means of wealth. Turning base metals into gold meant that the order was not dependant on the generosity of their members, and meant that they could pursue even the most obscure and costly of rituals in their quest for knowledge.  
 
    Pinkerton Detective Agency  
 
    The world of Private Eyes begins with the legendary Pinkerton National Detective Agency. Their logo, with its big central eye and the motto “We Never Sleep”, spawned the nickname Private Eye, and the image of the tough guy determined to solve a case. 
 
    In 1850 Allan Pinkerton and Chicago attorney Edward Rucker formed the North-Western Police Agency, later to be known as Pinkerton National Detective Agency. Pinkerton became famous in February 1861, when he foiled an assassination plot in Baltimore, Maryland, of President-Elect Abraham Lincoln. His efforts in this case impressed Lincoln so much that Lincoln hired Pinkerton to provide his security during the American Civil War as well as performing as head of the Union Intelligence Service during the first years of the war. Pinkerton’s investigative techniques, created during his days in the North-Western Police Agency and refined over the years, were an innovation that lead the Pinkerton’s to be the most well known specialists in criminal investigations and undercover operations. The Pinkerton National Detective Agency became a unit to be feared. 
 
    After the end of the American Civil War, Pinkerton’s offices opened all across the United States. Their services were used to track down outlaws such as Jesse James, The Wild Bunch, and the Reno Gang. Their services spread far and wide, even assisting Scotland Yard and Sherlock Holmes in a number of cases involving crimes on both continents.  
 
    Starting in the 1870s, the Pinkerton Agency was hired by a number of large companies to investigate efforts to unionize workers. Quite often this led to violent conflicts and a bad reputation for the Agency. Pinkerton Men became associated with “Corporate Thugs” and were known for being union breakers. Pinkerton Agent John McParland managed to infiltrate the militant labor union of coal miners in Pennsylvania known as the Mollie Maguires. The Mollies were a secret Irish organization that worked for labor unionization and were known for stirring up trouble throughout Ireland. McParland, under the name of James McKenna, became a member of the Mollie Maquires in Pennsylvania. Using the knowledge he gain from them, a great many members of the group were arrested, leading to the end of the violent unionist efforts of the Mollie Maguires.  
 
    The Pinkerton National Detective Agency makes a great resource in any Steamfunkateers adventure set in the United States. Players can work for Pinkerton’s as investigative agents, as undercover agents, or even as consultants. The Agency can also be used as an adversary, bringing truth to claims that Pinkerton Agents were violent thugs with a badge of authority. 
 
    Scotland Yard  
 
    In the eighteenth century came the beginnings of immense social and economic changes with the consequent movement of the population of England to towns. The parish constable and “Watch” systems used throughout the country failed completely and the impotence of the law-enforcement machinery was a serious menace. Conditions became intolerable and led to the formation of the “New Police.”   
 
    In 1829 the Metropolitan Police Act introduced by Sir Robert Peel, was passed by Parliament. This Act replaced the numerous local constables with a single police force that covered Greater London, excluding the City of London, which had its own Police Force. The Marine, or River Police as well as the Bow Street Patrols (both mounted and the “Runners” on foot) were also outside the command of the new London Metropolitan Police. The task of organizing and designing the “New Police” was placed in the hands of Colonel Charles Rowan and Richard Mayne (later Sir Richard Mayne). These two Commissioners occupied a private house at 4 Whitehall Place, the back of which opened on to a courtyard. The back premises of 4 Whitehall Place were used as a police station. This address led to the headquarters of the Metropolitan Police being known as Scotland Yard.   
 
    By 1890 the Metropolitan Police had taken over all of the buildings surrounding the original private house, as well as many buildings, stables, and storehouses in the surrounding area. Scotland Yard outgrew its origins. Headquarters were moved in 1890 to premises on the Victoria Embankment designed by Richard Norman Shaw and became known as New Scotland Yard.   
 
    Metropolitan police officers carried firearms only when given special permission by a judge; normally they are only armed with a truncheon. Their jurisdiction was limited to the London Metropolitan area unless requested by outside authorities and given permission by the Home Secretary (the cabinet officer who commands the police). The officers, often called “Bobbies,” after Sir Robert Peel, wore a unique and very sturdy hat. This officer could stand on his hat, allowing him to see over fences quite easily. They were charged with keeping order in public thoroughfares, ensuring that Public Houses follow strict hours and serving laws, fining establishments that conducted bear baiting or cock fighting, and ensuring that people going about their lawful business were not menaced by “general riff-raff and ne’er-do-wells.”  
 
    The Metropolitan Police Service Criminal Investigation Department, or CID, the first criminal investigation department, was set up in April 1878 by C. E. Howard Vincent. Originally it was only responsible to the Home Secretary, but since 1888 it had been under the authority of the Metropolitan Police Commissioner. CID officers did not wear a uniform, instead they were plainclothes officers. CID officers were involved in the investigation of major crimes such as rape, murder, serious assault, fraud, and any other crimes that require complex detection. They were responsible for acting upon intelligence received and then building a case; from analysis of the initial incident through the arrest and prosecution of any suspects.   
 
    The success of the men of Scotland Yard did not go unnoticed. Throughout the world, police forces were modeled after the Metropolitan Police. By the end of the 1890s uniformed and organized police forces could be found in nearly every major city.   
 
    Some of Scotland Yard’s most famous investigators include Inspector George Lestrade, who consulted with Sherlock Holmes on a number of cases; Detective Inspector Frederick Abberline, who headed up the dreadful Whitechapel Murder investigations; and, in the Steamfunkateers universe, Inspector Montgomery Pettiman, who broke the horrific case of Sweeney Todd, but was unable to capture him. 
 
    Prince Hall Freemasonry 
 
    Prince Hall Freemasonry is a branch of North American Freemasonry founded by Prince Hall on September 29, 1784 and composed predominantly of Black men from North America. 
 
    Prior to the American Revolutionary War, Prince Hall and fourteen other free Black men petitioned for admittance to the white Boston St. John’s Lodge. They were declined. Freemasonry was attractive to some free Blacks like Prince Hall because it was founded upon ideals of liberty, equality and peace. 
 
    Having been rejected by colonial American Freemasonry, Hall and 14 others sought and were initiated into Masonry through Lodge No. 441 of the Grand Lodge of Ireland on March 6, 1775. The military lodge was attached to the 38th Foot (renamed “The 1st Staffordshire Regiment”) in 1782. The Lodge was attached to the British forces stationed in Boston. Hall and other freedmen founded African Lodge No. 1 and he was elected Master. 
 
    When men wished to become Masons in the newly formed United States, the existing members of the Lodge had to vote unanimously to accept the petitioner. If any one white member voted against a Black petitioner that person would be rejected. In a letter by General Albert Pike to his brother in 1875 he said, “I am not inclined to mettle in the matter. I took my obligations to white men, not to Negroes. When I have to accept Negroes as brothers or leave Masonry, I shall leave it.” Masonic and Grand Lodges generally excluded Black people. Since the votes were anonymous, it was impossible to identify the member who had voted against accepting a Black member. The reality was that the black men who had legitimately been made Masons in integrated jurisdictions could be rejected. 
 
    The Black Masons therefore had limited power. When the military lodges left the area, they were given the authority to meet as a lodge, take part in the Masonic procession on St. John’s Day, and bury their dead with Masonic rites but could not confer Masonic degrees or perform any other essential functions of a fully operating Lodge. 
 
    Unable to create a charter, they applied to the Grand Lodge of England. The Grand Master of the Mother Grand Lodge of England, H. R. H. The Duke of Cumberland, issued a charter for the African Lodge No. 1 later renamed African Lodge No. 459 September 29, 1784. The lodge was the country’s first African Masonic lodge. 
 
    Due to the African Lodge’s popularity and Prince Hall’s leadership, the Grand Lodge of England made Hall a Provincial Grand Master on January 27, 1791. His responsibilities included reporting on the condition of lodges in the Boston area. Six years later, on March 22, 1797 Prince Hall organized a lodge in Philadelphia, called African Lodge #459, under Prince Hall’s Charter. They later received their own charter. On June 25, 1797 he organized African Lodge (later known as Hiram Lodge #3) at Providence, Rhode Island. 
 
    Prince Hall, and those who joined him in the founding of Boston’s African Masonic Lodge, built a fundamentally new “African” movement on a preexisting institutional foundation. Within that movement they asserted emotional, mythical, and genealogical links to the continent of Africa and its peoples. 
 
    In 1788 John Marrant became the chaplain of the African Masonic Lodge. 
 
    The lodge met in the “Golden Fleece”, located near Boston Harbor, during the 1780s and 1790s. They later met at Kirby Street Temple in Boston. 
 
    By 1797 there were at least thirty-four members in the Boston Black lodge, but still the lodge was overlooked by mainstream Boston Masons. Integration with the American white Masons was not imminent. Since they were unable to attain integration, Blacks concentrated on recognition from white Masons that Black Masonry, descending from Prince Hall of Massachusetts, was legitimate and not “clandestine.” 
 
    That it had received its charter from the English Grand Lodge and was thus entitled to all Masonic rights such as inter-visitation between black and white lodges without prejudice. Many Grand Masters hoped that ultimately recognition would lead to integration but they knew it would be a long time before that happened. 
 
    African Grand Lodge 
 
    After the death of Prince Hall, on December 4, 1807, the brethren were eager to form a Grand Lodge. On June 24, 1808 they organized African Grand Lodge with the lodges from Philadelphia, Providence and Boston, which was later renamed the Prince Hall Grand Lodge, in his honor. 
 
    The Lodge was struck from the rolls after the 1813 merger of the Antients and the Moderns (two rival Grand Lodges of England). African Lodge was, however, not formally erased. 
 
    After being refused acknowledgment by the Grand Lodge of Massachusetts, the African Lodge declared itself to be an independent Grand Lodge, the African Grand Lodge of Massachusetts. 
 
    In 1827 the African Grand Lodge declared its independence from the United Grand Lodge of England, as the Grand Lodge of Massachusetts had done 45 years earlier. It also stated its independence from all of the white Grand Lodges in the United States. 
 
    This led to a tradition of separate, predominantly African-American jurisdictions in North America, which are known collectively as Prince Hall Freemasonry. Widespread racism and segregation in North America made it impossible for African Americans to join many mainstream lodges, and many mainstream Grand Lodges in North America refused to recognize as legitimate the Prince Hall Lodges and Prince Hall Masons in their territory. 
 
    In the Steamfunkateers universe, the founders of Prince Hall Freemasonry—are all initiates of the Kametic Mystery Schools. 
 
    Each man traveled to Kamet (“Egypt”), where they studied at the temple-universities Waset and Ipet Isut. Here, the Greeks were inducted into a wide curriculum that encompassed both the esoteric as well as the practical. 
 
    Prince Hall was the first to go to Kamet. He was introduced to the Kametic Mystery System—the knowledge that formed the basis of the Kamites’ understanding of the world, which had been developed over the previous 9,500 years. After he returned, Prince Hall made a name for himself among Black people by accurately predicting a solar eclipse and demonstrating how to measure the distance from the earth to the sun. 
 
    The Kametic education was meant to last 40 years, although Prince Hall is the only one known to have made it through the entire process.  
 
    The Kametic Mystery System encompassed math, writing, physical science, religion, indigenous African martial arts and the supernatural. 
 
    In Steamfunkateers, Prince Hall Masons believe in a dichotomy between a higher and lower self. The higher self pursues knowledge, reason and discipline. The lower self—the more prominent of the two—is base, concerned with more crude aspects like sex, addiction and other self-serving pursuits. The Prince Hall Masons believe that reason must ultimately win over emotion for a life to be worthwhile—reason over all else. As such, most Prince Hall Masons have fused functioning mechanical limbs and/or organs with their flesh and it is rumored that Prince Hall’s brain has been replaced by a powerful analytical engine that holds all his memories, skills and abilities, giving him enhanced reflexes and faster processing of information, but at the cost of his emotions. 
 
      
 
    A (Not So) Brief History and Timeline of the World of Steamfunkateers 
 
    1837 The Institute for Colored Youth is founded in Southeastern Pennsylvania. It later becomes Cheyney University. 
 
    1837The Philadelphia Vigilance Committee is organized to help fugitive slaves escape their pursuers. 
 
    1838Pennsylvania disfranchises Black voters.  
 
    1839On August 29, American vessels tow the Spanish ship the Amistad and its 53 slaves into New London, Connecticut. Their fate is decided by the United States Supreme Court in United States v. The Amistad on March 9, 1841 when the Court rules them free and they return to Africa.                
 
    1840Census of 1840, U.S. Population: 17,069,453, Black Population: 2,873,648 (16.1 percent) including 386,293 free Blacks. 
 
    1842Frederick Douglass leads a successful campaign against Rhode Island’s proposed Dorr Constitution which would continue the prohibition on Black voting rights. 
 
    1842The U.S. Supreme Court ruled in Prigg v. Pennsylvania that states did not have to offer aid in the hunting or recapture of fugitive slaves within their borders. 
 
    1843Rev. Henry Highland Garnet delivers his controversial “Address to the Slaves” at the National Negro Convention meeting in Buffalo, New York, which calls for a servile insurrection. 
 
    1843Sojourner Truth and William Wells Brown begin their campaigns against slavery. 
 
    1844On June 25, the Legislative Committee of the Provisional Government of Oregon enacts the first of a series of Black exclusion laws. 
 
    1845Texas is annexed to the United States. 
 
    1845Frederick Douglass publishes his autobiography, The Life and Times of Frederick Douglass. 
 
    1845Macon B. Allen of Worcester, Massachusetts is the first Black admitted to the bar in any state when he is allowed to practice law in Massachusetts. 
 
    1845William Henry Lane (Master Juba) of New York City is the first acclaimed Black dance performer. 
 
    1846-1848: War with Mexico. 
 
    1847Frederick Douglass begins publication of The North Star in Rochester, New York. 
 
    1847Missouri bans the education of free Blacks. 
 
    1847Missouri abolitionists file a lawsuit on behalf of Dred Scott to gain his freedom. The case is eventually decided by the U.S. Supreme Court a decade later. 
 
    1847David Jones Peck is the first Black graduate of a U.S. medical school. He graduates from Rush Medical College in Chicago. 
 
    1848On February 2 in the Treaty of Guadalupe Hidalgo, Mexico cedes California, Arizona, New Mexico, Nevada, and Utah and gives up claim to Texas at conclusion of War in exchange for $20 million. 
 
    1848On July 19-20, Frederick Douglass is among the handful of men who attend the first Women’s Rights Convention at Seneca Falls, New York. 
 
    1849The California Gold Rush begins. Eventually four thousand Blacks will migrate to California during this period. 
 
    1849Harriett Tubman escapes from slavery and begins her efforts to rescue enslaved people. 
 
    1849On December 4, Benjamin Roberts files a school desegregation lawsuit on behalf of his daughter, Sarah, who is denied admission to a Boston school. The lawsuit is unsuccessful. 
 
    1850Census of 1850, U.S. Population: 23,191,876, Black Population: 3,638,808 (15.7 percent) including 433,807 free Blacks. 
 
    1850The Compromise of 1850 revisits the issue of slavery. California enters the Union as a free state, but the territories of New Mexico and Utah are allowed to decide whether they will enter the Union as slave or free states. The 1850 Compromise also allowed passage of a much stricter Fugitive Slave Law. 
 
    1850On August 27, Lucy Stanton of Cleveland completes the course requirements for Oberlin Collegiate Institute (now Oberlin College) and becomes the first Black woman to graduate from an American college or university. 
 
    1850The American League of Colored Workers, formed in New York City, is the first Black labor union in the United States. 
 
    1851Sojourner Truth delivers her famous “Aren’t I a Woman” speech at the Women’s Rights Convention, Akron, Ohio on May 29. 
 
    1852Harriet Beecher Stowe publishes her novel, Uncle Tom’s Cabin, which becomes a bestselling book and a major influence on the Anti-Slavery Movement. 
 
    1852Martin R. Delany publishes The Condition, Elevation, Emigration and Destiny of the Colored People of the United States. 
 
    1852The Jackson Street Hospital in Augusta, Georgia is established as the second medical facility dedicated solely to the care of Black patients. 
 
    1853Elizabeth Taylor Greenfield (the Black Swan) debuts at the Metropolitan Opera in New York City and performs before Queen Victoria at Buckingham Palace a year later. 
 
    1853William Wells Brown of Buffalo, New York, becomes the first Black novelist when he publishes Clotel, or the President’s Daughter.  The novel is published in England, however and thus he is not considered the first published Black novelist in the United States. 
 
    1854On May 24, Virginia fugitive slave Anthony Burns is captured in Boston and returned to slavery under the provisions of the Fugitive Slave Act. Fifty thousand Boston residents watch his transport through the streets of the city in shackles. A Boston church raises $1,500 to purchase his freedom and Burns returns to the city in 1855, a free man. 
 
    1854On May 30, the Kansas-Nebraska Act is passed by Congress. The Act repeals the Missouri Compromise and permits the admission of Kansas and Nebraska Territories to the Union after their populations decide on slavery. 
 
    1854The Republican Party is formed in Jackson, Michigan in the summer in opposition to the extension of slavery into the western territories. 
 
    1854Bleeding Kansas is an outgrowth of the controversy over the Kansas-Nebraska Act. Between 1854 and 1858 armed groups of pro- and anti-slavery factions often funded and sponsored by organizations in the North and South, compete for control of Kansas Territory, initiating waves of violence that killed 55 people. Bleeding Kansas was seen as a preview of the U.S. Civil War. 
 
    1854On October 13, Ashmun Institute, the first institution of higher learning for young Black men, is founded by John Miller Dickey and his wife, Sarah Emlen Cresson. In 1866 it is renamed Lincoln University (Pa.) after President Abraham Lincoln. 
 
    1854James A. Healy is ordained in France as the first Black Jesuit priest. He becomes Bishop of Portland, Maine in 1875, a diocese that includes all of Maine and New Hampshire, and holds that post for 25 years. 
 
    1855The Massachusetts Legislature outlaws racially segregated schools. 
 
    1855William C. Nell of Boston publishes The Colored Patriots of the American Revolution, considered the first history of Blacks. 
 
    1855In November, John Mercer Langston is elected town clerk of Brownhelm Township, Ohio, becoming the first Black elected official in the state of Ohio. 
 
    1855Frederick Douglass is nominated by the Liberty Party of New York for the office of secretary of state. He is the first Black candidate in any state to be nominated for a statewide office. 
 
    1856Wilberforce University becomes the first school of higher learning owned and operated by Blacks. It is founded by the African Methodist Episcopal Church. Bishop Daniel A. Payne becomes the institution’s first president. 
 
    1857On March 6, the Dred Scott Decision is handed down by the U.S. Supreme Court. 
 
    1858Arkansas enslaves free blacks who refuse to leave the state. 
 
    1859On October 16, John Brown leads twenty men, including five Blacks (John Copeland, Shields Green, Lewis S. Leary, Dangerfield Newby, and Osborne Anderson), in an unsuccessful attempt to seize the Federal Armory at Harpers Ferry, Virginia (now West Virginia) to inspire a servile insurrection. 
 
    1859Harriett Wilson of Milford, New Hampshire publishes Our Nig; or Sketches from the Life of a Free Black, the first novel by an Black woman. 
 
    1859 Building of the Suez Canal begins in Egypt under the direction of Ferdinand de Lesseps. Work is completed in 1869. 
 
    1859 The first practical storage battery is created by Baas Bello, but the plans—and the credit—were stolen by R. L. G. Planté, a Brushed Air Pirate. 
 
    1859 On the Origin of Species by Charles Darwin is published (it is debunked a year later by Baas Bello during a public debate; but Baas’ words are later struck from all records). 
 
    1860Census of 1860, U.S. Population: 31,443,321, Black Population: 4,441,830 (14.1 percent) including 488,070 free Blacks. 
 
    1860On November 6, Abraham Lincoln is elected president. 
 
    1860On December 20, South Carolina secedes from the Union. 
 
    1861Congress passes the First Confiscation Act which prevents Confederate slave owners from re-enslaving runaways. 
 
    1861 To ensure better access to the Sydney, Australia, markets, Thomas S. Mort finances and patents the first machine-chilled refrigerated storage facility. The process is a success, and seven years later he begins shipping frozen meat to London. 
 
    1861On May 2, Black men in New Orleans organize the First Louisiana Native Guard of the Confederate Army. In doing so they create the first and only military unit of Black officers and enlisted men to pledge to fight for Southern independence. By February 1862, after New Orleans is occupied by Union forces, the Louisiana Native Guard becomes a military unit in the United States Army. 
 
    1861By February, Mississippi, Florida, Alabama, Georgia, Louisiana and Texas secede. They form the Confederate States of America on March 4. After the firing on Fort Sumter near Charleston, South Carolina on April 12, Virginia, Arkansas, Tennessee and North Carolina secede. 
 
    1861-1865 The Civil War. Approximately 200,000 blacks (most are newly escaped/freed slaves) serve in Union armed forces and over 20,000 are killed in combat.               
 
    1862The Port Royal (South Carolina) Reconstruction Experiment begins in March. 
 
    1862On April 16, Congress abolishes slavery in the District of Columbia. 
 
    1862 In Switzerland, Occultist and Rosicrucian Scion, Jean Henri Dunant proposes the foundation of an international “voluntary relief organization” – The Red Cross. Over the next several decades the organization grows to eventually bring to life Dunant’s true vision: the capture, dissection and study of the Brushed in order to chemically duplicate their special abilities. Dunant’s young protégé, Dr. Henry Jekyll, takes Dunant’s vision further and actually creates a drug that transforms him into the powerful—and bloodthirsty—sociopath, Edward Hyde. 
 
    1862 Otto von Bismarck becomes the Prime Minister of Prussia under appointment by the recently crowned King Wilhelm.  
 
    1862 To reduce the size of armies and thereby reduce the number of deaths by disease and in combat, Dr. Richard J. Gatling invented the 10-barreled automatic gun which bears his name. 
 
    1862In May the coastal pilot Robert Smalls escapes Charleston, South Carolina with The Planter, a Confederate vessel and sixteen enslaved people. 
 
    1862Congress permits the enlistment of Black soldiers in the U.S. Army on July 17. 
 
    1862With the southern states absent from Congress, the body recognizes Haiti and Liberia, marking the first time diplomatic relations are established with predominately Black nations. 
 
    1862On September 22, President Abraham Lincoln issues the Emancipation Proclamation and announces that it will go into effect on July 1, 1863 if the states then in rebellion have not by that point returned to the Union.               
 
    1862Educator Mary Jane Patterson is generally recognized as the first Black woman to receive a B.A. degree when she graduated from Oberlin College in 1862.  Lucy Stanton Day Sessions graduated from Oberlin twelve years earlier but was not in a program that awarded official bachelor’s degrees.               
 
    1863Abraham Lincoln’s Emancipation Proclamation takes effect on January 1, legally freeing slaves in areas of the South still in rebellion against the United States. 
 
    1863The New York City draft riots erupt on July 13 and continue for four days, during which at least 100 of the city’s residents are killed. This remains the highest death toll in any urban conflict in the 19th or 20th Centuries. 
 
    1863On July 18, the Fifty-Fourth Massachusetts Volunteers, the first officially recognized all-Black military unit in the Union army, assaults Fort Wagner in Charleston, South Carolina in an unsuccessful effort to take the fortification. Sergeant William H. Carney becomes the first Black to receive the Congressional Medal of Honor for bravery under fire. 
 
    1863Robert Smalls of Charleston, South Carolina, is the first and only Black to be commissioned a captain in the U.S. Navy during the Civil War. 
 
    1863Susie King Taylor of Savannah is the first Black Army nurse in U.S. history.               
 
    1864The Fort Pillow Massacre takes place in West Tennessee on April 12. Approximately 300 of the 585 soldiers of the Union garrison at Fort Pillow are killed including many after the Union forces surrender. Only 14 Confederate soldiers die in the battle. 
 
    1864In June Dr. Rebecca Lee Crumpler of Boston is the first Black woman to earn a medical degree when she graduates from the New England Female Medical College in Boston. 
 
    1864On June 15, Congress passed a bill authorizing equal pay, equipment, arms, and health care for Black troops in the Union Army.               
 
    1864On October 4, La Tribune de la Nouvelle Orleans (the New Orleans Tribune) begins publication. The Tribune is the first Black-owned daily newspaper. 
 
    1865On February 1, 1865, Abraham Lincoln signs the 13th Amendment to the U.S. Constitution outlawing slavery throughout the United States. 
 
    1865On March 3, Congress established the Freedmen’s Bureau to provide health care, education, and technical assistance to emancipated slaves. Congress also charters the Freedman’s Bank to promote savings and thrift among the ex-slaves. 
 
    1865Confederate General Robert E. Lee surrenders to Union General Ulysses S. Grant on April 9 at Appomattox Court House, Virginia, effectively ending the Civil War. 
 
    1865On April 15, President Abraham Lincoln is assassinated by John Wilkes Booth in Washington, D.C. 
 
    1865 John Wilkes Booth escapes capture by American troops after killing President Abraham Lincoln. The army believes he was Brushed or enhanced by dark magic, which allowed him to pass by others unnoticed. They begin a search for not only Booth but his conspirators as well. 
 
    1865On June 19, enslaved Blacks in Texas finally receive news of their emancipation. From that point they commemorate that day as Juneteenth. 
 
    1865Between September and November, a number of ex-Confederate states pass so called Black Codes. 
 
    1865The Ku Klux Klan is formed on December 24th in Pulaski, Tennessee by six educated, middle class former Confederate veterans.  The Klan soon adopts terror tactics to thwart the aspirations of the formerly enslaved and their supporters. 
 
    1865Twenty thousand Black troops are among the 32,000 U.S. soldiers sent to the Rio Grande as a show of force against Emperor Maximilian’s French troops occupying Mexico. Some discharged Black soldiers join the forces of Mexican resistance leader Benito Juarez. 
 
    1865John S. Rock is the first Black to argue a case before the U.S. Supreme Court. 
 
    1865Martin R. Delany’s appointment as Major by President Abraham Lincoln makes him the highest ranking Black officer during the Civil War. 
 
    1865On January 16, General William T. Sherman issues Special Field Order No. 15 which gives 400,000 acres of abandoned coastal land in South Carolina, Georgia, and Florida to formerly enslaved people.  This order becomes the basis for subsequent “40 acres and a mule” demands by former slaves and their supporters. 
 
    1865With the approval of the Georgia Legislature on December 6, the 13th Amendment took effect and outlawed slavery throughout the United States and its possessions. 
 
    1866Fisk University is founded in Nashville, Tennessee on January 9. 
 
    1866On April 9, Congress overrides President Andrew Johnson’s veto to enact the Civil Rights Act of 1866. The act confers citizenship upon Black Americans and guarantees equal rights with whites. 
 
    1866On May 1-3, white civilians and police in Memphis, Tennessee kill forty-six Blacks and injure many more, burning ninety houses, twelve schools, and four churches in what will be known as the Memphis Massacre.               
 
    1866On June 13, Congress approves the Fourteenth Amendment to the Constitution, guaranteeing due process and equal protection under the law to all citizens. The amendment also grants citizenship to Blacks. 
 
    1866Congress authorizes the creation of four all-Black regiments in the United States Army. Two cavalry regiments, the 9th and 10th and two infantry regiments, the 24th and 25th will become the first and only units in which Black soldiers can serve until the Spanish American War. They will be known as Buffalo Soldiers. 
 
    1866Police in New Orleans supporting the Democratic Mayor storm a Republican meeting of blacks and whites on July 30, killing 34 Black and 3 white Republicans. Over 150 people are injured in the attack. 
 
    1867On January 8, overriding President Andrew Johnson’s veto, Congress grants the Black citizens of the District of Columbia the right to vote. Two days later it passes the Territorial Suffrage Act which allows Blacks in the western territories to vote. 
 
    1867Morehouse College is founded in Atlanta on February 14. 
 
    1867The Reconstruction Acts are passed by Congress on March 2. Congress divides ten of the eleven ex-Confederate states into military districts. These acts also reorganize post-war Southern governments, disfranchising former high ranking Confederates and enfranchising former slaves in the South. 
 
    1867On March 2, Howard University is chartered by Congress in Washington, D.C. The institution is named after General Oliver O. Howard who heads the Freedman’s Bureau. 
 
    1868On July 21, the Fourteenth Amendment to the Constitution is ratified, granting citizenship to any person born or naturalized in the United States.               
 
    1868Opelousas, Louisiana is the site of the Opelousas Massacre on September 28, in which an estimated 200 to 300 Black Americans are killed by whites opposed to Reconstruction and Black voting.               
 
    1868On November 3, Civil War general Ulysses S. Grant (Republican) is elected president. 
 
    1868On November 3, John Willis Menard is elected to Congress from Louisiana’s Second Congressional District. Menard is the first Black elected to Congress. However, neither he nor his opponent will be seated due to disputed election results. 
 
    1868Howard University Medical School opens on November 9. It is the first medical school in the United States established for the training of Black doctors. 
 
    1868 The Shogun Kekei of Japan abdicates and the shogunate is abolished. The Meiji dynasty is restored and begins the modernization and Westernization of Japan. 
 
    1869On February 26, Congress sends the Fifteenth Amendment to the Constitution to the states for approval. The amendment guarantees Black males the right to vote. 
 
    1869On April 6, Ebenezer Don Carlos Bassett is appointed minister to Haiti. He is the first Black American diplomat and presidential appointee. 
 
    1869Isaac Myers organizes the Colored National Labor Union in Baltimore. 
 
    1869George Lewis Ruffin is the first Black to receive a law degree from any institution when he graduates from Harvard Law School. 
 
    1870Census of 1870, U.S. population: 39,818,449, Black population: 4,880,009 (12.7 percent). 
 
    1870Hiram R. Revels (Republican) of Mississippi takes his seat in the U.S. Senate on February 25. He is the first Black United States senator, though he serves only one year, completing the unexpired term of Jefferson Davis. 
 
    1870The Fifteenth Amendment to the Constitution is ratified on March 30.               
 
    1870In June Richard T. Greener becomes the first Black undergraduate to graduate from Harvard University. 
 
    1870The Preparatory High School for Colored Youth opens in Washington, D.C. It is the first public high school for Blacks in the nation. The institution is later named the M Street High School and finally Dunbar High School in honor of Paul Lawrence Dunbar. 
 
    1870 The Standard Oil Company is founded by John D. Rockefeller. 
 
    1870 Franco Prussian War breaks out. The war lasts six weeks and marks the end of Louis Napoleon as emperor of France and the end of the German Unification Wars. The French loose all cohesion and a provisional government is set up by the Prussians. By the end of 1870 the French proclaim the Third French Republic. Paris will succeed from France at the end of 1870 and proclaims the Paris Commune. 
 
    1871In February Congress passes the Civil Rights Act of 1871 popularly known as the Ku Klux Klan Act. 
 
    1871On October 6, Fisk University’s Jubilee Singers begin their first national tour. The Jubilee Singers become world-famous singers of Black spirituals, performing before the Queen of England and the Emperor of Japan. The money they earn finances the construction of Jubilee Hall on the Fisk University campus. 
 
    1871George Washington, an early Black settler in Washington Territory becomes the first Black to found a predominately white town when he establishes Centerville, later Centralia, Washington.               
 
    1872Lt. Governor Pinckney Benton Stewart Pinchback of Louisiana serves as governor of the state for one month from December 1872 to January 1873. He is the first Black to hold that position. 
 
    1872Charlotte Ray of Washington, D.C. is the first Black woman and only the third woman admitted to the bar to practice law in the U.S. 
 
    1873The 43rd Congress has seven Black members. 
 
    1873On April 14, the U.S Supreme Court in the Slaughterhouse Cases rules that the due process clause of the 14th Amendment protects national, not state, citizenship. 
 
    1873Bishop Patrick Healy serves as President of Georgetown University from 1873 to 1881. He is the first Black to preside over a predominately white university. 
 
    1873On Easter Sunday more than 100 Blacks were killed in northwest Louisiana while defending Republicans in local office against white militia. The incident became known as the Colfax Massacre. Later that year in what would be known as the Coushatta Massacre 30 people including white and Black Republican officeholders and their supporters were killed by white militia. 
 
    1874The Freedman’s Bank closes after Black depositors and investors lose more than one million dollars. 
 
    1875Federal troops are sent to Vicksburg, Mississippi in January to protect Blacks attempting to vote and to allow the safe return of the Black sheriff who had been forced to flee the city. 
 
    1875On February 23rd Jim Crow laws are enacted in Tennessee. Similar statutes had existed in the North before the Civil War. 
 
    1875Congress enacts the Civil Rights Act of 1875 on March 1, guaranteeing equal rights to Black Americans in public accommodations and jury duty. 
 
    1875Blanche Kelso Bruce (Republican) of Mississippi becomes the first Black to serve a full six year term as senator when he takes his seat in the United States Senate on March 3. 
 
    1875The 44th Congress has eight Black members. 
 
    1875Jockey Oliver Lewis wins the first Kentucky Derby race. Over the next 27 years fourteen Black jockeys would ride the wining horse at the Derby. 
 
    1875 Guangxu is crowned Emperor of China at the age of four. His adopted mother Empress Dowager Cixi acts as regent until 1889.               
 
    1876Lewis H. Latimer, while working for the Boston patent attorney office of Crosby and Gould, assists Alexander Graham Bell in obtaining a patent for the telephone on March 7. 
 
    1876In May, Edward Alexander Bouchet receives a Ph.D. from Yale University. He is the first Black to receive a Ph.D. from an American university and only the sixth American to earn a Ph.D. in physics. 
 
    1876Race riots and other forms of terrorism against Black voters in South Carolina over the summer including the infamous Hamburg Massacre where blacks are killed while celebrating the Fourth of July, prompt President Grant to sent federal troops to restore order. 
 
    1876On October 13 Meharry Medical College is founded in Nashville by the Freedman’s Aid Society of the Methodist Church. 
 
    1876The presidential election of 1876, pitting Samuel Tilden (Democrat) against Rutherford B. Hayes (Republican), is inconclusive when the votes in the Electoral College are disputed. 
 
    1876 Dr. Kellogg opens the Battle Creek Sanitarium in Battle Creek, Michigan. People flock from all around to come for cleansing, exercise, and a radical change in diet.  
 
    1876 Alexander Graham Bell is awarded a patent for his new invention, the telephone.  
 
    1876 Johns Hopkins University is founded in Baltimore, Maryland, as a research university. The university is named after Johns Hopkins, who left $7 million dollars when he died in 1873 to start a university and a hospital.  
 
    1876 General George Armstrong Custer, leading a detachment of the Seventh Cavalry, attacks a combined Sioux and Cheyenne encampment—Little Bighorn. The 260 soldiers are slaughtered to a man. 
 
    1877The Compromise of 1877 (also known as the Wormley House Compromise because the meeting takes place in a Black-owned hotel in Washington, D.C.) is an arrangement worked out in January of that year which effectively ends Reconstruction. Although Democratic Presidential candidate Samuel Tilden won the popular vote, Southern Democratic leaders agree to support Rutherford Hayes’s efforts to obtain the disputed electoral votes of Florida, Louisiana and South Carolina in exchange for the withdrawal of the last federal troops from the South and the end of federal efforts to protect the civil rights of Blacks. 
 
    1877The 45th Congress has three Black members. 
 
    1877On June 15, Henry O. Flipper became the first Black to graduate from West Point. 
 
    1877In July, 30 Black settlers establish the town of Nicodemus in western Kansas. About a third of the settlers are Brushed, including town leaders, John D. Konkeroo and Bud Billiken. Harriet Tubman and Robert Charles are frequent visitors/semi-residents and John Henry eventually settles there as the town’s blacksmith/weaponsmith. Nicodemus is the first of hundreds of all or mostly Black towns created in the West. 
 
    1877George Washington Henderson of the University of Vermont is the first Black person elected to Phi Beta Kappa, the oldest humanities honor society in the U.S. 
 
    1877 U.S. Grant leaves the Presidency of the United States and Rutherford B. Hayes is sworn in as the 19th President of the United States.   
 
    1877President Rutherford B. Hayes appoints Frederick Douglass as the first Black U.S. Marshal. His jurisdiction is the District of Columbia. 
 
    1877 Thomas Alva Edison invents the phonograph, recording voices on wax cylinders.  
 
    1877 The first public telephones are made available in New York City. 
 
    1877 Queen Victoria is proclaimed the Empress of India. 
 
    1878Marie Selika Williams becomes the first Black woman entertainer to perform at the White House when she presents a musical program to President Rutherford B. Hayes and assembled guests. 
 
    1878 The Christian Revival Association, founded in 1865, inexplicably changes its name to the Salvation Army. It is rumored the Salvation Army is secretly a private army of the Protestant churches that enforces the Ten Commandments and Christian interests through violence and intimidation. 
 
    1878 Electrical street lighting is introduced in London.  
 
    1878 Pope Pius IX dies (assassinated?) and is succeeded by Pope Leo XIII.  
 
    1878 Cleopatra’s Needle is taken out of Alexandra, Egypt, and erected in London, Paris and New York City. 
 
    1879Mary Eliza Mahoney becomes the first Black professional nurse, graduating from the New England Hospital for Women and Children in Boston. 
 
    1879 The Zulu War. Zulus massacre invading British soldiers at Isandhlwana. The son of Napoleon III, the French Prince Imperial, is killed during one of the battles of the Zulu War. 
 
    1879-1880 Approximately six thousand Blacks leave Louisiana and Mississippi counties along the Mississippi River for Kansas in what will be known as the Exodus. Henry Adams and Benjamin “Pap” Singleton were two of the major leaders of the Exodus. 
 
    1880Census of 1880, U.S. population: 50,155,783, Black population: 6,580,793 (13.1 percent). 
 
    1880On May 14, Sgt. George Jordan of the Ninth Cavalry, commanding a detachment of Buffalo Soldiers, leads a successful defense of Tularosa, New Mexico Territory, against Apache Indians.               
 
    1880The U.S. Supreme Court in Strauder v. West Virginia rules that Blacks cannot be excluded from juries solely on the basis of race. 
 
    1880 Thomas Edison and J.W. Swan independently invent the first practical electric lights.  
 
    1880 The first electric lights in New York City are installed. 
 
    1881In January the Tennessee State Legislature votes to segregate railroad passenger cars. Tennessee’s action is followed by Florida (1887), Mississippi (1888), Texas (1889), Louisiana (1890), Alabama, Kentucky, Arkansas, and Georgia (1891), South Carolina (1898), North Carolina (1899), Virginia (1900), Maryland (1904), and Oklahoma (1907). 
 
    1881Spelman College, the first college for Black women in the U.S., is founded on April 11 by Sophia B. Packard and Harriet E. Giles.               
 
    1881On the Fourth of July 25-year-old Booker T. Washington opens Tuskegee Institute in central Alabama. 
 
    1881 President James Garfield is assassinated. Vice-President Chester A. Arthur succeeds him.  
 
    1881 Wyatt Earp, Morgan Earp, Virgil Earp, and Doc Holliday fight Frank McLaury, Tom McLaury, Billy Claiborne, Ike Clanton, and Billy Clanton in the infamous Gunfight at the O.K. Corral. The fight, which takes place in a vacant lot behind the corral, lasts about 30 seconds. During that time about 30 shots are fired. Frank McLaury, Tom McLaury, and Billy Clanton are killed. Morgan Earp, Virgil Earp, and Doc Holliday are wounded.   
 
    1882The Virginia State Assembly established the first state mental hospital for Blacks and locates it near Petersburg. 
 
   
 
  

 1882George Washington Williams’s History of the Negro Race in America from 1619 to 1880 is considered the first history of Blacks that met the standards of professionally written history of that era. 
 
    1882 The US government bans Chinese immigration for the next 10 years.  
 
    1882 Charles Darwin, English Naturalist, dies. This same year his second book On the Origin of Species: The Mythical and Mystical is published posthumously.   
 
    1882 Jesse James, a werewolf living under an assumed name in Missouri, is killed in his own home by U.S. Marshal Bass Reeves.  
 
    1882 Roy Bean is appointed Justice of the Peace for Pecos County. He sets up his part time courtroom in his saloon and dubs himself “The Law West of the Pecos”. 
 
    1883The 50th Congress has no Black members. Intimidation keeps most Black voters from the polls. 
 
    1883On October 16, U. S. Supreme Court in a decision known as the Civil Rights Cases declares invalid the Civil Rights Act of 1875, stating the Federal Government cannot bar corporations or individuals from discriminating on the basis of race. 
 
    1883On November 3, white conservatives in Danville, Virginia, seize control of the local racially integrated and popularly elected government, killing four Blacks in the process. 
 
    1883 Buffalo Bill Cody organizes his Wild West Show, which becomes a world-wide success almost immediately.  
 
    1883 The Orient Express makes its first run from Paris to Istanbul.  
 
    1883 Krakatoa erupts near Java. The effects of this massive volcanic explosion are seen throughout the world over the next several years.  
 
    1883 The Brooklyn Bridge, the architectural wonder of the age, is opened for use. It is the first land crossing between Manhattan and Long Island. 
 
    1884Judy W. Reed of Washington D.C. becomes the first Black woman to receive a patent. She is granted patent number 305,474 on September 23 for her creation of a dough kneader and roller. 
 
    1884Granville Woods founds the Woods Railway Telegraph Company in Columbus, Ohio. The company manufactured and sold telephone and telegraph equipment. 
 
    1884 Grover Cleveland is sworn in as the 22nd President of the United States  
 
    1884 Baas Bello invents the first pistol shrimp-powered steam turbine engine.  
 
    1884 At the Berlin Conference, European nations decide how they will carve up and plunder Africa. 
 
    1885On June 25, Black Priest Samuel David Ferguson is ordained a bishop of the Episcopal Church at a ceremony at Grace Church, New York City. 
 
    1885 The first skyscraper, a stunning 10 stories tall, is erected in Chicago. 
 
    1885 The Vampire King Leopold II of Belgium establishes the Congo Free State as his own personal possession. 
 
    1886The Knights of Labor, founded and headquartered in Philadelphia, reaches it peak membership of 700,000 with approximately 75,000 Black members. 
 
    1886The American Federation of Labor is organized on December 8 in Columbus, Ohio. All major unions of the federation excluded Black workers. 
 
    1886Norris Wright Cuney becomes chairman of the Texas Republican Party. He is the first Black to head a major political party at the state level in U.S. history. 
 
    1886 Karl Benz patents the first successful gasoline-driven automobile, which he built in 1885.  
 
    1886 The Haymarket Riots, an escalation of general strikes throughout the United States, causes a great scandal. Over the course of many years to come, this protest eventually leads to the eight hour workday. 
 
    1887On July 14, 1887, the directors of the International League (Major League Baseball) voted to prohibit the signing of additional Black players while allowing those under contract such as Frank Grant of Buffalo and Moses Fleetwood Walker of Syracuse franchise, to remain with their teams through the 1888 season.  By 1889 Blacks were no longer players in Major League Baseball.  
 
    1887The National Colored Farmers’ Alliance is formed in Houston County, Texas. 
 
    1888On April 11, Edward Park Duplex is elected mayor of Wheatland, California. He is believed to be the first Black mayor of a predominantly white town in the United States. 
 
    1888Two of America’s first Black-owned banks, the Savings Bank of the Grand Fountain United Order of the Reformers, in Richmond, Virginia, and Capital Savings Bank of Washington, D.C, open their doors. 
 
    1888 Jack the Ripper—also known as Spring-Heeled Jack and by his true name, Jek, as taught by Baas Bello and Harriet Tubman—stalks the streets of Whitechapel. Five women of ill repute are horrifically butchered. The city is gripped by the brutality of the crimes, yet the killer is never captured (see The Chronicles of Harriet Tubman: Freedonia, for what Jack the Ripper really is and where he is). 
 
    1889Florida becomes the first state to use the poll tax to disenfranchise Black voters. 
 
    1889Frederick Douglass is appointed Minister to Haiti. 
 
    1889 Oil is discovered in India.  
 
    1889 Benjamin Harrison is sworn in as the 23rd President of the United States. 
 
    1890Census of 1890, U.S. population: 62,947,714, Black population: 7,488,676 (11.9 percent). 
 
    1890The Afro-American League is founded on January 25 in Chicago under the leadership of Timothy Thomas Fortune. 
 
    1890On November 1, the Mississippi Legislature approves a new state Constitution that disenfranchises virtually all of the state’s Black voters. The Mississippi Plan used literacy and understanding tests to prevent Blacks from casting ballots. Similar statutes were adopted by South Carolina (1895), Louisiana (1898), North Carolina (1900), Alabama (1901), Virginia (1901), Georgia (1908), and Oklahoma (1910). 
 
    1890William Henry Lewis and William Tecumseh Sherman Jackson were the first known Black players on a white college football team when they played at Amherst College in Massachusetts. Lewis was team captain for the 1891-92 season. 
 
    1890 Idaho (43rd) and Wyoming (44th) are admitted as states in the United States. 
 
    1891Dr. Daniel Hale Williams founds Provident Hospital in Chicago, the first Black-owned hospital in the nation. 
 
    1892On June 15 operatic soprano Sissieretta Jonesbecomes the first Black to perform at Carnegie Hall. 
 
    1892On July 14 three companies of the 24th Infantry occupy the Coeur d’Alene Mining District in northern Idaho which has been declared under martial law following a violent strike by silver miners. They remain for four months.               
 
    1892In October activist Ida B. Wells begins her anti-lynching campaign with the publication of Southern Horrors: Lynch Law and in All Its Phases and a speech in New York City’s Lyric Hall. 
 
    1892The National Medical Association is formed in Atlanta by Black physicians because they are barred from the American Medical Association. 
 
    1892First intercollegiate football game between Black colleges takes place between Biddle University (now Johnson C. Smith University) and Livingston College. 
 
    1892A record 230 people are lynched in the United States this year, 161 are Black and 69 white. In the period between 1882 and 1951, Tuskegee Institute compiled nationwide lynching statistics. In that 69 year period, 4,730 people were lynched including 3,437 blacks and 1,293 whites. Ninety-two women were victims of lynching, 76 were Black and 16 were white. Although southern states accounted for 90 percent of the lynchings, every state in the continental U.S., with the exception of Massachusetts, Rhode Island, New Hampshire and Vermont, reported lynching deaths sometime during the 69 year period. 
 
    1892The Baltimore Afro-American newspaper is founded by former slave John H. Murphy, Sr. 
 
    1892 Andrew and Abby Borden brutally murdered with a hatchet in their Fall River, Mass., home. It is believed their daughter, Lizzie Borden, is the murderer (read Gunsmoke Blues and find out the truth!). 
 
    1893Dr. Daniel Hale Williams performs the first successful operation on a human heart in his Chicago hospital. The patient, a victim of a chest stab wound, survives and lives for twenty years after the operation. 
 
    1893 Grover Cleveland is sworn in as the 24th President of the United States and the only man to be elected to two non-consecutive Presidential terms   
 
    1893 The World’s Colombian Exposition, also known as the Chicago World’s Fair, takes place. Among the many things seen there for the first time are the Ferris Wheel, Juicy Fruit Gum, and stunning displays of electrical lights illuminating the White City. 
 
    1893 Herman Webster Mudgett , better known as Dr. Henry Howard Holmes, a sociopath, but also an ingenious tinkerer, lures attendees of the World’s Colombian Festival in Chicago to his murder castle—a capacious house filled with all manner of innovative and deadly traps, secret rooms and passageways and bondage and torture devices. Mudgett ends up murdering at least 27 victims in that “castle;” many believe the death toll is much higher and some suspect H.H. Holmes is actually a sibling of Sherlock and Mycroft Holmes, or maybe he’s really Sherlock, himself. 
 
    1894The Church of God in Christ is founded in Memphis by Bishop Charles Harrison Mason. 
 
    1895White terrorists attack Black workers in New Orleans on March 11-12. Six blacks are killed. 
 
    1895In June, W.E.B. Du Bois becomes the first Black to receive a Ph.D. from Harvard University. 
 
    1895Booker T. Washington delivers his famous Atlanta Compromise address on September 18 at the Atlanta Cotton States Exposition. He says the Negro problem would be solved by a policy of gradualism and accommodation. 
 
    1895Three Black Baptist organizations, the Foreign Mission Baptist Convention of the United States (1880), the American National Baptist Convention (1886) and the Baptist National Educational Convention (1893) combined at Friendship Baptist Church in Atlanta to form the National Baptist Convention of America, Inc. The National Baptist Convention is the largest Black religious denomination in the United States. 
 
    1895 Auguste and Louis Lumière display their first moving picture film in Paris. 
 
    1896Plessey v. Ferguson is decided on May 18 when the U.S. Supreme Court rules that Southern segregation laws and practices (Jim Crow) do not conflict with the 13th and 14th Amendments. The Court defends its ruling by articulating the separate but equal doctrine. 
 
    1896On July 21 the National Association of Colored Women is formed in Washington, D.C. Mary Church Terrell is chosen as its first president. 
 
    1896In September George Washington Carver is appointed director of agricultural research at Tuskegee Institute. His work advances peanut, sweet potato, and soybean farming. 
 
    1896John Shippen became the first Black professional golfer when he participated in a tournament in England. 
 
    1896 Baas Bello transmits the first radio signals from his lab in New York City to West Point, a distance of about 30 miles. 
 
    1896 The indigenous people of the Philippines revolt against Spain. 
 
    1896 Gold is discovered in the Yukon Territory. News of the discovery takes almost a year to reach the continental United States, spawning a massive rush to Alaska for gold.    
 
    1897The American Negro Academy is established on March 5 in Washington, D.C. to encourage Black participation in art, literature and philosophy. 
 
    1897The first Phillis Wheatley Home is founded in Detroit. These homes, established in most cities with large Black populations, provide temporary accommodations and social services for single Black women. 
 
    1897 William McKinley is sworn in as the 25th President of the United States. 
 
    1898In January the Louisiana Legislature introduces the Grandfather Clause into the state’s constitution. Only males whose fathers or grandfathers were qualified to vote on January 1, 1867, are automatically registered. Others (Blacks) must comply with educational or property requirements.               
 
    1898The Spanish-American War begins on April 21. Sixteen regiments of Black volunteers are recruited; four see combat in Cuba and the Philippines Five Blacks win Congressional Medals of Honor during the war. A number of Black officers command troops for the first time. 
 
    1898The National Afro-American Council is founded on September 15 in Rochester, New York. The organization elects Bishop Alexander Walters as its first president. 
 
    1898On November 10, in Wilmington, North Carolina, eight Black Americans were killed as white conservative Democrats forcibly removed from power Black and white Republican officeholders in the city.  The episode would be known as the Wilmington Riot. 
 
    1898The North Carolina Mutual and Provident Insurance Company of Durham, North Carolina and the National Benefit Life Insurance Company of Washington, D.C. are established. 
 
    1898The U.S. Supreme Court in Williams v. Mississippi upholds the provisions of the Mississippi Constitution of 1890 which effectively disfranchises virtually all of the Black voters in the state. 
 
    1898 The sinking of the USS Maine in the Havana Harbor is blamed on a Spanish naval mine. The sinking of the ship is a precipitating cause of the start of the Spanish-American War. 
 
    1899In May, the 24th Infantry returns to occupy the Coeur d’Alene Mining District in northern Idaho after violence again erupts. 
 
    1899The Afro-American Council designates June 4 as a national day of fasting to protest lynching and massacres.  
 
    1899Scott Joplin composes the Maple Leaf Rag, which introduces ragtime music to the United States. 
 
    1899 The Philippine Insurrection begins. 
 
    1899 The Boer War begins. 
 
    1900Census of 1900, U.S. population: 75,994,575, Black population: 8,833,994 (11.6 percent). 
 
    1900In January James Weldon Johnson writes the lyrics and his brother John Rosamond Johnson composes the music for Lift Every Voice and Sing in their hometown of Jacksonville, Florida in celebration of the birthday of Abraham Lincoln. The song is eventually adopted as the Black national anthem.                             
 
    1900The New Orleans Race Riot (also known as the Robert Charles Riots) erupts on July 23 and lasts four days. Twelve Blacks, 27 whites—all shot by Robert Charles, a former student of Harriet Tubman—are either injured or dead (for the true story of Robert Charles, read Gunsmoke Blues). 
 
    1900On August 23, the National Negro Business League is founded in Boston by Booker T. Washington to promote business enterprise. 
 
    1900In September, Nannie Helen Burroughs leads the founding of the Women’s’ Convention of the National Baptist Convention at its meeting in Richmond, Virginia. 
 
    1900This year marks the beginning of significant West Indian immigration to the United States. 
 
    1900By 1900, nearly two-thirds of the landowners in the Mississippi Delta were Black farmers, most of whom had bought and cleared land after the Civil War. 
 
    1900An estimated 30,000 Black teachers have been trained since the end of the U.S. Civil War in 1865. They are a major factor in helping more than half the Black population achieve literacy by this date. 
 
    1900 The Gold Standard Act is ratified, placing United States currency on the gold standard.  
 
    1900 Hawaii becomes an official territory of the United States.  
 
    1900 Carrie Nation begins her temperance crusade to close saloons throughout the US.  
 
    1900 A massive hurricane strikes Galveston, Texas, killing over 8,000.                             
 
    1901The last Black congressman elected in the 19th Century, George H. White, Republican of North Carolina, leaves office. No Black will serve in Congress for the next 28 years. 
 
    1901On October 11, when Bert Williams and George Walker record their music for the Victor Talking Machine Company, they become the first Black recording artists. 
 
    1901 Queen Victoria dies. Prince Albert Edward becomes King Edward VII. 
 
    1901 President William McKinley of the United States is assassinated in September. 
 
    1901On October 16, only one month after becoming President, Theodore Roosevelt holds an afternoon meeting at the White House with Booker T. Washington. At the end of the meeting the President informally invites Washington to remain for dinner, making the Tuskegee educator the first Black American to dine at the White House with a president. Roosevelt’s casual act generates a national furor. 
 
    1901Booker T. Washington’s autobiography Up From Slavery is published.               
 
      
 
    North America  
 
    A land of opportunity and growth, the countries of North America are a focal point for adventure and excitement. Penny-dreadfuls fill young minds with tales of action, mystery, and danger in the western lands of the continent. With influences from all of the great, and not so great powers of Europe, North America can be a hotbed of activity.  
 
    The United States  
 
    The 19th century in the United States was a time of turmoil. The whole century seemed to focus on the build up to, and recovery from, the biggest change in American history—the Civil War. The tensions, both political and economic, that led up to the Civil War influenced the direction of the country throughout the early years of the 1800s. The upheaval caused by this great conflict had repercussions that were felt up to the dawn of the new century. It was not; however, all doom and gloom. The Industrial Revolution was alive and well in the United States. The country was a land of invention, with new technology seeming to appear every day. The westward expansion also brought adventure and new discoveries, making the United States a land of opportunity, a dream of people around the world. 
 
    The California Gold Rush of 1848 brought hundreds of thousands of people to California, with towns springing up literally overnight. Once small communities became bustling cities full of life with the excitement of gold fever. The western expansion brought many people to the west, not all of them honest citizens. Card sharks, con men, snake oil salesmen, cattle rustlers and bank robbers could all be found scattered around the boom towns of the west. Indians roamed, and fought for their very survival, clashing with the teeming Americans spilling into their lands.  
 
    Rail lines slowly made their way west, crisscrossing the newly claimed prairies. Men like John Henry helped to build the railroad, expanding the nation and bringing the raw materials of the west to the industrial lands of the east. Jesse James made the railroads famous by robbing the trains, making the lands seem wild and untamed. Railroads were a vital link throughout the United States. Without trains, much of the growth of western towns would not have been possible, and the western United States would have been a vastly different environment.   
 
    The United States was a land of unique adventure—part uncivilized, but well-developed, nation; part savage wilderness. The country was rife with possibility. Great thriving cities like New York, Boston, and Chicago provided centers of industry, intrigue, and adventure. Booming towns like Denver and San Francisco were full of action, danger, and adventure. 
 
    Slavery in the U.S. 
 
    Slavery in the United States was the legal institution of human chattel enslavement of Africans and people of African descent. Slavery had been practiced in British America from early colonial days, and was legal in all Thirteen Colonies at the time of the Declaration of Independence in 1776. It lasted in some states until its abolition through the American Civil War (1861–1865). As an economic system, slavery was largely replaced by sharecropping. 
 
    By the time of the American Revolution (1775–1783), the status of slave had been institutionalized as a racial caste associated with African ancestry. When the United States Constitution was ratified (1789), a relatively small number of ”free people of color” were among the voting citizens, which consisted only of male property owners. 
 
    During and immediately following the Revolutionary War, abolitionist laws were passed in most Northern states and a movement developed to abolish slavery. Most of these states had a higher proportion of free labor than in the South and economies based on different industries. They abolished slavery by the end of the 18th century, some with gradual systems that kept adults as slaves for two decades. However, the rapid expansion of the cotton industry in the Deep South after the invention of the cotton gin greatly increased demand for slave labor, and the Southern states continued as slave societies. Those states attempted to extend slavery into the new Western territories to keep their share of political power in the nation; Southern leaders also wanted to annex Cuba to be used as a slave territory. 
 
    The United States became polarized over the issue of slavery, represented by the slave and free states, in effect divided by the Mason–Dixon line which delineated (free) Pennsylvania from (slave) Maryland and Delaware. 
 
    Congress, during the Jefferson administration, prohibited the importation of enslaved Africans, which became effective in 1808, although smuggling (illegal importing) via Spanish Florida was not unusual. 
 
    Domestic slave trading, however, continued at a rapid pace, driven by labor demands from the development of cotton plantations in the Deep South. More than one million slaves were sold from the Upper South, which had a surplus of labor, and taken to the Deep South in a forced migration, splitting up many families. New communities of African-American culture were developed in the Deep South, and the total slave population in the South eventually reached 4 million before liberation. 
 
    As the West was developed for settlement, the Southern state governments wanted to keep a balance between the number of slave and free states to maintain a political balance of power in Congress. The new territories acquired from Britain, France, and Mexico were the subject of major political compromises. By 1850, the newly rich cotton-growing South was threatening to secede from the Union, and tensions continued to rise. 
 
    Many white Southern Christians, including church ministers, attempted to justify their support for slavery as modified by Christian paternalism. The largest denominations—the Baptist, Methodist, and Presbyterian churches, split over the slavery issue into regional organizations of the North and South. When Abraham Lincoln won the 1860 election on a platform of halting the expansion of slavery, seven states broke away to form the Confederacy. The first six states to secede held the greatest number of slaves in the South. Shortly after, the Civil War began when Confederate forces attacked the US Army’s Fort Sumter. Four additional slave states then seceded. 
 
    Due to Union measures such as the Confiscation Acts and Emancipation Proclamation in 1863, the war effectively ended slavery, even before ratification of the Thirteenth Amendment in December 1865 formally ended the legal institution throughout the United States. 
 
    “A Necessary Evil” 
 
    In the 19th century, proponents of slavery often defended the institution as a “necessary evil.” White people of that time feared that emancipation of enslaved Black people would have more harmful social and economic consequences than the continuation of slavery. In 1820, Thomas Jefferson, one of the Founding Fathers of the United States, wrote in a letter that with slavery: 
 
    “We have the wolf by the ear, and we can neither hold him, nor safely let him go. Justice is in one scale, and self-preservation in the other.” 
 
    The French writer and traveler Alexis de Tocqueville, in his influential Democracy in America (1835), expressed opposition to slavery while observing its effects on American society. He felt that a multiracial society without slavery was untenable, as he believed that racism and prejudice against Blacks increased as they were granted more rights, which is what had happened in the northern states. He believed that the attitudes of white Southerners, and the concentration of the Black population in the South, were bringing the white and Black populations to a state of equilibrium, and were a danger to both races. Because of the racial differences between master and slave, he believed that the latter could not be emancipated. 
 
    Robert E. Lee wrote in 1856: 
 
    “There are few, I believe, in this enlightened age, who will not acknowledge that slavery as an institution is a moral and political evil. It is idle to expatiate on its disadvantages. I think it is a greater evil to the white than to the colored race. While my feelings are strongly enlisted in behalf of the latter, my sympathies are more deeply engaged for the former. The blacks are immeasurably better off here than in Africa, morally, physically, and socially. The painful discipline they are undergoing is necessary for their further instruction as a race, and will prepare them, I hope, for better things. How long their servitude may be necessary is known and ordered by a merciful Providence.” 
 
    “A Positive Good” 
 
    However, as the abolitionist movement’s agitation increased and the area developed for plantations expanded, apologies for slavery became more faint in the South. Leaders then described slavery as a beneficial scheme of labor control. John C. Calhoun, in a famous speech in the Senate in 1837, declared that slavery was “instead of an evil, a good—a positive good.” 
 
    Calhoun supported his view with the following reasoning: in every civilized society one portion of the community must live on the labor of another; learning, science, and the arts are built upon leisure; the African slave, kindly treated by his master and mistress and looked after in his old age, is better off than the free laborers of Europe; and under the slave system conflicts between capital and labor are avoided. The advantages of slavery in this respect, he concluded, “will become more and more manifest, if left undisturbed by interference from without, as the country advances in wealth and numbers.” 
 
    Other Southern writers, like James Henry Hammond and George Fitzhugh, presented several arguments to defend the act of slavery in the South. Hammond, like Calhoun, believed that slavery was needed to build the rest of society. In a speech to the Senate on March 4, 1858, Hammond developed his “Mudsill Theory,” defending his view on slavery stating, “Such a class you must have, or you would not have that other class which leads progress, civilization, and refinement. It constitutes the very mud-sill of society and of political government; and you might as well attempt to build a house in the air, as to build either the one or the other, except on this mud-sill.” Hammond believed that in every class one group must accomplish all the menial duties, because without them the leaders in society could not progress. He argued that the hired laborers of the North were slaves too: “The difference… is, that our slaves are hired for life and well compensated; there is no starvation, no begging, no want of employment,” while those in the North had to search for employment. 
 
    George Fitzhugh used assumptions about white superiority to justify slavery, writing that, “the Negro is but a grown up child, and must be governed as a child.” In The Universal Law of Slavery, Fitzhugh argues that slavery provides everything necessary for life and that the slave is unable to survive in a free world because he is lazy, and cannot compete with the intelligent European white race. He states that “The negro slaves of the South are the happiest, and in some sense, the freest people in the world.” Without the South, “He (slave) would become an insufferable burden to society” and “Society has the right to prevent this, and can only do so by subjecting him to domestic slavery.” 
 
    Agitation against Slavery 
 
    Throughout the first half of the 19th century, abolitionism, a movement to end slavery, grew in strength; most abolitionist societies and supporters were in the North. They worked to raise awareness about the evils of slavery, and to build support for abolition. 
 
    This struggle took place amid strong support for slavery among white Southerners, who profited greatly from the system of enslaved labor. But slavery was entwined with the national economy; for instance, the banking, shipping and manufacturing industries of New York City all had strong economic interests in slavery, as did similar industries in other major port cities in the North. The northern textile mills in New York and New England processed Southern cotton and manufactured clothes to outfit slaves. By 1822 half of New York City’s exports were related to cotton. 
 
    Slaveholders began to refer to slavery as the “peculiar institution” to differentiate it from other examples of forced labor. They justified it as less cruel than the free labor of the North. 
 
    Henry Clay (1777–1852), one of three founders of the American Colonization Society, intended to relocate free Blacks from the US to Africa, founding Liberia. 
 
    The principal organized bodies to advocate abolition and anti-slavery reforms in the north were the Pennsylvania Abolition Society and the New York Manumission Society. Before the 1830s the antislavery groups called for gradual emancipation. By the late 1820s, under the impulse of religious evangelicals, the sense emerged that owning slaves was a sin and the owner had to immediately free himself from this grave sin by emancipation. 
 
    Colonization Movement 
 
    In the early part of the 19th century, other organizations were founded to take action on the future of Black people in America. Some advocated removing free Black people from the United States to places where they would enjoy greater freedom; some endorsed colonization in Africa, while others advocated emigration. 
 
    During the 1820s and 1830s, the American Colonization Society (ACS) was the primary organization to implement the “return” of Black Americans to Africa. The ACS was made up mostly of Quakers and slaveholders, who found uneasy common ground in support of “repatriation.” But, by this time, most Blacks in America were native-born and did not want to emigrate; rather, they wanted full rights in the United States, where their people had lived, died, labored and suffered for generations. 
 
    In 1822 the ACS established the colony of Liberia in West Africa. The ACS assisted thousands of free Black people to emigrate there from the United States. Many white people considered this preferable to emancipation in the United States. Henry Clay, one of the founders and a prominent slaveholder politician from Kentucky, said that Blacks, facing unconquerable prejudice resulting from their color, could never amalgamate with white people. 
 
    After 1830, abolitionist and minister, William Lloyd Garrison promoted emancipation, characterizing slaveholding as a personal sin. He demanded that slave-owners repent and start the process of emancipation. His position increased defensiveness on the part of some southerners, who noted the long history of slavery among many cultures. A few abolitionists, such as John Brown, favored the use of armed force to foment uprisings among the slaves, as he did at Harper’s Ferry. Most abolitionists tried to raise public support to change laws and to challenge slave laws. Abolitionists were active on the lecture circuit in the North, and often featured escaped former enslaved Black people in their presentations. The eloquent Frederick Douglass became an important abolitionist leader after escaping from slavery. Harriet Beecher Stowe’s novel Uncle Tom’s Cabin (1852) was an international bestseller and aroused popular sentiment against slavery. It also provoked the publication of numerous anti-Tom novels by Southerners in the years before the American Civil War. 
 
    After Great Britain and the United States outlawed the international slave trade in 1807, British slave trade suppression activities began in 1808 through diplomatic efforts and formation of the Royal Navy’s West Africa Squadron. From 1819, they were assisted by forces from the United States Navy. With the Webster-Ashburton Treaty of 1842, the relationship with Britain was formalized, and the two countries jointly ran the Blockade of Africa with their navies. 
 
    Treatment of Slaves in the United States 
 
    The treatment of enslaved Black people in the United States varied widely depending on conditions, times and places. The power relationships of slavery corrupted many whites who had authority over slaves, with children showing their own cruelty. Masters and overseers resorted to physical punishments to impose their wills. Slaves were punished by whipping, shackling, hanging, beating, burning, mutilation, branding and imprisonment. Punishment was most often meted out in response to disobedience or perceived infractions, but sometimes abuse was carried out to re-assert the dominance of the master or overseer over the slave. Treatment was usually harsher on large plantations, which were often managed by overseers and owned by absentee slaveholders, conditions permitting abuses. 
 
    William Wells Brown, who escaped to freedom, reported that on one plantation, enslaved men were required to pick 80 pounds per day of cotton, while women were required to pick 70 pounds; if any slave failed in his or her quota, they were subject to a flesh-rending lash from a bullwhip for each pound they were short. The whipping post stood next to the cotton scales. A New York man who attended a slave auction in the mid-19th century reported that at least three-quarters of the male slaves he saw at sale had scars on their backs from whipping. By contrast, small slave-owning families sometimes had a more humane environment but that was not a given. 
 
    There were 1,161 slaves executed in the U.S. between the 1790s and 1850s. Quick executions of innocent slaves as well as suspects typically followed any attempted slave rebellions, as white militias overreacted with widespread killings that expressed their fears of rebellions, or suspected rebellions. 
 
    Although most slaves had lives that were very restricted in terms of their movements and agency, exceptions existed to virtually every generalization; for instance, there were also slaves who were allowed to rent out their labor and enslaved doctors and root-workers who treated upper-class white patients.  
 
    Many enslaved Blacks possessed medical skills needed to tend to each other, and used folk remedies brought from Africa. They also developed new remedies based on American plants and herbs. 
 
    Because of the power relationships at work, enslaved Black women in the United States were at high risk for rape and sexual abuse. Many Black men suffered rape and sexual abuse as well. 
 
    Many enslaved Black people fought back against sexual attacks, and some died resisting. Others carried psychological and physical scars from the attacks. 
 
    Southern culture strongly policed against sexual relations between white women and black men on the purported grounds of racial purity but, by the late 18th century, the many mixed-race slaves and slave children showed that white men had often taken advantage of enslaved Black women. Wealthy planter widowers, such as John Wayles and his son-in-law Thomas Jefferson, took enslaved Black women as concubines; each had six children with his partner: Elizabeth Hemings and her daughter Sally Hemings (the half-sister of Jefferson’s late wife), respectively. Both Mary Chesnut and Fanny Kemble, wives of planters, wrote about this issue in the antebellum South in the decades before the Civil War. Sometimes planters used mixed-race slaves as house servants or favored artisans because they were their children or other relatives. As a result of centuries of slavery and such relationships, DNA studies have shown that the vast majority of Black people born in America also have historic European ancestry, generally through paternal lines. 
 
    Slave Rebellions 
 
    There were few phases of antebellum Southern life and history that were not in some way influenced by the fear of, or the actual outbreak of, “militant concerted slave action.” 
 
    Historians in the 20th century identified 250 to 311 slave uprisings in U.S. and colonial history. These include: 
 
    
    	 New York Slave Revolt Of 1712 (1712) 
 
    	 Stono Rebellion (1739) 
 
    	 New York Conspiracy Of 1741 (1741) 
 
    	 Gabriel’s Conspiracy (1800) 
 
    	 Igbo Landing Slave Escape (1803) 
 
    	 Chatham Manor Rebellion (1805) 
 
    	 1811 German Coast Uprising, (1811) 
 
    	 George Boxley Rebellion (1815) 
 
    	 Denmark Vesey’s Conspiracy (1822) 
 
    	 Nat Turner’s Slave Rebellion (1831) 
 
    	 Black Seminole Slave Rebellion (1835–1838) 
 
    	 Amistad Seizure (1839) 
 
    	 Creole Case (1841) 
 
    	 1842 Slave Revolt In The Cherokee Nation 
 
   
 
      
 
    Canada  
 
    The British colonies of Canada were a battleground for the British and American governments during the War of 1812. The treaties following the war sealed a low-level animosity between the Canadian colonies and the new nation of the United States, slowing the migration between the countries and increasing the American expansion to the west. In 1867 the British North American Act took the Province of Canada, New Brunswick, and Nova Scotia and formed the Dominion of Canada, the first and largest self-governing colony of the British Empire. The majority of Canada was a vast, forested, unexplored wilderness. The great cattle herds of Alberta, the metropolis of Montreal, and the growing wilderness town of Vancouver, were all linked in 1886 with the completion of the transcontinental railway by Canadian Pacific Railway. The opening of rail service, and the grand hotels built along the route, sped up the expansion of the Canadian west.  
 
    While the expansion brought more people to the towns and cities along the rail line, it still left great swaths of the country unexplored. Stories of Wendigo, the embodiment of winter, isolation, and cannibalism spread throughout the end of the 1800s. Some claim that Wendigo wander the wildernesses of Canada, preying on hunters, trappers, and explorers of the arctic regions. Others claim that the spirit creatures have been encountered in towns like Vancouver and the newly incorporated city of Winnipeg. Whether the tales of the Wendigo and related stories of Sasquatch are true or just the myths and stories of the local Indians are unknown. Nobody who has gone hunting for either creature has come back with one. Of course, a few expeditions have never come back… 
 
    The African Slave Trade was not only a segment of US history, it also played a part in Canadian history. Canadians, however, did not use the term “slave,” preferring the term “servant.” 
 
    By the Steam Age, enslaved Black people in Canada were already emancipated, but a strong and pervasive racism and prejudice against Black people still raged throughout the country. 
 
    By Royal Mandate 
 
    A popular impression that the first slaves in Canada were introduced into the Maritime Provinces by the Loyalists in 1783 is false. Historical records indicated that slavery was established in Quebec, by the French, through a royal mandate issued by Louis XIV, in 1689. 
 
    This mandate not only gave permission to “Canadians to avail themselves of the services of African slaves,” but declared as well that all Black people who had been so bought or held should belong to the person so owning them, in full proprietorship. This system was given further legal recognition through a number of royal declarations regarding slavery and slaves in 1721, 1742 and 1745, making it possible for slaves to be listed often with “effects and merchandise” in parish records, legal notices and the official documents of the times. As time passed it was not unusual to see ads appear in the newspaper for slaves. From the royal mandate in 1689, it took approximately sixty years for the practice of slavery to reach Nova Scotia. When the Loyalists arrived in 1783, slavery was already flourishing. 
 
    Thirty-five hundred Black people who fled from Southern States during the American Revolutionary War arrived in Canada with the Loyalists. The British had promised them protection, land, and a better life. 
 
    Between 1783 and 1784, some 1232 Black slaves were brought by British masters into Nova Scotia, New Brunswick and Prince Edward Island. Of this number, 26 went to Prince Edward Island and 441 went to New Brunswick. The number of slaves in Upper Canada during the Loyalist immigration was estimated to be about 500 while Lower Canada accounted for 304. Of a total of some 2000 slaves who entered Canada in 1783-1784, more than half that number were distributed in the Atlantic Provinces, with Nova Scotia receiving the largest consignment, Annapolis Royal leading with 230 and Digby second with 152. 
 
    Under the command of Colonel Bluck, an African Corps was established known as the Black Pioneers. This corps consisted of runaway slaves. In the majority of Loyalist Corps, there were men of African descent serving as buglers, musicians and servants. These people settled in the Shelburne and Birchtown areas in January 1784 with the white settlers. However, they soon realized they had not escaped their harsh, painful life of slavery. By 1785 Shelburne was largely known as a place with slave labour and approximately 1,269 “servants.” 
 
    The treatment of slaves in Canada was just as severe as their treatment in the United States. They were punished when they disobeyed their master and in some cases they were whipped, tortured or murdered. Eventually laws were passed which made killing slaves as serious a crime as killing a freedman. 
 
    Emancipation 
 
    Slavery began to decline in the opening decades of the nineteenth century due to a combination of factors that made slavery uneconomic in Canada, including the opposition of the law courts throughout British North America from the third quarter of the eighteenth century. When slaves were legally emancipated on August 1, 1834, there were very few enslaved Black people in British North America who had not already obtained their legal freedom. 
 
    On that date, 781,000 slaves were set free in the British Empire and a hundred million dollars was distributed by the British Government to compensate slave owners. Not a single dollar was paid in Canada since no claims for compensation were submitted. In the Steamfunkateers universe, this leads Canada to secede from Great Britain, sparking the Canadian-British Conflict of 1838 and the alliance between British North America with French North America. 
 
      
 
    Mexico  
 
    Territorial disputes between the United States and the newly independent nation of Mexico led the countries to an inevitable war in 1846. The war was short and, unfortunately for the fiercely proud Mexican people, unsuccessful. In 1848 the Treaty of Guadalupe Hildalgo was signed, ending the war. Mexico lost large pieces of territory, which were settled by Americans and soon became the states of Texas, California, Nevada, Utah, Colorado, and most of the New Mexico and Arizona territories. A federal republic was established after several internal wars, with Benito Juárez finally installed as President. In the 1860s Mexico was under the military occupation of France. Napoleon III installed Maximilian I as King of Mexico, under his control. The largely Conservative government of Mexico found the policies of Maximillian too conservative, and the liberals refused to acknowledge the King as their monarch. This led to much political unrest. Forces loyal to President Benito Juárez, who kept the federal government functioning during the French intervention that put Maximilian in power, captured Maximilian and executed him in 1867.  
 
    Like much of Central and South America, Mexico was dotted with ancient ruins, lost Aztec cities, and enough adventures to keep anyone busy for many years.  
 
      
 
    South and Central America  
 
    This region was both an unexplored wilderness full of ancient ruins waiting to be discovered and a hotbed of military actions throughout the era. For adventurers seeking ancient ruins and lost civilizations, the Incas and Aztecs had left behind more than enough to keep even the most active adventurer busy.   
 
    Argentina  
 
    The United Provinces of the Rio de la Plata was formed in 1816 from the Spanish Viceroyalty of the Río de la Plata, the last short lived Viceroyalty of the region. The United Provinces comprised the area of present day Bolivia, Paraguay, Uruguay, and Argentina. Political turmoil in the region caused the Provinces to split apart, forming the four separate countries. 
 
    Argentina is a largely agrarian country, with a smattering of farms and a large number of cattle ranches. This stable economy helped to unite the mostly Spanish population. Exporting of cattle, sheep, and wheat kept the nation from suffering the effects of the worldwide depressions of the mid-1800s, but it did not make them wealthy either.  
 
    While the immigrants to Argentina were a united people, they still suffered from attacks by the Indian tribes of the region. Argentina inherited the problems of the Spanish Viceroy when it came to dealing with the local tribes to the south, and they did not handle this problem any better than the Spanish.  
 
    Buenos Aires still had a colonial feel, even after its independence. The influx of Spanish and Italian immigrants, along with a healthy dose of financial backing from the banks of London, gave the capital city a definite European feel. The rich plains of the Pampas in northern half of the country and the rolling plateau of the south, contrast sharply with the rugged Andes along western border. This gave the country a definitely exotic feel, with a certain air of mystery.   
 
    Bolivia  
 
    Of all the countries of South America, Bolivia was the most unstable politically, economically, and even geographically. The European wars of Napoleon had their effects felt in far off South America. The Spanish colonial territory known as Upper Peru declared their independence in 1809. Sixteen years of bitter war began, until finally the Spanish were defeated and a new Republic was created. Calling themselves the Republic of Bolivia, they joined forces with neighboring Peru to form the Peru-Bolivian Confederation. Wars with Chile and Argentina, while at first victorious, turned disastrous. By 1840 the Confederation had dissolved, Peru had found its independence, and Bolivia entered a period of political and economic upheaval. Wars with Peru, Chile, and Brazil over the next few decades saw Bolivia lose much of the land it once controlled, including access to the Pacific Ocean and the fertile lands of the west.  
 
    Rising silver prices around the world had brought about a rise of prosperity in Bolivia near the end of this century. Prospecting, mining, and treasure seeking have all become profitable forms of employment in Bolivia. With governments constantly teetering on the edge of disaster, Bolivia was a land of adventure, intrigue, and danger. The Andean Mountains of Bolivia hold many secrets and treasures. Perhaps even the remains of the Empire of the Inca. 
 
    Brazil  
 
    Once a colony of Portugal, Brazil—the largest nation of South America—went through many changes. For three centuries, the colony of Brazil was a powerful, though often neglected, colony of Portugal. The invasion of Portugal by the army of Napoleon caused great uproar in the Portuguese court, with the King and his retinue flying by airship to Brazil and setting up in Rio de Janeiro. The capital of the Portuguese Empire lay in Rio for several years, with the colony formally becoming the Kingdom of Brazil in 1815. The United Kingdom of Portugal, Brazil and Algarves, was ruled from Rio until 1822, when Brazil, led by the Brushed escaped slave and Capoeira mestre turned revolucionário, Vicente “Escorpião” Santana, proclaimed its independence and the King of Portugal fled back to Lisbon. A now independent Brazil installed Dom Pedro as its first Emperor. Emperor Pedro I and later his son Pedro II, ruled the Brazilian Empire through the late part of the 19th century. Turmoil and revolution resulted in the abdication of Emperor Pedro II in 1889 and the Republic of the United States of Brazil was formed. 
 
    In the Steamfunkateers universe, Brazil is sparsely populated, with heavy rainforests and the largest river system in the world. The great and mysterious Amazon River is the heart of Brazil. Many European expeditions go into the Amazon Basin to explore and bring back the natural treasures of the region. Most of them never return. It is believed that a horde of tree-dwelling, flesh-eating ghuls, called “A Fome”—The Hungry—roam the rainforests. 
 
      
 
    Chile 
 
    Like many of its neighbors, Chile was a colony of Spain until the forces of France’s Napoleon invaded Spain in the early 1800s. This led the people of Chile to break away from Spain. After a brief attempt by the Spanish to re-conquer Chile, the Republic of Chile proclaimed their independence in 1818. 
 
    This declaration did little to change the colonial lifestyle of Chile, where social stratification, family politics, and the influence of the Roman Catholic Church strongly dictated the course of the Republic. Chilean culture changed very little over most of the 19th century, and the generally stable government was a change of pace in the otherwise turbulent history of South America. 
 
    In the late 1870s, wars with the new countries of Peru and Bolivia, culminating in the War of the Pacific, brought great expansion to the lands of Chile. Territories rich in nitrate deposits, which were part of their treaty settlements with Bolivia and Peru, lead to an era of national affluence. In 1886, José Manuel Balmaceda was elected president. His economic policies were radically different than those of previous presidents. He began to violate the constitution and slowly began to establish a dictatorship. These actions were not tolerated by the Congress, who voted on deposing him. Balmaceda’s refusal to step down led to the beginning of the Chilean Civil War of 1891. The President’s forces were quickly defeated, and Balmaceda fled to refuge in the Argentinean Embassy. There he committed suicide, ending his reign.  
 
    During the Age of Steam, Chile was a highly regimented, tightly controlled, and predominately Catholic republic. While it may have looked calm and orderly, underneath was a hotbed of subterfuge. The mountains of Chile were large, dangerous, and full of raw gold, silver, and the lost treasures of the Inca and Aztecs. 
 
    In the Steamfunkateers universe, Vicente Santana, the Black, Brushed hero of Brazil, flees to Chile after the newly installed Emperor of Brazil tried to have him assassinated, fearing Escorpião would one day take the throne from him. Escorpião now lives among the indigenous people of Chile and is slowly convincing them to seek revenge for wrongs done to them by the Chilean government and to one day help him bring down the Brazilian Empire.  
 
      
 
    Africa 
 
    During Queen Victoria’s reign, the British Empire expanded across the globe, strengthening its title as a world superpower. The main area of colonization for Britain was Africa, which had large amounts of human and material resources that the power hungry, brutal and greedy Brits craved. Specifically, Britain focused on Egypt, West Africa, and South Africa during the nineteenth century. 
 
    Quicker trade routes, cash crops, and global power were reasons for the quick colonization of these areas. Britain became the undeniable global power and the country experienced major economic growth. However, most people neglected to think about—or simply didn’t care about—the effects that colonialism had on Africa and Africans. 
 
    JPL and Sarah Davies 
 
    Stories of these periods are often framed to be that Europe developed Africa and not that Europe was developed by Africa. Validating it is the narrative of Joseph Comrade whose book Heart of Darkness projected Africans darkly and Europeans as the light bearer of the “dark continent.” 
 
    Through this time, one silent narrative which hasn’t been expounded much on Africa’s development is how Africans of that time helped to develop Africa; establishing trade ventures, building structures and institutions that have larger impact on citizens much more than any skewed colonial intervention did.  In this, the contribution of notable Africans whose effort has continued to sustain the Africa of today is swept beneath a rug. 
 
    James Pinson Labulo (JPL”) Davies, a Brushed hero who resided in Lagos, Nigeria, was an Entrepreneur, philanthropist and Naval Officer, renowned for his contributions in the modernization of Lagos; West Africa’s sea side city. 
 
    In support of Oba Dosunmu, he played a significant role in the Lagos Treaty of Cession ensuring that the development of Africa’s largest city was done with diplomacy. He pioneered cocoa export which eventually spread prosperity across Southwestern Nigeria and sustained their free education policy for generations. He contributed to building a significant town library and his founding role in the first secondary school in Nigeria—CMS grammar school in Lagos—went a long way in advancing education.  
 
    Sarah Forbes Bonetta, a Brushed Yoruba of Royal blood, was orphaned and a captive of the dreadful slave trade. In a twist of fate, she became a goddaughter to Queen Victoria. 
 
    Europeans called Sarah “a present from the King of the Blacks to the Queen of the Whites.” In reality, she was taken captive by Frederick E. Forbes of the Royal Navy who convinced King Ghezo of Dahomey to offer her to the Queen. 
 
    With permission from Queen Victoria in 1862, Sarah entered into a marriage with JPL Davies in a royal ceremony in Brighton. Their daughter, Victoria Davies (named after Queen Victoria) also enjoyed a close relationship with the Queen. 
 
    In the Steamfunkateers universe, Sarah is also Brushed—a powerful telepath—who convinces King Ghezo to give her to the Queen as a “gift.” She knew she would meet and marry JPL Davies and they would give birth to their daughter, Victoria, who would one day be a key in bringing down the British Empire. 
 
    The Battle of Adwa 
 
    The Battle of Adwa was fought on March 1, 1896 between the Ethiopian Empire and the Kingdom of Italy near the town of Adwa, Ethiopia, in Tigray. 
 
    This climactic battle of the First Italo-Ethiopian War, was a decisive defeat for Italy and secured Ethiopian sovereignty. 
 
    In the Age of Steam, Africa had been carved up among the European powers at the Berlin Conference. The two independent exceptions were the Republic of Liberia on the west coast and Ethiopia, then still commonly known as Abyssinia, in the eastern Horn of Africa. The newly unified Kingdom of Italy was a relative newcomer to the imperialist scramble for Africa and had recently obtained two African territories: Eritrea and Italian Somalia, both near Ethiopia on the Horn of Africa. Italy sought to improve its position in Africa by conquering Ethiopia and joining it with its two territories. 
 
    Menelik II, ruler of Ethiopia, pitted Italy against its European rivals while stockpiling weapons to defend Ethiopia against the Italians. 
 
    The Italian government decided on a military solution to force Ethiopia to submit to Italian rule. As a result, Italy and Ethiopia faced off in what was later to be known as the Italo-Ethiopian War. In December 1894, Bahta Hagos led a rebellion against the Italians in Akkele Guzay, in what was then Italian controlled Eritrea. Units of General Oreste Baratieri’s army under Major Pietro Toselli crushed the rebellion and killed Bahta. The Italian army then occupied the Tigrayan capital, Adwa. In January 1895, Baratieri’s army went on to defeat Ras Mengesha Yohannes in the Battle of Coatit, forcing Mengesha to retreat further south. 
 
    By late 1895, Italian forces had advanced deep into Ethiopian territory. 
 
    On December 7, 1895, Ras Makonnen, Ras Welle Betul and Ras Mengesha Yohannes, commanding a larger Ethiopian group of Menelik’s vanguard annihilated a small Italian unit at the Battle of Amba Alagi. 
 
    The Italians were forced to withdraw to more defensible positions in Tigray, where the two main armies faced each other. 
 
    By late February 1896, supplies on both sides were running low. General Oreste Baratieri, commander of the Italian forces, knew the Ethiopian forces had been living off the land, and once the supplies of the local peasants were exhausted, Emperor Menelik the Second’s army would begin to melt away. However, the Italian government insisted that General Baratieri act. 
 
    On the evening of February 29, Baratieri, about to be replaced by a new governor, met with his brigadiers, Matteo Albertone, Giuseppe Arimondi, Vittorio Dabormida, and Giuseppe Ellena, concerning their next steps. He opened the meeting on a negative note, revealing to his brigadiers that provisions would be exhausted in less than five days, and suggested retreating, perhaps as far back as Asmara. His subordinates argued forcefully for an attack, insisting that to retreat at this point would only worsen the poor morale. Dabormida exclaimed, “Italy would prefer the loss of two or three thousand men to a dishonorable retreat.” Baratieri delayed making a decision for a few more hours, claiming that he needed to wait for some last-minute intelligence, but in the end announced that the attack would start the next morning at 9:00. His troops began their march to their starting positions shortly after midnight. 
 
    The Italian army comprised four brigades totaling 17,978 troops, with fifty-six artillery pieces. One brigade under General Albertone was made up of Eritrean askari led by Italian officers. The remaining three brigades were Italian units under Brigadiers Dabormida, Ellena and Arimondi. These included elite Bersaglieri and Alpini units. Additionally a limited number of troops were drafted from the Cacciatori d’Africa units of local Italian settlers. 
 
    Estimates for the Ethiopian forces under Menelik numbered 73,000. In addition, the armies were followed by a similar number of camp followers who supplied the army, as had been done for centuries. Most of the army was composed of riflemen, a significant percentage of which were in Menelik’s reserve; however, there were also a significant number of cavalry and infantry only armed with lances. 
 
    Battle 
 
    On the night of February 29 and the early morning of March 1, three Italian brigades advanced separately toward Adwa over narrow mountain tracks, while a fourth remained camped. 
 
    The Italian battle plan called for three columns to march in parallel formation to the crests of three mountains—Dabormida commanding on the right, Albertone on the left, and Arimondi in the center—with a reserve under Ellena following behind Arimondi. The supporting crossfire each column could give the others made the soldiers as deadly as razored shears. Albertone’s brigade was to set the pace for the others. He was to position himself on the summit known as Kidane Mehret, which would give the Italians the high ground from which to meet the Ethiopians. 
 
    However, the three leading Italian brigades had become separated during their overnight march and at dawn were spread across several miles of very difficult terrain. Their sketchy maps caused Albertone to mistake one mountain for Kidane Meret, and when a scout pointed out his mistake, Albertone advanced directly into Ras Alula’s position. 
 
    Unbeknownst to General Baratieri, Emperor Menelik knew his troops had exhausted the ability of the local peasants to support them and had planned to break camp the next day. The Emperor had risen early to begin prayers for divine guidance when spies from Ras Alula, his chief military advisor, brought him news that the Italians were advancing. The Emperor summoned the separate armies of his nobles and with the Empress Taytu beside him, ordered his forces forward. 
 
    Negus Tekle Haymanot commanded the right wing, Ras Alula the left, and Rasses Makonnen and Mengesha the center, with Ras Mikael at the head of the Oromo cavalry; the Emperor and his consort remained with the reserve. The Ethiopian forces positioned themselves on the hills overlooking the Adwa valley, in perfect position to receive the Italians, who were exposed and vulnerable to crossfire. 
 
    Albertone’s Askari Brigade was the first to encounter the onrush of Ethiopians at 6:00, near Kidane Meret, where the Ethiopians had managed to set up their mountain artillery, comprised of forty-two Russian mountain guns. Albertone’s heavily outnumbered Askaris held their position for two hours until Albertone’s capture, and under Ethiopian pressure the survivors sought refuge with Arimondi’s brigade. Arimondi’s brigade beat back the Ethiopians who repeatedly charged the Italian position for three hours with gradually fading strength until Menelik released his reserve of 25,000 Shewans and swamped the Italian defenders. Two companies of Bersaglieri who arrived at the same moment could not help and were cut down. 
 
    Dabormida’s Italian Brigade had moved to support Albertone but was unable to reach him in time. Cut off from the remainder of the Italian Army, Dabormida began a fighting retreat towards friendly positions. However, he inadvertently marched his command into a narrow valley where the Oromo cavalry under Ras Mikael slaughtered his brigade. 
 
    The remaining two brigades under Baratieri himself were outflanked and destroyed piecemeal on the slopes of Mount Belah. Menelik watched as Gojjam forces under the command of Tekle Haymonot made quick work of the last intact Italian brigade. By noon, the survivors of the Italian army were in full retreat and the battle was over. 
 
    Immediate aftermath 
 
    The Italians suffered about 7,000 killed and 1,500 wounded in the battle and subsequent retreat back into Eritrea, with 3,000 taken prisoner. Brigadiers Dabormida and Arimondi were among the dead. Ethiopian losses have been estimated at around 3000 killed and 8,000 wounded. In their flight to Eritrea, the Italians left behind all of their artillery and 11,000 rifles, as well as most of their transport. Baratieri’s army had been completely annihilated while Menelik’s was intact as a fighting force and gained thousands of rifles and a great deal of equipment from the fleeing Italians. 
 
    The 3,000 Italian prisoners, who included Brigadier Albertone, appear to have been treated as well as could be expected under difficult circumstances, though about 200 died of their wounds in captivity. However, 800 captured askaris, regarded as traitors by the Ethiopians, had their right hands and left feet amputated. 
 
    Baratieri was relieved of his command and later charged with preparing an “inexcusable” plan of attack and for abandoning his troops in the field. He was acquitted on these charges but was described by the court martial judges as being “entirely unfit” for his command. 
 
    After the victory over Italy in 1896, Ethiopia acquired a special importance in the eyes of Africans as the only surviving African State. After Adowa, Ethiopia became emblematic of African valor and resistance, the bastion of prestige and hope to thousands of Africans who were experiencing the full shock of European conquest and were beginning to search for an answer to the myth of African inferiority. 
 
    In the Steamfunkateers universe, the Ethiopian victory at Adwa sparks other African countries to ally and rebel and the Great Afro-Euro War of 1898 begins in Africa. 
 
    The Africa of Steamfunkateers still holds many secrets waiting to be uncovered—myths of rivers that run with gold; golden tombs in Kamit filled with riches and protected with curses; lost cities inhabited by gorillas that speak; lost outposts of the fallen Empire of Atlantis and stories that stagger the imagination. 
 
      
 
    Asia  
 
    Afghanistan  
 
    Afghanistan has been the battleground for the “Great Game,” a conflict fought between Great Britain and Russia over control of Central Asia. The First Afghan War (1838-1842) would end in a humiliating defeat for the British, and although guaranteed free passage the British Army was slaughtered during its retreat. Meanwhile, the Russian army steadily advanced southward into Afghanistan. During the Victorian Age, the British would try again, sparking the Second Afghan War in 1878. After getting a good part of its army annihilated in Kabul, Britain managed to put an Emir on the throne that both Britain and Russia could live with. During the 1880s, Emir Abdur Rahman Khan would consolidate his power in Afghanistan, strengthening military control and modernizing the nation.  
 
    Bhutan  
 
    Bhutan is a small country nestled in the Himalayas and was battered by civil war during the Victorian Age. Governors of different territories within Bhutan were vying for power through skirmishes with the others. This came to an end in 1885, when Britain backed Ugyan Wangchuck, the Governor of Trongsa. He would consolidate his power through the rest of the Victorian Age (and was destined to be crowned king in 1907).   
 
    Ironically, although Bhutan was strengthening its ties with Britain, it conducted most of its trade with its northern neighbor Tibet. Tibet actually sided with a rival governor against Wangchuck. A treaty with Britain in 1865 allowed Britain to control Bhutan’s southern border passes with India. 
 
    Burma  
 
    Although not part of the Indian subcontinent, Burma was slowly incorporated into British India during the Victorian Age. Burma shared its northeast border with China, and successfully repulsed four Chinese invasions in the 18th century before being absorbed into British India during the next century. The lowlands of Burma have a tropical climate similar to neighboring Bengal, while the highlands can range all the way up to heavy snowfall and arctic conditions depending on elevation. Like Bengal, Burma was also prone to floods and droughts.   
 
    It was Burma’s territorial expansion that concerned both the Chinese and the British. Ill-defined borders were part of the problem, as military operations and refugees challenged territorial assumptions. Britain fought Burma in a series of three wars during the 19th century, resulting in total control of Burma in 1886. Burma then became a province of India.   
 
    Burma would thrive economically in rice production, but at great cost. When the opening of the Suez Canal increased demand for rice, Burmese farmers needed to borrow money to meet it, but often defaulted on their high-interest loans. As a result, the beneficiaries of the Burmese rice trade were British and Indian firms and migrant workers. Many Burmese became unemployed, and neither the ICS nor the British military would accept them into their ranks.   
 
    Rangoon  
 
    The British annexed Rangoon in 1852. The British immediately went to work on modernizing the city, building colleges and bringing western education to the Burmese people. Rangoon primarily exported rice and timber. This stood in stark contrast to the impoverished villages that surrounded it. Rangoon was made the capital of the Burmese Province in 1886.   
 
    China  
 
    The Empire of China was, to many westerners, a complete mystery. The vast landscape of a country full of strange customs, cryptic writings, and imperial intrigue is what kept many people fascinated and sometimes obsessed with this great nation. What many did not realize is that Imperial China was a nation in decline and was rushing headlong into what surely would become the end of the Manchu Dynasty.  
 
    The latter half of the 19th century in China was a time of adventure and excitement. Contact with western cultures had been limited, but the expansion of trade around the world following the Napoleonic Wars caused the Manchu government to have to deal with trade groups from Europe. The most prominent of these groups came from Great Britain, who had colonies in nearby India. The Emperor had declared that China was not impressed with western manufacturing, so they would only accept bars of silver as payment for the silks, teas, and ceramics that were in demand in Europe. Great Britain was concerned that they precious metal reserves were being depleted, so they looked for alternative goods to trade. Their most elaborate scheme involved addicting the Chinese on opium. When the Emperor banned the opium trade in 1838 Great Britain declared war on China, and the first of the Opium Wars began. 
 
    Unfortunately for the Chinese, the First Opium War showed the outdated nature of the Chinese military. Many stunning defeats at the hands of the Royal Navy and by soldiers armed with modern rifles and tactics forced the Manchu government to surrender in 1842. The Treaty of Nanking forced China to open her ports and created the British colony on the island of Hong Kong. This foothold in China, along with trade centers in Shanghai, finally allowed western governments to have access to the great wealth of products and labor that they had long desired. 
 
    China, and the inscrutable china man, was for the most part a great mystery to most of the western world. The high quality of silk and porcelain, the exotic art and treasures of the ancient land, and the strange forms of martial arts they used to protect them all drew large numbers of adventurers to China. If one believed, half of the rumors of what could be found within China, then fame and fortune awaits!  
 
    India  
 
    The Indian subcontinent has a varied geography. While most people think of India as a jungle, the entire spectrum of climates can be found on the subcontinent. The British typically divided the subcontinent into northern and southern India, with the Vindhya and Satpura mountain ranges acting as a natural dividing line.  
 
    Northern India is bordered by mountain ranges along most of its borders. The largest of the northern ranges is the Himalayas, which India shares with Bhutan, Nepal, and Tibet. The highest peaks in the world are found here, including Mt. Everest, the tallest mountain in the world. It is named for the British Surveyor General, Sir George Everest, who first spotted it. To the west are the Hindu-Kush Mountains hat separate British India from Afghanistan. The Vindhya and Saptura mountains, as mentioned, border the south.   
 
    Three major rivers dominate Northern India: the Brahmaputra, the Ganges, and the Indus. These rivers deposit rich, fertile soil during frequent flooding, and are densely populated as a result (although the Indus is threatened by the Thar Desert to the east).   
 
    Southern India is home to two environments, the coastal regions and the Deccan Plateau. The Deccan Plateau is separated from the coast by two mountain ranges known collectively as the Ghats. These mountain ranges keep the plateau hot all year long. The coastal regions, like northern India, have rich soil. Coastal India usually has a mild winter, then a short hot season, a rainy season, and then another hot season before winter. 
 
    Most of India is subject to the rainy season, between June and September. This is the period of monsoons, a seasonal wind that brings heavy rains and flooding. While the Indian people welcome the rains after a hot season, the resultant flooding can cause loss of life and crop damage.   
 
    The British Empire politically separated British-run India into three Presidencies: Bengal, Bombay, and Madras. These three regions acted almost independently of each other, and up until the late 1870s Civilians considered themselves exclusively belonging to one of the Presidencies (e.g. the Bengal Civil Service), rather than India in general. Among these regions were also many autonomous “native states,” the princes, Marajah’s, which were left to run their own affairs, providing that they cooperated with British rule.   
 
    Japan  
 
    The Tokugawa (or Edo) period of Japan’s history began in 1603. This time was marked by a major decrease in the amount of violence that the Japanese people were accustomed to surviving. Except for common problems of the time such as the occasional peasant revolt or famine, life for the average citizen was greatly improved. However, the country remained in almost total isolation from the outside world.  
 
    The first significant exhibit of Japanese items in the west was during the London International Exhibition of 1862. These items were primarily collected and presented by Rutherford Alcock, the British minister of Japan. It would be five more years (1867) before the Japanese government presented their own cultural displays to the world. In 1868, just one year later, the shogunate government was overthrown in a popular revolt and Meiji emperor was returned to power. It was under this government that Japan was opened to ‘westernization’.  
 
    One group that did not benefit from the Tokugawa peace or the return of the Meiji reign were the little known Ainu people who by this time had been forced to live only on the northern most island of Hokkido. The members of this hunter/trapper/farmer culture appeared to have more in common with American Indians than they did their Asian overlords.  The Ainu were systematically persecuted not only for their Caucasian racial stock but also because of the strange animistic religion they practiced. The Ainu religion was one of the last ‘Bear Cults’ to survive into the 19th Century.    
 
    Japan during the Steamfunkateers period is wide open for adventure.  For example, the players could be a small group following the footsteps of Marco Polo to try and open trade relations with the tightly closed shogunate, a research expedition sent to study the unknown Ainu, or a group of political/military advisers assisting the Meiji government with the suppression and dismantling of the now outlawed Samurai class. 
 
      
 
    Australia  
 
    The Australian colonies of Great Britain covered the entire continent and the surrounding islands. By the late 1800s, the colonies were: New South Wales, Victoria, Queensland, Western Australia, South Australia, the Northern Territory, New Zealand, and Tasmania. Many of the early British immigrants to Australia were prisoners, sent to the far outreaches of the empire as punishment for a variety of crimes. By 1868 penal transportations officially ended, though they had been sparse for several years before that.   
 
    The discovery of gold in New South Wales in 1851 and in Victoria shortly after that brought a surge of both population and prosperity. During the gold rush, many people from England, Ireland, China, and the United States came to Australia to discover not only gold but creatures that defied description. Kangaroos, koala, kookaburra, emu, and platypus were just a few of the strange things they found. The strangest things encountered by the new inhabitants of Australia were the old inhabitants, the aboriginals of Australia.   
 
    These strange people, living in “primitive” nomadic groups, were a great puzzle to the newcomers. How did they get to the isolated continent? How did they develop their strange customs? And should they be given rights and privileges of the “civilized” colonists? The aborigines oral history, their talk of the ancient era known as the Dreamtime, all seemed to be a collection of myths and legends to the English colonists. The boomerang and the strange musical instruments used by the aborigines added further mystery to these already curious people.   
 
    The vast deserts, crocodile filled mangrove swamps, thick tropical jungles, and sweeping grasslands make Australia a diverse environment for exploration. The largely unexplored desert regions could be host to ancient ruins, lost cities, or even gateways to the aboriginal Dreamtime. 
 
      
 
    Antarctica  
 
    Surrounding the South Pole is the frozen continent of Antarctica. Its snow- and ice-cover and high elevation combine to make it the coldest place on Earth. The sub-zero temperatures freeze the moisture out of the air, making most of Antarctica drier than the Sahara Desert.  
 
    There are no native inhabitants on the continent, but various exploration teams may be encountered. Because of the dangers of this most hostile environment, no permanent human settlements exist anywhere on the continent. Wildlife is restricted to seals, penguins, birds and fish. There are no polar bears in Antarctica.   
 
    Nearly all of Antarctica lies within the Antarctic Circle. Along the coastline, snowfall averages 20 to 40 inches per year, and temperatures range from 40 to -40 degrees. Most of the coastline is mountainous, and travel to the interior is difficult.   
 
    Rumors of a hole in the middle of the continent, leading into the Earth’s interior, have persisted for years. No one has ever returned from an expedition with evidence of the legendry hole. Stories also persist of a lost world; a region of tropical environs surrounded by nearly impenetrable mountain. 
 
      
 
    England and Europe  
 
    Great Britain  
 
    The United Kingdom of Great Britain and Ireland, during the time of Victoria, consisted of four different and interdependent countries. Wales, by far the most subjugated of the lot, was the center for the mining of iron and coal. Ireland, the center of unrest in the Empire, was fighting for independence and freedom from repressive absentee landlords. Scotland, the center of philosophy and science, flourished in its Union with England. England, the true center and heart of the British Empire, was the jewel of the Empire. England was, for many, the height of fashion, style, and culture. 
 
    London was the social, political, and moral center of the Empire—home of the English Parliament, the West End theater district, the British Museum, and a host of gentleman’s clubs to meet any man’s tastes.  
 
    Great Britain brought the train to the world, making many places accessible that were truly out of touch with the time. Great Britain was the epicenter of the Industrial Revolution, which brought about the development of steam-powered railways, ships, electrical power generation, and machinery meant to make life easier.   
 
    England is the home of “The Great Detective” Sherlock Holmes, his partner Dr. John Watson and his smarter brother Mycroft Holmes, Dr. Henry Jekyll, the infamous Mr. Edward Hyde, the equally infamous Jack the Ripper, Founder of the Metropolitan Police Force Sir Robert Peel, Sweeney Todd (the Demon Barber of Fleet Street), Charles Dickens, Charles Darwin, Thomas Carnacki, Alan Quatermain, Dr. James Moriarty, and a host of others famous and infamous. 
 
    In the Steamfunkateers universe, Baas Bello was teacher of Mycroft and Sherlock Holmes and is convinced that Sherlock is actually infamous serial killer H.H. Holmes, who built a terrifying “murder castle” in Chicago.  
 
    France  
 
    France can really be seen as the land of anarchy and change during the 1800s. Throughout the stable reign of Queen Elizabeth in England, France sees the rise and fall of King Louis Philippe and the Bourbon Restoration; the rise and fall of the French Second Republic; the reign of Louis Napoleon Bonaparte, first as President for Life and later as Emperor Napoleon III; and the beginnings of the long standing French Third Republic. Royalists, anarchists, Republicans, and the general citizenry of France clash and work together in alteration, much to the confusion of all. 
 
    The insidious and brutal French colonial system suffered greatly during the turmoil in France itself, but it was still quite diverse. Most of North, West, and Central Africa were under French control, with the protectorate of Tunisia as one of the centers of power. Morocco, Algeria, French Somaliland, and French West Africa, were all under French control. In the South Pacific France established joint control with Great Britain of the New Hebrides. Also in the region, France wielded control of New Caledonia and various island groups which made up French Polynesia. French colonies even existed in the Far East in French Indochina and a French concession in Shanghai. France’s influence in the Western Hemisphere was also quite broad. Their support of the reign of Maximilian in Mexico leads to great turmoil in a country already fraught with political problems. In the South American colony of French Guiana was the notorious penal colony Île du Diable, or Devil’s Island, the most feared prison in the entire French domain.  
 
    Throughout the varied and diverse French colonial system one could be assured of one constant; the French Foreign Legion. This near legendary military unit is the source of many stories, a grand mixture of myth, hard fact, and mystery that garners respect no matter where they go.  
 
    Many persons and creatures of interest call the France of Steamfunkateers and her colonies home— Author Jules Verne, Erik (known to most as the Phantom of the Opera), the Beast of Gévaudan, the famed detective Eugène François Vidocq, and many others.  
 
    Spain  
 
    Once a major power in world politics, Spain was but a hollow shell of its former self by the mid 1800s. Queen Isabella II, who was crowned at the age of 3, was not popular among the people of Spain, who felt that she was easily influenced by those around her and did not care for her people. The turmoil within her court led to revolts among the far flung Spanish colonies. Her attempts to unify her country only served to alienate her even more. Under great pressure from forces both political and military, Queen Isabella II went into exile in France in 1868, leaving the country in chaos. After two years of unsuccessful rule by a coalition government, it was decided that Spain would have a new king, from a new line, and a search was made to find a king that would satisfy the government. King Amadeo I was crowned in 1870. He swore to uphold Spain’s constitution, and with great ambition began his reign. King Amadeo had to deal with the unstable political atmosphere in Spain, constant attempts at assassinations, and a revolution in Cuba, among many other problems. After two years, faced with reigning without popular support, King Amadeo abdicated. That same day, the first Spanish Republic was born. This lasted for another two years, during which a great deal of turmoil and unrest ruled the country. Since none of the political parties wished the return of Isabella, they pronounced her son Alphonso as King.  
 
    Alphonso XII was a young and inexperienced king, but he ruled with natural tact and grace, and the people of Spain grew to love and respect him. His rule saw the country rise up from plagues of cholera, devastating earthquakes, and the stabilization of the rule of Spain. After his death in 1885 his son, ruling as Alphonso XIII, dealt with a humiliating defeat by the United States in the Spanish-American War. Agreements signed after this six-month war saw Spain lose the majority of their colonies, including Cuba and the Philippines. 
 
    In the Steamfunkateers universe, little does anyone know that Isabella, Alphonso XII and Alphonso XIII are all one and the same: a nigh-immortal shape-shifter and mimic who believes in second—and third—chances. 
 
    Italy  
 
    At the beginning of the 1800s, the Italian peninsula was a fractured political landscape. After the Crimean War, King Victor Emmanuel II of Piedmont, Savoy, and Sardinia, managed to unite the many fractured states into the Kingdom of Italy. He was crowned King of Italy in 1861. The beginning of his reign was full of turmoil, but this all ended when his army entered Rome in 1871, and all of Italy was under one king. The remainder of his reign was quite peaceful, and many visitors came to admire the aged splendor of the Italian cities. King Victor Emmanuel II died in 1878, succeeded by his son Umberto I.  
 
    King Umberto was deeply despised by the left-wing political circles, and suffered several assassination attempts. Alliances with former enemies Austria-Hungary and Germany did not gain him favor at home, and his attempts at imperial colonization in northern Africa, and the disastrous massacre in Milan, made the reign of Umberto a troubled one. In the Steamfunkateers universe, it is only a matter of time before one the many attempts on King Umberto’s life succeeds… if they can destroy his iron and bronze, steam-powered body, that is.  
 
    Portugal  
 
    Once a mighty colonial empire known for its explorers and for sparking off the insidious slave trade, by the mid-19th century Portugal had become almost a footnote in European history. The War of the Two Brothers, also known as the Portuguese Civil War, dominated the lives of all of Portugal from 1828 to 1834. With this upheaval came a breakdown of the fragile civil and social improvements that had started to bring Portugal into the modern era. Queen Maria II made great strides in the effort of restoring her country to its role as a dominant force in European affairs by her policies of improving medical and education standards in the country. Queen Maria, often referred to as “The Good Mother,” raised her large royal brood to work hard to improve the nation and its people. In 1853, following her death, that task fell to her son King Pedro V.   
 
    Among the many improvements during the reign of Pedro I were advances in the field of public medicine. Cholera was a persistent plague upon Portugal, causing the economy to fall even further behind the rest of Europe as their population dwindled. The “Curse of Portugal” even touched the royal family, killing King Pedro, his brother Ferdinand, and a number of other members of the royal family. This sudden and tragic loss isolated the country, causing domestic stagnation which seemed to have forever locked Portugal into its role as second class citizen of Europe.  
 
    Switzerland  
 
    During the era of Napoleon, Switzerland was occupied by forces from Russian and Austria during their battles with France. After Swiss autonomy was restored in 1815 the country suffered a period of political and civil unrest, which culminated in a month long civil war in 1849. The war produced few casualties, but made the people realize they needed to be united and strong in order to fend off all external troops. A federation of all the cantons of Switzerland formed a united and stable federal state, which gave the country a level a peace not seen in most of Europe.  
 
    Since medieval times, Switzerland had been known as a stable, safe, and private banking community. One could have money in a private account in Switzerland, and they be assured that nobody would be told that you had money there, or where the money came from. The many treasures and secrets hidden away in the vaults of Zurich and Geneva staggers the imagination and could produce a host of adventures for a Steamfunkateers adventure. 
 
    Austria  
 
    The Empire of Austria, founded in the early 1800s, was created on the heels of the abolition of the Holy Roman Empire. Francis II, Holy Roman Emperor, in the wake of the defeat of his military coalition against Napoleon, was forced to dissolve the Holy Roman Empire in 1806, but prior to that in 1804 he declared his personal holdings to be the Empire of Austria. This allowed him to retain rule over this smaller realm after the dissolution of the Holy Roman Empire. Emperor Francis I, a greatly suspicious man, set up a vast network of spies, censors, and secret police. This vast network of informants was used throughout his reign to keep the emperor informed about the actions of many people he did not trust, including his own brothers.  
 
    The Emperor’s death in 1835 was sudden and greatly mourned. His funeral was a spectacle unto itself, with people filing past his casket for three days. His successor, Emperor Ferdinand I, was an epileptic, and most considered him to be not terribly intelligent. Emperor Ferdinand I had a mostly uneventful reign, with the government run mostly by his regents. In 1848 revolutionaries took over the empire, entered the emperor’s palace, and convinced him to abdicate in favor of his nephew Franz Joseph.  
 
    Emperor Franz Joseph, in an attempt to increase the power and influence of the Empire of Austria, negotiated an agreement with the nobility of Hungary .In 1867 the Austro-Hungarian Empire was formed. While the government and the economy both expanded and improved during the early years of the new empire, it was also a hotbed of anarchist activity.  
 
    The Empire of Austria-Hungary was a land of great prosperity, an ever increasing industrialized nation that is a multi-cultural region of prosperity and intrigue. While the emperor’s spies and secret police were ever present, so were spies from other countries and anarchists bent on ending the Emperor’s grip of power over the vast Empire’s domain. 
 
    Germany  
 
    In 1871, following their victory in the Franco-Prussian War, the Kingdom of Prussia allied the many small German states into a single empire, with the king of Prussia, Wilhelm I, as Emperor. The Prime Minister of Prussia, Otto von Bismarck, was the true force behind the unification, and as Prime Minister and later Chancellor of the Empire, much of the power of the empire lay in his hands. Under the hands of the German Empire, the constituent states flourished and became an industrial power unrivaled in Europe. The manufacturing of steel, the exporting of coal and the industrial works of companies such as Krupp, all resulted in the German dominance in industry in the latter part of the 1800s.  
 
    Germany was also the home of several semi-autonomous regions, such as Bavaria, ruled by King Ludwig II until his mysterious death in 1886 Often called “Mad King Ludwig” , he , was a man of peculiar vision. He loved to build lavish fairy tale castles and buildings of elaborate design. Besides his masterpiece New Hohenschwangau Castle, later renamed Neuschwanstein Castle after his death, King Ludwig oversaw the construction of the Winter Garden in Munich. The garden, complete with a lake and a technologically advanced glass and steel roof design, included a grotto, a Moorish kiosk, an Indian royal tent, an artificially illuminated rainbow and intermittent moonlight.  
 
    The German Empire, being a collection of kingdoms, principalities, grand duchies, and electorates, was a breeding ground for intrigue, subterfuge, and espionage. The Emperor, or Kaiser in German, had an extensive secret police force, and a spy network that was particularly successful. The German success in the Franco-Prussian War was rumored to have relied heavily on the network of spies within the French government. 
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    BE FREE 
 
    A Steamfunkateers Adventure 
 
    The vile practice of slavery casts a shadow over the entire world. Even in these modern times, human trafficking—slavery, by any other name—is a plague that has infected, and affected, us all. There is even irrefutable evidence that more than 100 years after the Emancipation Proclamation, there were Black people in the Deep South who had no idea they were free. These people were forced to work, were violently tortured, and raped by Caucasian men and women whom they believed were their enslavers. 
 
    In Be Free, the characters must travel to the city of Galveston, home base of the Army of the Trans-Mississippi who terrorize much of the state. Their quest is simple: Rescue Frederick Douglass, whom the Confederates rightfully believe manipulated Abraham Lincoln into signing and putting into affect the Emancipation Proclamation, from the clutches of Galveston’s slavers. But in their effort to free the young barbarian from his captors, the heroes find the trail leading them into a cruel, twisted realm of human bondage, underground cults, and wicked rituals. 
 
    NOTE: GMs, when you see passages written in a smaller, different font in a Steamfunkateers adventure (like this one), that indicates you read that passage to the players. Don’t read this one to them, though! 
 
      
 
    Summary 
 
    The player characters are hired by Jeremiah G. Hamilton—a Wall Street broker noted as “the richest Black man in America,” and one of the richest men in the country, regardless to race—to rescue his friend and colleague, social reformer, abolitionist, orator, writer, and statesman, Frederick Douglass from the Army of the Trans-Mississippi. Before leaving on this mission, PCs have an opportunity to talk to a former slaver and learn crucial facts about the slave trade and the city of Galveston. 
 
    Once in Galveston, the PCs discover that the job won’t be as easy or as simple as just buying Douglass back. He’s already been bought and sold several times before the characters pick up his trail. 
 
    Douglass is being sold to increasingly grim and disturbing owners that are into a world of death sports, magical experimentation, and nightmare cults. The trail also leads to members of the Abandoned who fight against slavery in Galveston and aid escaping slaves in their flight to freedom. The Abandoned, unaware that slavery is over everywhere else in the United States, believe that the Underground Railroad has abandoned the people and the cause. Earning their trust is as crucial to the rescue’s success as finding Douglass and stopping the cultists’ horrid plan. 
 
    Important NPCs 
 
    In Be Free, Player Characters will spend most of the time speaking with, gaining the trust of, or squeezing information from NPCs involved in the slave trade. Some of them are despicable, some are valuable allies, and a few are both. 
 
    Newton Knight was a mercenary who joined the Army of the Trans-Mississippi, but after two years of service, he deserted. Knight’s principal reason for desertion was his anger over the Confederate government’s passing of the Twenty Negro Law, which allowed large plantation owners to avoid military service if they owned 20 slaves or more. An additional family member was exempted from service for each additional 20 slaves owned by the plantation owner. 
 
    Knight fled into the swamps near his home to escape being shot for desertion and lived among the runaway slaves and Native Americans that inhabited the swamps. At first, Knight and the others in the swamp had a stormy relationship, to say the least, but eventually he grew to admire his neighbors in the swamp and learned to survive in the marsh from them. He repented his racist and bigoted ways and began to teach the people of the swamp military tactics and has even led raids on other whites for food, weapons and supplies. He’s lived among them for several years, now. 
 
    Jimmy McCune is a seasoned warrior and physician who has seen more than his share of combat against slavers and other enemies. He sees himself as a “modern African warrior.” He lost his right arm battling gnolls a decade ago, but he still serves Jeremiah G. Hamilton as a lieutenant and adviser. 
 
    Jeremiah G. Hamilton is a millionaire and is ruthless in business. So ruthless, the other businesspeople on Wall Street call him “the Prince of Darkness.” He was a great boxer and athlete in his prime, and even now few of his peers would face him one-on-one in a fight. He secretly funds Frederick Douglass’ anti-slavery public speaking engagements around the globe. Jeremiah also provides food, weapons, ammunition and even money to radical abolitionists, whom he uses as his personal army whenever the need arises. 
 
    Frederick Douglass is a friend of Jeremiah G. Hamilton and the true author of the Emancipation Proclamation. He is passionate, strong, articulate, impetuous, and a skilled and experienced diplomat. He has the ear of U.S. Presidents and uses that advantage to affect change for Black people on a federal level. Many people—including Harriet Tubman—believe Frederick Douglass is Brushed and has limited mind control. Douglass believes he is just articulate and clever. 
 
    Patty Cannon is a slave trader who kidnaps free Black people and fugitive slaves to sell into slavery in the Deep South. She is the leader of what is known as the Reverse Underground Railroad. Patty bought Douglass from the slavers who captured him, then sold him to John Crenshaw. 
 
    Milton Davis is an astrologer in Galveston who earned his freedom from slavery. He works with the members of the Abandoned to help slaves escape, and he commands a small army of Street Sparrows who can guide characters stealthily almost anywhere in the city. 
 
    Lucretia Mott runs a mortuary that disposes of the corpses of slaves, but she’s also secretly a member of the Abandoned who smuggles escaped slaves out of Galveston. 
 
    Kevin Kennedy is an owner of Mandingo-Fighting slaves and a follower of Adelphon, the God of White Supremacy. He bought Douglass from John Crenshaw and intends to sacrifice the statesman to the evil god, after torturous alterations are made to Douglass’ body and mind. 
 
    John Crenshaw is an owner and trainer of Mandingo-Fighters. He bought Douglass from Patty Cannon, then sold him to Kevin Kennedy. Although he’s completely amoral, Crenshaw will help the characters if their interference will harm his competitor. 
 
    George B. Cheever is a homeless street preacher who rants against the evils of slavery in Galveston. He is the ultimate key to finding Douglass before it is too late. 
 
      
 
    Beginning the Adventure 
 
    The adventure begins in New York. The PCs have been brought to New York by airship, by train, by carriage, by steam car, or on horseback, velocipede, or bicycle, depending on their distances from New York City just before the adventure begins. 
 
    The player characters are approached by Jimmy McCune, who brings a message from his boss, Jeremiah G. Hamilton, a man of considerable influence and importance among Black people worldwide and among whites in America. Hamilton wants to see the PCs immediately to offer them a job. McCune explains that Jeremiah G. Hamilton is a powerful leader, a good man to have on your side or in your debt. He needs mercenaries that can’t be linked to him for an important task. McCune wants the characters to come with him immediately; time is pressing. 
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    Hamilton’s Mansion 
 
    Hamilton’s mansion is a “palace” of great splendor. The parlor alone is a capacious, mahogany-columned hall. Tables, benches, and a fireplace are arrayed near the center of the room. A thick, white polar bear fur sits on the polished granite floor, a few feet from the fireplace. At the end of the room opposite the single entrance, an impressive, oxblood leather chair stands beneath the mounted head of a dire wolf. Seated on that chair is a man wearing a navy blue wool suit and a fur coat made from the dire wolf’s pelt. 
 
    Jeremiah G. Hamilton is a tall man and still impressively powerful despite his short gray hair and manicured gray beard. He wastes no time on pleasantries as the characters approach. 
 
    A dark mood hangs over the entire parlor, but especially on the man wearing the dire wolf coat, whose chin rests heavily on a tightly-clenched fist. You’re only halfway across the room when he speaks loudly without raising his head. “My dearest friend, Frederick Douglass, has been captured by the Army of the Trans-Mississippi and taken to Galveston, and I need someone to bring him back—bold mercenaries not of my company, who won’t be recognized as my people in that cursed city. 
 
    “What you have to do is simple: travel to Galveston, pick up Frederick’s trail, and buy him back. Don’t let anyone know you’re working for me, or they won’t let him go. Just make a quiet business transaction. That’s what these bastards understand. 
 
    “Once Frederick is safely home, then our thoughts of deep revenge can take form. For now, just bring him home. Bring him back to me, so he can go on serving his people, and your honor and reward will be great.” Then he dismisses you with a wave toward Jimmy McCune and sinks again into somber meditation. 
 
    McCune draws the characters aside at that point and gives them the specifics. The characters are offered $1000.00 in gold apiece (around $15,500.00 today) as pay for the job.  
 
    One-fifth will be paid up front, the rest when Douglass is brought back. He must be alive, or there will be no further payment. McCune emphasizes that besides the monetary reward, Jeremiah G. Hamilton is a powerful and generous man to his friends and allies. In addition to their up-front payment, he provides them with $2000.00 in gold to purchase Douglass’ freedom. They’re expected to bring back a receipt and return whatever gold is left over. 
 
    Douglass was captured two weeks ago while speaking in Delaware. One of his companions eluded the slavers and followed them to their airship, where he heard them saying their cargo bay was full and they were flying straight to Galveston to sell their catch. It took Douglass’ friend eleven days to make his way back to Hamilton and report, so the slavers now have a two-week head start. The airship was named Storm Racer. 
 
    Jimmy McCune also recommends that before the PCs depart for Galveston, they meet with a man named Newton Knight, who lives among the Blacks and Native Americans in Willow Marsh, the swamps near Galveston even though he’s not kin. Knight is wise in the ways of the Army of the Trans-Mississippi, and he might have useful advice for the characters. 
 
    The Ex-Slaver 
 
    Newton Knight is short, swarthy, and has dark, darting eyes. His lodge is indistinguishable from any other in the marsh from the outside, but inside, the collection of exotic weapons and other oddities on the walls and shelves makes it obvious the resident has traveled widely across the country. Jimmy McCune, who flies with the PCs to Texas, introduces Knight to the characters as “someone who knows the evil business you’re about to delve into.” Knight explains unapologetically that he fought with the Army of the Trans-Mississippi “when I was young and didn’t know any better.” 
 
    He hasn’t stepped foot in the city of Galveston in 7 years, so Knight can’t offer much specific advice about the city. He advises characters that they should be able to get information about Storm Racer from the Air-Harbor Master, but Douglass probably will already be sold by the time characters arrive. They can track legal sales through the Master of Accounts at the central market, but most city officials won’t show much courtesy, or provide assistance to anyone Black. 
 
    Most importantly, if they run into trouble, they must not place any trust in city bureaucrats or guild officials. Instead, he offers this advice. 
 
    “Your first friend in Galveston is an astrologer who calls himself Milton Davis. He was a slave who bought his own freedom. If he’s still alive, my name should get you in the door and let you explain your needs. 
 
    “If you find yourselves truly in desperate straits, you must seek out the followers of the Abandoned. They specialize in helping escaped slaves and other fugitives reach freedom. They can get you out of Galveston even with the whole city hunting you. If you need their help, go to the swamp-side mortuary and ask for ‘The Pearl Coffin’. I can’t guarantee that’ll still work, but it did seven years ago. 
 
    “Whatever you do, protect that information with your life. Because they undermine slavery, the Abandoned are the most wanted criminals in Galveston. The Army of the Trans-Mississippi would pay handsomely for their heads—or for yours, if they suspected the knowledge of how to find the Abandoned was inside.” 
 
    Traveling To Galveston 
 
    An airship is the quickest way to reach the city. Luckily, Hamilton owns several. If the characters can handle an airship, they can borrow one for the mission. If not, McCune will fly the characters to Galveston, drop them at the air-harbor like any other passengers, and spend the next few days nervously pretending to be a slave in search of cargo for his master. You can create encounters with pirates or creatures along the way, or jump straight to Galveston. 
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    ACT I: CITY OF SHACKLES 
 
    When the PCs arrive in Galveston, read: 
 
    Galveston makes its presence known from many miles away. It is a coastal city and port off the southeast coast in the State of Texas. It also lies on the northwestern coast of the Gulf of Mexico. A gray haze of smoke hangs over the city throughout the day, giving way to a sullen red glow at night. A pyramid-like fortress towers over one end of the city, and the spires of an elegant mansion rise above the opposite end. The airship port lies along the southern bank of the coast. 
 
    The Moses River crosses the northern edge of the city before flowing into the western end of a long inlet. The river mouth is marshy and pestilential, a breeding ground for mosquitoes and other swarming insects that literally darken the sky at the height of their hatching seasons. Huge, slow-burning pyres are continually stoked throughout the city to create a pall of smoke that drives away the clouds of voracious mosquitoes. Most of the city stands on slightly elevated ground as the city is actually an island surrounded by the sea. 
 
    The smoky pyres burn year-round and create a perpetual haze over the city; but residents agree that being choked and blinded by the smoke is preferable to being devoured by the mosquitoes. The pyramid fortress of the powerful and the spires of the Bishop’s Palace can be seen from most points in the city, making them twin lodestars for those trying to get their bearings. 
 
    Law and Order 
 
    Despite its well-deserved sinister reputation, Galveston is a city with typical laws against assault and murder. Characters who carve a trail of corpses, injured witnesses, and collateral damage through the city are likely to run afoul of Galveston’s authorities, which could lead to the characters being enslaved themselves as punishment. Most of Galveston’s law enforcers are typical constables, but they have tougher soldiers to call on when adventurers cause trouble. 
 
    
    	 Standard patrol (1,600 XP): 1 soldier, 4 constables 
 
    	 Tough patrol (4,350 XP): 3 soldiers, 3 constables 
 
    	 Riot squad (8,550 XP): 2 soldiers, 1 chaplain, 10 thugs 
 
   
 
    Storm Racer 
 
    Characters who begin their search for Douglass by looking for the ship that brought him to Galveston discover that Storm Racer isn’t in the air-harbor when they arrive. They’ll need to check with the air-harbor master or ask around for more information. 
 
    The Air-Harbor Master 
 
    The air-harbor master, a friendly but busy man named Dudley, confirms that Storm Racer offloaded slaves two weeks ago, took on provisions, and flew out of the air-harbor again eight days ago. He helpfully adds that Storm Racer is crewed largely by mercenaries, so a few members of her crew might not have signed on for the voyage. If any are around, they probably can be found at some dockside hangout, but he has no idea which one. 
 
      
 
    Finding the Crew 
 
    Searching saloons, inns and brothels for the crew of Storm Racer requires a successful skill roll. Each attempt takes one hour. When the PCs succeed (or when they employ some other method, such as the use of divination) they find a few of the ship’s crewmen in a bar called the Whip & Noose. 
 
    The Whip & Noose is a typical waterfront dive populated by Confederate soldiers, out-of-work sailors, air pirates and smugglers, aviators, down-on-their-luck gamblers, prostitutes, pickpockets, malingerer, and tough-looking mercenaries. When you ask about Storm Racer, the barkeep nods at three men slumped at a table in the corner. Only one is conscious at the moment. 
 
    The conscious man is an aviator named Gomer. He is not antagonistic to a group of dangerous-looking characters who outnumber him, but he won’t say anything helpful unless he’s paid at least $2.00 or someone makes a successful skill or ability check against him. 
 
    What Gomer can tell the characters is that the slavers captured the man they describe (he refers to Douglass as “the uppity smoke”) on their final raiding stop. They knew he was valuable, so they came straight to Galveston. Most of their other captives were fit for nothing but labor and were sold at standard rates to brokers at the city’s slave market, but “the uppity smoke” was sold to a dealer named Patty Cannon who specializes in slaves with rare qualities. 
 
    Note: If the characters throw their weight around in the tavern—if they try to intimidate Gomer in front of the other patrons, for example—they gain the enmity of a rough and racist crowd. Gomer’s fellow patrons won’t leap into a battle against well-armed adventurers, but they’ll trail the characters through town and either ambush them in a dark alleyway, or creep into their sleeping rooms with knives and blackjacks in the dead of night. 
 
    Development: Unless the characters do something to prevent it, Gomer leaves the Whip & Noose moments after the PCs depart, and races through the streets to reach Patty Cannon first. He informs her that strangers are looking for “the uppity smoke” and collects a small reward from Patty Cannon for the information. (What Patty does with this information is explained under Patty in Act II.) 
 
    Milton Davis 
 
    The shop of Milton Davis is identified by a stylized brass astrolabe hanging above the door. Finding the astrolabe, which identifies the building, requires a successful Spot check to find someone who knows the location, followed by another Spot check to actually find the building in the maze of streets. Each check, successful or not, uses up an hour. If characters want to make individual checks, then they must split up; if they stay together as a group, then one check is made per hour for the group. 
 
    Davis is a free Black man of fifty-eight, highly educated, generally outgoing, but wary of armed strangers, especially Black ones, which is an odd thing to see in Galveston. He’ll answer questions about Galveston for free or give an astrological reading for $2.00, but nothing else unless characters mention Newton Knight. At that, he locks the front door, draws the blinds, turns to the characters and says, “How is my old friend, Newt, and how can I be of service to y’all?”  
 
    The ways Milton Davis can be of service include: 
 
    
    	 He can give reliable directions to anyplace in Galveston. 
 
    	 He knows Street Sparrows who can lead the characters almost anywhere in the city through alleys, sewers, and other hidden paths. A Street Sparrow costs $1.00 each time one is used. 
 
    	 He knows two safe-houses in the city where fugitives can find shelter from any manhunt. One on the south side of town expects a payment of $3 per night; one near the river expects a payment of $5 per night. The characters are welcome to sleep on the benches and rugs in Davis’ shop for free if they’d like, but his shop is not a safe-house. All freed slaves are perpetually suspected of aiding escaped slaves, so his shop is routinely searched when a runaway is being hunted. 
 
    	 He knows that dropping the words Pearl Coffin will make the followers of the Abandoned clam up instead of gaining their trust. The correct code word is “Indigo Rose.” 
 
    	 He’s never heard of Douglass and has no idea where he might be, but Davis can put people on Douglass’ trail. If characters go for this option, NPCs track Douglass’ progress to Kevin Kennedy, then refuse to go any farther. This information takes a number of days to collect equal to 1d-2—roll one die, subtract 2 from the roll, giving minimum 1 day, up to 4 days—and the characters must reimburse the NPCs 1d6 dollars per day in fees and bribes. 
 
   
 
    Casual Brutality 
 
    Casual brutality is commonplace in Galveston. Quick scenes can be used to convey to characters some of the suffering inflicted by the Army of the Trans-Mississippi. 
 
    
    	 At the docks and air-harbor, characters see freshly-arrived slaves being unloaded from raiding ships and dirigibles. The enslaved Black men, women and children are shackled, filthy, terrified, and weak from starvation and thirst. They are being driven toward holding corrals and warehouses under whips and cudgels. 
 
    	 In the streets, they see the enslaved being struck by their owners, laboring with heavy burdens, or being publicly lashed or confined in stocks for disobedience. 
 
    	 Heavy, unpleasant, or dangerous labor, such as unloading ship cargoes or cleaning out livestock stalls, is done by slaves. 
 
    	 All but the poorest taverns and inns have one or two slaves to handle menial labor. 
 
   
 
    Almost any other information the GM wants to place in the characters’ hands can be delivered through Milton Davis. The astrologer has many gossipy white clients, so he’s privy to all the news and rumors circulating through every level of Galveston. 
 
    If told that Douglass might be taken to the catacombs of Rebel Red, Davis is horrified and urges the characters to arrange a rescue as quickly as possible. 
 
      
 
    The Slave Market 
 
    The slave market is a sprawling collection of colorful tents, open-air stalls, and a few permanent structures where slave buyers and sellers conduct business. Black men, women and children in various stages of dress, cleanliness, and health shuffle to and fro inside small corrals, but the fences alone couldn’t contain someone who wanted to get out. Most of the slaves are shackled at the wrists, ankles, or neck. Guards armed with cudgels and whips patrol everywhere, and they lash any slave who moves too slowly, bows too shallowly, speaks too often, or stares too long at a white man or woman. 
 
    Each seller appears to have a specialty: slaves from the north or from the south, slaves from the mountains or from the coast, slaves for field work, domestic work, or skilled tinkerers. 
 
    The carnival atmosphere of fluttering pennants and friendly hawkers shouting their wares can’t overcome the nightmarish background drone of screams, groans, rattling chains, and cracking whips. Drifting walls of smoke from nearby pyres and the smell of sorrow add a hellish accent to the scene. 
 
    To the citizens of Galveston, this is just business; buying and selling people is how they feed their families. Few of those involved in the trade feel any doubt over whether what they do is ethical or whether the people they subjugate are inferior, and they react angrily to outsiders who raise such questions. 
 
    Important Leads 
 
    Characters can learn a lot about the slave trade in the market, but they can’t learn much about Douglass. Information that can be gleaned is described below. 
 
    The Master of Accounts, an obese man named Miller, knows that Storm Racer unloaded a cargo of slaves two weeks ago. Most were bought by the trader Aleister Aldous to be resold for field work. 
 
    A discount dealer, Wheatstraw, took the old, weak, and sick. 
 
    Aleister Aldous, a shriveled old man, explains that he already sold most of “the shipment,” but he still has eight remaining from the lot. He’ll let characters talk to them for $2. The slaves recognize Douglass from a description and know that he was separated from the group as soon as they arrived in Galveston, but none of them know what became of him. Aldous himself knows that Douglass was sold to Patty Cannon because he was at the sale, but he won’t mention this knowledge until after the characters pay to question slaves. Then he “suddenly remembers something useful,” which he’ll share for another $3. 
 
    Wheatstraw is a cruel, brusque man who sells slaves that are likely to die soon from disease, injury, or old age, mainly for jobs with a high probability of killing them even quicker. Neither he nor any of his slaves from Storm Racer know anything about Douglass. 
 
    Other Leads: PCs asking around at random can attempt to question others using appropriate skills and/or abilities. Each attempt takes one hour. On a success, a PC learns from a random NPC that a slave matching Douglass’ description was bought by Patty Cannon, but she had him killed. 
 
    Scores of Soldiers: The Army of the Trans-Mississippi has planned for any trouble in Galveston and they are ready to put down any slave rising immediately. Characters that start trouble immediately face a tough patrol (see Law and Order, above). Additional patrols and riot squads arrive every round or two until the troublemakers are overwhelmed—there are literally hundreds of Trans-Mississippi soldiers in and around the market. 
 
      
 
    The Slave Mortuary 
 
    This low, grim building stands very near the swamp. Slaves die at an alarming rate and their bodies are brought to this mortuary to be carted far out into the swamp, where they’ll be devoured by alligators, giant leeches, ghuls, and worse things. 
 
    Most of the workers at the mortuary are slaves, but the person in charge is a tall, world-weary woman named Lucretia Mott. Lucretia Mott and certain of her attendants are secretly members of the Abandoned—they aid escaping slaves by guiding them through the swamp to the secret Grotto of the Abandoned. 
 
    Lucretia Mott knows nothing about Douglass. If characters come here looking for the body after asking around the Slave Market or speaking to Patty Cannon (Act II), Lucretia Mott confirms positively that she’s never seen a corpse fitting Douglass’ description, let alone one in the last two weeks. She also points out that mock executions of disobedient slaves aren’t unknown. 
 
    If told that Douglass is headed to the catacombs of Rebel Red, Lucretia Mott urges the characters to rescue him as quickly as possible. 
 
    “The Pearl Coffin” or “Indigo Rose”: If characters come to the mortuary and ask for the Pearl Coffin, Lucretia Mott assumes they’re informants to the Army of the Trans-Mississippi; that code word was compromised years ago. She remains polite but tells them nothing. She’s never heard of Newton Knight.  
 
    If they ask for Indigo Rose instead, she knows they’re friends of Milton Davis who can be trusted. If characters get into trouble—for example, if they rescue Douglass and have all the slave-hunters in the city on their trail—she can smuggle them out of Galveston by hiding them in a cartload of corpses, then guiding them safely through the swamp. Milton Davis’s Street Sparrows know concealed routes to the mortuary from everywhere in the city except the Bishop’s Palace. 
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    Act II: On Douglass’ Trail 
 
    During their initial investigations, the characters learn from the pilot Gomer or the slave trader Aleister Aldous that Frederick Douglass was sold to a high-end dealer in “exotics” named Patty Cannon. The PCs may also believe that Douglass is dead—but, if they make an effort to verify the tale at the Slave Mortuary, Lucretia Mott informs them that she hasn’t seen his corpse, which ought to point the party back to Patty Cannon. 
 
    Finding Patty Cannon 
 
    Patty Cannon is a well-known figure in Galveston. She is a wealthy woman who runs her business from her home, a palatial courtyard-house a few blocks from the slave market. Her agents frequent the slave market, looking for quality wares. Anyone at the Slave Market can direct the PCs to Patty Cannon’s home (and so can Milton Davis or most residents of Galveston). 
 
    What’s Next? 
 
    Which scene you present next depends on whether the PCs interacted with Gomer. If the characters threatened Gomer or used force against him and did not prevent him from leaving the Whip & Noose afterward, Patty Cannon sends a contingent of guards guided by Gomer to intercept the party. Run Patty Cannon’s Bruisers next. Otherwise, go to Patty Cannon’s Courtyard next. 
 
    If the PCs defeat Patty Cannon’s Bruisers and continue on their way, they may actually run through both encounters. 
 
    Patty Cannon’s Bruisers 
 
    If Gomer alerts Patty Cannon that the characters are coming, she arranges a special ambush for them. She has no reason to expect they’ll be any politer to her than they were to Gomer, so she sends her guards to intercept the characters before they reach her home, with Gomer in tow to identify the targets. 
 
    Spotting Gomer 
 
    Make opposed Spot checks for each PC to determine whether they spot Gomer before he points them out to Patty Cannon’s minions. If they fail, they are surprised when the attack comes. Everyone else sees the “Bruisers” maneuvering into position to attack from all sides.  
 
    Gomer hides at the edge of the fight and takes one or two shots with his Henry rifle if he can do so safely, then disappears into the crowd. 
 
    PCs will face: 
 
    
    	 1 soldier 
 
    	 4 thugs 
 
    	 Gomer 
 
   
 
    If characters cause collateral damage, a standard patrol shows up moments after the fight to investigate the ruckus. If Gomer is still alive, he steps from the crowd and vouches that the PCs only defended themselves against a surprise attack, which satisfies the patrol. Gomer then tries to extort $10.00 from the characters in exchange for information about why they were attacked (“We must have been overheard at the Whip & Noose, and Patty Cannon sent these killers after you”). 
 
    Patty Cannon’s slaves are wearing or carrying nothing that connects them to her. If defeated and questioned, they admit that their mistress sent them to deal with the PCs after Gomer came and warned Patty Cannon that the PCs were on their way. 
 
    Patty Cannon’s Courtyard 
 
    The house of the slave-dealer Patty Cannon stands in one of Galveston’s better neighborhoods. High walls and a sturdy gate protect an inner courtyard with fine furnishings and colorful canopies. Several house-slaves cater to an elegant woman who reclines on a divan, dictating to a scribe. Several guards keep watch nearby. 
 
    Patty Cannon’s trade is built on slaves with rare skills or with special qualities that lift them above the run-of-the-mill. She seldom sells in the common market; her “goods” fetch higher prices when offered directly to buyers with specific needs. These special qualities can be anything: dimples, jet-black skin, region of origin, or rare talents such as an angelic singing voice, fluency in exotic languages, or knowledge of vodou. She is protected at all times by an automaton samurai bodyguard that looks quite human, but is powered by steam, with a top-hat that is actually a “chimney”) and 4 human guards, who will gladly die to ensure that her will is carried out. 
 
    Patty Cannon is forthcoming to questions about Douglass, or at least appears so. She opens the conversation with friendly conversation such as “What brings you to Galveston?” or “How was your journey?” and offers the party wine (but see Treachery, below). 
 
    “I was invited by the slavers to bid on this “prince” in a private auction, where I bought him for sixty-four hundred dollars. That’s eight times the price of a healthy laborer ten years younger, but I was sure I could double the investment by training that big, smart buck as a Chinese lady’s consort or as a German noble’s bodyguard. They don’t care about dealing with smokes in that way. 
 
    “Unfortunately, some of these niggras are intractable. Such was the case with this one; he strangled his trainer. I had to have his throat cut as a demonstration to my other property of the price of defiance. It was a dreadful loss of cash and a waste of valuable flesh, but it’s better this way in the long run. 
 
    “Simply put, you’re too late. His body was dumped in the swamp, and I doubt any trace of it remains. There’s nothing more I can tell you of the creature.” 
 
    Douglass did kill one of Patty Cannon’s trainers, but she’s lying about having his throat cut. The execution was staged for the other slaves; Douglass was drugged so he would pass out as a trick knife was dragged across his throat, spouting fake blood. After his “corpse” was carted away, he was sold for #3500.00 to a man named John Crenshaw, who manages Mandingo-Fighters. 
 
    If PCs ask whether they detect any signs that Patty Cannon is lying, let them make skill checks. Those who succeed are certain she’s a skillful liar but can’t pin down any specific lie in her story. Those who succeed with more than one 6 suspect that Douglass is still alive. 
 
    The Truth 
 
    If characters are rude, arrogant, or accusatory toward Patty Cannon, she dismisses them without another thought. The slave who ushers them out of Patty Cannon’s presence whispers to one character, “seek John Crenshaw,” then slips away. 
 
    If characters are respectful toward Patty Cannon, then they’re greeted by one of her guards when they exit her house. 
 
    The guard spits tobacco at your feet then says, “Miss Patty told me to deliver this to y’all.” In his right hand, he extends a piece of parchment. Hastily written on it is this message: 
 
    “Although you are free niggras, the worst of your kind, you respect our ways, so we reciprocate. The man you seek may yet live (monetary losses must be minimized).  
 
    If so, John Crenshaw will know. You understand why I could not tell you this in the presence of my niggras.” 
 
    The note is unsigned. 
 
    Anyone in Galveston can give directions to the compound of John Crenshaw. 
 
    Treachery 
 
    If Patty Cannon was warned by Gomer, or if any characters appear valuable—display special abilities, have a unique look, etc.—Patty Cannon decides to add the PCs to her stock of slaves. During the conversation, she asks the characters if they would like wine. Two enslaved Black women step forward, one with a pitcher of wine and one with a tray of goblets. All the goblets are identical. Patty Cannon takes a goblet from the same tray (last if the characters don’t hesitate, or first if no one else is willing). The slave fills all the goblets from the same pitcher. 
 
    Neither the wine nor the goblet rims are poisoned, but the stems of all the goblets are lightly treated with a contact poison. Patty Cannon is wearing elegant, elbow-length gloves that match her gown, so she never touches the poison and is unaffected. Characters that pick up a goblet with bare hands must make successful Physique checks at -1d or fall unconscious; they wake up 1d hours later, or when they take damage (This is a good time for the GM to ask the players to each roll their dice pools, -1d, without telling them why, to keep players guessing about what’s happening). Any character that fails with any 1s in the result falls unconscious immediately after everyone has picked up the goblet and rolled their Physique checks. Everyone else who failed the check drops a round later. 
 
    When Patty Cannon is threatened or when the poison begins to take effect, Patty Cannon’s guards attack to subdue the PCs. If Patty Cannon is not attacked and nobody is affected by the poison, the guards do not attack (they are uncertain what to do, and let the moment pass). 
 
    
    	 1 automaton 
 
    	 4 guards 
 
   
 
    
    	 Patty Cannon, armed with two daggers 
 
   
 
    If characters lose this fight, they awaken stripped and chained together in a holding cell beneath Patty Cannon’s estate. How they get out is up to them and the GM. If characters win this fight, Patty Cannon gives them the information they seek and admits she staged Douglass’ “death.” 
 
    Patty Cannon keeps a locked wooden coffer nearby, since she conducts business from her courtyard. If the PCs get a chance to loot the place, they find $16000.00 in the coffer, along with 8 small diamonds worth $500.00 each. 
 
    There are no repercussions for killing Patty’s slaves or guards, but Patty Cannon is another matter. If she is killed, the characters become wanted criminals in Galveston. Anytime they move through Galveston openly—without one of Milton Davis’ Street Sparrows—they must all make a Stealth roll. If at least half the character succeed, they avoid contact with soldiers looking for them. If less than half succeeds, the PCs run into a patrol with orders to take them, alive or dead. Roll d6: on 1–4, it’s a standard patrol; on 5–6, it’s a tough patrol. 
 
    John Crenshaw 
 
    Mandingo Fighting is popular in Galveston. Fights to the death are NOT common; slaves cost too much money, and trained fighters, especially, are too valuable to throw away simply for entertainment. Most bouts are fought until one fighter can’t continue. Punches, kicks, elbows, knees, throws, chokes, joint-locks and headbutts are all allowed. Fighters win by knocking out their opponent or forcing their opponent to submit, which is indicated by the loser tapping the floor or the winner’s body three times. 
 
    A skilled fighting slave can survive many bouts and gain fame, if not fortune. Slaves who are deemed useless, not trainable, or rebellious can provide a few minutes of entertainment as they die or they learn the value of obedience while being beaten to pulp. 
 
    John Crenshaw specializes in keeping the fighting pits filled with fighters and victims. He runs a training facility on the east side of the city that houses eight slave gladiators and twenty more fighters-in-training. 
 
    Two overseers stand watch at his compound gate, and turn away strangers. To get an audience with Crenshaw, either one character must make an appropriate successful skill or ability check (one attempt only), or the guard at the gate must be paid 2d dollars (roll 2 dice and the total is the amount of the bribe). Once inside, characters are escorted to a spacious, comfortable room where Crenshaw is watching young warriors go through their training routine. 
 
    Crenshaw is a man of contrasts. He buys and sells humans who he regularly consigns to painful, bloody battles for his own profit, and he harbors no illusions or self-deception about the evil that he perpetuates. But he’s also an educated, philosophical man with some empathy for the PCs’ mission. He admits readily to buying Douglass from Patty Cannon. 
 
    “A slave who overpowers and kills a trainer with his bare hands has the makings of a great Mandingo pit fighter. This Douglass of yours was difficult and contentious, but I was certain I’d made a smart purchase. 
 
    “But five days ago, I described my new trainee to another owner, who suddenly became very interested. He dropped by to watch the man training, and afterward offered me an astounding sum for the slave. I might have earned more from wagers over the lifetime of this Douglass, but you never know. Even the best of us have off nights, and all it takes is one unlucky punch to end a fighter’s career. Yesterday, I took the money and they took the man. 
 
    “I know your next question: who was the buyer? Normally, I wouldn’t reveal that, but this man is a nasty competitor and, frankly, he… said things, as your man was being taken away. They seemed trivial in the moment, but they weigh on me. I suspect your Douglass is headed for the Rebel Red catacombs. If my gut is correct, his only hope is for you to get him out of Galveston immediately. 
 
    “The buyer was Kevin Kennedy. Whatever you might think of men like me, he’s worse. If you have any friends in this city, or favors to call in, now is the time. Once your friend descends into that pit, it would be better for everyone if he never emerges again. It will be too late for him in every imaginable sense of those words.” 
 
    If characters ask Crenshaw about the Rebel Red catacombs, he relates the following: 
 
    “Them Rebel Red boys specialize in providing slaves with unique qualifications. Sometimes, that means attributes not condoned by nature—attributes that can be achieved only through the cruelest types of psychic conditioning, or by cutting and rearranging the flesh, or by abhorrent dark magic—attributes that make a human into the perfect offering to some inhuman entity. Whatever darkness the mind can imagine, the Rebel Reds can tailor from once-human flesh.” 
 
    Crenshaw will continue talking to the characters, answer their questions about his business and about Galveston, and even give them a tour of his gladiator training facility if they’d like one, but he reminds them that time is running out for their friend. He can’t offer them any more aid; Kevin Kennedy is too powerful for a man like Crenshaw to cross openly. 
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    ACT III: THE DREAD OF REBEL RED 
 
    From the time characters learn that Douglass is on his way to the Rebel Red catacombs, they have 24 hours to rescue him. After 24 hours, Douglass disappears into the catacombs and becomes so severely damaged mentally that nothing will return him to normalcy and sanity. 
 
    Rebel Red Catacombs 
 
    No one will talk to the PCs about the Rebel Red Catacombs. As soon as the subject is raised, people shake their heads, say, “I don’t know anything about that,” or “that’s none of my business,” and then either hurry away or slam the door in the characters’ faces. Only Milton Davis will discuss the place. He explains that many people in Galveston don’t even believe it exists; “you’ll wind up in Rebel Red” is something to threaten naughty children with. Most of those who do believe don’t know where it is. Davis suspects the rough location but has no idea how to get inside, and he’s happy not knowing. He urges the characters to forget about rescuing Douglass from the catacombs and concentrate on preventing him from getting that far. 
 
    Kevin Kennedy 
 
    Characters can get information about Kevin Kennedy in the slave market with a successful Contacts or Rapport check; anywhere else in town, the check is done at -1d. They can get the information automatically from Milton Davis or Lucretia Mott. No matter who they talk to, they get the clear impression that people don’t like talking about Kennedy. Even in complete privacy, people lower their voices and glance over their shoulders while speaking Kennedy’s name. 
 
    Kennedy came to Galveston decades ago from Mississippi with fabulous wealth that he used to start a successful stable of Mandingo-Fighters. 
 
    
    	 He only enters fighters into battles to the death, and only for very high stakes. 
 
    	 His fighters are feared for their brutality and cruelty. 
 
    	 It’s rumored that he engages in dark rituals and that his fighters gain some of their inhuman ferocity by making sacrifices to the vampire-god, Adelphon. 
 
    	 His home and training facility are in a fortified compound adjoining Offatts Bayou. Thieves occasionally try to break in—their bodies are nailed to the gates as a warning to others. It’s commonly whispered that the thieves’ guild forbids its members from making further attempts. 
 
   
 
    Kennedy’s Door 
 
    When the characters go to Kevin Kennedy’s compound, it should be obvious to them that a covert incursion is a daunting prospect. 
 
    This fortress-like compound is surrounded by windowless walls twenty feet high. A single steel-reinforced wooden door stands in the outer wall. Above the door, the rotting body of a thief, with snakes crawling through its ribcage, is nailed to the wall. Passersby shy away from the building and avoid looking at it, although a crazed beggar shouts and shakes his fist at the place from a short distance away. 
 
    If the characters knock at the gate, the corpse lifts its head and begs them to leave for their own sakes, and they realize that the thief is somehow still alive! A Will check is certainly called for here. Any PC that fails the check suffers a Moderate, Lasting mental Condition. 
 
    Add whatever other details are necessary to make players understand that any attempt to break in is certain to cost them their lives (or worse), even if that means the grounds are patrolled by gnolls while giant steam-powered robots stand guard. 
 
    The Beggar 
 
    Only a few dozen paces from Kennedy’s compound stands George B. Cheever, a crazed member of the Abandoned. When the characters take note of him, read: 
 
    The beggar is a wild-eyed, emaciated man covered with scars. He continually delivers diatribes about the compound, although people passing by pay him no heed. “I have seen your monstrous handiwork, and eternal punishment shall be your reward!” he shouts. “The judgment of the Abandoned awaits you! I have seen those cast into Rebel Red, and they scream to me for vengeance! Your path is the path of downfall! Your ways are the ways of Adelphon! The tormenter will fall and be trampled beneath the feet of the tormented! I have seen your blood dripping from an ebon prince’s blade! 
 
    George B. Cheever is as unhinged as he appears. If characters don’t approach him, he begins to harangue them directly. 
 
    “Only minutes ago, the slaves of Kennedy dragged another to unimaginable doom! Will slayers such as yourselves stand by while brave men are wracked and slaughtered to feed the Great Beast?” 
 
    If characters show any interest in what he has to say, George B. Cheever grows momentarily calmer and more rational. 
 
    “The doomed one? An ebon prince from the North, fighting every step of the way. The hooded ones dragged him forth not ten minutes ago. They are taking him to Rebel Red to ruin him, but if you hurry, you can stop them. Deny the Great Beast its prize! Make IT hunger! Leave IT to starve and howl in darkness! This way, hurry, hurry!” 
 
    The madman clutches at your arms and tugs at you to follow him, then races a few paces away, doubles back, and races away again, like a dog trying to lead its master. 
 
    If characters follow, George B. Cheever leads them on a frantic chase through narrow streets before stopping suddenly at the point where a dark alley opens up onto one of the city’s larger thoroughfares.  
 
    The Ambush 
 
    This is the characters’ best and only chance to rescue Douglass before he disappears into the hellish catacombs of Rebel Red. 
 
    The main street is 30 feet wide, lined with one-story and two-story buildings with flat roofs surrounded by low parapets. Narrow alleys separate the buildings and connect to the street at all angles. It’s a perfect spot for an ambush.  
 
    You see armed men in white silk robes and veiled white conical hats and three figures in the same robes and hats, but colored crimson escorting a manacled and disheveled but defiant-looking Douglass up the street toward your position. A block behind this procession, a Stanley Steamer steam-powered car follows. You can’t tell whether the two groups are connected. Normal citizens still in the street are grabbing their wares and scurrying to get out of the way. 
 
    Characters have about half a minute before Douglass and the Kuklos Adelphon Guards reach their position. That’s enough time for characters to move into position on both sides of the street, to move out in front of or behind Kennedy’s men, or to get inside or even atop nearby buildings via outside stairs. They won’t be noticed if they move with the crowd. Thirty seconds is not enough time to make detailed plans; push the players to think and act quickly. 
 
    The crates and clutter in the area consist of typical trade goods, food storage, wares for sale, and other bric-a-brac. This counts as difficult terrain and provides cover. Ladders are difficult terrain, too, but characters fighting from the rooftops have cover from enemies on the street below. 
 
    The escort includes the NPCs listed below. They’re moving in two tight columns. The procession is moving up the street, and characters can let it advance as far as they want before attacking. The hooded figures (cultists and the cult fanatic) are representatives of the Rebel Reds; they are indistinguishable from one another. 
 
    
    	 1 Soldier 
 
    	 1 Kuklos Adelphon Devotee 
 
    	 2 Kuklos Adelphon Night-Hawks 
 
    	 2 Kuklos Adelphon Lictors 
 
    	 1 Kuklos Adelphon Acolyte per PC 
 
    	 Douglass (ally) 
 
   
 
    Douglass quickly recognizes the PCs as rescuers and turns against his captors. He fights brutally, using his manacles as a flail until something better becomes available. He can’t run while shackled, but his shackles can be cut or broken. 
 
    Kevin Kennedy 
 
    Kennedy rides in the Stanley Steamer, about 50 yards behind Douglass’ escorts. His driver stops the car and retreats as soon as fighting breaks out. 
 
    Kennedy has the Flight and Superb Toughness special abilities. Both have magical (spells) sources. He will use incantations to activate both before joining the battle, and joins the fight against the PCs at the beginning of the 7th round. Time his arrival for maximum drama, not necessarily for maximum danger to the characters. 
 
    If characters stick around to fight Kennedy, they run a high risk of being defeated. If no one thinks to grab Douglass and dash away into the alleys, George B. Cheever suggests this (from the safety of the shadows). 
 
    Kennedy carries a money pouch with $6666.00. He also wears a fine gold ring and a copper ring set with emeralds, each worth $666.00. 
 
    The Escape 
 
    With Douglass in their possession, the PCs have four good options: they can head for Milton Davis’ shop; they can go to the Slave Mortuary; or they can flee to one of the two safe-houses IF they got directions from Milton Davis. No other course leads to safety. If they flee into the swamp, they’ll be overcome by alligators, were-alligators, and ghuls. If they head for the ocean and steal a boat or ship, they’ll be chased by every slave ship and airship at the docks. 
 
    Even if the characters kill Kevin Kennedy, plenty of witnesses interpret the battle as another outrage by followers of the Abandoned. Before long, characters see plenty of evidence that the whole city is mobilized against them. To reach one of the safe havens, they must all succeed at Stealth checks to avoid the slave patrols prowling the streets. 
 
    
    	 Milton Davis’ shop is closest—each PC (including the PC Frederick Douglass) must roll at least one 6 to reach safety. 
 
    	 Either safe-house requires each PC to roll at least two 6s to reach safety. 
 
    	 The Mortuary can be reached if each PC rolls at least four 6s. 
 
   
 
    If the PCs succeed, then they see a group of pattyrollers (slave hunters) but aren’t noticed by them. The PCs can avoid the pattyrollers by sitting tight while it passes or by backtracking and taking a different street or they can choose to attack. If the Stealth checks fail, the PCs are spotted and attacked immediately. Other tactics may work, such as an effort to disguise the party, taking to the rooftops, or the use of appropriate special abilities. 
 
    If the PCs try to rest any time after the fight against Kennedy’s men, they’re discovered and attacked by pattyrollers before they complete the rest. 
 
    For each group of pattyrollers, roll 1d3 (1-2=1; 3-4=2; 5-6=3). The number is how many pattyrollers there are per PC. So if a party of five PCs faces a band of pattyrollers, the GM rolls one die. He rolls a 3—the PCs encounter two pattyrollers for each of them, so that would be ten pattyrollers the PCs must fight against. 
 
      
 
    The Grand Finale? 
 
    Once characters reach a safe haven with Frederick Douglass, the adventure is essentially over. From a safe-house or from Milton Davis’ shop, they are led by a Street Sparrow to Lucretia Mott’s mortuary. From the mortuary, they are smuggled into the swamp to the Harbor of the Abandoned, a concealed riverside cavern where eventually they can board a boat that will carry them off Galveston Island and along the coast to Freeport or Quintana. From either of those towns, the party can hire an airship to take them back to Douglass’ friend. 
 
    Jeremiah G. Hamilton is elated to see Frederick Douglass alive and safe. If Kevin Kennedy was killed, Hamilton might let the matter rest there. If Kennedy still lives, the characters could be enlisted by Hamilton for another expedition into Galveston—this time, for revenge! 
 
      
 
    Gaining Vigor 
 
    In this adventure, the characters gain Vigor by accomplishing specific goals. These milestones are as follows: 
 
    
    	 Characters that fight battles—win or lose—each earn 1 point of Vigor for each battle engaged in without Folding. 
 
    	 Characters are awarded 3 points of Vigor each once they escape from Galveston with Frederick Douglass alive. 
 
   
 
      
 
    NPCs 
 
    What follows are the character sheets for the NPCs that populate the Be Free adventure. GMs, feel free to make adjustments to the characters to fit your adventure or campaign. 
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    Recommended Reading 
 
    The foundation of the Steamfunkateers universe is my Steamfunk novels, however the Steamfunkateers game is a living one, drawing inspiration from history, African and Diasporan folklore and, of course, other great Steamfunk stories. Below, you will find a reading list to help expand your Steamfunkateers campaign world. 
 
    You will NOT find Steampunk books that simply have a Black protagonist, or worse—a white protagonist in blackface. No, the books on this list are written by authors who proudly identify their work as Steamfunk and who skillfully deliver Funktastic stories in the genre. 
 
    Alright, Steamfunkateers—here goes: 
 
    Moses: The Chronicles of Harriet Tubman (Books 1 and 2) by Balogun Ojetade 
 
    The Chronicles of Harriet Tubman: Freedonia by Balogun Ojetade 
 
    Gunsmoke Blues by Balogun Ojetade 
 
    From Here to Timbuktu by Milton Davis 
 
    La Rosa de Matanzas: A Freedonian Adventure by Milton Davis 
 
    The Switch II: Clockwork by Valjeanne Jeffers 
 
    Mona Livelong: Paranormal Detective: A Steamfunk Horror Novel by Valjeanne Jeffers 
 
    Mona Livelong: Paranormal Detective II: The Case of the Powerless Witch by Valjeanne Jeffers 
 
    Everfair by Nisi Shawl 
 
    Buffalo Soldier by Maurice Broaddus 
 
    The Steamfunk! Anthology edited by Balogun Ojetade and Milton Davis 
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    As Technical Director of the Afrikan Martial Arts Institute and Co-Chair of the Urban Survival and Preparedness Institute, Balogun Ojetade is the author of the bestselling non-fiction books Afrikan Martial Arts: Discovering the Warrior Within, The Afrikan Warriors Bible, Surviving the Urban Apocalypse, The Urban Self Defense Manual, The Young Afrikan Warriors’ Guide to Defeating Bullies & Trolls, Never Unarmed: The Afrikan Warriors’ Guide to Improvised Weapons, Ofo Ase: 365 Daily Affirmations to Awaken the Afrikan Warrior Within, Ori: The Afrikan Warriors’ Mindset and Ogun Ye! Protecting the Afrikan Family and Community. 
 
    He is one of the leading authorities on Afroretroism – film, fashion or fiction that combines African and / or African American culture with a blend of “retro” styles and futuristic technology, in order to explore the themes of tension between past and future and between the alienating and empowering effects of technology and on Creative Resistance. He writes about Afroretroism – Sword & Soul, Rococoa, Steamfunk and Dieselfunk at http://chroniclesofharriet.com/. 
 
    He is author of twenty-one novels and gamebooks – MOSES: The Chronicles of Harriet Tubman (Books 1 & 2); The Chronicles of Harriet Tubman: Freedonia; Redeemer; Once Upon A Time In Afrika; Fist of Africa; A Single Link; Wrath of the Siafu; The Scythe; The Keys; Redeemer: The Cross Chronicles; Beneath the Shining Jewel; Q-T-Pies: The Savannah Swan Files (Book 0) and A Haunting in the SWATS: The Savannah Swan Files (Book 1); Siafu Saves the World; Siafu vs. The Horde; Dembo’s Ditty; The Beatdown, Initiate 16, Gunsmoke Blues and Steamfunkateers: The Steamfunk Role Playing Game—contributing co-editor of three anthologies: Ki: Khanga: The Anthology, Steamfunk and Dieselfunk and contributing editor of the Rococoa anthology and Black Power: The Superhero Anthology. 
 
    He is also the creator and author of the Afrofuturistic manga series, Jagunjagun Lewa (Pretty Warrior) and co-author of the Ngolo graphic novel. 
 
    Finally, he is co-author of the award winning screenplay, Ngolo and co-creator of Ki Khanga: The Sword and Soul Role-Playing Game, both with author Milton Davis. 
 
    Reach him on Facebook at https://www.facebook.com/Afrikan.Martial.Arts and on Twitter at https://twitter.com/Baba_Balogun. Find his books on Amazon at https://www.amazon.com/Balogun-Ojetade/e/B00AVEA7SU. 
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