Marc Kanno

Lostfinder
Background and Outlook:
Seekers, searchers, investigators.  Lostfinders take a quasi-mystical approach to their work, seeking to be in harmony with The City and its people in order to better carry out their chosen tasks.  As a result of this, Lostfinders will never accept payment in cash, only in kind or in the form of simple goodwill.  An investigation of weeks into the disappearance of a child may result in no more payment than a hot meal and the long-lasting thanks of a poor family.  In the parish or burgh where they work, Lostfinders are often figures of respect, trusted by the community for their altruistic efforts to help others.  It is a foolish person, however, who betrays the trust of a Lostfinder.  For not only will they incur they anger of an individual, they will incur the wrath of the entire community.  Such is the place of the Lostfinder, a semi-religious force for good in a dark place.

You have been a Lostfinder in and around the Three Canals Metropolitan Area for all your adult life and it’s only now that you truly believe you’re beginning to reach a level of competency.  You are well known about the burghs and the residents are beginning to treat you with more and more respect.  Your latest job you’ve taken on is to find a young woman, Oleevia Jaeks, who went missing a week or so ago.  Your trail has lead to you to Gumbold Towers, but some instinct about the place told you to get more information before heading in.  You made contact with Sheben Lees, a priest of the Shining Sky religion, a group who believe that The City rests in a crystal sphere, being watched by omnipotent observers.  Personally you think they’re mad, but they’re friendly and useful, at least to you, so you can endure the odd bouts of evangelism in exchange for information and company.  Lees really seems to believe in what he preaches and he also has a genuine desire to help his congregation, there are too many priests who can’t even claim belief.  He seems to have business of his own inside the Tower, so he’s agreed to accompany you.  Your other travelling companions offered to come with you when they heard you were heading away from Folly Hills.  You hadn’t met them before, but both Calian Calcut and Lyse Calius look like they’re on the run from something or someone.  You suspect they’re petty criminals but so far they’ve been polite, if dull, company.  The two with Lees, both of whom claim to be devotees of the Shining Sky, are Petrace Delus and Julius Shell.  They’re new converts and seem very eager about their religion, hence the reason that they’re entering this dodgy looking apartment block, it would appear.  They want to help Lees find the bulk of his congregation and he seems glad of the help.  To be honest, they look a little clean, or something, for who they say they are, but again, you aren’t going to turn down help in this situation, but you will keep your eye on them.

So, into Gumbold Towers you go, with very little idea of what you’re going to find, but you do know that Oleevia hasn’t got a hope if you fail.  And her last hope is that you aren’t too late.

Roleplaying Notes:

Lostfinders do what they do as a vocation.  Kanno isn’t trying to find this girl because he knows her; he’s trying to find her because she’s lost.  He has immense compassion for people and he won’t give up until he has her safe, or he has definite bad news to return to her family.  He is very sharp and not so much suspicious of people as well used to them.  However he does want to believe in the essential goodness of humanity, something that isn’t quite so easy these days in this place.
Stats (Marc Kanno):
Attributes

Physical 

Agility 60 

Dexterity 60

Health 35 

Strength 45

Mental

Awareness 65 

Intelligence 55

Personality 45

Willpower 65

Act 50 
Armed Combat 30

Bribery 45

Common (Read &Write) 50
Common (Spoken) 77
Criminal Culture 60
Disguise 40

Hide 30
Economics 50
Fast-talk 60
Folklore 22

Negotiation 40
Persuasion 55
Pistol 30
Sneak 40
Sheben Lees

Priest of the Shining Sky
Background and Outlook:

There are three main religions in The City.  Two of them are wrong.  The followers of the Third Church of God the Architect and the Mortal God Church are both labouring under an intense case of misunderstanding.  The one true way is that of the Shining Sky, the religion that tells the truth.  The City was once earthbound, but it was ripped out of the ground by forces well beyond the ken of any mortal man.  The whole City was then placed in a crystal sphere to be gazed upon by alien intelligences of vast power and knowledge.  By night the twinkling eyes of these Observers can sometimes be seen, but by day they shine a powerful light down upon their performers.  The worship associated with the Shining Sky revolves around the Holy Telescope, the device that its devotees use to observe the skies, hoping for a glimpse of one of the Observers.

You believe this all, utterly.  You are a priest of the Shining Sky, a man who has devoted his life to the practice and preaching of your religion.  You’ve come a long way and you now minister over an increasingly large flock in the Three Canals Municipal Area.  At least you were, until most of them stopped coming to see you.  A week or so ago, possibly two, your congregation numbers from Gumbold Towers dropped to almost nothing.  You weren’t too worried at first, thinking that they were simply spending all of their time clustered around the new Holy Telescope they had bought, but eventually you realised that something was up.  Nobody has come out of the Tower in a week and you finally decided it was time to go in and investigate.  Thankfully on the way to the Tower you met up with Marc Kanno, a Lostfinder acquaintance of yours, one of the tireless and thankless individuals who travel The City helping people out.  He is going into the Tower to look for a lost girl and it seemed best to pool resources.  You try to tone down your natural evangelical streak around Lostfinders as they have enough to deal with, but you can’t help making the odd comment now and again.  You weren’t travelling alone of course; you’ve brought two of your newer converts, Petrace Delus and Julius Shell with you.  These two seem to have the air of knowing what to do in a fight and you didn’t want to venture into the Tower on your own.  They are new, but they appear to be appropriately enthusiastic and faithful to the beliefs of the Shining Sky.  However you don’t really like the look of the two Kanno is travelling with.  Both Lyse Calius and Calian Calcut look like they’ve had more than their fair share of run ins with the Provosts, the police force of the TCMA.  They claim to just be travelling with the Lostfinder for company and convenience, but you aren’t sure.  Of course they are also fertile ground in which to plant the right beliefs, something you certainly won’t shirk from.

You know roughly where the person who borrowed the Telescope lives in the Tower, so now it’s only a matter of finding them, finding the Holy Telescope and maybe helping and converting a few people along the way…

Roleplaying Notes:

Lees is a true believer, bordering on the fanatical.  He is committed to his mission and he will argue the rights of his religion until the “strong light shone on us by the Observers” comes up.  That said, he isn’t dumb and he isn’t blind to the rest of the world, well, not completely.  He finds it very hard to pass up a chance to evangelise, but there are times when even he knows to keep his mouth shut.
Stats (Sheben Lees):
Attributes

Physical 

Agility 40 

Dexterity 40

Health 35 

Strength 45

Mental

Awareness 65 

Intelligence 65

Personality 65

Willpower 75

Act 50 
Bureaucracy 40

Common (Read &Write) 70
Common (Spoken) 77
Economics 50
Fast-talk 60

First Aid 40
Folklore 62

Negotiation 40

Oratory 50
Persuasion 55

Philosophy 40
Shining Sky 70
Sneak 40
Calian Calcut

On the run gang member
Background and Outlook:

You couldn’t lose.  It was the perfect scam.  You and your partner, Lyse Calius, had it all worked out.  The guy was going to leave the shop at two and you’d have the money an hour later.  You could pay off the Hohler Gang and get on with your life.  It didn’t quite work out that way.  The guy left the shop half an hour late and by the time it was all supposed to go down the Hohlers had the money and you had nothing with which to repay the debt.  So you ran.  Thankfully you ran into Marc Kanno, on his way over to a far distant part of the Three Canals Metropolitan Area and he seemed to want some company.  You were fairly sure that the Hohlers wouldn’t touch you while you were with a Lostfinder, one of the men and women who travel The City finding lost things for little or no repayment, and it looks like you were right.  It also turns out that the place he’s heading has some pretty rich pickings, you’ve even managed to get a few names of debtors you can shake down in this Gumbold Towers place.  This should be a pretty easy job.  Then you can head back to the local Hohlers, pay off your debts and get on with life.

You’re always happy travelling with Lyse.  The two of you have been together for years now and you’ve pulled off quite a few jobs.  You think like each other and neither of you have any annoying scruples to get in the way of a good day’s work.  It also really helps that she can distract men pretty easily, works a treat.  The Lostfinder, Kanno, is a little bit moody, like them all.  However you’ve heard pretty good things about him and anyway, he’s unlikely to have anything to rob.  Come to think of it, if you did touch him then the Holhers wouldn’t be the only thing to worry about when you got home, half the neighbourhood would want to kill you.  The guy you only met up with today isn’t so easy going.  He’s a priest of the Shining Sky and he’s downright annoying.  He keeps on talking about his religion and how the whole City is just some show for some “Observers.”  You get the horrible feeling that he’s trying to persuade you to convert or something.  He seems like a nice enough guy, if only he’d shut up about the “twinkles in their eyes…”  The two with him are apparently converts, but if they are then they’ve converted from the Provosts or some Macrocorp security arm.  You have no intention of saying a thing, mainly because it might end badly for you, but you’re going to keep an eye on them.  Smile and nod, smile and nod…

Right, time to sort yourself out.  The debtors live up the Tower somewhere, you should be able to lose the Lostfinder, the priest and his flunkies and get a chance to shake ‘em down, then it’s home free and back to a more relaxed life.

Roleplaying Notes:

Calian thinks he’s a pretty hard man and, to a certain extent, he’s right.  Himself and Lyse had a good thing going, but they got funding from a job from the wrong people.  Now they’re on the run and they need to make amends and, really, there’s very little they won’t do to get that money back, when it all comes down to it.  He isn’t a nice man and his partner isn’t a nice woman.  That’s all that really needs to be said.
Stats (Calian Calcut):
Attributes

Physical 

Agility 40 

Dexterity 50
Health 45
Strength 70
Mental

Awareness 40
Intelligence 45
Personality 40
Willpower 45
Skills

Armed Combat 50

Cosh +20

Climbing 40

Common (Spoken) 75 

Criminal Culture 50

Folklore 10

Hide 50

Longarm 30

Mechanics 40

Persuasion 40

Intimidation +20

Pistol 20

Running 40

Shadow 50

Sneak 40

Thrown Weapon 30

Unarmed Combat 70

Grapple +20
Punch +20
Lyse Calus

On the run gang member
Background and Outlook:

You couldn’t lose.  It was the perfect scam.  You and your partner, Calian Calcut, had it all worked out.  The guy was going to leave the shop at two and you’d have the money an hour later.  You could pay off the Hohler Gang and get on with your life.  It didn’t quite work out that way.  The guy left the shop half an hour late and by the time it was all supposed to go down the Hohlers had the money and you had nothing with which to repay the debt.  So you ran.  Thankfully you ran into Marc Kanno, on his way over to a far distant part of the Three Canals Metropolitan Area and he seemed to want some company.  You were fairly sure that the Hohlers wouldn’t touch you while you were with a Lostfinder, one of the men and women who travel The City finding lost things for little or no repayment, and it looks like you were right.  It also turns out that the place he’s heading has some pretty rich pickings, you’ve even managed to get a few names of debtors you can shake down in this Gumbold Towers place.  This should be a pretty easy job.  Then you can head back to the local Hohlers, pay off your debts and get on with life.


You’re always happy travelling with Calian.  The two of you have been together for years now and you’ve pulled off quite a few jobs.  You think like each other and neither of you have any annoying scruples to get in the way of a good day’s work.  It also really helps that he can generally loom better than anyone else in the room.  The Lostfinder, Kanno, is a little bit moody, like them all.  However you’ve heard pretty good things about him and anyway, he’s unlikely to have anything to rob.  Come to think of it, if you did touch him then the Holhers wouldn’t be the only thing to worry about when you got home, half the neighbourhood would want to kill you.  The guy you only met up with today isn’t so easy going.  He’s a priest of the Shining Sky and he’s downright annoying.  He keeps on talking about his religion and how the whole City is just some show for some “Observers.”  You get the horrible feeling that he’s trying to persuade you to convert or something.  He seems like a nice enough guy, if only he’d shut up about the “twinkles in their eyes…”  The two with him are apparently converts, but if they are then they’ve converted from the Provosts or some Macrocorp security arm.  You have no intention of saying a thing, mainly because it might end badly for you, but you’re going to keep an eye on them.  Smile and nod, smile and nod…


Right, time to sort yourself out.  The debtors live up the Tower somewhere, you should be able to lose the Lostfinder, the priest and his flunkies and get a chance to shake ‘em down, then it’s home free and back to a more relaxed life.

Roleplaying Notes:

Lyse thinks she’s a pretty good con artist and, most of the time, she’s right.  Herself and Calian had a good thing going, but they got funding from a job from the wrong people.  Now they’re on the run and they need to make amends and, really, there’s very little they won’t do to get that money back, when it all comes down to it.  She isn’t a nice woman and her partner isn’t a nice man.  That’s all that really needs to be said.

Stats (Lyse Calius):
Attributes

Physical 

Agility 40 

Dexterity 50
Health 45
Strength 50
Mental

Awareness 50
Intelligence 55
Personality 60
Willpower 50
Skills

Armed Combat 30

Cosh +20
Bribery 40
Climbing 40

Common (Spoken) 75 

Criminal Culture 50

Folklore 10

Hide 50

Mechanics 40
Negotiation 40
Persuasion 40

Seduction +20

Pistol 20

Running 40

Shadow 50

Sneak 40

Thrown Weapon 30

Unarmed Combat 40

Punch +20
Julius Shell

Undercover Media Break Operative
Background and Outlook:

SideBand Media are the biggest providers of information and entertainment in The City, bar nobody.  They control the TV stations, they control the dataflows (well, a lot of them) and they control what the people of The City see, hear and, often, think.  Media Break is the internal security force for SideBand and they’re a very uncompromising group of people.  In the normal course of events Media Break deals with internal issues.  Journalists and presenters can be very highly strung and sometimes the corporate infighting turns into real fighting.  After a few minutes Media Break will turn up and bash whatever heads are still there.  However now and again external operations are needed and this is one of those times.  It would appear that a product of R&D has gone wrong.  You haven’t been given explicit details, only that a dingin programmed by SideBand has caused some trouble in an apartment block in the Three Canals Municipal Area and that the problem needs to be cleared up before it gets any worse.  You know that the dingin is plugged into the communications network of the building and that it can be stopped by inserting the punchcard you’ve been given (one copy for you, one for your partner, Petrace Delus).  This will also erase all traces of the program.  Alternatively you are to destroy the dingin, but this is a last resort.  In addition you need to make sure that there are no witnesses or anyone who could figure out who was behind this.  Any such people must be silenced in an appropriate way.  Fairly simple really.

You’re posing as new converts to the Shining Sky religion, a bunch of crackpots who believe that The City resides in a floating crystal sphere and that a group of “Observers” are constantly watching it.  The lights in the sky at night are twinkles in their eyes and daylight is caused by them illuminating The City.  Nuts.  However the local priest, Sheben Lees, is going into Gumbolt Towers to find one of the Holy Telescopes and the rest of his congregation.  Exactly the place you need to go.  So you’ve offered to accompany him as loyal devotees of the Shining Sky.  He’s a nice enough guy and obviously a true believer, but he never shuts up!  He constantly goes on about the “Observers” and what this means for the people of The City and, of course, you have to agree.  Who knew religion could be so annoying?  However before you reached the Tower your happy band of three became a band of six.  Lees met up with a Lostfinder named Kanno, one of the poor saps who helps the needy of The City for no reward, and his two “bodyguards”, Calian and Calcut.  Kanno looks the real deal, downtrodden but hopeful, a real Lostfinder.  The other two scream “criminal”, but it’s not your problem.  They’re keeping themselves to themselves so far, but if they’re any good at what they do they may suss you and Delus out to me more than just plain converts.  You’ll have to keep an eye on them.  

So, into the Tower you go, hopefully you can be back in the Cathedral as soon as possible…

Roleplaying Notes:


Julius is here to do a job, nothing more than that.  Casualties are acceptable and he’ll certainly have no issue with killing anyone who gets in his way or who sees too much.  The all important point is keeping the company’s image intact and making sure that any screw-ups are never heard about.  The only person he’ll actually fight to protect is Delus, but that’s mutual loyalty, not affection.
Stats (Julius Shell):
Attributes

Physical 

Agility 40 

Dexterity 50
Health 45
Strength 70
Mental

Awareness 40
Intelligence 45
Personality 40
Willpower 45
Skills

Armed Combat 50

Cosh +20

Climbing 40

Common (Spoken) 75 

Folklore 10

Hide 50

Mechanics 40

Persuasion 40

Intimidation +20

Pistol 50
Running 40

Shadow 50

SideBand Media 50

Sneak 40

Thrown Weapon 30

Unarmed Combat 70

Grapple +20 

Punch +20
Petrace Delus

Undercover Media Break Operative
Background and Outlook:

SideBand Media are the biggest providers of information and entertainment in The City, bar nobody.  They control the TV stations, they control the dataflows (well, a lot of them) and they control what the people of The City see, hear and, often, think.  Media Break is the internal security force for SideBand and they’re a very uncompromising group of people.  In the normal course of events Media Break deals with internal issues.  Journalists and presenters can be very highly strung and sometimes the corporate infighting turns into real fighting.  After a few minutes Media Break will turn up and bash whatever heads are still there.  However now and again external operations are needed and this is one of those times.  It would appear that a product of R&D has gone wrong.  You haven’t been given explicit details, only that a dingin programmed by SideBand has caused some trouble in an apartment block in the Three Canals Municipal Area and that the problem needs to be cleared up before it gets any worse.  You know that the dingin is plugged into the communications network of the building and that it can be stopped by inserting the punchcard you’ve been given (one copy for you, one for your partner, Julius Shell).  This will also erase all traces of the program.  Alternatively you are to destroy the dingin, but this is a last resort.  In addition you need to make sure that there are no witnesses or anyone who could figure out who was behind this.  Any such people must be silenced in an appropriate way.  Fairly simple really.


You’re posing as new converts to the Shining Sky religion, a bunch of crackpots who believe that The City resides in a floating crystal sphere and that a group of “Observers” are constantly watching it.  The lights in the sky at night are twinkles in their eyes and daylight is caused by them illuminating The City.  Nuts.  However the local priest, Sheben Lees, is going into Gumbolt Towers to find one of the Holy Telescopes and the rest of his congregation.  Exactly the place you need to go.  So you’ve offered to accompany him as loyal devotees of the Shining Sky.  He’s a nice enough guy and obviously a true believer, but he never shuts up!  He constantly goes on about the “Observers” and what this means for the people of The City and, of course, you have to agree.  Who knew religion could be so annoying?  However before you reached the Tower your happy band of three became a band of six.  Lees met up with a Lostfinder named Kanno, one of the poor saps who helps the needy of The City for no reward, and his two “bodyguards”, Calian and Calcut.  Kanno looks the real deal, downtrodden but hopeful, a real Lostfinder.  The other two scream “criminal”, but it’s not your problem.  They’re keeping themselves to themselves so far, but if they’re any good at what they do they may suss you and Delus out to me more than just plain converts.  You’ll have to keep an eye on them.  


So, into the Tower you go, hopefully you can be back in the Cathedral as soon as possible…

Roleplaying Notes:


Petrace is here to do a job, nothing more than that.  Casualties are acceptable and she’ll certainly have no issue with killing anyone who gets in his way or who sees too much.  The all important point is keeping the company’s image intact and making sure that any screw-ups are never heard about.  The only person she’ll actually fight to protect is Shell, but that’s mutual loyalty, not affection.

Stats (Petrace Delus):
Attributes

Physical 

Agility 40 

Dexterity 50
Health 45
Strength 50
Mental

Awareness 50
Intelligence 55
Personality 60
Willpower 50
Skills

Armed Combat 30

Cosh +20
Bribery 40
Climbing 40

Common (Spoken) 75 

Folklore 10

Hide 50

Mechanics 40
Negotiation 40
Persuasion 40

Seduction +20

Pistol 50

Running 40

Shadow 50
SideBand Media 50
Sneak 40

Thrown Weapon 30

Unarmed Combat 40

Punch +20
