Tequila Empire 

A Feng Shui pulp adventure scenario 

by Dave McGowan and Billy Healy. 
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In the late-19th Century the Mexican Empire has survived its turbulent initial year and flourished, it spreads from California in the north to Costa Rica in the south. But many have become Jealous of its growth and new found strength. They have started to undermine and sow seeds of dissent among those who will listen. All eyes are upon the emperor watching for a sign of weakness. Now as the Imperial Débutantes ball approaches Empress Carlota has discovered the makings of a terrible scandal. But who can she trust to prevent this disaster? 
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Background – Who's and Whys 

The scenario is set in the 19th Century, in an Alternate history where the second Empire of Mexico (which lasted just over a year in reality) never collapsed and in fact prospered. The Empire stretches from California in the north to Costa Rica in the south. The Empire has allies across the pacific in the Shogunate, in North America strained relations with the Confederates and Canadians and allies in South America. The PCs are each charged with escorting someone to the famous Débutante Ball. 

Note: Part B in this section is flavour – read it if you have time. 

Synopsis 

Act I – The PC’s put down a street brawl in a manner befitting champions, the Empress summons them to her to beg assistance before the ball a week hence. 

Act II – The PC’s pursue the fleeing villain – heading to the port of Los Angeles, some three days distant. They confront obstacles aboard the train. 

Act III – The PC’s reach Los Angeles and have a day to find the villain, retrieve the Empresses necklace and return for the ball in four days time… 

Player Characters 

Iushi Torakusa – Samurai Emissary 

A Samurai character, young and progressive. In Mexico to present gifts the the Emperor. Practical, brave, humble. A dead shot with a bow and a killer with a Katana An intensely curious man, Iushi is an investigative magistrate for 'delicate' matters when he is home and has been sent here as a passive intelligence agent to sound out the political currents. 

Think Ken Watanabe in The Last Samurai (he plays the Samurai who takes Tom cruises character under his wing) 

Jorge Saint Luis De La Tierra - Spanish Swordsman 

Old name, not so much money any more and Jorge *bitterly* resents the fact. Drinks a bit too much to help forget. His sister, Anna, has to marry well because Jorge cannot afford to support her at a 'fitting' level. Desperately seeking some venture to make his reputation as a number of badly run schemes have gone south on him recently. Think Inigo Montoya (with responsibilities instead of vengeance) 

Francis Booth - English Gent from colonies 

A venturesome man of good breeding and impeccable taste. Believes in fair play and a stiff upper lip. Something of a naturalist and 'renaissance' man - an amateur savant, Also a fair shot with a pistol and handy with a rapier. His niece Beatrice has been sent out by her mother for being an incorrigible in the hope that time in the colonies with her 'mad' uncle will put the fear of god in her and turn her ladylike. Unfortunately, Uncle Francis and Beatrice get on like a house on fire and both much prefer poking about in forests looking at bugs than courtly behaviour. 

Think Grégoire de Fronsac from Brotherhood of the wolf ( the guy with the native American sidekick) except English.. 

Domingo de Santa Maria – Mexican Gentleman 

A successful and industrious businessman, a pillar of his community, seen as a fair and relatively just patron by his peasantry. He runs several large farms and as a young man was a champion of the charreada (a kind of Mexican rodeo) Snubbed by the highest social circles, the level he feels his wealth and manners entitle him to, because of his Mexican roots, he bitterly resents the gold he has to spend to gain the recognition others gain by fluke of birth. Jorge is everything he despises – a penniless near-brigand who yet is welcomed to court. Domingo is too well brought up to let his feelings show openly – for his sister Maria-Louisa would pay most dearly at the hands of the harridans of court. Think John Wayne meets the James Stewart from "Its a wonderful life" 

Pierre D’Orleans – Louisianan Exile 

A lost branch of the House of Orleans (his distant cousin will sit on the French throne in ten years) Pierre has the noblest blood of the group but far prefers fines wines and the cigars grown on his plantation in the Louisiana delta. A wealthy man he has brought his sister Veronique who has been wearing on his nerves drifting about the estate and sighing. Hopefully some excitement here will quench her restlessness for a while. Pierre is a Savateur ( a practitioner of Savate) , and carries a cane. 

Think perhaps Don Diego ( Anthony Hopkins) from The mask of Zorro. 

Scenario 

Act I – Saturday: The Premise. 

Scene 1 - Street Fight. 

From this scene the players should get a feel for the stunt powered combat. And be introduced to supporting characters like the Cardinal and the Captain of the guard. 

The Grand Mass Sunday morning for La Fiesta week before the Débutantes ball at the end of the week. The PC's are escorting the soon-to-be débutantes in a grand carriage or two, the crowd presses around them throwing flowers and seeking the pieces of silver traditionally thrown to the crowds for charity at such events. 

The crowd is boisterous and suddenly there is a disturbance, a brawl breaks out to one side and the soldiers guarding the causeway rush to deal with it - when an anarchist throws a bomb from a side street! It fizzes and skids across the stone flagstones - the crowd panics and suddenly the PC's have to sort it all out and save their wards. 

The Antagonists here are a group of Radicals who have opposed the rule of the Emperor the conservative elements that back him and all of the Foreign interests in Mexico. They are a ragtag bunch and will try to keep their faces hidden. They may throw makeshift Molotov cocktails. These particular individuals are not integral to the plot. Do with them as you will. 

The PCs should have their hands full initially just keeping their wards and the civilians from getting in harms way. Once they have safely tucked them away they can get stuck in and apprehend the bombers. The City guard will arrive in force with the Commander of the guard (In a “swivelly eyed hissy fit” pushing civilians around and generally being the worst of the military) 

Possible stunts: 

A small child separated from the crowd standing near the bomb needs rescuing. 

The bombing being kicked around by a confused and milling crowd. 

One of the Girls has her dress caught in the carriage door 

The bomb explodes overturning a carriage. 

Chasing the Anarchist down a tiny alley where he pushes obstacles in their way (racks of drying pottery, crates , ladders you name it) 

Scene 2- Meeting The Court. 

From this scene the PCs should find out Pablo Juarez stole the Jewels and lives on Calle Rojas. 

Once the madness settles down, the Mass itself takes place, therein the players get to see the visiting nobles and worthies who are attending the festivities as well as the members of the Mexican Court itself, including the Emperor and The Empress as well as the Cardinal and assorted members of court. Ham up the spectacle and lavishness of the whole affair. After the Mass there is an opportunity to spend some time in the court again more finery, and let them mingle a bit with the nobles ( there are delegations from Texas, France, Spain and England). The Empress pays particular attention to the Players ( having heard of their escapades) Sharp eyed players will notice this. 

Later that evening will all receive a mysterious summons to meet someone in a quiet part of the palace gardens that evening. This turns out to be Empress Carlota. Her sapphire necklace (part of the crown jewels) has been stolen, she has heard it is part of a plot to discredit her with the Emperor by forces of Evil for she contests them. She must appear with the necklace in a weeks time at the ball or she is lost! She believes that a member of her household staff, one Pablo Juarez is responsible for the theft and tells the PCs that she knows he has accommodations on the in town on Calle Rojas, that might be a good place to start. 

She also stipulates that she has not told anyone but the pcs, and with good reason. She is not sure who she can trust and if word were to get out it would not look good for her or the Emperor. She makes them promise to keep this information a secret. 

Scene 3 – Detective work 

From this scene the players should find out the Pablo has been murdered and that he has some connection to the Roja Ampola club. 

The Calle Rojas is a small residential street in Mexico city. There are some kids playing in the street here. They know which apartment Pablo lives in, but are fairly tight lipped unless they are given an incentive. 

If they break into his room they find Pablos body lying upon the bed, having been strangled to death. A quick rummage around will reveal, His Opium paraphernalia and a dingy looking flier for the Roja Ampola (the red poppy). (Some investigation will reveal that the Red lilly is a brothel and opium Den. This investigation should have them well into the night. 

Act II - Pursuit 

Scene 1 – Roja Apola – Sunday morning. 

From this scene the players should find out the culprits behind the theft are in fact a an oriental man and his hulking bodyguard and they left on the last train. 

The Roja Ampola is in the Chinatown district. It is split over three levels, the lowest level is an opium den and were most of its working class clientèle can be found, the second level is It is reserved for those who can afford better accommodations, private bordello rooms and booths and a bar. The very top level is the owners private meeting area. 

The club is run by a tight lipped character named Sung Chi , he keeps a close eye on his patrons and knows that Pablo met with two strangers here early Saturday one was a hulking figure wearing a large sombrero and poncho, the other a young chinese man. (this is in fact Goro and Mariko in disguise). Since he didn't recognise them he had some of his men follow them and he knows that they left on the Last train earlier today. 

This is however not information that he will give away lightly, he is a gambling man and could be persuaded to put the information as a stake in a wager. 

As GM you should decide whether you have time to have this meeting devolve into a fight, in playtest this scene as a fight meant the scenario ran a little long. 

Possible stunts: 

-Plenty of improvised weapons are present (bottles, chairs, tables, opium pipes etc.) 

-On the second level there are dangling chandeliers that can be swung from. 

-Someone could be thrown/ jump through a window. (there are of course canopies over each window so this isn't necessarily fatal (and in fact they provide a handy way back up the building!) 

Scene 2 – All aboard. 

From this scene the players should find that the only train available is the cardinals and he will require some convincing. They should manage to requisition the train. 

Initial investigations will reveal that the next train is some time away. If the PCs go to the station master he will inform them that there has been some trouble with the engines and nothing is running until that is resolved. If they press him for info he can tell them that there is only one available engine , and that is the Cardinals personal train ( which he uses for distributing aid to the poor). The PCs could potentially try and steal the train, which will cause them some difficulties. They are better off trying to convince the Cardinal . 

If they do meet with the Cardinal, he will not simply allow them to use the train. He will require convincing , and since they cannot simply explain the situation this will prove difficult. He will require promises from each of them. ( he knew Jorges Grandfather was a good man and is vaguely aware that Jorges has fallen into hard times, he may show some sympathy in his case). 

The cardinal will provide a the players with document with his seal upon it allowing them access to the train. 

Scene 3 – Bandit Attack. 

In this scene the players train will be set upon by bandits ( paid by Mariko to attack anyone following from Mexico city) and they will become stranded.. 

The first days travel is uneventful, The players get familiar with the Cardinals private train and its driver . The train is an old coal engine , followed by a fuel carriage, then a passenger car containing the cardinals private office and some regular seating. Then a cargo car for carrying the supplies. The driver is an old man named Jose and his sun Alejandro who shovels the coal. 

If they choose they can stop at towns along the way and ask questions. They are pretty much all one horse towns, It becomes clear that if the thieves were stopping there they would be effectively trapping themselves. 

That evening as the train slows while passing around a hilly area they suddenly find themselves under attack.. A sniper has set up on the hill and is taking pot shots on them, 

wounding the driver (which causes the train to maintain its slow pace. Shortly after a group of bandits on horseback start to harry the train. Some attempting to clamber aboard while others shoot through the windows. 

Possible stunts: 

-Someone has to clamber across the coal car (while avoiding bandits) to get to the wounded driver and speed up the train. 

-Bandits clambering through windows. 

-players hanging out of the door of the cargo car while shooting at mounted bandits 

-players leaping onto horses. 

-someone using a big bronze crucifix as an improvised weapon.. 

Once the players get the situation under control. The train suddenly bucks wildly, derailing itself. The bandits had set up a trap just in case. This effectively means the players are completely stranded and the night is rolling in. 

Scene 4 – Back on the road again. 

Where the players discover a short cut to the next station. 

The players are met by a old farmer who has seen the smoke rising from the train. 

If they are still at the train , have him come up the line on one of those squeaky manual handcarts.. 

He has a farm a little ways down the hill and will be glad to help them out. He also knows that the train takes a long ways around these hills and on horseback you can cut straight across. He provides them with horses and sets them on their way... 

The players catch the train at hermisillo, Just.. Its already pulling away from the station as they arrive in. 

<Scene Missing!> 

Act III – Los Angeles 

Final Scene 

Arriving in Los Angeles, either through the clue found on the train, or by investigating around the players find that Marikos ship is in Quay 13 in the Harbor. 

As they arrive the ship is pulling away from the Jetty. What follows should be an extended action finale. The ship is positively swarming with clenching-knife-between-their-teeth pirate types. 

If Goro is still around he will be present making live very difficult for the poor players. 

Possible stunts: 

· Getting onto the ship will prove difficult for a start. If the guys are on horseback they could simply try leaping on. Or perhaps running onto another ship coming into the harbor and leaping across. 

· The rigging of the ship provides plenty of swashbuckling opportunities. 

· There are of course cannons on the ship. 

When the players eventually catch up with Mariko she will be below decks, in a private chamber, there is the scent of incense. A pot glowing with embers is the only source of light. 

Mariko will use the lack of light to her advantage, sneaking up on the players and stabbing them with her needle sharp talons ( when cut the player gets -4 to his AV for the first action and -8 to all subsequent ones). 

If the players get the upper hand she resorts to desperate last measures. She pulls a curtain away from the wall revealing a mirror. It takes a moment to realise it but the mirror is not reflecting the players , only Mariko and in the shadows a figure in a throne. As soon as anyone strikes mariko she falls, and a rolled up parchment falls to the ground.. however the Mirror Mariko does not, she turns looks at the pcs for but a moment then the mirror begins to fade. 

(IF the players strike the mirror and break it, they get a brief glimpse of the mirror Mariko screaming and clutching her now scarred face before it returns to a normal mirror) 

Epilogue. 

Wherein there is a cutaway to the Palace and we find out whether the players have succeeded or not. 

We Cutaway to the palace and describe the following scene. The great hall is filled with the rich, wealthy and royal. Truly the greatest Débutantes ball in the empires history. There is a great fanfare, trumpets blare and all eyes turn upon the Emperors entrance to the Great hall. Behind the door the Emperor Stands awaiting his Empress before entering. He looks towards her door for what seems like an age. Then the doors opens and The Empress strides out wearing her the royal Sapphire necklace. 

She smiles and curtseys. The Emperor returns the smile warmly . “ Ah, so they got it back. I had started to worry”, A brief moment of shock passes across the empress' face then the great doors open, and the Ball Begins. 

Fin. 

Background and Support Info 

Non Player Characters 

Emperor Maximilian 
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A member of the Austrian Hapsburg family put in place as emperor of Mexico by the French, who wanted to stabilise the area with a European style monarchy. He did an excellent job, so much so that he managed to severely reduce the French influence in Mexico and strengthen the Spanish, giving his Empire more autonomy. He is an excellent politician and needs to be to maintain the fragile balance that keeps his empire alive. 

Empress Carlota 

The empress has supported The Emperors efforts to stabilise the Empire and is loved by many of the people, indeed many say that without her the Emperor would not enjoy the support of the people quite so much as he does. She is very involved and sponsors many relief efforts for the more impoverished areas of the empire. Her family are Royalty of Belgium and France and she[image: image4.png]


 

Is well versed in courtly matters, Perfectly composed at all times. 

Commander of the Guard , Jose Rodriquez 

Jose is a veteran of Mexicos history of turbulence and warring factions.No stranger to protests and breaking them up, he sees every disturbance of the peace as an indicator of the crumbling of all civilised society... He reacts to these these by demanding Martial Law be enforced, he has a growing support amongst the conservative elements of Mexicos society. To date the Emperors popularity and relative stability of the country have meant he is still seen by most as an extremist. It wouldn't take much to change that though. 

Pablo Juarez 

Pablo is a treacherous member of The Emperors household. A secret opium addict, he has struggled financially and grown more desperate. When he is offered money and opium as reward for 'temporarily' hiding the Empresses jewels, it does not take much further persuasion. He will not be seen alive in this scenario. He becomes greedy for more reward and is murdered by Goro the Gorilla Henchman. 

Sung Chi 

Sung Chi runs the Roja Ampola in Mexico citys Chinatown district. He is ultimately a paranoid businessman and shy on morals. He does not partake in the vices available in his club, however he is a gambling man and finds it hard to resist a wager. He keeps a close eye on the comings and goings of the people who visit his club, in fact he regularly spies on new faces. 

Mariko 

Mariko is the nemesis of the piece, She is the agent of a Japanese warlord and has been entrusted by him to try an undermine the Emperor and Empresses popularity ( It suited his purposes better when Mexico was less stable). She an accomplished Aikido student, talented with chemicals and poisons and a master of disguise ( she will meet Pablo appearing as a young chinese man, and later on the train as a noble lady). She is aided in her efforts by a henchman named Goro, he is in fact a trained Gorilla. 

At any time she will have in her possesion ;a set of razor sharp finger claws coated in a poison of her own design, a number of smoke bombs and vials containing a foul smelling concoction. 

Goro 

Goro is a mountain Gorilla disguised as a hulking Man. He has been trained to be entirely faithful to Mariko, he is incredibly strong and athletic and has an amazing reach. 

Introduction to Feng Shui: 

If you are not familiar with the system for feng shui, heres the important System bits. 

1. The 'Yin / Yang' dice - whenever a player tries to do something they will have a base skill(action) value to which is added a value determined by rolling two different colour dice one gives a positive value, one a negative. Sixes on either dice are rerolled. The total negative value is subtracted from the total positive . The result (which may be negative). This is compared to the difficulty which should range from 0 - 25. 

2. Initiative - Each round of combat works in a series of 'shots' each player rolls one dice and adds it to their Ref (or Speed) if they have it to give them their 'shot value' . Higest value goes first. players get to act multiple times in a round each action they take reduces their 'shot value' by a certain amount. a simple action such as drawing a gun costs 1 shot, a complex action such as firing a gun costs 3. Some powers and abilities may cost more. 

3. Attacks and Defence - When attacking someone you must roll yin/yang dice with your Attack skill (guns/martial arts/sorcery etc ) and roll over their Dodge value if they choose not to actively dodge, or their dodge value +3 if they choose to spend a shot and actively dodge. 

4. Damage - the amount by which your attack result beats the dodge attempt is the outcome this value is added to the damage of the attack and the defenders toughness is subtracted. the result is the number of wounds suffered. 25 -29 wounds gives you 1 point of impairment, 30 -34 gives you 2. All skills/initiative values decrease by that number. Over 35 wounds means you may die. each time you are injured make a death check by rolling your Con value against a target of ( Current wound points - 35). (note: this does not apply to mooks. If they get hit and the outcome is 5 or greater that mook is K.O'd in what ever flashy way the player decides.) 

5. Stunts - Doing something spectacular to gain some advantage (attacking two mooks in one action while diving out a window) should reduces the skill(action) value by some amount , say -2 for attacking two mooks. doing something spectacular for no additional gain should not incur any penalty ( jumping over a mook an executing a roundhouse to take him out). Stunts should be encouraged. This is an action movie game after all. 

Other bits and pieces: 

Fortune die: the thief has 4 fortune dice she can use each one of these once per game to add an extra postive dice to any of her rolls. 

Fu power chi cost: fu powers have a chi cost , a characters chi only refreshes at the end of an initiative round. If they have no chi after one or two actions and have more actions that round .. they cannot use their powers. 

