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1. 
INTRODUCTION AND BACKGROUND

Original blurb:

When poison hooch has been killing off the literati and glitterati of uptown Berlin, only one beat-down New York cop can handle the job. Join Dick Ramsey and the Brooklyn Busboys in their latest thrilling adventure. To infiltrate the decadent German dance clubs, there's only one crack squad you can call: Operation Ramrod!

So, you can probably guess from the above paragraph that this game isn’t exactly rooted in gritty realism. This is meant to be a ridiculous pastiche of 1920’s Pulp Noir. Cars are huge, black beasts with running boards. The streets are grim and dark, lit only by pools of radiance from street-lamps. Guys are “fellas”, girls are “dames”. Cops are crooked, politicians wear tuxedos and monacles, and sci-fi elements sneak in at the edges. 

The basic idea of this game is to take a bunch of hard-hitting New York noir heroes and force them to cavort with homosexual Germans. On their way through this adventure they’ll have to fight thugs, infiltrate secretive Berlin Dance Clubs, battle a 1920’s German version of Iron Man, and unravel the machinations of a gay Ozymandias. All right, a gayer Ozymandias.

The basic plot is as follows:

The year is 1926. George Doom (pronounced in the German manner, Gay-org) is a German Baron, fanatical pro-Monarchist and a self-hating homosexual. He despises Weimar Germany, as he sees it as having turned his beautiful Fatherland into Sodom (or Gomorah, he’s not picky). He despises America for two reasons: first, he sees their “democracy” as a poison infecting the minds of good, honest, heterosexual Europeans. For example all those hedonistic Jazz performers, that the great unwashed love so much, came from America. Second, he firmly believes that a war is coming, a war that will wash away all the filth. He wishes for America to not be involved in that war, because they are devoutly anti-Monarchy. So he has concocted a cunning (actually stupid) plan.

Baron Doom is going to murder as many New Yorkers as he possibly can with a batch of poisoned whiskey. Since America is in the grip of prohibition at this time, the slaughter of a whole bunch of people through imported European moonshine will have two effects. First, prohibition will become even tighter, as the anti-booze lobbyists are proved right – booze is bad for you. Second, America will become incensed at Europe, and will cut off ties. That way, when the glorious pro-Monarch forces begin to wipe the burgeoning democracies off the face of the earth, the Yanks will not want to intervene. Of course, this is complete bullshit, but Baron Doom is quite delightfully mad, you see.

Only one thing stands in his way: DICK RAMSEY! Ramsey is the most brilliant detective in New York, you see, and Baron Doom is aware of his accomplishments. Ramsey fought in World War I, and stayed in Berlin for a while afterwards. He did some work, and made some contacts. Baron Doom knows that if his plan is to succeed, he must first eliminate Dick Ramsey. Now, the deadly poison that Baron Doom wishes to kill the New Yorkers with requires… testing. And what better way to test it than on the foul, God-less sodomites that infest the dance halls of Berlin? So Baron Doom has been sneaking a bottle or two of death-hooch into various clubs in Berlin, and has attended the clubs in disguise to observe the effects. That’s the only reason he attends, honestly. And what better disguise than the gross outfits they wear? That’s the only reason he wears leather straps and crotchless pants, to fit in with the disgusting homosexuals. No other reason at all.

Anyway, using the “mysterious” deaths of the Berlin glitterati as an excuse, George Doom has sent a request to New York (through a series of associates, so that his name isn’t used) for Dick Ramsey to come and solve the crime. Knowing how prideful Ramsey is, the note asking for his “help” questions both his detection skills and his sexuality. Sure enough, Ramsey takes the bait. He boards a ship to Berlin, not knowing that all that waits him at the other side is death at the hands of Baron Dooms fiendish dieselpunk bodyguard: PanzerMann. With Ramsey out of the picture, Doom feels confident enough to start shipping his poisoned whiskey over to the States. Nothing can stop him now! Mwa ha ha ha haaaa!

What Doom didn’t count on was that Ramsey would bring his most trusted companions with him – Doc Thaqueray, Lilly LeLay and the Brooklyn Busboys. Watch out Berlin! Here comes… OPERATION RAMROD!

A flavor of 1920’s Berlin:

To run this game, you’ll need to have a smattering of knowledge of what Berlin was like in the 1920’s. It really was the roaring 20’s in Germany. This game is set in the mid-to-late 20’s, when US loans meant that there was some money in Germany… but not much. After defeat in World War I, Germany was paying war reparations. In 1923, inflation wiped out the savings of most middle class Germans. So there was no money, a massive national debt that looked like it would last forever… and an EXPLOSION in arts and culture. This odd mixture of despair and manic festivity would fuel Berlin’s decadent renaissance.

There was a lot of cool shit going in Berlin. Feel free to use it as much possible. Think of the city as a mullet – business up front, party at the back. At night, the streets are filled with the sound of jazz and merriment. Drunken fools spill across the gutters, and sharp eyed thieves scout for potential victims. “Singspiel” (song play) had been invented, the forerunner of the modern musical. MOST IMPORTANTLY, Jazz was all the rage in Berlin in the ‘20’s, just as it was in America. A lot of African-American entertainers felt more comfortable in Europe than America, because it wasn’t as racist. Jazz singer Josephine Baker toured Europe and caused a sensation in Berlin with her overtly sexual “banana dance.” Cabarets were commonplace with music, comedians, dancers and risque  routines. In the seedier joints (and you can bet your ass your players will want to see some of those) sex shows happened on a nightly basis.

So there’s an idea for the how the city should feel.

2. 
CHARACTERS

The Player Characters:

Dick Ramsey: the hero of the piece. A dour, two-fisted Brooklyn detective. Brilliant, obsessive and ruthless. Totally dedicated to the ideals of Truth, Justice, the American Way, and Punching People in the Balls. He is undoubtedly the greatest detective in New York, with a history of pulp-style adventures. He’s like an alternate version of Columbo who kicks the shit out of people. He lived in Berlin for a year or two, because he liked seeing the enemies of America down in the dirt (he’s actually not a very nice person). During that time he did some work and picked up a reputation. He speaks pretty good German as a result of his time there. Ever since the war he’s had a dislike for guns, and prefers to use his fists.

Mickey Hannigan, of The Brooklyn Busboys: Mickey Hannigan is one of the two-man gang called the Brooklyn Busboys. Mickey and Manny both work as odd jobs men around Brooklyn, often taking the shitty busboy jobs in restaurants (hence the name). They’re friends of Ramsey from ways back, they grew up on the streets together. But they don’t have Dicks dedication to the cause of Justice. They supplement their tiny incomes by being a little… devious on the side. In Mickey, this manifests itself in the fact that he’s a tiny, thieving Irish fecker. He’s handy with a set of lockpicks… or a knife. He may not share Dicks values, but he’s loyal to a fault. The only person he’s more loyal to than Ramsey is Manny, and everyone else can go rot. 

Manny Calavera, of the Brooklyn Busboys: Manny is a tall, good looking Mexican, a fast-talker who’s good with the ladies and quick with a smile. Manny is much more personable than Mickey, and is often the mastermind behind their small-time schemes. None of the scams they pull is bad enough for Ramsey to get involved on the side of the law… and besides, he cuts them slack for being old friends. Manny is the Inevitable Traitor of the group, as he’s heavily involved in the moonshining racket in New York. He’s got a lot of money invested in Dooms booze scheme… if they bust up Doom, then Manny will lose everything. He’s got a choice to make.

Letitia “Lilly” LeLay: Ramseys best informant in the criminal underworld, Lilly is the youngest brothel-owner in New York City. Beautiful and deadly, there’s more than one rumour that there used to be something between her and Ramsay. Lilly’s girls are prettier, healthier and better off than any of the other prostitutes in New York… mainly because all the Johns know that if they lay a finger on them, Ramsey and the Brooklyn Busboys will come after them. It’s a dangerous alliance they have going – Ramsey has to put up with the worst of Lilly’s crime in return for her deep knowledge of the criminal underworld.

Professor Herbert “Doc” Thaqueray: Professor Emeritus of Advanced Nuclear Physics and Anthropology at NYU. Well, the Anthtropology bit is fine, but mostly everyone reckons he made that “Nuclear Physics” stuff up. The old Brit is a rocket-powered super-genius, but fuddy as hell. Ramsey saved his life once, and ever since he’s always ready to loan his brain-power when the detective needs it. He may not be able to fight, but he’s saved Ramsey’s life before by thinking his way out of a jam.

Other characters:

Polizeihauptkommissar Ernst Geffler: Ramseys contact in the Kriminalpolizei, Berlins detective police force. He was born with a large stick right up his bum. He is a by-the-book type, who frowns on this Yankee interloper coming into his city and messing with his investigation. He’s also in the pay of George Doom, and will inform PanzerMann of Ramsey and co.’s actions and whereabouts.

Polizeihauptkommissar Wilhelm Shultz: Gefflers opposite number in the Landespolizei, Shultz is completely on the level. He’s quite happy with Berlin as it is now, a thriving city despite the economic gloom. He’s confident Germany will pull itself together in time. He would be horrified by Doom’s actions, and is a good Deus Ex Machina for the players if they really need it.
Luka “Poopsi” Weber: The owner of the Jazz club where most of the poisonings have happened. A louch, opium-addicted old Queen, who is interested in only two things. 1) stopping the killings in his bar so that his business will come back and 2) bumming young boys. He is your Conspicuous Plot Person No. 1

Alelois Leloisleland: an outrageously Fraaaaanch aristocrat living in Berlin. He’s a stereotypical French jerk who hates everyone who isn’t French. Does he know more about the poisoned brandy than he’s letting on? The answer is yes. He runs the brewery that the poison hooch is brewed in, and is in the pay of Doom. He is your Conspicuous Plot Person No. 2
PanzerMann: rumours abound of a terrifying man clad in tank armour, who can walk through walls and destroy cars with a single punch. He is the Primary Goon of George Doom – a monstrous piece of Dieselpunk, clad in two-inch thick platemail that’s made to look like a medieval Knight. There is a diesel engine welded to the back that powers a set of mechanical struts that allow him to move. He’s basically the same as the first set of Iron Man armour that Tony Stark makes in the film. Except that he looks like a Teutonic Knight.

George (pronounced Gay-org) Doom: the villain of the peace. A rampantly homosexual  and homophobic German noble, who detests America. He has been testing his poison on the “scum” of Berlin, and is ready to unleash a tide of toxicity on the unsuspecting, hard-working folk of New York. IMPORTANTL: Baron Doom is a known philanthropist and supporter of the arts. He carefully maintains a caring façade, so that pretty much anyone who talks about him loves him. Except Geffler and Leloisleland, who he owns.

3.
THE GAME

The game begins with the characters reading the introduction and letter from Polizeihauptkommissar Ernst Geffler, requesting Dick Ramseys assistance in solving the murder of the dance club debutants. Once the characters have settled in a little, inform them of the following.

Having gathered his gang together, Ramsey books passage for all of them on a steam trawler setting sail from New York to Europe. None of them are particularly rich (except for Lilly), so instead of buying tickets they have to work passage on the way over (except for Lilly). They travel on the only reliable method of crossing the Atlantic at the time – a huge ocean liner. The ship has a crew of around 1,000 and over 3,000 passengers. Thanks to her disposable income, Lilly travels in the comfortable upper berths with businessmen, entertainers and tourists. The others travel with in the lower class berths with immigrants returning abroad. It takes eleven days to traverse the Atlantic, after which the players must get a train to Berlin.

Once they arrive in Berlin, unless they are very odd, the party will want to go to one of two locations: either the Blue Cat or the Kriminalpolizei headquarters. As this is the scene-setting portion of the game, get a little lyrical as you describe their journey. In order to get anywhere they must attract the attention of a horse-drawn cabby (cheap) or a big Black Taxicab (expensive). The streets of Berlin are at once magnificent, and filthy. It is obviously a city with no money – there is trash in the gutters, and homeless people lounging in alleys – but there are happy people everywhere. There is a strange sense of jollity and energy in the city. The main roads are paved with tarmacadam, but most streets are cobblestone.

The Kriminalpolizei Headquarters:
 On their arrival at the headquarters of the Kriminalpolizei, the characters will be immediately brought to see Geffler. He is a thin, officious man who obviously dislikes them. He provides them the following information with ill-grace:
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4 months ago, young Germans attending dances in some of the Dance Halls of Berlin began to die in mysterious circumstances. To being with there was only one a month, but soon there were two or three. People began to get nervous. But, lecherous swine that they are, the youths continue going to their infernal dances. Each death followed the same pattern: after visiting one of the dance clubs in the city, the victim would die the next day without reporting any ill effects. They all felt fine until the moment they suddenly dropped dead in the middle of whatever they were doing. Geffler, confident that the criminal could be caught by his detectives, kept the dance halls open. But the deaths continued. And so, it was requested that they send for the famous New York detective, DICK RAMSEY. Most of the deaths have occurred in the Blue Cat, a particularly decadent Jazz club known to house open homosexuals (very open, if you know what I mean wha wha). Its owner is Luka Weber. Perhaps you should start your investigation there, Mister Detective?

At this point, and without giving any further details, Geffler says he has to make a phone-call, and could the party please wait for him to return. He leaves them alone in his office. If the players fancy searching his room while he’s gone, they can. On a successful investigation roll (or a successful notice roll with a raise), they discover a record that Wilhelm Schultz, the head of the Berlin street-police (the Landespolizei) formally requested that the dance halls be closed in order to save lives. Geffler himself campaigned against this, on the basis that then they would never catch the criminal. Whether or not the party rifle through Gefflers stuff, after a few minutes a junior policeman comes in and asks them to wait in a nearby waiting room. “I’m really terribly sorry, Polizeihauptkommissar Geffler is terribly busy, but he asks you to wait – as he has more info to give you”. They are escorted to a drab, featureless room with five chairs. They are asked to wait. What they don’t know is that Geffler has gone to ring his paymaster, BARON GEORGE DOOM! He is told to keep Ramsey waiting while PanzerMann is sent to kill him. Draw this section out. Tell them that they wait for 30 minutes, then the same dude comes back and asks them to wait a little longer. If they go and complain, they are answered with unfriendly shrugs. 

If the players keep on waiting, skip forward to the section entitled I! AM! PANZER MANN!

If the players decide to leave, they’ll probably either go to The Blue Cat or Wilhem Shultz
The Blue Cat:

The Blue Cat is the most notorious Jazz Club in Berlin. It is famous for having loud music all night, cheap booze, fast women and faster men. It was here that the African-American songstress Josephine Baker shocked German sensibilities with her “banana dance.” From the outside it blends in perfectly with the slightly shabby, white-painted brick buildings around it. The only sign that it is any different is the wooden shape of a cat, painted bright blue, above the door.

[image: image3..pict]If the players visit during the day, then the hall-like interior is deserted save for a single old man, slowly shuffling about cleaning up after the night before. The air smells of stale sweat and smoke. A young pianist practices at the piano, while an elegant old gentleman in a velvet gown shouts at him in German about how shit he is. This old man is Luka Weber, owner and proprieter of the Blue Cat. Luka is extremely over-the-top. He demands that everyone call him “Poopsi”. He calls everyone “dahhhling”, and touches people a little too often for them to be comfortable with. He is MORE than happy to talk to the party, because the deaths have been driving business away. Four people have died after spending a night in his club. Now, Luka is one of your convenient plot exposition devices. This is important, so I’ll put it in caps: LUKA CAN GIVE THE PLAYERS WHATEVER INFO YOU WANT HIM TO, DEPENDING ON THE CIRCUMSTANCES THEY VISIT HIM IN. 

So if the players visit him early in the game, before anything proper dramatic has happened, he has little to tell them. He informs them of the following facts:

· Gefflers men have been doing a half-assed job. None of the detectives really care if a few of the “scum” in the dance clubs die.

· The head of the Landespolizei, Wilhelm Schultz, has been much more understanding. He tried to get the clubs shut after the first few weeks, but somebody overruled him. He has talked to Luka personally, and has been trying to do as much good with the case as possible. It’s difficult, because he’s not officially allowed to – that’s Gefflers end of things.

· One of his bartenders is quite certain that at least two of the victims had been drinking brandy on the nights they died.

If they come to him very late in the game, or if you need to throw information at them, use Luka as a mouthpiece. Seriously, if they’re stalling just have Luka show up. He tells them who he is, says he heard they were in town, and is desperate to help them. He can give them any of the following pieces of information (if you’re desparate)

· The victims had all drunk a kind of brandy called “French Fish”.  He gives them the address of the brewery. The reason he didn’t come forward with this information earlier is that Geffler had threatened to kill him if he told ANYONE.

· The owner of the French Fish brewery, a nasty French businessman called Alelois Leloisleland, is known to be completely in the pocket of a renowned philanthropist, German Baron George Doom. If he’s up to anything suspicious, certainly the good Baron should be informed! Why, he could even put an end to the business!

· Baron Doom is behind everything. Go and kill him. (Only if they’re really clueless)

If they go to the Blue Cat during the night, then the street outside the club has a few unconscious drunks slouched against the wall. The massive bouncer refuses to let them in, unless he’s persuaded (Persuade will do… he’s immune to Intimidate). Inside the hall-like room is hazy with smoke. The music is deafening, a jazz band howling the depression away. People are dancing on tables, drinking wildly, fornicating in dark corners. If the players ask around, they’ll eventually be pointed towards Luka – see above!

After The Blue Cat, depending on what information Luka gives them, the players are likely to go to Wilhelm Schultz, The Brewery or The Final Confrontation.
Remember that at ANY TIME you can segue into I! AM! PANZER MANN! or The Street Fight. In fact, if the players visit the Blue Cat at night, that would be a really cool time for PanzerMann to show up. 
Wilhelm Schultz (optional)

At no point do the players have to go talk to Wilhelm Schultz. But if they’re cautious players, rather than kick-in-the-door types, they’ll probably go meet him. He can be found in the Landespolizei HQ, which is a large red-brick building near the centre of Berlin. If they ask for him by name, and explain why they need to talk to him, they’ll be ushered in.

[image: image4..pict]Wilhelm Schultz is the head of the Landespolizei for Berlin – the poor dumb PC Plods. He is an open, gregarious, genuinely good-natured man. He loves Berlin, and is willing to help the players. Depending on how much of the jerk they act, of course. If they get talking to him in a civil manner, tell them he tried to shut down the dance halls after three weeks of deaths, but that damn Geffler over-ruled him. 

“There was politics involved, mark my words… I wouldn’t be surprised if that Baron Doom was involved… oops! I’ve said too much. No, no, Baron Doom is a fine gentleman, I couldn’t say anything against him. (If the players succeed on Persuasion or whatever he gets more talky) Well, they say that despite all his airs and graces, he hates the queers, you know? I wouldn’t be surprised if he kept the dance halls open on purpose, on Gefflers request.”

Schultz can’t provide the players with much help. He exists in this game for two reasons:

1) To make them suspicious of this Doom character

2) If they’ve contacted him, he turns up with some police Mooks to help with the Final Confrontation.

If the players talk to Schultz very early, and it looks like they want to go after Doom immediately, have Schultz warn them against it. He tells them if they want to go after Doom, they’ll need better evidence than what they have. Depending on who they’ve been to see, he’ll advise them to either talk to Luka or Leloisleland.

The Street Fight (optional)

You can throw down The Street Fight at any time you want, for any number of reasons. The players are getting through the plot too fast? Street Fight. The game is a bit too talky and it’s time for some action? Street Fight. The players do something to piss you off? FUCKING STREET FIGHT! 

However, the Street Fight is also a plot advancing device. This is one of two methods that Doom will use to try and kill Ramsey. The other is I! AM! PANZER MANN! Basically a gang of mooks waylay the players, no matter where they are, and try to top them. With many shouts of “DER AMERIKANER!” and “DIE, YANKEE SCUM!”, 7 EASY MOOKS and 1 MEDIUM MOOK appear and attack – their stats are at the back of the scenario. If the players are getting through them too easily, have some re-enforcements show up. 

Once the fight is over, the players can interrogate some of the mooks. Even if all the Mooks are technically “dead”, one of them is alive enough to spill the beans. Depending on how far along the plot is, the mooks can either say that Leloisleland or Doom sent them. From here, go either to The Brewery or The Final Confrontation.

The Brewery (optional)

[image: image5..pict]   The French Fish brewery is where Baron Doom is cooking up his diabolical poison hooch. This is where the players will find Alelois Leloisleland, any time, day or night. He is an insulting bastard of a French man, who the players will want to kill even if they have no reason to suspect him. If the players are here, then they’re on the right track. There are three things awaiting them at the Brewery – Leloisleland, evidence, and a fight.

First off, they have to get in. If they visit at night, they have to break in (easy enough for young Mickey). There are guards at night they will to avoid/fight (use EASY MOOK stats, except they have pistols). The brewery is a big building, filled with copper vats and hissing pipes. Out the back is where they bottle the stuff. If the players search long enough or make good rolls, they find casks of white powder. The Prof can identify this as a deadly poison – nothing he’s ever encountered before, but it has the smell of cyanide and the texture of arsenic! Oh, that fiendish Doom! At this point, Leloisleland will show up with three or four guards and confront the players. This quickly turns into a fight, which the Frenchy will run away from. The players can have fun chasing him down and interrogating him. He’ll spill the beans about everything – how Doom is the paymaster, and is testing his poison on the dance clubs for some reason that even Leloisland doesn’t know. He doesn’t know what Doom wants the brandy for.

If they visit by day, they can just walk in and confront the bastard! Depending on how much they already know, he might just summon the guards and have them removed. If they ask to have a look around, he gets very indignant and demands a warrant. No doubt that will cause them to return that night! If they confront him with the fact that Doom is his boss, he gets nervous and summons his guards. If the players are too close to the truth, or they push him too hard, he will tell the Guards to kill them! This turns into a fight like the one described above. If the players talk to Leloisleland, there’s pretty much nowhere for them to go except to The Final Confrontation.

I! AM! PANZER MANN!

This is the Flagship fight scene of the scenario. It can happen at several points. It can happen if the players sit and wait patiently after talking to Geffler. It can happen in The Blue Cat. It can even happen at The Brewery, if they got through it too easily. To be honest, it can happen any time they are inside a room and you feel a fight scene is appropriate (check the triggers for The Street Fight)

The reason I stipulate that they need to be inside a room is because PanzerMann has a specific requirement for entering the game. He must suddenly, and without any prior warning, smash through a wall and yell “I… AM… PANZERMANN!” If you want, you can have the sound of ominous, clanking footsteps happen first. If you really want to build some dramatic tension, have the ground shake as he approaches. Then there’s a few moments silence… and then he bursts through the fucking wall!
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Anyway: PanzerMann is the Goon Numero Uno for George Doom. He is a human tank, a gigantic armour-plated monstrosity made to look like a Teutonic Knight. His armour is extremely thick and iron bars run along it, connected at the joints by thick pistons. A smoke-billowing diesel engine is welded to his back. The metal of his right hand is welded together to form a crude hammer, and there is a flame-thrower on his left hand. Overall, he is 7 feet tall. If the players defeat him without killing him, he swallows a cyanide capsule.

If PanzerMann appears at the Kriminalpolizei HQ, then the players can escape through the hole he left in the wall. They are pursued by detectives, but unless they actually want to get in another fight, let them escape. If this is what happens, then Wilhelm Schultz picks them up and helps them get away. He explains that the PanzerMann is a feared, legendary criminal whose identity and motivations are unknown. He explains that they must be careful because Geffler has spies everywhere. He points them in the direction of The Blue Cat, sends them on the their way and wishes them good luck.

If you want to drop PanzerMann in during The Brewery, have Leloisleland give him a good intro. “Tremble now, Yankees, for your death is at hand!”

The Final Confrontation
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Ah, the Baron! The villainous, murderous Baron! What a man! What a bastard!

There are two possibilities for the players to visit Doom. It’s probably that they go to find him because they’ve discovered he’s the mind behind the poisonings. They might go to see him because they think he can help the with Leloisleland. In either event, the outcome is the same.

The Baron lives on a private estate in one of the richer neighborhoods in Berlin. Despite the fact that it’s in the middle of the city, his Mansion stands in the centre of 15 acres of private gardens and carefully landscaped woods. It offers plenty of opportunities to sneak up to the house unseen. Depending on when the players go to the Mansion, there’ll be different levels of security. If they’ve already bashed their way through The Street Fight, Leloisleland and PanzerMann, for instance, there will be a significant guard presence and regular patrols. If they go earlier, before causing much trouble, they find that the grounds aren’t patrolled strictly speaking, but there are guards at the house.

Of course, that assumes that they try to sneak in. They might not. They might just go straight up the driveway. If they do it this way, they’ll discover the Baron is quite happy to meet them… even if they’ve bust up all his other allies already.
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The Mansion is an impressively large structure – Doom is extremely rich, after all. The inside is all marble floors and heavy, dark wood furniture. The players footsteps echo eerily from wall to wall as they pass by massed ranks of portraits of the Doom family going back through history. If the players simply walk in, bold as brass, they are greeted by the Butler – a middle aged Englishman with impeccable manners, and training in multiple forms of martial arts. We’ll get back to him. He informs them that the Master has been expecting them, and to please follow him to The Study.

Now, if the players break into the house at night (or if they choose to take the Butler down and go stalking through the place on their own) they’ll have to dodge EASY MOOKS as they search the place. There’s no evidence in the house, but let them search as long as they want. If they’re wandering around their own, tell them the only sound they can hear about from their own footsteps is a scratchy record play Deutschland Uber Alles from upstairs… over and over again. The sound is coming from The Study.
The Study: Once the players are in the study, they finally meet Doom. If they’ve snuck in, attracted by the sound of the record, then Doom is not in the room. They can search the room, in which case they can locate a diary which contains the entire diabolical plan, including Doom’s plan to poison New York. Then Doom steps into the room from a hidden panel behind his huge, oak desk.

If they players are escorted to see him by the Butler, then he is sitting behind his desk, smoking a pipe. In either case, he is wearing a particularly thick and luxurious Dressing Gown.

Look… I’m not going to lie to you. The fucking crazier you play this guy, the better. He’s a total loon. He’s hysterical, hate-filled and confused. To begin with, he will seem quite composed. He unveils his Xanatos Gambit. What’s a Xanatos Gambit? It’s a TV Trope - "Everything that has transpired has done so according to my design! I couldn’t have done it without your help, Ramsey! You played right into my plan! Bwa ha ha ha, etc." This will be especially tasty if they have killed Leloisleland – an act which Doom can blame on the Yankees. Now, if the players attempt to reason with Doom and explain to him that his plan is completely fucking retared, just remember one thing: Doom is totally fucking crazy. At this point he also calls upon Manny to switch sides, citing the utter financial ruin the Mexican will suffer if he doesn’t.

When the fight kicks off, and it will, Doom throws his robe open to reveal he is wearing leather bondage gear and several gun holsters beneath it. He opens fire, cackling wildly. If Butler is still alive, he also attacks. Depending on how well the players are doing, throw some HARD MOOKS in there as well. Use your own judgement!

THE EPILOGUE:

Once the players have dispatched the devilish Baron, the game is over. They send a telegram to America warning them of the impending arrival of the poison brandy.
