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A Series of Unfortunate Events:
The Diametrical Divorce

The Plot:

After The Ersatz Elevator, and before The Vile Village, there was a suppressed Unfortunate Event: the Diametrical Divorce.  Mr. Poe places the Baudelaire orphans in the care of the childless middle-aged couple Rushmore Rangel and Seabreeze Something-or-Other.  They always argued about politics and Seabreeze’s refusal to take the Rangel name, but the arrival of the orphans soon places an intolerable strain on their marriage.  Before long, the Baudelaires find themselves embroiled in an historically ugly custody battle/Kulturkampf – and once again, end up easy prey for Olaf and his troupe.
Fortunately, the Baudelaires have an ace up the sleeze – the Quagmire triplets will likely escape from Olaf’s clutches and rush to their aid as best as two homeless orphans can.

Act I
The Hook-Handed Man roughly drags the Quagmire triplets from the trunk of Olaf’s car to the cellar of a hideously tie-died shack on the abandoned Callous Commune.  Olaf soon arrives with chains and a pair of combination locks.  “Normally I’d prefer a lock-and-key, but there’s no chance that semi-literate orphans like yourself would possess the necessary knowledge of research and poetry to guess the combinations.  We’ll soon have to discuss the location of the Quagmire Emeralds.”

If Duncan makes a DC 20 Researcher check, he will notice the Patent number on the underside of the lock: 456-01-324.  Given this information, Isadora need only make a DC 20 Poetry roll to remember the couplet, “A patent number’s the default combination/ That never taxed an inventor’s imagination.”  Once they unlock their locks (trying the various permutations of left and right for four two-digit numbers), the Quagmires can easily sneak away from the commune and attempt to make their way back to the City.
Meanwhile, Mr. Poe is depositing the Baudelaires with their new guardians, Rushmore Rangel and Seabreeze Something-or-Other.  Almost as soon as they arrive, the foster parents begin to quarrel.  Rangel insists the orphans eat porterhouse steaks for dinner.  Something-or-Other avers that their children shall be raised on tofu and soy, or starve.  Before the children can even get a word in, the couple begins a ferocious shouting match (“Seabreeze, you ignorant slut!” “Rushmore, you self-important swine-ass!”), leaving the children to fend for themselves.
In the morning, Rangel and Something-or-Other sit the children down for an adult conversation.  Seabreeze: “This may come as quite a shock to you children, but I’m sure you’re mature enough to understand that there’s no alternative.  Your father and I have decided… to get a divorce.”  Rangel: “As we have been unable to reach an agreement on your education, you will be enrolled in TWO separate schools: Plutocrat Preparatory and… Inanely Progressive.”  After ignoring questions, Seabreeze tells them, “Now put on your uniforms and Guiseppe will drive you to school.”  Plutocrat Preparatory uniforms are in their room, but the taciturn Guiseppe takes them straight to Inanely Progressive, where the aggressive, illiterate children mercilessly taunt and abuse them.  At the end of the day, Guiseppe takes them to Rangel’s new bachelor pad, which lacks a laundry facility.  The next day, they can only wear their stained, mauled uniforms or the Berkeley Bumperstickwear Seabreeze sent over for them.  Guiseppe takes them, naturally, to Plutocrat Prepatory.
By the end of day two, the Quagmires have made their way to the city in time to see the miserable Baudelaire orphans being driven back from school to the Rangel Manor.  Seabreeze will however refuse the children permission to go outside, because she has enrolled them as sign-makers for tomorrow’s Rally for the Feelings of the Child at Inanely Progressive.  In their closets they find only alternate uniforms for Plutocrat Prep, their entire wardrobe of BB Wear having been sent to Rangels’ bachelor pad.
If the orphans alert Seabreeze to the Quagmire situation, she immediately phones her dear old friend, Winifred What’s-Her-Name, to take them in.  Winifred is none other than Esme Squalor, and the two old friends ignore all protests as they deposit the Quagmires in her not-so-gentle care.
Act II

Seabreeze informs the orphans that after school they’re being sent to a most extraordinary child psychologist, Dr. Xavier Pozur.  Pozur is of course none other than Count Olaf in another of his ridiculous disguises: He’s shaved his head and eyebrows to disguise his unibrow (“Studies show that bald psychiatrists are 57% more effective”), and shields his ankle from scrutiny by feigning gymnophobia.  Olaf’s plan is to offer sympathetic counsel until the hearing – when he’ll use his sock puppets to reduce the Baudelaires to catatonic idiocy before the court.  In therapy, Olaf requires heavily on role-playing and heavy-handed exposure therapy where he exaggerates Rangel and Something-or-Others worst excesses.
Meanwhile, the Hook-Handed Man stakes out Rangel’s bachelor pad, and Esme stakes out Rangel Manor, watching for suspicious Baudelaire activity and any sign of the Quagmires.
Act III

The court date is set for twelve days after the Baudelaire’s initial arrival.  If all goes according to plan, the children will be brought before Judge Effete, who strangely insists on wearing nothing but white leisure suits.  He is lazy and semi-competent, but not corrupt.  The Baudelaires are pushed into a room with Dr. Pozur shortly before the trial so he can use his sock puppets on them.  Guards will arrive 5 rounds after hearing loud cries for help.  If Violet and Klaus Baudelaires are reduced to Int -5 or lower, Judge Effete will hand the Baudelaires over to Pozur for institutionalization.  Otherwise, he will hear arguments.  If the Quagmires manage to gain admission to the proceedings (Esme and the Hook-Handed Man are watching in front of the courtroom), they may attempt to persuade the Judge to accept them as witnesses.  If Olaf can be unmasked, the Judge will order his immediate arrest (though he requires only a DC 20 Villainy roll elude custody).  Otherwise, rival Bluff, Diplomacy, or Lawyer checks and/or relevant skills will decide the hearing.  

Timeline:

July 25 – Quagmires escape; Baudelaires arrive at Rangel Manor

July 26- Baudelaires sent to first day at Inanely Progressive, and end at Rangel’s bachelor pad.

July 27 – Baudelaires sent to Plutocrat Prep, and end at Rangel Manor.  Quagmires reach Rangel Manor.
July 28 – Baudelaires sent to Dr. Pozur.  By default, they have sessions seven days a week, but a divide-and-conquer strategy with their guardians can reduce it to five.

July 6 – Court date.
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Count Olaf – played by Jim Carrey
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Skills: Bluff 12 (+15), Chase 7 (+9), Disguise 10 (+13), Escape Artist 5 (+7), Gather Information 8 (+11), Intimidate 5 (+8), Investigate 4 (+7), Notice 4 (+7), Perform 2 [acting] (+5), Plan 4 (+7), Profession 10 [villainy] (+13), Search 3 (+6), Sleight of Hand 3 (+5), Stealth 5 (+8)

Feats:  Coup de Grace, Diehard 2, Distract, Evasion, Improved Grapple 2, Improved Sunder 2, Improved Trip 2, Jack-of-All-Trades, Luck 4, Niche 3 [actors, high society, streetwise], Power 5, Ranged Trip, Redirect, Sneak Attack 2
Powers: Device 5 [sock puppets, easy to lose]: Drain 5 [Intelligence] (Extras: Area [cone], Selective; Feats: Progression 2 [25’ cone])
Drawbacks: Can’t Fool Orphans

Complications: Distinctive Features [ankle tatoo and unibrow], Greedy, Underestimates Orphans, Wanted for Murder
Esme Squalor – played by Susan Sarandon
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Skills: Bluff 5 (+7), Escape Artist 5 (+7), Intimidate 5 (+7), Notice 2 (+5), Perform 2 [acting] (+4), Profession 8 [financial advising] (+12), Profession 2 [villainy] (+6)

Feats:  Luck, Niche [high society], Wealth 4 

Powers: Strike 3 [three-inch nails] (Extras: Autofire, Lingering)
Complications: Has to be “In”, Olaf’s Girlfriend, Wanted for Kidnapping
Hook-Handed Man – played by Jamie Harris
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Skills: Bluff 3 (+2), Escape Artist 5 (+7), Intimidate 5 (+4), Perform 2 [acting] (+1), Profession 4 [villainy] (+4)

Feats:  All-Out Attack, Quick Draw 

Powers: Strike 4 [hook hands]
Complications: Hook Hands, Loyal to Olaf, Wanted for Kidnapping
Violet Baudelaire, Age 14 – played by Emily Browning
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Skills: Bluff 3 (+7), Chase 2 (+2), Concentration 4 (+7), Craft 7 [mechanical] (+14), Computers 1 (+8), Disguise 3 (+7), Escape Artist 3 (+3), Investigate 4 (+11), Knowledge 6 [technology] (+13), Plan 4 (+11), Research 3 (+10), Run 3 (+4), Stealth 2 (+2)
Feats:  Beginner’s Luck, Diehard 2, Improvised Tools, Inventor, Jack-of-All-Trades, Master Plan, Niche 2 [high society, streetwise], Survivor, Teamwork, Well-Rounded
Powers: None
Drawbacks: Unluck 3
Complications: Common Decency, Hunted [Count Olaf and His Troupe], Minor, Orphan, Protective of Her Siblings, Submits to Adult Authority
Klaus Baudelaire, Age 12 – played by Liam Aiken
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Skills: Bluff 3 (+4), Chase 3 (+4), Concentration 4 (+6), Disguise 3 (+4), Gather Information 4 (+10), Investigate 5 (+11), Knowledge 2 [herpetology] (+8), Memory 4 (+10), Plan 6 (+12), Profession 3 [lawyer] (+9), Research 4 (+10), Run 3 (+3), Stealth 2 (+3)

Feats:  Beginner’s Luck, Diehard 2, Interpose, Jack-of-All-Trades, Master Plan, Niche [streetwise], Teamwork, Well-Informed, Well-Read

Powers: None
Drawbacks: Unluck 2
Complications: Common Decency, Hunted [Count Olaf and His Troupe], Minor, Orphan, Protective of Her Siblings, Submits to Adult Authority
Sunny Baudelaire, Baby – played by Kara/Shelby Hoffman
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Skills: Acrobatics 3 (+4), Bluff 3 (+6), Climb 12 (+12), Disguise 3 (+6), Escape Artist 6 (+7), Profession 5 [cook] (+7), Run 3 (+3), Sleight of Hand 5 (+6), Stealth 2 (+3)

Feats:  Beginner’s Luck 2, Diehard 2, Elusive Target, Hide in Plain Sight, Improved Critical, Jack-of-All-Trades, Luck 5, Niche [streetwise], Power Attack, Rage, Redirect, Slippery 2, Sneak Attack 2, Teamwork 3

Powers: Luck Control 2; Strike 1 (Extras: Penetrating; Flaws: 10 Activation); Variable Feat [Strike]
Drawbacks: Unluck 1
Complications: Baby, Common Decency, Hunted [Count Olaf and His Troupe], Orphan, Protective of Her Siblings
Isadora Quagmire, Age 13 – played by Christina Robinson
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Skills: Bluff 3 (+6), Chore 3 (+5), Concentration 4 (+10), Disguise 3 (+6), Investigate 3 (+9), Notice 3 (+5), Perform 5 [poetry] (+8), Plan 4 (+10), Profession 10 [poet] (+16), Stealth 2 (+3), Track 3 (+5)
Feats:  Diehard, Fascinate [Perform], Haymaker, Improved Trip, Language [lipreading], Luck 2, Niche [streetwise], Ranged Trip, Teamwork 2, Well-Read
Powers: None
Complications: Can’t Quite Reveal the Secret of VFD, Common Decency, Homeless, Hunted [Count Olaf and His Troupe], Minor, Protective of Her Brother, Submits to Adult Authority
Duncan Quagmire, Age 13 – played by Tony Dow
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Skills: Bluff 3 (+6), Chore 3 (+5), Computers 2 (+8), Disguise 3 (+6), Investigate 5 (+11), Plan 4 (+10), Research 8 (+14), Search 4 (+10), Stealth 2 (+3), Track 3 (+5)

Feats:  Aim, Diehard, Luck 2, Niche [streetwise], Teamwork 2, Well-Read

Powers: None
Complications: Can’t Quite Reveal the Secret of VFD, Common Decency, Homeless, Hunted [Count Olaf and His Troupe], Minor, Protective of Her Brother, Submits to Adult Authority
Handyman Hector, Handyman; 50 points – played by Edward James Olmos
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Skills: Craft [mechanical] 5 (+8), Craft [structural] 5 (+8), Disable Device 3 (+6), Investigate 2 (+5), Knowledge 5 [technology] (+8), Notice 2 (+4), Sense Motive 2 (+4)

Feats: Equipment [Toolbelt; easy to lose]: Animate Objects 1 [toys]; Improvised Tools, Inventor, Niche [Tradesmen], Transport 2 [commercial trucks, forklift], Weapon [shop tools]
Powers: Vehicle 2 [Handyman’s Jitney; easy fit]: 5 passengers, +2 Damage, -2 Defense, -2 Reflex, Speed 3 [50 mph]
Complications: Coward, Kind
Abilities 9 + Combat 13 + Life 0 + Saves 11 + Skills 6 + Feats 7 + Powers 4 = 50

