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A Lonely Place to Die
Plot:
Anna, the timid daughter of Serbian gangster Mr. Rakovic, has been seized by two professional kidnappers, Mr. Kidd and Mr. McRae.  They abducted her on May Day, drove to Holland, and took her by boat to the Scottish highlands.  Once there, Kidd and McRae followed their standard operating procedure: They dug a ditch and buried her inside in a crate/coffin with a small air vent.  Then they sent their ransom message to her father, instructing him to bring a 6 million Euro ransom to Bannerman’s Pub in Annan Mor on the evening of May 8.  This is the last day before Lent – a day Annan Mor traditionally celebrates with a freakish drunken costumed parade.
Our initial team of protagonists know nothing of this.  Their story begins with Alison, Ed, and Rob half-way up a scary mountain (Climb DC 18; Intimidate DC 15, free fall Toughness DC 25).  Alison and Ed are resting on a small ledge; Rob is 100’ above them.  Ed has a sudden bout of Unluck – he’s distracted when Rob tugs on the rope.  Ed needs to make a DC 22 Dramatic Climb check to retain his footing.  If the dice indicate that Ed dies, fortune spares him at the last minute, but Ed receives 3 Unlucks.
After Ed’s ordeal, the trio need to make Routine Climb checks to summit.  From there, they meet Jenny and Alex at the cabin.  They eat, drink, gamble, and get some sleep.

In the morning, the five climbers head out.  Around noon, everyone needs to make a DC 15 Constitution check.  Whoever fails worst needs to go out to the woods to pee.  While there, he needs to make a DC 10 Notice check to hear Anna’s voice.  To pinpoint her location within 5 minutes requires a DC 15 Search check.  (Move required time one step up/down the Progression Table if you pass/fail by 5).  
Anna is initially terrified.  She recoils in fear and bites anyone who touches her unless he passes a DC 20 Diplomacy check.  Carrying Anna is a DC 13 Lift check.

Once they discover Anna, PCs face two dramatically credible choices: (a) Walk around the ridge (Climb DC 5; Intimidate DC 5, free fall Toughness DC 10) to get to Annan Mor, a journey of 15-20 miles, or (b) Take the short-cut to Annan Mor down Devil’s Drop (Climb DC 22; Intimidate DC 20, free fall Toughness DC 30), a 500’ cliff over a roaring river.  The base of Devil’s Drop is just 3 miles from Annan Mor.
If anyone opts for Devil’s Drop, Kidd and McRae track them.  (Note: At this stage, the kidnappers do not yet have their hunting rifles).  There isn’t enough rope to rappel all the way down, so PCs have to “multi-stage” the climb to a midpoint.  The kidnappers wait for the last climber to start his descent to this mid-point, then cut his rope – DC 28 Dramatic Climb check to avoid a free fall, and DC 24 Dramatic Climb check for everyone to continue ascent or descent without rope.  Once one climber plummets to his death, Kidd and McRae drop a few rocks on the survivors (two Area attacks, DC 15 Reflex to avoid, DC 18 Toughness), then decide that remaining climbers are “good as dead.”  

After the Devil’s Drop scene (if any), the kidnappers then start tracking the rest of the party.  They run into a pair of hunters.  They murder them, take their hunting rifles, and start hunting down party members and trying to recapture Anna.  PCs can avoid their pursuing using Run, Stealth, Survival, or a combination of the three.  (Every fallen PC gives all survivors a +2 DC bonus).  The PCs have a head start.  Unless they split up, however, the least skillful member of the party drags everyone else down.  Main possibilities:

Escape by Run (DC 25):

Run Check

Effect

Pass


Avoid any encounter with kidnappers.  

Fail


Get in kidnappers’ sights; vulnerable for one round.

Fail by 5

Cornered/pinned-down by kidnappers; vulnerable for three rounds.
Escape by Stealth (DC 24):
Stealth Check
Effect

Pass by 5

Kidnappers pass by; may attack with Slight Surprise.

Pass

  
Kidnappers pass by.

Fail


Spotted by kidnappers at close range (c.100’).
Fail by 5

Spotted by kidnappers at long range (c.500’).
Escape by Survival (DC 20):

Survival Check
Effect

Pass by 10
Cover tracks for whole remaining group; +3 bonus to all Run checks, +6 to all Stealth checks.

Pass by 5
Cover tracks for yourself and one other person; +3 bonus to both of your Run checks, +6 to both of your Stealth checks.

Pass
Successfully cover your tracks; +3 bonus to your Run checks, +6 to your Stealth checks.

Fail


No effect.

Fail by 5

Get in kidnappers’ sights; vulnerable for one round.

Fail by 10

Cornered/pinned-down by kidnappers; vulnerable for three rounds.

Players who lose characters during the flight to Annan Mor get replacement characters for the third act of the story.  Order of replacement:
Casualty

Replacement

#1


Darko

#2


Andy

#3


Chris

#4


Anna
Darko is in charge.  He has the ransom message on a CD labelled “Dead Man.”  Andy and Chris are soldiers of fortune Darko has hired for back-up.

If the kidnappers recover Anna, Kidd and McRae drive Anna into Annan Mor, keeping her bound and gagged in their trunk.  Kidd goes to Bannerman’s to arrange the exchange, while McRae blends into the crowd for back-up.  Kidd bargains hard to get the money and a full getaway before disclosing Anna’s location, but he’ll settle for a simultaneous exchange if he must.

If the kidnappers don’t recover Anna, Kidd goes to the Bannerman’s to bluff his way into the ransom, while McRae searches the chaotic streets of Annan Mor for any sign of Anna.  McRae soon acquires a scary hippo mask and keeps a close eye on the police station.  If he gets any of the original mountain climbers in his sights, he opens fire.  By this point, the sadistic McRae tries to kill PCs first, and recover Anna later.
Darko’s extraction team and surviving PCs have ultimately compatible goals: surviving and getting Anna to safety.  But circumstances could easily lead to misunderstandings.  Award Plot Points for plausibly role-playing these misunderstandings, and Unluck for acting on player knowledge.

Once Anna is safe, Darko’s team rendezvous with Rakovic and a squad of Serbian goons on a nearby desolate mountain road.  Rakovic takes possession of surviving kidnappers, thanks the rescuers, and rewards them all as promised.  If the authorities get hold of Anna, they take her off in an ambulance.  If any PCs are in the ambulance with her, Anna briefly speaks.  The EMT translates: “I think she said ‘Thank you.’”

Special Rules:

1. A Lonely Place to Die uses the following Plot Point options: Double-or-Nothing, Harsh, and Semi-Gritty.  

2. Also: As in Slasher Flick, Plot Points belong to players rather than characters.  If a PC dies with Plot Points, his player can “move them over” to his replacement character.
3. Climb checks are “high-risk” if: (a) you can fail your Climb check by 10, and (b) failing your Climb check by 10 leads to a fall with Toughness save with DC>20.  PCs have to make Intimidate checks even to attempt high-risk Climb checks.  Consequences:

Intimidate Check
Effect

Pass


You may try your Climb check.

Fail
Nervous; may not try this Climb check this round; increase Climb DC by 1.
Fail by 5
Frightened; may not try this Climb check for five rounds; increase Climb DC by 2.
Fail by 10
Terrified; may not try this Climb check this scene; increase Climb DC by 5.
Allies can try to restore your confidence with a Diplomacy check against DC (15 for Nervous, 20 for Frightened, 25 for Terrified) - your Wisdom.

4. For Routine Climb checks, you make a single check for an entire ascent or descent.
Climb Check
Effect

Pass


Complete your Climb without incident.

Fail


Cuts and bruises; DC 10 Toughness save to complete your Climb.

Fail by 5
Sticky situation; DC 10 Toughness save, increase Climb DC by 5, try again.
Fail by 10
DC 10 Toughness save, increase Climb DC by 5, switch to Dramatic Climb Table.

5. For Dramatic Climb checks, you roll every round.

Climb Check
Effect

Pass by 10

Switch to Routine Climb Table.

Pass by 5

Complete your normal Climb move, decrease Climb DC by 5.

Pass


Complete your normal Climb move.

Fail


No progress.  DC 10 Toughness save.

Fail by 5
Partial fall.  DC 15 Toughness save, increase Climb DC by 5. 
Fail by 10
Free fall.  Toughness save based on altitude.
If a Climb’s DC increases enough to turn it into a high-risk Climb, you must make an immediate Intimidate check to keep your cool.

The GM can use Unluck to turn a Routine Climb into a Dramatic Climb.
Climbing while carrying a heavy load increases the DC.  If you cannot Take 5 on the required Lift check, increase the Climb DC by 5; if you cannot Take 10, increase the Climb DC by 10.

6. In A Lonely Place to Die, regular hand-to-hand attacks only Stun.  Actors need Strike, a weapon, or the Lethal Feat to do Life.  
Timeline:

Tuesday, May 1, 2011 - Mr. Kidd and Mr. McRae abduct Anna from her school in Serbia.

Wednesday, May 2, 2011 – Kidd and McRae reach Scotland.  They dig a ditch in the highlands and bury Anna in a coffin inside.

Monday, May 7, 2011 (Day Before Fastern's E'en - Last Tuesday Before Lent): Alison, Ed, and Rob climb to meet Jenny and Alex at their parent’s cabin.  
Tuesday, May 8, 2011 (Fastern’s E’en): 

8 AM - Alison, Ed, Rob, Jenny, and Alex leave the cabin.

12 PM – Whoever goes off to pee hears Anna’s voice in the woods.

1 PM – Kidd and McRae return to Anna’s ditch to retrieve her, discover she’s missing, and start tracking the PCs.

2:05 PM – Darko flies into Edinburgh Airport, gets picked up by Andy and Chris.

4:30 PM – If Kidd and McRae haven’t recovered Anna, they hatch a new plan: Kidd tries to bluff his way into the ransom while McRae keeps hunting for Anna.

5 PM – Darko, Andy, and Chris arrive in Annan Mor.  Festivities are starting up.

5:30 PM – Kidd and McRae arrive in Annan Mor.

5:45 PM – Kidd goes to schedule pub meeting with Darko.

7 PM – Mr. Rakovic’s and his goons arrive private jet at Annan Airport.

Cast:

Alison, Hard-Boiled Mountain Climber, 40 points – played by Melissa George

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+2
	+3
	+2
	+3
	+4
	+1


	Life
	Life Lost
	Heal
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	2
	
	Week
2 Days
Day
½ Day

	

	
	

	Toughness
	Fortitude
	

	+2
+0 flat-footed
	+1

	

	
	

	Reflex
	Will
	

	+1
	+0
	


	Attack
	Defense
	Damage
	Initiative

	+0


	+2

+0 flat-footed
	+0


	+4


Skills: Climb 7 (+11), Insight 3 (+5), Intimidate 4 (+5), Medicine 2 (+4), Reason 2 (+5), Run 2 (+6), Stealth 2 (+5), Survival 2 (+4), Swim 1 (+5), Track 1 (+3)
Feats: Assist [Climb, Insight, Medicine, Run], Dodge, Improved Critical, Luck, Sneak Attack, Vengeful Attack
Stuff: Equipment 3 [good climbing gear]
Complications: Blunt, Common Decency, Hard Drinking, Type-A
Abilities 15 + Saves 4 + Combat 3 + Life 0 + Skills 9 + Feats 6 + Stuff 3 = 40

Ed, Mountain Climbing Dilettante, 35 points – played by Ed Speelers

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+2
	+1
	+1
	+1
	+2
	+3


	Life
	Life Lost
	Heal
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	2
	
	Week
2 Days
Day
½ Day

	

	
	

	Toughness
	Fortitude
	

	+1
	+1

	

	
	

	Reflex
	Will
	

	+0
	+0
	


	Attack
	Defense
	Damage
	Initiative

	+0

	+3
	+0


	+0


Skills: Chase 4 (+5), Climb 4 (+6), Jump 2 (+4), Notice 6 (+7), Stealth 4 (+5), Survival 3 (+4)
Feats: Dumb Luck, Improved Defense, Luck 3, Well-Rounded
Stuff: Equipment 2 [decent climbing gear]
Complications: No Hero, Panicky, Rationalizer, Shutterbug, Snarky
Abilities 10 + Saves 3 + Combat 6 + Life 0 + Skills 8 + Feats 6 + Equipment 2 = 35
Rob, Fearless Mountain Climber, 35 points – played by Alec Newman

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+3
	+3
	+3
	+1
	+5
	+3


	Life
	Life Lost
	Heal
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	2
	
	Week
2 Days
Day
½ Day

	

	
	

	Toughness
	Fortitude
	

	+2
	+1

	

	
	

	Reflex
	Will
	

	+0
	+0
	


	Attack
	Defense
	Damage
	Initiative

	+1

	+1
+0 flat-footed
	+0


	+0


Skills: Acrobatics 3 (+4), Climb 5 (+10), Escape Artist 2 (+3), Investigate 1 (+4), Track 1 (+4)
Feats: Assist [Chore, Climb, Run, Track], Favored Environment [mountains], Fearless, Niche [mountain climbers], Well-Rounded 
Stuff: Equipment 3 [good climbing gear]
Drawbacks: Unluck
Complications: Adrenaline Junkie, Hero, Man of Action
Abilities 18 + Saves 5 + Combat 3 + Life 0 + Skills 3 + Feats 5 + Stuff 3 – Drawbacks 2 = 35
Jenny, Mountain Climbing Mom, 30 points – played by Kate Magowan

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+1
	+1
	+3
	+2
	+2
	+5


	Life
	Life Lost
	Heal
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	2
	
	Week
2 Days
Day
½ Day

	

	
	

	Toughness
	Fortitude
	

	+1
+0 flat-footed
	+0

	

	
	

	Reflex
	Will
	

	+1
	+0
	


	Attack
	Defense
	Damage
	Initiative

	+0


	+1
	+0


	+4


Skills: Chase 3 (+5), Climb 4 (+6), Diplomacy 2 (+7), Medicine 1 (+4), Run 2 (+4), Sense Motive 4 (+7)

Feats: Attractive, Distract, Endurance, Extraordinary Effort [Ability], Inspire, Niche [kids]
Stuff: Equipment [so-so climbing gear]
Complications: Loving Wife, Nurturing, Sweet
Abilities 14 + Saves 2 + Combat 3 + Life 0 + Skills 4 + Feats 6 + Equipment 1 = 30
Alex, Macho Mountain Climber, 35 points – played by Garry Sweeney

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+3
	+1
	-1
	+1
	+4
	+0


	Life
	Life Lost
	Heal
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	3
	
	Week
2 Days
Day
½ Day

	

	
	

	Toughness
	Fortitude
	

	+3
	+2

	

	
	

	Reflex
	Will
	

	+0
	+0
	


	Attack
	Defense
	Damage
	Initiative

	+2 w/strength-based
	+0
	+3 w/strength-based
	+0


Skills: Chore 3 (+7), Climb 4 (+8), Disguise 2 (+2), Intimidate 5 (+5), Lift 3 (+6), Survival 3 (+2)
Feats: Haymaker, Last Stand, Move-By Action, Stoic
Stuff: Equipment [so-so climbing gear]
Drawbacks: Unluck 2
Complications: Good Husband, Pugilistic, Suspicious 
Abilities 8 + Saves 8 + Combat 8 + Life 5 + Skills 5 + Feats 4 + Equipment 1 – Drawbacks 4 = 35
Anna Rakovic, Serbian Hostage, 15 points – played by Holly Boyd
	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	-4
	+0
	+2
	+2
	+0
	+2


	Life
	Life Lost
	Heal
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	1
	
	Week
2 Days
Day
½ Day

	

	
	

	Toughness
	Fortitude
	

	-1
	-1

	

	
	

	Reflex
	Will
	

	+2
	+0
	


	Attack
	Defense
	Damage
	Initiative

	+0


	+3
+0 flat-footed
	+0


	+4


Skills: Chase 3 (+5), Escape Artist 3 (+5), Sleight of Hand 2 (+4), Stealth 4 (+6)
Feats: Contacts 2 [Local, Major Influence], Distract, Feint, Language [Serbo-Croatian], Luck 4, Sneak Attack, Sucker Punch, Teamwork 2, Ultimate Effort 2 [Toughness]
Drawbacks: Can’t Speak English
Complications: Clingy, Hunted [Kidnappers], Traumatized
Abilities 2 + Saves -1 + Combat 4 + Life -5 + Skills 3 + Feats 15 – Drawbacks 3 = 15
Darko, Serbian Henchman, 70 points – played by Karel Roden
	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+3
	+2
	+5
	+3
	+2
	+0


	Life
	Life Lost
	Heal
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	2
	
	Week
2 Days
Day
½ Day

	

	
	

	Toughness
	Fortitude
	

	+3
+2 flat-footed
	+2

	

	
	

	Reflex
	Will
	

	+2
	+0
	


	Attack
	Defense
	Damage
	Initiative

	+3

	+3
+1 flat-footed
	+3
+9 w/pistol
	+4


Skills: Intimidate 6 (+6), Investigate 2 (+4), Lift 2 (+5), Reason 4 (+6), Sense Motive 3 (+8), Stealth 3 (+6) 
Feats: Connected, Contacts 2 [Local, Major Influence], Demoralize, Hasty Attack, Improved Grapple, Jaded, Language [Serbo-Croatian], Lethal, Luck, Master Plan, Sucker Punch, Startle, Turnaround, Weapon Master
Stuff: Device 2 [pistol; easy to lose]: Shoot 6
Complications: Cold-Blooded, Puts Anna First, Subject to Orders [Rakovic]
Abilities 15 + Saves 9 + Combat 20 + Life 0 + Skills 5 + Feats 15 + Stuff 6 = 70

Andy, Soldier of Fortune, 80 points – played by Eamonn Walker
	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+5
	+3
	+3
	+2
	+3
	+1


	Life
	Life Lost
	Heal
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	3
	
	Week
2 Days
Day
½ Day

	

	
	

	Toughness
	Fortitude
	

	+6
+2 w/o body armor
	+3

	

	
	

	Reflex
	Will
	

	+4
	+0
	


	Attack
	Defense
	Damage
	Initiative

	+4

	+3
+0 flat-footed
	+4 w/strength-based
	+4


Skills: Chase 3 (+5), Insight 1 (+4), Intimidate 4 (+5), Notice 4 (+7), Profession 5 [soldier] (+8), Stealth 5 (+7), Track 2 (+5)
Feats: All-Out Attack, Assessment, Chokehold, Improved Grapple, Lethal, Sneak Attack, Startle   
Stuff: Device 2 [body armor; hard to lose]: +4 Toughness; Device 2 [pistol; easy to lose]: Shoot 7, Point Blank
Complications: Cynical, Determined, Suspicious
Abilities 17 + Saves 11 + Combat 20 + Life 5 + Skills 6 + Feats 7 + Stuff 14 = 80

Chris, Soldier of Fortune, 55 points – played by Paul Anderson
	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+3
	+1
	+1
	+1
	+2
	+0


	Life
	Life Lost
	Heal
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	2
	
	Week
2 Days
Day
½ Day

	

	
	

	Toughness
	Fortitude
	

	+6
+2 w/o body armor
	+2

	

	
	

	Reflex
	Will
	

	+1
	+0
	


	Attack
	Defense
	Damage
	Initiative

	+3


	+1
+0 flat-footed
	+7 w/pistol
+5 w/shotgun
	+0


Skills: Chase 2 (+3), Concentration 1 (+2), Intimidate 4 (+4), Profession 5 [soldier] (+6) 

Feats: Defiance, Endurance, Extraordinary Effort 3 [any], Improved Recover, Lethal, Rematch, Team Player, Wrath 

Stuff: Device 2 [body armor; hard to lose]: +4 Toughness; Device 2 [pistol; easy to lose]: Shoot 7, Point Blank; Device 3 [shotgun; easy to lose]: Blast 5 (Extras: Area [2’ radius burst) 
Complications: Cocky, Overconfident, Won’t Give Up
Abilities 8 + Saves 7 + Combat 7 + Life 0 + Skills 3 + Feats 10 + Stuff 20 = 55
Mr. Kidd, Cold-Blooded Kidnapper– played by Sean Harris
	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+2
	+6
	+3
	+5
	+3
	-2


	Life
	Life Lost
	Heal
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	3
	
	Week
2 Days
Day
½ Day

	

	
	

	Toughness
	Fortitude
	

	+7
+4 w/o body armor
	+4

	

	
	

	Reflex
	Will
	

	+3
	+0
	


	Attack
	Defense
	Damage
	Initiative

	+5

	+5
+2 flat-footed
	+0


	+7


Skills: Bluff 9 (+7), Craft 4 [structural] (+10), Disable Device 3 (+9), Disguise 4 (+2), Intimidate 8 (+6), Knowledge 4 [technology] (+10), Memory 3 (+9), Notice 5 (+8), Profession 6 [kidnapper] (+12), Research 5 (+11), Run 3 (+6), Stealth 3 (+8), Survival 2 (+5), Track 6 (+9)
Feats: Aim, Coup de Grace, Desperate Attack, Diehard, Elusive Target, Grappling Finesse, Improved Critical, Improved Disarm, Inventor, Luck 4, Master Plan, Non-Descript, Redirect, Slippery
Stuff: Device 2 [body armor; hard to lose]: +3 Toughness; Device 1 [knife; easy to lose]: Strike 2 (Extras: Penetrating; Feats: Subtle); Device 1 [pistol; easy to lose]: Blast 5; Device 4 [sniper rifle w/scope; easy to lose]: Shoot 10 (Feats: Destabilizing, Progression 3 [1000’ range increment], Super-Senses 1 [10x range for sight])
Complications: Flattened Affect, Sociopath, Vindictive
Mr. McRae, Bloodthirsty Kidnapper – played by Stephen McCole
	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+6
	+0
	+2
	+2
	+5
	-2


	Life
	Life Lost
	Heal
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	4
	
	Week
2 Days
Day
½ Day

	

	
	

	Toughness
	Fortitude
	

	+6
+2 w/o body armor
	+5

	

	
	

	Reflex
	Will
	

	+0
	+0
	


	Attack
	Defense
	Damage
	Initiative

	+4

	+0
	+3 w/strength-based 
	+4


Skills: Chore 5 (+10), Disable Device 1 (+7), Disguise 5 (+3), Escape Artist 1 (+6), Intimidate 6 (+4), Notice 3 (+5), Profession 4 [kidnapper] (+6), Search 7 (+7), Track 5 (+7) 

Feats: Brute Force, Chokehold, Coup de Grace, Lethal, Luck 4, Non-Descript, Power Attack, Slam, Stonewall, Wrath
Stuff: Device 2 [body armor; hard to lose]: +4 Toughness; Device 1 [knife; easy to lose]: Strike 2 (Extras: Penetrating; Feats: Subtle); Device 1 [pistol; easy to lose]: Blast 5; Device 4 [shotgun; easy to lose]: Blast 5 (Extras: Area [burst], Knockback; Feats: Sudden 2; Drawbacks: 25’ range increment); Device 4 [sniper rifle w/scope; easy to lose]: Shoot 10 (Feats: Destabilizing, Progression 3 [1000’ range increment], Super-Senses 1 [10x range for sight])
Complications: Casual Killer, Relentless, Sadistic
To: Casualty #1 in A Lonely Place to Die

From: Your GM

Re: Your New Character
You’re Darko, the right-hand man of Mr. Rakovic, a fearsome yet honorable Serbian crime boss.  On May Day, Rakovic’s eight-year-old daughter Anna was kidnapped.  Your boss soon received a ransom message on his home phone.  Rakovic records all his messages, so you have a copy of the message on a CD you’ve labelled “Dead Man.”  (Want to hear it?  Just ask!)
The kidnappers want Rakovic to deliver six million Euros to Bannerman’s Pub in the remote Scottish town of Annan Mor.  They picked 6 PM on May 8 for the meeting, presumably to coincide Fastern’s E’en, Scotland’s version of Mardi Gras.

Your overriding priority is to get Anna back alive.  You’ll even let the kidnappers get away with the ransom if that’s the only way to save Anna’s.  But you absolutely will NOT hand over the money on faith.  And you’re willing to risk your life to teach the kidnappers a lesson they’ll never forget.  Mr. Rakovic wants Anna’s captors alive if possible, but he’ll settle for dead.
To aid you in your task, you’ve recruited two English soldiers of fortune, Andy and Chris.  You’ve never met them before but they have excellent reputations in the underworld for competence and professionalism.

You arrived at Edinburgh Aiport at 2:05 PM today.  Andy and Chris picked you up.  If the current time is between 2:30 and 5 PM, the three of you are en route to Annan Mor.  If the current time is after 5 PM, you’re in Annan Mor already.
Good luck!  Mr. Rakovic loves his daughter… and hates disappointment.
To: Casualty #2 in A Lonely Place to Die

From: Your GM

Re: Your New Character

You’re Andy, an extraordinarily talented English soldier of fortune.  You just accepted a lucrative contract from the Rakovic crime family of Serbia.  Darko, Mr. Rakovic’s right-hand man, says that his boss’s daughter, Anna, has been kidnapped.  Your mission: Help Darko safely recover Anna, and hopefully teach her kidnappers a lesson.  
You and your partner Chris have excellent reputations in the European underworld, and you don’t want to disappoint a man of Rakovic’s stature.  Darko’s in charge of the mission, and you respect him.  At the same time, though, you’re a little worried these Serbians plan to double-cross you.

Darko flew into Edinburgh Aiport at 2:05 PM today.  You and Chris picked him up.  If the current time is between 2:30 and 5 PM, the three of you are en route to Annan Mor.  If the current time is after 5 PM, you’re in Annan Mor already.

To: Casualty #3 in A Lonely Place to Die

From: Your GM

Re: Your New Character

You’re Chris, a talented English soldier of fortune.  You just accepted a lucrative contract from the Rakovic crime family of Serbia.  Darko, Mr. Rakovic’s right-hand man, says that his boss’s daughter, Anna, has been kidnapped.  Your mission: Help Darko safely recover Anna, and hopefully teach her kidnappers a lesson.  

You and your partner Andy have excellent reputations in the European underworld, and you don’t want to disappoint a man of Rakovic’s stature.  Darko’s in charge of the mission, and you respect him.  As always, though, you’ll follow Andy’s lead.

Darko flew into Edinburgh Aiport at 2:05 PM today.  You and Andy picked him up.  If the current time is between 2:30 and 5 PM, the three of you are en route to Annan Mor.  If the current time is after 5 PM, you’re in Annan Mor already.

To: Casualty #4 in A Lonely Place to Die

From: Your GM

Re: Your New Character

You’re Anna Rakovic, the eight-year-old daughter of one of Serbia’s greatest men.  Everyone respects your dad and tells you how strong and smart he is.  But last week, two men kidnapped you right in front of your school in Belgrade.  They shoved you in a trunk and drugged you.  When you woke up, you were buried in a box with nothing to eat and only a few bottles of water to drink.
You were stuck in that horrible box for almost a week until five strange people (they don’t speak a word of Serbo-Croatian!) found you.  You’re still not sure if you can trust them, but what choice do you have?
