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STORYTELLER’S  INTRODUCTION TO WINTERPORT

Winterport is  a small town on the Br it ish coast, with a population of 3.500. It is  
very old, with many histor ic buildings, and has  been a working harbour  town 

since the ninth century. There is  only one of everything in Winterpor t, because 
it's  so small - one police station, one hospital, one pr imary school, one 

comprehensive school, one supermarket. A few farms  and a nature reserve, 
along with many other  things  are just outside the town boundar ies. 

STORYTELLER©S  SUMMARY OF THIS   STORY

 This  story is  in five chapters. 
In the first, the characters  find themselves  in school, ear ly on a Saturday morning, for  a 

club meeting (the type of club is  up to you, based on the characters’ interests). Oscar  
Taylor , a fellow member  of the club, talks  about a mis sing baby elephant mentioned o n the 
news, taken from Winterpor t Wildlife Park yesterday. Pretty soon, one of the c lub hears  a 

trumpeting noise coming from outside — an open topped truck is  dr iving past and the 
elephant can be seen through a gap in the side! It is  up to the characters, using the items  

to be found in the school, to find out about the truck and who is  dr iving it - it is  a hire truck, 
the (false) name and (real) addres s  (leading to chapter  two) is  with the truck company's  

secretary.
In chapter  two, the characters  visit the address  they discovered in chapter  one. The house 
is  big and spooky, but many clues  are there, including more details  of the dr iver ; they find 
out it 's  a man, not from this  country, not from this  country, who works  as  secur ity (and has  
spare keys) for  Winterpor t FC football c lub, leading to chapter  3. There may also a ghostly 
encounter  awaiting the characters: it has  nothing to do with the plot or  the supernatural, 

but it 'l l keep the players  on their  toes!
Chapter  three opens  after  a shor t tr ip to Winterpor t FC. The characters  must look for  c lues  

concerning the myster ious  truck dr iver  and the mis sing elephant. There is  the chance to 
play in a five - a- side match with some of the c lub players, many other  diversions  are in the 

ground's  many buildings. The clues  that the characters  are looking for  are to be found in 
the players’ shower  room and the referee's  work locker . Once these clues  are found, they 

will lead to chapter  four .
The next chapter  takes  the characters  on a journey to the harbour. There are areas  to visit 

here, but t he real discover ies  happen when an escaped penguin from the Zoo needs  
catching! Once it finally comes  to a halt, the characters  can see a boat hidden from view, 
with unusual markings  on it. Oscar  or  another  non-player  character  will suggest calling 

the police at this  point, and young officer  Merton will join the c lub for  the final stages  of the 
story.

In the last chapter , chapter  five, The club get on the boat and explore. It has  been 
converted into a floating house for  the story's  villain. On board is  evidence of the man's  

real identity, along with maps  of the wildlife park, the chandlers  store owner 's  details  and 
cargo ferry docking times. The plan is  now clear  — the stranger  was  master  of ceremonies  
for  an overseas  circus, needing to steal the elephant to increase interest. After  stealing it 
and stor ing it in the foo tball c lub until he could change trucks, he had ar ranged to  hide it 

in the chandler 's  storeroom for  a few days, then package it up as  cargo to ship to his  
circus  by pr ivate fer ry. The elephant, and a red-faced chandler , are still in his  storerooms.



CHAPTER ONE  - THE  AFTER SCHOOL  CLUB

PLAYER INTRODUCTION
Your  story begins  at the flat owned by your  school. Older  children sometimes  live in the 

flat over  weekends, to practice things  like cooking and cleaning - it is  also used for  
school c lubs, like the (your  choice) club that should be  star ting as  soon as  the last 
member, Oscar , ar rives. You can hear  blustery wind outside the window and a radio 
chatters  in the background...did you just hear  the words  ‘wildlife park' and ‘burgled'?

LOCATIONS
1 - LIVING / B EDROOM.
CHARACTER©S  INTRODUCTION “You are in the combined living room and bedroom. To 
the North is  the front doo r  and two locked windo ws. A walk-in kitchen area is  to the 
South, along with a shut door . In the middle of the room is  a badly-made bed 
sur rounded by cr isp bags. Two sofas, a cupb oard and a small table with a lime green 
phone are also scattered around this  room. The walls  are covered with posters  of pop 
bands  and footballers. What looks  like a pile of clothes  is  underneath the North 
window.”
STORYTELLER NOTES  Give the players  a while to get used to their  surroundings  and 
each other. In the pile of c lothes  is  a set of keys, which unlock anything that is  locked in 
this  flat. Two o f the cr isp b ags  are half full, one has  a five pound winning competit ion 
ticket in it! There is  a pound coin wedged under  one of the sofa cushions. After  a while, 
Oscar  Taylor  arr ives...
OSCAR male, 11, physical 9, mental 14, dex 12, people 16
con 9, height medium, weight small, appearance brown hair , blue eyes, glas ses
equipment magnifying glass, blank floppy disc, money £4.50
quirks  and skills  speaks  very quickly, internet exper t 
character  notes, well known for  being clever  and fr iendly, Oscar  is  popular  at school.
Oscar  eventually mentions  the following - “hey, have you heard the news? An elephant 
has  gone mis sing from the Wildlife Park. The police think it©s  been stolen! It must be 
very diff icult to steal a whole elephant” 
2 - KITCHEN
CHARACTER©S  INTRODUCTION “This  open kitchen is  set off the main room. It looks  
like the same people that installed the school kitchen also installed this  one. There is  a 
four-r ing electr ic cooker , a fr idge freezer , tea making equipment and anything you may 
need to prepare and eat t he food stored in the eye-level cupboards. A serving hatch 
has  been knocked through the East wall.”
STORYTELLER NOTES  There is  nothing else of interest in this  kitchen. Remember  a 
kitchen already has  a lot of things  in it!
3 - TOP COR RIDOR
CHARACTER©S  INTRODUCTION “A cor ridor  leads  South through the flat. It has  been 
painted in cheap cream coloured paint and has  really ter rible framed pr ints  on the wall. 
A locked coat cupb oard is  at t he top of the corr idor, on the East wall. Half way do wn 
the cor ridor, there©s  a vase of fake flowers”
STORYTELLER NOTES  Locked in the coat cupboard is  the caretaker©s  tool set. In 
there, there is  a filofax. Under  ‘ I', the players  can find the pas sword to access  the 
internet here. An old roadworker 's  luminous  jacket is  also here. The vase of fake 
flowers  have their  own descr iption, below.



4 - VAS E  OF FAKE  FLOWER S
CHARACTER©S  INTRODUCTION ªThis  green smoked glas s  vase, sitting on a round, well 
polished table, is  truly hor rible. The flowers  contained in the vase are both unrealistic and 
covered in dust. The water  is  black with years  of drowned flower-dustº
STORYTELLER©S  NOTES  The reason this  vase has  never  been taken care of is  that one of 
the flowers  has  a hidden microphone in it and none of the c leaning staff can remember  
which one. Anything said in this  location is  broadcast around room 8, the conservatory.
5 - BATHROOM
CHARACTER©S  INTRODUCTION ªThe bathroom is  heavily t iled, green and very clean. A 
door  is  on the East wall. There is  a bath, a toilet, a linen cupb oard and a tasselled carpet 
cover ing the whole floor .º
STORYTELLER©S  NOTES  There is  nothing unusual in this  bathroom. The linen cupb oard 
contains  bedding and towels. There are, of course, var ious  soaps  and shampoos. There is  
nothing remarkable about the carpet.
6 -  WE ST  LOUNGE
CHARACTER©S  INTRODUCTION ªThe west lounge is  a good place to relax away from the 
main room. It©s  sur rounded by cur tains  with two covered storage areas  to the North and 
South. There are bean bags  to sit on. Mood lighting abounds  in both this  and the East 
lounge which you can see clear ly from here. The bathroom do or  is  to the West.º
STORYTELLER©S  NOTES  There is  a music centre behind the curtains  to the North. In the 
player  is  a CD by winterport FC supporters  club, called ªCome On You Portersº. If the 
character  can learn this, it may prove useful in later  chapters!
7 - EAST  LOUNGE
CHARACTER©S  INTRODUCTION ªTHE East lounge is  relaxing with shaded lighting. To the 
East, you can see a  dir t encrusted do or. There are bean bags  to sit on. A telephone sits  on 
the floor. The West lounge and a door  at the far  end o f it are West. There are two storage 
areas, covered by cur tains, on the North and South walls.º
STORYTELLER©S  NOTES  Bur ied under  var ious  fancy dress  clothes, in the South storage 
area, is  a telephone directory for  Winterpor t.
8 - THE  CONSE RVATORY 
CHARACTER©S  INTRODUCTION ªThe door  to this  room is  locked. Inside is  a glas s-walled 
area with a small garden outside it, surrounded by a high wall. There is  a line of filing 
cabinets  against t he South wall and a computer  on a table in the middle of the room. A 
threadbare stool sits  under  the table. There are speakers  in the top corners  of the roo m. A 
glas s  door  leads  South, into the gardenº
STORYTELLER©S  NOTES  The computer  has  var ious  school records  from the mid 1990s  on 
it. It also has  internet acces s, providing they have the password from the cupb oard in the 
corr ido r .

This  location is  designed to let the players  get used to moving around in the game, 
interacting, making maps  etc. Once Oscar  (Location  1) has  given his  information, the 
storyteller  should let the players  continue. Once one or  more of the characters  (not 
counting Oscar) is  in the living / bedroom, the following should happen - 



THE ACTION
Once Oscar  arr ives  on the scene, the players  should be allowed to do whatever  they want 
in the flat, discover ing the var ious  items  there. Eventually, once one or  all o them are in 
room 1, a truck should be clear ly visible, dr iving along the nearby road. The sign on the 
door  of the truck says  `FLANDERS  TRUCK  HIRE' with a phone number  underneath. 
Through a gap in the back do or  of the truck, a large grey mammal is  c lear ly visible! The 

sound o f trumpeting also echoes  through the neighbourhood. This  is  automatically 
witnes sed if a character  is  looking out of the window; a  `mental' roll is  required to 

remember  these details  later . The company also has  a website. There are records  of a `Mr. 
Horace Bennett ' hir ing that t ruck at t hat t ime if there are enough details  available to the 

characters. The characters  can find out the addres s  of the house in chapter  two by using 
the internet (`mental' roll required to be successful) or  by r inging the Flanders  Hire 

Company and succeeding at a `people' roll to get the information from the receptionist. 
The characters  all know the street that the house is  on.... 
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CHAPTER TWO - THE  HOUSE  ON THE  CORNER

PLAYER INTRODUCTION
The house in front of you is  quite well known among the children in Winterport - it has  been 

derelict for  many years  and it©s  dusty, half-open windo ws  and mos s-covered walls  make 
you feel uneasy. Old fashioned milk bottles  and o vergrown or  dead pot plants  seem like a 
per fect match outside the light blue, cracked do or. You know, however, that important 

clues  may lie within....remember  to make a map!
 

LOCATIONS
1 -  THE  MASTER  B EDROOM
CHARACTERS  INTRODUCTION ªYou are standing in a once - grand master  bedroom. A 
door  leads  South, another  do or  leads  East. Old papers  and broken glass  are scattered all 
over  the floor. The furniture has  all fallen to pieces, apar t from one wardrobe on the North 
wall. Bedclothes  hang from the windows  - more bedclothes  are strewn around the base of 
the bed.º
STORYTELLER©S  NOTES  There is  a newspaper   hidden under  the bed sheets  with tod ay©s  
date on it. Also, among the papers  is  a letter , wr itten in French, simply saying ªoperation 
Noah is  goº. The wardrobe door  is  very stiff , requir ing a `physical' roll (+2 to d ie roll, it 's  
stuck tight!) to o pen. Inside, there is  a top hat.
2 - THE  PRIVATE  LIB RARY
CHARACTER©S  INTRODUCTION ªThis  old fashioned pr ivate library is  no longer  at it©s  best - 
the roof high shelves  are mainly empty, apart from some books  on two of the top shelves  
and some papers  on a lower  shelf. Old book spines  and d ecomposing paper  is  making 
your  shoes  sticky. An old library ladder, the type on wheels  that creeps  around the library 
wall, is  here.º
STORYTELLER©S  NOTES  If the characters  don©t clean their  shoes, they will leave footpr ints  
all over  the house. Once they enter  a room again, mention `myster ious  footpr ints, weren©t 
there before'. See if they can figure out where they're coming from! If the characters  use 
the ladder, roll a die for  each turn they're on it - on a 1 or  2, the rung they're standing on 
breaks  sending the character  c latter ing to the ground (losing 1 die's  worth of CON). The 
books  on the higher  shelves  are encyclopaedias  pr inted in 1923. The papers  are an 
application form for  a work permit and a Winterport FC secur ity badge with `one of two' 
wr itten on it. This  is  in a clear  plastic envelope - there is  an empty clear  plastic envelope 
also on this  pile.
3 - UPPE R  HALLWAY
CHARACTER©S  INTRODUCTION ªThis  dusty upper  hallway leads  South. To the East and 
West are open do ors. The hallway now seems  to act as  a storage area for  cobwebs.ª
STORYTELLER©S  NOTES  There is  nothing remarkable about the upper  hallway.
4 - GUEST  BEDROOM #1
CHARACTER©S  INFORMATION ºThe shape and size of this  room m ake you think that it was  
once a spare bedroom. Now it©s  covered in off-white sheets  that are slowly moving back 
and for th in the cold wind. There is  a cubboard in the South wall. A door  leads  Westª.
STORYTELLER©S  NOTES  There is  a coat hanger  hanging in the cupboard. Examining the 
coat hanger  will reveal the crest of Winterpor t FC and ºstaffª pr inted in raised plastic on it.



5 - UPPE R  STAIRWAY
CHARACTER©S  INTRODUCTION ªThe ceiling seems  very high up as  you stand at the top of 
the stairs. Bits  of red patterned carpet are still attached to them and the floor  at the top 
step. These stairs  look pretty dangerous!º
STORYTELLER©S  NOTES  Characters  must roll equal or  lower  to their  DEX to get up or  
down these stairs. Take two from the roll, it looks  more diff icult t han it is. All characters  
must roll individually. If they fail, the character  concerned loses  2 CON points  and must do 
the roll again. If they succeed, they hang on to a secure part of the bannister. If they fail, 
the character  falls  do wn the stairs, losing a die©s  worth of CON. 
6 - GUEST  BEDROOM #2
CHARACTERS  INTRODUCTION ªThe room in front of you was  probably once a guest room. 
All of the wallpaper  has  been removed leaving the walls  scorched and brown. There is  a 
rustling sound coming from here somewhere....there is  a cupboard in the North wall and a 
door  leads  out West.º
STORYTELLERS  NOTES  The rustling is  coming from under  the floorboards. If the 
characters  hunt this  out. They will find RATS  are making this  noise. The scratching should 
come from var ious  par ts  of the room before they are discovered.
7 - BATHROOM
CHARACTERS  INTRODUCTION ª This  bathroom is  covered in cracked tiles, which must 
have been beautiful when new. There is  a bath and a toilet. The fixtures  are all bras s. A 
telephone directory sits  next to the toilet. A door  leads  out West - to the left of this  is  a linen 
cupb oard.º
STORYTELLERS  NOTES  Surpr isingly, the water  supp ly is  on. Everything is  as  descr ibed 
above. The telephone directory is  open on the `truck hire'section. There is  a small mark 
next to the number  for  Flanders  Truck Hire. The bath has  been used over  the last week or  
so. Stale old blankets  are in the linen cub board.
8 - STORAGE  ROOM
CHARACTERS  INTRODUCTION ªon opening the do or, you see nothing - except a glowing 
bod y - shaped entity, swaying myster iously and wobbling it©s  luminous  arms  at you!º
STORYTELLERS  NOTES  It©s  another  luminous  worker©s  jacket. There is  no light in this  
room. The window has  been boarded up. Also in the room is  a pile of old o range boxes  full 
of `78` records  and a wallet. In the wallet is  a picture of a man in a top hat and a red jacket, 
car rying a whip. It loo ks  like an old photograph (1956 to be precise). Also in the wallet is  a 
complementary season ticket t o Winterpor t FC. A huge set of keys  hang on a nail ham-
mered in to the back of the door  - these contain a set of spare keys  for  Winterpor t FC 
ground, each has  a tiny crest engraved on it.
9 - KITCHEN
CHARACTERS  INTRODUCTION ªA door  leads  West from here. This  dark, grease-brown 
kitchen has  kitchen utensils  and broken glas s  scattered over  the floor . A huge pile of 
plates  sits  next to the sink. Mouldy food is  gett ing mouldier  on the table against the South 
wall. 
STORYTELLERS  NOTES  There are seventeen plates  in the pile - that©s  how long the truck©s  
dr iver  has  been living here.



10 - LOWE R  HALLWAY NORTH
CHARACTERS  INTRODUCTIONª This  open-plan seating area has  two dusty red leather  
settees  in it, along with a coffee table and three books  upon it. There is  a toilet room in the 
North East corner  and a do or  to the North.º
STORYTELLERS  NOTES  The books  are ªthe history of Winterpor t FC, a council bluepr int of 
the football ground and a catalogue of animal feeds  pr inted in French. 
11- DINING ROOM
CHARACTERS  INTRODUCTION ºThis  dusty old dining room looks  like no-one has  been in it 
for  years. Cobwebs  piled with dir t and d ust hang above an oak oval table that do minates  
the room. A door  leads  North. A set of do uble doors  and a single do or  lead Southª
STORYTELLERS  NOTES  If the characters  examine the room, they will find o ne set of size 
10 footpr ints  going in and out the kitchen door  to the nor th.
12 - LIVING ROOM
CHARACTERS  INFORMATION ºYou have entered the old living roo m. There are no broken 
windows  in here, the air  has  a musty smell. Coloured glass  diamond shapes  in the 
windows  cast an eer ie red and purple light over  the otherwise empty room. There is  a 
fireplace in the West wall with a bottle on it.ª
STORYTELLERS  NOTES  Please draw the roo m and exits  for  the benefit of the players. The 
bottle used to contain a Cola dr ink, and is  quite rare. It is  worth £150! If the characters  dig 
in the grate, they will find a half-burned pouch full of Edwardian coins  - worth £50 to a 
collector .
13 - LOWE R  HALLWAY SOUTH
CHARACTERS  INTRODUCTION ºThere is  nothing exciting about this  area. It©s  painted light 
blue - as  far  as  you can make out through the cobwebs. 
STORYTELLERS  NOTES  Please draw this  area for  the players. There really isn©t anything 
exciting about this  area.
14 - SEATING AREA
CHARACTERS  INFORMATION ªHere is  where the Edwardian gentry that held par ties  here 
would smoke cigars  and talk after  dinner . Can you still smell the vaguest touch of stale 
cigar  smoke in the air?º 
STORYTELLERS  NOTES  Nothing of interest in this  roo m. Again, a diagram of this  room 
would be useful for  the players.
15 - PLANTS
CHARACTERS  INFORMATION ªThis  aspidistra plant is  growing very well. There is  a green 
canvas  bag next to it©s  huge earthenware vase.º
STORYTELLERS  NOTES  In the bag is  a var iety of tools  and a very old picture of a 
traditional gypsy caravan. In the pot, hidden under  the topsoil, is  an old wood en casket 
containing an empty bottle. The label has  been removed. There is  a drop left in there - it©s  
an elephant tranquilliser  and will knock any character  touching the liquid into hospital and 
out of the game!



16 - CUPBOARD
CHARACTERS  INTRODUCTION ªThis  cupboard is  tr iangular  and has  a walk-in entrance to 
the North East. It is  full of old cardboard boxesº
STORYTELLERS  NOTES  The boxes  contain hundreds  and hundreds  of copies  of the 
ªPsychic Weeklyº newspaper, dating from the 1940s  to the 1960s. This  house is  mentioned 
in the one dated with tod ay©s  date every year  between 1949 and 1956, with var ious  
separate incidents.
17 - DUSTY CUPBOARD
CHARACTERS  INTRODUCTIONªThe exit from the dusty cupboard you©re in is  a set of 
double do ors  to the North East. There are items  wrapped in brown newspaper  here.º
STORYTELLERS  NOTES  These items  are old crockery, stored then forgotten many years  
ago. The pile is  very unstable - if a character  touches  this  pile, he / she must per form a 
`dexter ity' roll or  the whole lot goes  over , smashing loudly!
18 - LOWE R  LANDING
CHARACTERS  INTRODUCTION ªThis  open-plan lower  landing area has  dir ty paintings  of 
ocean liners  hanging from the walls. The floor  is  dir ty red with golden inlays. There are two 
wicker  chairs  alongside each other  in the middle of the room.º
STORYTELLERS  NOTES  If the characters  closely investigate the room, they may find 
(`mental' roll required) the SECRET  ROOM to the West, which can be entered through 
either  one of two secret do ors  in the wall. This  contains  an old (unloaded) musket, a 
rocking chair  and a dr ink canister  in the corner .
19 - BATHROOM
CHARACTERS  INTRODUCTION ªThis  cream tiled bathroom has  a neat litt le hot-tub in the 
corner  and a row of framed pr ints  of scenes  from overseas.º
STORYTELLERS  NOTES  Again, the water  is  on but the heating is  not. Nothing is  unusual 
about this  room.
20 - FRONT  DOOR
CHARACTERS  INTRODUCTION ªThe front door  is  covered in cracked blue paint and 
sur rounded by plant pots. It looks  locked.º
STORYTELLERS  NOTES  If the players  inspect the door , they will discover  that it has  been 
opened recently. If they succeed a `mental' roll or  look specifically, they will discover  the 
spare front do or  key hidden under  a plant pot.
21 - POTTING SHED
CHARACTERS  INTRODUCTION ªOnce this  room was  a busy working garden potting shed. 
Old ear thenware pots  and a couple of trowels  are on the floor . Decades-old compost 
moulds  on the working table. There is  a locked and bar red door  to the East.º
STORYTELLERS  NOTES  There is  nothing unusual about t his  room.
22 - PANTRY
CHARACTERS  INTRODUCTION ªThe old pantry is  full of half - lit, apparently empty 
shelves. A large cooking pot is  in the middle of the floor .º
STORYTELLERS  NOTES  There are three jars  of pickled gherkins  on one of the top shelves. 
A small box of muslin c loth cut into squares  is  in the cooking pot.
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CHAPTER THREE - THE  FOOTBAL L  GROUND

CHARACTER©S  INTRODUCTION
You©ve made it to Winterport FC football ground - The od d fan is  waiting outside the large 
ground - Its  pitch is  sur rounded by rooms  and storage areas  for  use of the c lub. The fans  
come through the turnstiles  to the South and straight up into the seating areas  above the 
rooms. Why do you feel like something very, very strange has  happ ened recently in the 

long and var ied history of Winterpor t Football Club?

STORYTELLERS  NOTES
The clues  scattered around the last chapter  should have led them here - the journey 

requires  no action from you, unles s  they try to do  something else on the way! There are 
doors  all around the lower  areas  - it may be useful to draw a map, room by room, for  the 
players. All of the characters  below know that a new secur ity team was  taken on two or  
three weeks  ago. The first person or  group heard singing the `Winterpor t FC' song from 

chapter  one is  given a season ticket (or  one each for  a group) by the delighted and 
nostalgic character !

1 - DON©S  NEWSAGENTS
CHARACTERS  INTRODUCTION ªDon©s  newsagents  is  cluttered with racks  of chocolate 
bars, shelves  of grocer ies, newspapers  hanging from display hangers. Don is  behind the 
counter, trying to gr in at you.º
CHARACTER - DON male, 47, physical 12, mental 13, dex 9, people 16
con 12, height medium, weight large, appearance bald, heavyset,, blue eyes, scowl
money £20
quirks  and skills; lightning quick at sums, tattoos  up both arms
character  notes, blunt and to the point, but fr iendly enough.
STORYTELLERS  NOTES  Anything you may normally buy from a newsagent can be bought 
here. They also sell the club magazine and, under  the counter , genuine autographs.
2 - NICE  PLAICE  FISH AND CHIP SHOP
CHARACTERS  INTRODUCTION ªyou enter  the fish and chip shop owned by Mrs. Nice, 
who©s  smiling at you under  her   massive chef©s  hat. Huge cartoon fish ado rn the walls, you 
feel like you're at the beach.º
CHARACTER MRS. NICE female, 43, physical 9, mental 15, dex 14, people 14
con 9, height small, weight large, appearance long g inger  cur ly hair , blue eyes, white work 
jacket and huge chef hat
money £35
quirks  and skills; speaks  fluent Italian, c lassically trained chef
character  notes, always  gives  children chocolate chip cookies  when they come into the 
shop. Often slips  into Italian by accident - you choose when.
STORYTELLERS  NOTES  The chips  here are the best in town, if not the county. Every fan of 
the c lub visits  here before or  after  the matches.



3 - WINTERPORT  FC SUPPORTE R©S  SHOP
CHARACTERS  INTRODUCTION ªThe supporter  shop has  huge curved glas s  windows  
around it and an electronic roller  shutter  in the do orway - it©s  closed today.º
STORYTELLERS  NOTES  The roller  shutter  cannot be opened using any keys  found through 
this  story. If the characters  somehow end up here, remember  at this  location - and in the 
rest of this  story - breaking and enter ing is  a ser ious  cr ime, you'd better  have a very good 
reason for  having to do it! Inside, there are racks  of t-shir ts  and magazines, cups  and 
sticks  of rock, gifts  and gadgets, all with the c lub logo on. There are boxes  more in the 
storeroom.
4 - ‘THE  GOALIES  ARMS’ SUPPORTER S  CLUB
CHARACTERS  INTRODUCTION ªA huge man is  standing in the way of the do or  of this  
member©s  social club dedicated to the supp orters  of Winterport FC.º
If the characters  get past Spike (using skill or  a die roll of some sor t), then;
ªInside The Goalies  Arms, the dark woodwork of the tables  and chairs  is  emulated in the 
bar , the walls  and the ceiling. Everything is  dark brown! It's  very smoky in here and you 
cough as  you get fur ther  into the main room. There is  a man by the bar , looking vaguely at 
a fruit machine.º
CHARACTERS  
SPIKE  THE LANDLORD male, 56, physical 16, mental 14, dex 8, people 12
con 16, height tall, weight large, appearance grey fuzzy hair , grey eyes, looks  very strong
money £45
quirks  and skills  very good judge of weights  and measures, hard of hearing in left ear.
character  notes, gruff and blunt, will do pretty much anything for  the r ight money.
BILLY male, 29, physical 6, mental 7, dex 18, people 17
con 6, height small, weight small, appearance thick straw-coloured hair , blue eyes, wide 
gr in
equipment three dar ts, pack of cards, money £17
quirks  and skills  knows  loads  of good jokes, tr ivia exper t 
character  notes, everyone©s  fr iend, Billy is  a regular  at t he supporters' club. He's  heard 
there's  been strange goings  on here recently and will be able to correctly answer  any 
question he's  asked on a roll of 1 or  2 on a die. Maximum of six questions!
STORYTELLERS  NOTES  This  is  exactly how it sounds. Spike and Billy are characters  to 
interact with, a club setting has  many props  and pos sibilities  to have some fun. Why not 
introduce another  character  of your  own, or  have a pub quiz in the game?
5 - COR RIDOR
CHARACTER INTRODUCTION ªYou are in a cor ridor  made of corrugated metal and 
plastic. It leads  South - there are no lights  on, you can only see twenty feet do wn the 
corr ido r .º
STORYTELLERS  NOTES  The do or  to the North can be opened using the keys  from Chapter  
two. There is  nothing unusual about this  cor ridor . A light switch is  next to the North door , 
on the inside wall.



6 - FEMALE  TOILETS
CHARACTERS  INTRODUCTION ªIn here are rows  and rows  of toilet cubic les, all painted in 
Winterport FC's  colours, red and white.º
STORYTELLERS  NOTES  These toilets  are unremarkable.
7 - MALE  TOILETS
CHARACTERS  INTRODUCTION ªthere are rows  and rows  of toilet cubic les  here, all 
painted in the team colours  of red and white.º
STORYTELLERS  NOTES  There is  nothing remarkable about this  room.
8 - EQUIPMENT  LOCKE R
CHARACTERS  INTRODUCTION ªThe contents  of this  locker  are a spor ts  fanatic©s  dream - 
the outdoor  training equipment used by Winterpor t FC, along with supp lies  for  every sor t 
of field game you can imagine. Dozens  of chairs  and tables  are stacked against the West 
wall. Only the doors  to the East lead out.º
STORYTELLERS  NOTES  There is  nothing else of importance here.
9 - PRESS  BOX LOUNGE
CHARACTERS  INTRODUCTION ªIn here are a pair  of binoculars  on the central food table. 
Around the walls  of the roo m are fr idges  full of food and dr ink. A Winterpor t FC crest is  on 
the wall. There is  a telephone next to the binoculars.º
STORYTELLERS  NOTES  This  room has  nothing else of importance about it.
10 - PR ES S  BOX
CHARACTERS  INTRODUCTION ªA tangle of wires  and machinery sur round the big windo w 
in the South wall, through which repor ters  view the match. The walls  are decorated with 
photos  and paintings  of the ground and past players. Doors  lead West and South.º
STORYTELLERS  NOTES  The broadcasting equipment can be used for  contacting taxis, the 
police, nearby trucks, and many other  people linked by radio, if the character  attempting it 
can roll a `mental' succes s. The character  will contact all of them at once... 
11 - PLAYE RS  GYM
CHARACTERS  INTRODUCTION ªThere are ten separate weight machines  here, all purple 
and sparkling with brand names  all over  them. A security guard,who hasn't seen you yet, 
is  cleaning the floor .  You can see sunlight through the cracks  in the double doors  to the 
west. A wide door  leads  East.º
STORYTELLERS  NOTES  The secur ity guard will call the police if the characters  are 
trespas sing and cannot talk their  way out of it. He is  halfway through cleaning huge 
footpr ints  off the floor , coming from the East door  and leading through the West do or .
12 - PLAYE R©S  SHOWE RS
CHARACTERS  INTRODUCTION ªThe player©s  communal shower  room is  huge, with big 
doors  leading out t o the West and a single door  leading South. The floo r  is  wet. A green 
canvas  bag sits  in a dry corner  patch.º
STORYTELLERS  NOTES  The elephant was  hidd en in here for  a while (since the beginning 
of the story). It has  just been taken, in another  lor ry, to Winterpor t harbour, after  
showering the hay and dir t off (leaving it c logg ed in the drain if anyone examines  the room 
or  the drains). In the bag there is  a postcod e and the word `Mir imar '. The postcod e 
belongs  to the harbour  area, more specifically the fish market, the chandler  and the police 
station.



13 - COR RIDOR
CHARACTERS  INTRODUCTION ªThis  is  the corr ido r  which the players  run do wn to star t 
the game on match days. There are crests  and well known soft dr ink logos  all over  the 
place. A door  leads  North, another  South.
STORYTELLERS  NOTES  Nothing unusual is  in this  cor ridor, apar t from a gold r ing on the 
ground. It belongs  to one of the players, the str iker  Gus  Howards, who will give the 
appropr iate player/s  an `acces s  all areas' pass  for  the next match.
14 - HOME  SIDE  CHANGING ROOM
CHARACTERS  INTRODUCTION ºAll of the home side kits  hang on display in this  small 
changing room. Empty bubblegum wrapp ers  have been thrown all over  the floor . There 
are benches  around the walls, with kit hooks  above them. A door  leads  North.ª
STORYTELLERS  NOTES  Nothing unusual about this  room.
15 - AWAY SIDE  CHANGING ROOM
CHARACTERS  INTRODUCTION This  changing room is  completely empty. A por table gas  
fire stands  in the corner. Benches  and hooks  are secured to all of the walls.The only door  
out is  in the West wall.º
STORYTELLERS  NOTES  Nothing unusual in this  room.
16- MATCH OFFICIAL  QUARTE RS
CHARACTERS  INTRODUCTION ªThe match official quarters  is  wood panelled with a door  
on the North wall. A desk is  against the South wall.º
STORYTELLERS  NOTES  There are red and yellow cards, notebooks, whistles  and 
as sor ted paperwork in the desk.
17 - REFER EE  QUARTE RS
CHARACTERS  INTRODUCTION ªThe ref©s  uniform hangs  against t he South wall of this  
br ightly painted o ffice room. A locker  is  against the East wall and a do or  leads  North.º
STORYTELLERS  NOTES  One of the keys  from chapter  two opens  this  locker . In the bottom 
of the locker , in a green canvas  bag, is  a set of keys  with `mir imar ' engraved on each one - 
these are keys  for  the boat in chapter  five.
18 - EXECUTIVE  CLUB ROOM
CHARACTERS  INTRODUCTION ªA huge crest is  emblazoned on the wall of this  room, 
which has  absolutely nothing in it except one plastic chair  and a cold cocktail sausage on 
the floor. A door  leads  East.º
STORYTELLERS  NOTES  This  room has  nothing unusual about it.
19 - EXECUTIVE  BOARDROOM
CHARACTERS  INTRODUCTION ªA huge Winterport FC crest is  on the wall, next to the 
Winterport town council emblem. A speaker 's  pod ium is  against the North wall.º
STORYTELLERS  NOTES  The microphone in the speaker©s  stand has  been left on - very, 
very loud. It is  also connected to the main tannoy above the pitch. If characters  say 
anything on the pod ium, or  make any loud noises, the sound will boom all over  the stadium!

STORYTELLER NOTE - The players  should now have enough clues  to think it©s  worthwhile 
going to the harbour...
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CHAPTER FOUR - THE  HARBOUR

CHARACTERS  INTRODUCTION
ªYou have arr ived at Winterpor t harbour. It has  been here for  hundreds  of years  and it 

hasn't changed much. Suddenly, over  by the police station, you all swear  that you saw an 
emperor  penguin running from behind a police car!º

STORYTELLERS  NOTES
This  scene is  led by a penguin chase through the harbour. The penguin will leap out from 
somewhere immediately and run around the locations  in this  order  - 6,5,4,1,2,3,7. The 

players  should try to trap the penguin using the things  around them in each location; trying 
to rugby tackle the poor  bird will prove painful and futile.

1 - THE  HAR BOUR SIDE  HOTEL
CHARACTERS  INTRODUCTION ª A small bed and breakfast with flowers  around the door-
way is  here.  Inside is  a small but efficient `hotel lobby'. The bedrooms  seem to be 
upstairs.º 
STORYTELLERS  NOTES  There are waste paper  bins, rulers, filing cabinets  and many 
other  penguin-catching props  here! Play it by ear  - Mr. Stallard who o wns  the place is  
upstairs  but will only grumble and not help the characters  to remove the penguin from his  
proper ty.
2 - GENERAL  STORE
CHARACTERS  INTRODUCTION ªCan it be? Is  that Don again, behind another  newsagents  
counter? This  time he's  surrounded by ornaments  made out of shells  and postcards  of the 
harbour. º
STORYTELLERS  NOTES  Don will remember  the characters  and help if he can, both with 
the penguin and the main plot. He will even shut the shop and join the team for  the end 
chapters. He will tell the characters  if they should call the police. There is  abseiling 
equipment under  the counter .
3 - COUNCIL  HALL
CHARACTERS  INTRODUCTION This  is  a storage barn conver ted into office space for  the 
council members  of Winterpor t. It 's  all one room with dividers  between desks. No 
councillors  are here just now. Ofice supp lies  sur round you.ª
STORYTELLERS  NOTES  Another  ̀ chase the penguin' building.
4 - FISH MARKET
CHARACTERS  INTRODUCTION ºThe fish market is  mainly active in the ear ly hours  of the 
morning and is  deser ted at t he moment. Empty stalls  and the smell of fish are everywhere. 
There is  a box on a stall somewhere near  the middle of the market.ª
STORYTELLERS  NOTES  The box of f ish on the stall may act as  bait for  the (hopefully) 
escaping penguin.



5 - CHANDLER©S  STORE
CHARACTERS  INTRODUCTION ªthe small chandler, which provides  supplies  for  boats  and 
the people in them, is  crowded to the br im with rope, chain, anchors, floats, oars, netting, 
canvas  and lobster  baskets, with bells  hanging from every par t of the ceiling. A door  
behind the counter  leads  into another  room.º 
CHARACTERS  THE CHANDLER  male, 54, physical 15, mental 14, dex 11, people 10
con 15, height medium, weight medium, app earance shor t black hair , green eyes, red 
face, overalls  and a big g old watch
equipment Swis s  army knife, pocket screwdr iver  set, money £75
quirks  and skills  ruddy cheeked,  nervous  gr in, exper t knife thrower
character  notes, fr iendly on the face of it but amazingly two faced.
THE ELEPHANT  female, 2 months  old,, physical 35,, mental 2, dex 5 (trunk - 15), people 16
con 35, height small, weight small, app earance grey and wrinkly, about three fee t tall
quirks  and skills  can r ip loose par ts  from cars  incredibly well, trumpets  at the worst 
possible t ime or  half way through a sentence.
THE KIDNAPPER  male, 39, physical 14, mental 14, dex 14, people 8
con 14, height tall, weight small, appearance bald, blue eyes, evil squint
equipment big bunch of keys, bag of peanuts
quirks  and skills  never  speaks
character  notes, quiet and myster ious
STORYTELLERS  NOTES  The other  door  leads  to a corr ido r , which leads  to a huge store 
room with garage door  access. In the storage area is  the e lephant and it's  kidnapper, 
along with the red-faced chandler  are hiding out here, waiting for  the next escape truck to 
come - or  the police to arr ive with the tr iumphant adventurers!
6 - WINTERPORT  POLICE  STATION
CHARACTERS  INTRODUCTION ªA large oak desk is  in front of you. Behind it are three 
police officers, desks  for  each and a glas s  cabinet with equipment in. One of the officers  
asks  if he can help you.º 
STORYTELLERS  NOTES  The off icers, once they find o ut, take over, leading to the 
`epilogue' or  the end of this  story for  the characters. PC Merton, a young police officer  
from the station, will lead the police party.
7 - MOORING BAY
CHARACTERS  INTRODUCTION ªThis  jetty stretches  r ight out into the bay, providing 
moor ing for  fishing boats  and o ther  ves sels. There are four  boats  here now.º
STORYTELLERS  NOTES  The Mir imar  can only be seen from the end of this  jetty - the 
nameplate can be seen with binoculars. This  is  where the final clue to the e lephant's  
whereabouts  is  hidden. The four  other  boats  are called `the Saucy Sue', `the Alr ight Jack', 
the `Mirkwoo d' and the `castor '. If any of these is  boarded, or  excessively examined, the 
irate, sailor-hat wearing owner  will jump out and tell the characters  to clear  off.
STAR - ALCOVE CONTAINING `MIRIMAR' The only ways  to get to this  alcove is  either  to 
swim (much too dangerous, characters  trying this  are hospitalised!), hire or  borrow a boat 
(Don can help sor t this  out and sail the boat) or  abseil do wn the cliff. Luckily, Don still has  
abseiling equipment from the chandler  under  his  counter  and can use it safely.
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CHAPTER FIVE  - THE  BOAT

CHARACTERS  INTRODUCTION
ªYou have boarded the Mir imar, a mid-sized leisure ves sel, which was  spotted by your  
team tethered in a secluded bay by Winterport harbour. It is  a c lean, cr isp white colour  
with glistening brass  fixtures  and dials. It is  not a t idy craft, with trousers  and empty 
chocolate wrapp ers  thrown careles sly on the ground and stuffed in the storage areas. 

There is  no way an elephant could fit on here - so where is  it?º 

STORYTELLERS  NOTES
The players  should star t on area 2. The proof to link the chandler  to the elephant abduc-
tion is  in location 4. This  should lead the characters  to investigate the chandler  again, 

hopefully by now w ith the help of the police.

1 - SIDE  OF BOAT  - NAMEPLATE
CHARACTERS  INTRODUCTION ªThe brass  nameplate of the boat proudly states  
`MIRIMAR' in big, curving letters.º
STORYTELLERS  NOTES  There is  no way to see this  nameplate without hanging off the 
boat or  being in the water . If you do see this, a succes sful `mental' roll will mean spott ing 
the European name of the nameplate's  maker  and realising that it 's  not a UK  ves sel. Also, 
the mos s  and debr is  on the side of the boat would suggest that it always  floats  at this  level, 
meaning no unusual heavy items  on board.
2 - LIVING AREA
CHARACTERS  INTRODUCTION ªAs  you kick through the cr isp bags  and chocolate 
wrappers  that cover  the floor  in this  open-topped living area, you find a green canvas  bag. 
The three foot high sides  of the boat have plastic moulded seats  around them.º. 
STORYTELLERS  NOTES  The bag has  £3,500 in it. A succes sful  ̀ mental' roll will inform the 
players  that the notes  are marked. The police will instantly recognise this  money as  their  
evidence - see epilogue. If the players  clear  up the rubbish or  examine the floor  c losely, 
they will find large straw coloured pellets. A `mental' roll or  a cor rect gues s  will let t he 
characters  realise that it is  elephant food ! 
3 - CONTROLS  / MYSTERIOUS  ELECTRICAL  EQUIPMENT
CHARACTERS  INTRODUCTION ªAll of  the wheels, levers  and dials  involved in sailing a 
boat are here. They are bras s  and highly polished. There is  another  mass  of wires  and 
circuits  stuck to the floor, a foot wide cube with a t iny screen on top of it and a joystick 
moulded to the front.º
STORYTELLERS  NOTES  The players  could try the key, pos sibly found in an ear lier  
chapter , in the ignition of the Mir imar. There is  nothing myster ious  about t he mystery 
equipment - it is  a home-made games  console. This  could take some figur ing out though, 
leading to laughs  when they realise what it is.
4 - TABLE
CHARACTERS  INTRODUCTION ªA vase of flowers  stands  on this  table.º
STORYTELLERS  NOTES  The vase, flowers  and water  are all plastic, along with the bee in 
one of the flowers. Hidden under  it is  a t iny locked hatch. One of the keys  from Winterpor t 
FC will open it. Inside is  a crumpled piece of paper  with the addres s  of the Chandlers  on it, 
along with the words  ªtwo thousand poundsº and ªfinal storageº on it.



5 - SLEEPING AREA
CHARACTERS  INTRODUCTION ªA red, leather-bound bunk is  here. It is  covered by a thin, 
mudd y blanket. There are storage compartments  on either  side of the bunk.º 
STORYTELLERS  NOTES  Mud has  been wiped all over  the bunk - if a character  tr ies  to look 
at t he storage compartments, he or  she is  going to get very dir ty! In the storage areas  are 
a Saint Chr istopher  pendant, a casino membership card from the Canary Islands  and a 
pad o f lined letter  paper. In the envelope, there is  a map of the wildlife park and a list of 
local overseas  fer ry t imes.
6 - SHOWER  / TOILET 
CHARACTERS  INTRODUCTION ªThe bathroom is  quite cramped - you have to duck and 
bend to get in there at all. In here are a small toilet, a thin shower, an adjustable mir ror  and 
a medicine cabinet.º
STORYTELLERS  NOTES  The mir ror  can be angled to look either  down the sleeping area 
and into the locations  beyond, or  up and o ut a hatch in the boat t o look at the roof. The 
cabinet has  a spray can of shaving foam and half a bag of elastoplasts  in it. If the 
characters  look around much, they will see the `first aid' drawstr ing hanging from the roof. 
If this  is  pulled, a first aid kit  falls  from the ceiling.
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THE  EPILOGUE
CHARACTER SUMMARY

ªThe kidnapper  and the chandler  have been caught red handed Ð and red faced Ð by the 
local police, and they couldn©t have done it without your  help! The chief constable arr ives  
to thank you personally, journalists  start ar riving and you feel like a star . Tomor row, you 

and your  team will be headline news. As  the culpr its  are taken away, one of the police off i-
cers  tells  you that the money found on the boat was  marked by them, so they have as  much 

evidence as  they need to make sure they never  try something like that again.
The wildlife park is  delighted to hear  the news  and will arr ive soon to take her  back. As  a 
present from them, they have ado pted her  in your  name, you©re the proud sponsor  of  a 

baby elephant and may choose a name for  her .
Congratulations, you©ve just completed your  first tr ip around Winterpor t! What will your  

next adventure be?º
STORYTELLER NOTES

Once the conclusion has  been read, it is  t ime to allot brownie points. We suggest 1 or  2 
points  for  each clue or  hidden item discovered, 1 for  each different main score succes s-

fully used for  a skill roll and 1 to 3 for  outstanding play at your  discretion. 

We hope you had fun - if you would like to contr ibute anything from a map or  a plot to a 
completed interactive story to Arcadia, we©d be glad to hear  from you.

Thanks  for  playing!


