Many Mansions

Mission Brief: The morning after a grand Midwinter party held at the Whistful City Embassy, none of the guests have emerged from the embassy compound. The windows are all darkened, and none of those who have entered the Embassy to find out what happened - including a full squadron of crack High Guard troops - have returned. Realising that subtlety may triumph where brute force could not, the Rebecca de Courci promptly orders the Guard to round up all the adventurers they can find who aren't totally incapacitated from post-Midwinter hangovers, and sends them in...

MONSTERS-ONLY BRIEF: What's actually happened: Ambassador Dumah Treeborn, in an attempt to entertain his guests, tried to bring a section of Dream to the White City. The guests were all fed sleeping potions in their food, and he trapped the power of their dreaming minds to power the spell. He cocked it up (OR DID HE??) and instead temporarily transported the entire Embassy into a Dream. Now, those who were within the Embassy when the spell went off are trapped in their dreams. 

The entire landscape is as malleable and strange as the far North, influenced both by the minds of the party and the minds of the sleeping guests, and the only way to return each room to normality is to reawaken the guests - however, the spell will never be fully destroyed until they wake Dumah. Essentially, each time the party enter the room where one of the guests was when the spell went off, they'll be entering that guest's Dream. They'll then have to either awaken or kill the guest (or guests) whose dream is controlling the room in order to return it to normal. Sometimes, they'll be able to leave the room without awakening the guest; sometimes they won't.

GM NOTE THE FIRST: Before time-in, ask each of the players "What did your character dream about last night?". Try and fit as many of the answers as possible into the fabric of the game, replacing various encounters if necessary.

GM NOTE THE SECOND: During monster brief, ask each of the monsters if they have any PCs who might have a reason to have been at the Whistful City Embassy midwinter festival, and if they fancy fitting in a cameo appearance. Work as many of these in as seem appropriate/interesting. 

GM NOTE THE THIRD: It's entirely possible that, rather than waking each of the guests up and then going after Dumah, the party will simply try and flee the Embassy (with or without guests) at some point. At that stage, feel free to have them attacked by all varities of WEIRD RANDOM SHIT, preferably Dream-based, as they flee the Embassy, which will warp and change before them. WEIRD RANDOM SHIT including but not limited to:

Fears-of-Falling: 5 Psyche hits / Psychic Singles / Ethereal – NB: These are more an embarrassment attack than anything else, as anyone possessed by one of these things will immediately fling themselves suicidally... onto the ground. They will suffer nasty bruising, and possibly even grazes. Then they will get up, feeling really stupid, on half psyche.

Snow-Riders: 5 Global hits / Fatigue n/a / Psyche n/a / Singles / Insubstantial

Rosemary Maids: 2 Body / 5 Fatigue / 8 Psyche / Psychic Singles / Memory Theft

Shadows: 5 Global hits / Fatigue n/a / Psyche n/a / Singles / Insubstantial

Troglodytes: 1 Body / 5 Fatigue / 5 Psyche / Singles / Waves

Chain-Wraiths (for that "What The Fuck?" moment): 10 Psyche hits / Psychic Singles / Ethereal

Bodach: 1 Body / 5 Fatigue / 5 Psyche / Singles or Unarmed Paralysing Halves / Dodge (3), Paralysis

Eventually, they can get out; and what actually happens to Dumah, the Embassy and anyone left inside it can be sorted out in debrief. (I have an idea that the entire Embassy might just fade away into Dream, leaving bare ground where it used to be, and be physically accessible only by going far North. If there are any Important Guests left inside, this could be fodder for a future game.)

GM NOTE THE FOURTH: Use time-freezes LIBERALLY in this game. There are several occasions on which it's vitally important that the party both understand what's going on and react quickly to things occurring. Several of the encounters, for example, start Doing Stuff as soon as the party start interacting with them, but many of them also rely on the party getting EVERY detail to work out the solution. This is not your standard LARP, where you can describe the countryside once and expect the party to assume 'more of the same' until told differently.

GM NOTE THE FIFTH: The name 'Dumah' is an Angelic one. Despite Rumours On The Internets[tm], he has no particular connection with dreams. Despite Mike Carey's Lucifer, he has no particular connection with silence. He's actually one of the Talmudic psychopomps, receiving the souls of the dead and casting them down into Hades or up into Heaven with a sling each Sabbath. The LARP title is actually NT (John 14:2).

---

ENCOUNTER 1: BRIEFING

Rebecca de Courci is Very Very Unhappy. So are the heads of two of the other Noble families (Duchess Lucilla De Almedia and Duke Ario Cristofori). The emotional state of the third, Duchess Chiara Velasquez, is unknown, since she was attending the Midwinter party herself. Her uncle, Nerino, is present instead. All four nobles impress on the party just how vital it is that they Sort This One Out. Not only are there several /very/ important individuals trapped within the Embassy, but the more organised elements in the Whistful City have been making serious grumblings about war if this situation isn't sorted out, and even a completely disorganised and useless war of the sort the Whistful City could declare is something the White City simply can't afford at the moment. 

The party are offered to have any equipment (within reason) that they require for their assault on the Embassy paid for in advance. In addition, if they make it out of the Embassy alive with /any/ information on what happened in there, there's a payment of 20Hx each. Furthermore, for the safe return of each of the Fantastically Important Guests listed below, the families have agreed that a reward of ($number_of_adventurers*50)Hx [total] is appropriate, thus 50Hx for each of the party members. Finally, if the party can actually *fix* whatever's happened to the Embassy, the Whistful City has offered a bonus of a flat 150Hx (total, not each) plus their future gratitude.

Lord Nerino Velasquez, Chiara's uncle and successor, goes through the motions of telling the party how upset he is and how vital it is that they recover Chiara, just as the other three do, except that he has a /stupidly/ large grin on his face as he speaks about the HORRIBLE FATE she might have suffered. If questioned, he claims to be overcome with emotion over the possible fate of his niece.

The Fantastically Important Guests:

-Duchess Chiara Velasquez

-The Ambassador from the Whistful City, Dumah Treeborn

-Lady Nadia-Caterina de Almedia

-Lord Oliviero Cristofori

-Lady Lydia de Courci

-The Senior Librarian of the College of the Thousand Arts, Godfrey Inskilling

Brief on each character: this is the sort of standard rumour that just about anyone with an ear to the ground knows (i.e., the bits on the PCs I didn’t just make up are ganked straight from the Notable Nobility page):

Chiara Velasquez - Current Duchess Velasquez, daughter of Chrecenzo and Andreah Velasquez (both deceased). She is unmarried, and as such one of the most eligible women in the White City, possessing as she does both wealth and power. Suitors, however, are surprisingly rare, since her reputation is dark to say the least. Rumours of poisoning, necromancy, Vitriarch worship and a thousand other things are laid at her door. 

Dumah Treeborn - an ex-street conjurer and *highly* proficient Dream Sorceror, Dumah apparently won the position of Ambassador to the White City at cards. He is a showy fellow who enjoys flash and glamour, and little is known about his past. It is said that he planned a series of illusions, conjuring tricks and entertainments for the Midwinter festival, to culminate in some sort of highly secretive grand show at midnight.

Nadia-Caterina de Almedia - Fantasy cliché #29, the darkly beautiful spider priestess. Nadia-Caterina is indeed dark, in hair and eye at least, and is quite pretty in a consumptive sort of a way. She is also an Ordained Priestess of the Cult of the Spider Queens. She's a reasonably competent Blood sorceror, but a little given to melodrama.

Lord Oliviero Cristofori - Heir to the Family and currently unmarried. An accomplished diplomat, a skilled sword and an excellent trader, Oliviero is by some accounts the archetype of all a young nobleman should be.

Lady Lydia de Courci - Rebecca's tearaway daughter, Lydia De Courci could be seen as something of an embarrassment to the Family. She keeps unhealthy company, frequently vanishes for days at a time and generally has people tearing their hair out. She does, however, seem capable of looking after herself. Some claim that she is in some way involved with King Eric, which could explain how he has evaded capture for so long.

Godfrey Inskilling was an enthusiastic scholar and superlative sorceror, practicing both Blood and Chain magics, until his Horrible Accident [tm]. While attempting to recreate one of the battle-magics apparently used during the last days of the First Naming and Binding War, he got something wrong and found himself trapped in the body of a beast - specifically, a large ape from the Southern Islands he had been using as an experimental subject. 

Despite frantic attempts by his colleague to reverse the binding, Godfrey remained - and remains - trapped entirely within the ape's form during daylight hours; between sunset and sundown, in the same way as any other Trapped Man, he reverts to human form. Pitying him, the College allowed him to remain at the College as a junior librarian; his patience, even temper and prehensile toes soon had him rising up the ranks. 

He now holds the position of Senior Librarian, equivalent in power to the Dean and other Head Faculty members. He's an indispensible part of the College, and probably one of the most learned men in the world - the College must and will have him back.

Other Information:

-If asked, one of the nobles will know that the Engineering Faculty at the College of the Thousand Arts has a copy of the floorplan of the Embassy.

-Duchess Lucilla will tell anyone of her own family, anyone Noble 3 or greater, or anyone with Scandalmonger, that she remembers hearing someone mention something about Dumah intending to "make the Embassy a place where dreams come true" for the final entertainment. She believed him to  be speaking metaphorically, but...

-Duke Ario will reveal to anyone who asks for more information about Oliviero that he had to miss the entire Second Naming and Binding War due to sickness, and still feels bitter about not getting a chance to try himself in battle.

-Nerino will say, if asked for any more information, or might just volunteer, that he hears Lydia de Courci was recently ordained to the Lady of Blood and Wine. Rebecca de Courci will claim that she's heard nothing about this and that he's blatantly making it up, though seems nervous.

-Anyone with Scandalmonger or Low Guard will know that Chiara has recently returned from a social visit to friends in the Port of Glass.

-Anyone with Scandalmonger or King Eric's Man will know an ugly rumour that Oliviero has a nasty habit of slumming with tavern wenches, and getting unreasonably aggressive when they don't immediately capitulate to his advances.

-Anyone with contacts in the Whistful City will know that the current Embassy staff are coming to the end of their term, and are anxious to return home; that the butler at the Embassy is mortally afraid of the dark; that there's a Temple to the Dream Powers within the Embassy compound; and that the architecture and layout of the Embassy is a little... strange.

After the Briefing

Firstly, Rebecca de Courci asks for a brief private word with the party. The other nobles leave, and Rebecca makes it known that it's fairly obvious to her that Dumah, the Ambassador, is somehow responsible for the disaster at the Embassy. That said, she stresses that it is Very Important that Dumah gets out alive - she wants to find out *exactly* what the devious little tit was up to. She makes it quite clear that this is the sort of Very Important where all the party's reward money gets mysteriously lost in the courier system if they get Dumah killed.

Secondly, a retainer in Nerino's livery stops the party in the corridor outside as they're leaving, and asks them to join Lord Nerino Velasquez for a drink in a nearby high-class wine bar.

If the party agree, go to Encounter 2. Otherwise, proceed straight to Encounter 3.

---

ENCOUNTER 2: BRIBERY

Nerino buys the party each a drink of their choice, then has a quick chat. The crux of the matter is thus: he thinks Duchess Chiara is a nasty meddling little bitch, and probably a Necromancer and Vitriarch-Worshipper as well (though he can't prove it). He may well modify his story based on the composition of the party - if there's an Ash Priest, he'll play up the Necromancy angle, if there are plenty of nobles he'll claim she's been sleeping with commoners, etc. etc. He doesn't want the party to /kill/ her, necessarily, he just doesn't want them to make any special effort on her behalf. In fact, if she /fails/ to come out of the mansion alive, he'll double the reward he's publicly offering for her safe return. That's right, 100Hx each. He lets the party mull over the question and departs back to his manor.

---

ENCOUNTER 3: THE EMBASSY COMPOUND

At this point, give the party a chance to visit the Quartermaster and request whatever kit they need to go have a go at the Embassy (within reason). Note down extra gear on the battleboard.

There are two ways to get into the Embassy compound: over the wall, or through the gate.

If the party enter through the gate, they'll find the main courtyard waist-deep in snow. (The weather outside, in the City, was rather mild for this time of year - balmy, even. Definitely no snow.) They appear to suddenly be on a mountain in the North. Although the gatehouses are to either side of them (each containing the frozen body of a Whistful City guardsman, if they care to look), there is no gate behind them, and no apparent means of exit - but in front of them, across the glacier they seem to be traversing, the Embassy buildings are visible through the flurries of snow. They are soon assaulted by:

Snow Riders: 5 Global hits / Fatigue n/a / Psyche n/a / Singles with one-handed weapons / Insubstantial / Will leave Priests of Breath unmolested

After fighting these off, they'll find the bodies of two High Guardsmen in the snow, apparently frozen to death.

If they come in over the wall, they'll either find themselves outside the Temple if they come in from the East - in which case, see the encounter above - or in the West Garden, if they come in from the West. If they find themselves in the Garden, they'll find a wild wilderness: the garden as it might be in a hundred years, without tending. Great oak trees have grown up in the flowerbeds, and the paths have been overturned by thick growths of weeds. There are noises of Things living in the undergrowth, to whit:

Wolves: 3 Body / 7 Fatigue / 3 Psyche / Doubles unarmed / Worry, Maneater

Scraps of bloodied High Guard uniforms and armour can be found scattered around. Anyone who bothers looking hard can work out that another two of the ten-man squad fell in the Garden.

From here, the party can basically go wherever-the-fuck they want. There are four potential entrances: the front door, the Garden door, the Temple door, the main door, and the cellar entrance (they’ll have to do some digging in snow for this one).

Consult the map and the appropriately lettered encounters below.

---

ENCOUNTER N: THE LIGHT (second floor, The Solarium)

If the party enter the Solarium on the second floor, they will be suddenly assailed by a burst of near-blinding, pure white light from the windows which leaves spots in their eyes for a good few minutes. Once they recover, they see the room entirely normally, if rather brightly-lit by an unseasonal summer sun. If they look out of any of the (many) windows, all they see is white. There's nobody in the room.

Just a paranoia encounter, really. Put the wind up the bastards. Anyone Ordained to the Light will hear a faint, sourceless singing in their ears, as of many choirs, all the time they're in this room.

Oh, except that there's another dead High Guard here. From his or her appearance - it's really quite hard to tell - the death appears to have been by incineration. However, there's no smell of burnt flesh.

Route: The eastern door leads to the Fifth Drawing Room and Encounter T. The western door leads to the third suite of guest rooms and Encounter S.

---

ENCOUNTER O: THE BEES (ground floor, The Apiary)

In the Apiary, the bees are dreaming of being The Swarm.

The party enter the apiary to find it much as it looks in real life: a great glass-and-iron greenhouse in the center houses a mass of flowerbeds and several boxed beehives. However, the glass panels which keep the bees in and the people out have vanished, and the bees roam about the entire room. As the party move in, several clouds of bees will close in on them, forming into strange shapes - trees, wolves, abstract cubes and spheres - before rushing together and settling on something approximating man-shape. This humanoid figure speaks to them (use the effect of one monster leading and all the others echoing their words a beat or so behind, it sounds really fucking spooky), asking what they're doing in the lands of the Swarm and what they have brought as tribute.

If the party are smart, they'll apologise for intruding on the Swarm's territory and offer something - /anything/ will do, tbh - as tribute. The Swarm will be fascinated by the whatever-it-is and tell the party they have leave to pass. Just as they're leaving, the Swarm will call them back, and tell them that in return for their tribute, they offer them the gift of knowledge: that to restore the Embassy to its waking state, they must "kill every dream within the grounds. Only then can they wake the Sleeper in the Temple".

If the party are stupid, they'll either try and fight, or try and bargain, and not present anything as tribute. The Swarm will, at this point, unless the party Do Something Clever [tm], separate into several clouds and attack, with each monster being:

The Swarm: 5 Global hits / Fatigue n/a / 10 Psyche / Singles / Shapeshifting, Insubstantial

(I've ramped this down from the website because 10 Global and Insubstantial is REALLY FUCKING HARD. If it turns out to be a bastard party, I'll ramp it back up.)

Either way, as the party are leaving, there's a sound of screeching metal behind them. When they look back, the apiary is back to normal, with all the bees safely inside glass walls. (Though, if they fought and killed the Swarm, about half the bees are dying on the ground.) Just as they turn to go, they could have sworn they saw a humanoid figure in the centre of the clouds of buzzing bees, waving... but if they investigate closer, they see nothing but the insects.

On the stairs to the first floor, there's a horribly swollen and unidentifiable corpse in the uniform of a High Guardsman. He seems to have been stung to death.

Route: Unless there’s something really weird going on, the party will be proceeding up the stairs to the Eighth Drawing Room, which is empty, and thence to the Library, and Encounter X.

---

ENCOUNTER P: THE AMBASSADORIAL STAFF (first floor, The Second Drawing Room)

Missing their homeland.

The ambassadorial staff, in a bout of homesickness, have dreamed themselves back into the Whistful City. This encounter, then, brings the party to just inside the gates of the Whistful City. They can easily leave this encounter simply by walking back out the gates - they'll find themselves back in the Library. However, to advance further into the second floor, they'll have to fix this one by waking up the various ambassadorial staff. 

The Whistful City is full of the usual gamut of drug dealers, mad prophets, and some poor bastards desparately trying to restore order. The residents in the streets near the gates will happily volunteer the information that the last shift of Embassy stuff have just come back from the White City, and are all in the Weasel, Diplomat & Tautology Tavern, spending their end-of-year bonus.

Once the party get to the pub, they find the ambassadorial staff carousing merrily. (All except the Ambassador, who naturally doesn't change as often as the staff.) They all seem convinced that they've travelled here from the White City, and have no conception that it's a dream. The party must convince the staff that they're dreaming in order to wake them up - let the monsters roleplay this as they choose; some will simply wake up on being told they're trapped in a dream, some will require more alcohol, or drugs, or a stand-up-fight. With the Ambassadorial staff is a rather drunken and cheerful uniformed High Guardsman named Alex, who thinks he fell in with these lovely people on the road outside the White City and has been having the most wonderful time for the last few weeks. He's one of the ones who'll need to have the shit kicked out of him before he'll acknowledge this is a dream.

Those who need to be assaulted to be woken up will be:

Dreaming Staffers: 3+2, Singles, 1 dodge, 1 parry, 8 Psyche, 6 Fatigue.

If the party actually *kill* any of their opponents, even in Dream, that person will vanish instantly and be on the standard sixty-second count - but it's unlikely that the party will wake *all* the remaining members up before those sixty seconds are up. If the count's down by the time the room returns to normal, they're Dead without a mark on them. More sensibly, the party might cosh or Subdue these individuals, who will then awaken in the real world.

There should be as many staffmembers as there are monsters. With each member of staff awoken (they disappear from the Whistful City scene as soon as they're woken up), the Whistful City gets slightly more transparent.

Once the staff are awake, they'll thank the party heartily, and, on discovering what's happened, head off as one man for the wine-cellar.

Route: The party will almost certainly have come from the Library, and will thus probably proceed out to the West and the first suite of guest rooms, which are unoccupied (though lavishly appointed) – and thence down the corridor to Encounter U, in the second suite of guest rooms. 

---

ENCOUNTER Q: THE CHAMBERMAID (ground floor, Dining Hall)

This encounter might at first seem to be Oliviero's dream - but in fact, it's the dream of a chambermaid called Elsbeth who was fleeing the drunken overtures of Oliviero just before the dream-spell came down on the manor.

The party enter the dining room to find themselves in a forest. The door remains open behind them, except from this side it seems to be formed out of the twist of two oak-trees; they can go back into the entrance hall (or kitchens) if they wish.

As they enter, a female deer darts out of the trees just before them. It pauses to stare at them with strangely human eyes, before turning and springing off into the undergrowth. Almost immediately, the party hear the sound of horns from the direction the hind came from; several hunters and their hounds emerge, merry and red-cheeked, with young Lord Oliviero Cristofori at their head. They ask the party which direction the hind went. 

If the party simply tell them, they dash off after it, calling over their shoulders that the party should join the hunt! --> the hind will not be too difficult to track down, as it's tired and weary. It will soon be seen, lamed and cowering under a tree. Oliviero will encourage one of the party to deliver the killing blow, since they found the game. If the party agree, the first sword-blow kills it; if not, one of Oliviero's men simply steps in and butchers the creature. In this scenario, the forest immediately vanishes, to leave the main dining-room - with the remains of last night's celebratory dinner on the table, and a serving-girl dead on the floor, obviously freshly killed and still bleeding. Her eyes (one of which has faint bruising around it) are exactly those of the hind.

If the party refuse to tell them where the hind went, the hunters will get aggressive. They'll essentially try and provoke the party into a fight, suggesting that they're too craven and soft-hearted to see a game animal die. 

--> If they can't pick a fight, eventually Oliviero will call his hunters off, telling them that the quarry's getting away; they'll dash off. Once they're gone, the hind will emerge from a bush a little way down the path, where it was hiding, and approach the party, making nervous whining noises. One of its (VERY HUMAN - anyone with the faintest outdoor lore, Ranger skills, etc. will be able to tell that This Is Not A Normal Animal) eyes seems slightly bloodshot. 

The most psychically aware member of the party (anyone with Visions, or Exorcist, or Ordained, or even just do it on base psyche hits if there's nobody hopeful in the party) will hear a clear voice, accented in the tones of a young White City woman, crying "Help me!" every time the hind meets their eyes.

The party can effectively only do two things that will affect the creature: kill it, or try to reassure it. In the former case, see above. In the latter case, if they tell the creature straight out that this is a dream / it's dreaming - the words must be either addressed to the creature or about the creature - it'll simply wake up, in which case see description below.

--> --> If they don't kill the hind but don't tell it it's dreaming, then after a suitable delay, the hunters come back. The hind runs off, the hunters are furious with the party for sheltering their quarry and attack. See scenario below.

-->Else If they succeed in picking a fight with the party, their stats are:

-->Hunters: 2+2 / Singles with 1-h, Doubles with 2-h / 5 Psyche / 5 Fatigue / 2 Dodges

-->Hounds: 4 Body / Singles unarmed / 3 Psyche / 7 Fatigue / 3 Dodges

-->Once they're all dead, the room reverts to normal, with a terrified chambermaid cowering with a black eye in a corner. If the party try and ask her what happened, she'll explain that she was just cleaning up in the Smoking Room after the main dinner when Lord Oliviero started to make unsuitable suggestions; she resisted; he got violent; she ran; then everything got Strange. She'll thank the party profusely. If they don't already have a map of the premises, she'll give them a good enough description that we can hand them a map OOC and tell them to consult it as her directions.

If the party came from the kitchens, they may wish to proceed to the Entrance Hall, where they may exit the building or move on to Encounter Y in the smoking room.

Route: If the party came from the Entrance Hall, they may wish to proceed to the kitchens and Encounter Z.

---

ENCOUNTER R: THE BUTLER (Cellar)

This is in the cellar. It's not on the map because it's only one room - there's one trapdoor which leads up to the main courtyard, and another which leads to the kitchen. 

It's dark in the cellar. Very dark. The butler is scared of the dark. There's a faint whimpering noise to be heard as the party enter the *utterly pitch-black* area. They can't even see where to walk - but they keep getting brushed by *things* in the darkness. Insert spooky noisees and paranoia-treeage here. Torches and lanterns (if they've brought any) don't seem to penetrate the darkness as much as would be expected, and the shadows seem even darker outside. (Though those with Sight Beyond Sight can see fine.) Eventually, if they follow the sound of the whimpering, they'll find the butler cowering in a corner, surrounded by strange shadowy shapes, which are:

Shadows - 5 Psyche / Psychic Singles / Ethereal

(yeah, I know it's not the same as the description on the website. It's Dream, it's wibbly. Fuck off.)

These will attack the party (after a short delay to give them a chance to perform the below action) if they make any sort of light. Otherwise, the party will have to find some way to attack them (Exorcist or similar).

However, if the party can get to the butler quickly enough, merely forcing his eyelids open and shining a light in his eyes will cause the spirits to disappear, and him to awaken. The cellar returns entirely to well-lit normal, and the butler tells the party that he's been hearing strange noises coming from upstairs (the kitchen).

In the cellar, there is a truly vast quantity of *really really good* wine. If the party wish to swig or steal some of it, they can. In fact, the Butler will, in gratitude, direct them to where he hid the spare bottle out of that case of seventy-year-old "Dragonsblood" Eastern red. It's worth about 100Hx on the open market.

If the party came from the kitchens, they may either return or move outside, in which case they may be attacked by more Snow-Riders or garden wolves, depending on how whimsical I’m feeling.

Route: If the party came from outside, they will probably wish to progress up the ladder and trapdoor to the kitchens, and Encounter Z.

---

ENCOUNTER S: LYDIA (second floor, Guest Rooms 3)

Lydia has recently become Ordained to the Lady of Blood and Wine, mostly, let's be honest, in an effort to piss off her parents. Her dreams, therefore, are mostly of a Big Party. The party enter the guest-chambers, which are much as normal (well, if you can call "luxurious ambassadorial quarters which probably cost more to decorate than the average ten-yearly income of one of you adventuring scum, yes we mean you" normal), except that all the decor is in varying shades of red, and wild grape-vines have grown up around the walls. Oh, and they're full of Vine-Children and extremely pretty mostly-naked young women. (No pretty young men, though some of the Vine-Children are male. Lydia is GHEY GHEY GHEY GHEY GHEY. Probably, once again, in an effort to piss off her parents.)

Everyone has a glass, cup or goblet in their hand. Lydia has two. Everyone and everything is also - very faintly - transparent. (Reflecting the fact that Lydia is, well, a bit of a dilettante.) Anyone with Sight Beyond Sight, Visions or other Wibbly Reason To See Things Clearly, will see that there are only two things in the room which aren't transparent - Lydia, and the plain pewter cup on her bedside table.

Most of the people are half-dressed and carousing. They enthusiastically encourage the party to join them. The party can feel free to carouse as much as they want, but the only thing that's going to wake Lydia up is some sort of Real Sensation [tm]. She's been dreaming about good wine and good sex, but nothing quite beats the real thing, which will be intense enough to shock her awake. Therefore, the ways to wake Lydia up include (but are not limited to):

-Someone in the party actually shagging her. She's distinctly disinterested in men - but if there's a *really* pretty or incredibly seductive male along (like Carlos) she might make an exception.

-Tasting real wine. The only real wine in the room is in the cup on her bedside table, and any that the party brought in with them. The party will notice that any of the other wine they drink tastes a bit... unreal, airy.

-Tasting real blood. I'm not even going to speculate as to how this one might happen.

-Pain. Something accounting for at least 2 points worth of damage. Smacking her upside the head a couple of times would work. As would stabbing her. She's unlikely to be particularly happy with the party if they try this one, though.

If the party attack any of the Vine-Children or young women, this will meet with a roar of approval from the company and a cry of "Hurrah! Violence!" from Lydia. The Vine-Children will fight back enthusiastically and the young women will dive for cover (probably all over Lydia). Any dead monsters will respawn, but since we don't want to turn this into a TPK the respawned monsters will seem far more interested in drinking than fighting, and may even try to calm their comrades down - unless attacked, in which case they'll defend themselves.

Stats:

Vine-Children: 3 Body / 8 Fatigue / 5 Psyche / Singles / Dodge (3), Maneater

Scantily Clad Nymphettes: 2 Body / 5 Fatigue / 5 Psyche / Halves unarmed

If the party awaken or kill Lydia, the room returns to normal.

As a reward for rescuing her, Lydia will tell the party two things about King Eric. She'll imbue this with as much drunken ceremony as possible, since these are Very Significant Things which are Very Important.

One: Lydia was involved with King Eric, but they split up, and the thief-king has now found someone new.

Two: King Eric /is/ a woman.

Of course, the party only have Lydia's word for this...

Route: The party will have come in from the Solarium unless they are committing fuckery. If they move on to the Ambassador’s Office, they will find no people but plenty of juicy loot, which they may gank if they’re feeling unscrupulous. (Much of it will be difficult to fence, though.) They will also, if they want to spend some time rifling, find some papers describing a magical ritual which are Strange and Technical. Anyone in the party with Arcane Lore: Glass can be treated to the sight of the GMs performing the rarely-seen “Ferret Duet”, as they realise they didn’t prepare for anyone with that skill and start to make shit up on the spot. Anyone else simply won’t understand the papers.

---

ENCOUNTER T: NADIA-CATERINA (second floor, Fifth Drawing Room)

An Forest, with Spiders.

Nadia-Caterina lies asleep, cocooned in a web of spider-silk, at the centre of a great dark clearing, apparently in the Western Forest. It's night overhead, and the party can see the stars one might expect from very deep in the Forest. The clearing is surrounded by spiders, who will hiss and attack the party if they try and approach or touch the cocoon.

Vary the spiders' stats (and waves) based on how fuct the party are by this stage.

Spiders: 2 to 5 Body / 5 to 10 Fatigue / 3 Psyche / Singles or Doubles / Paralysis

Once the spiders are all dead, simply cutting the cocoon away from Nadia-Caterina will wake her up. She'll be mildly annoyed, because she was having such a nice dream, but will grudgingly believe the party's version of events if they explain things to her. She will also, if the party are *really* badly mashed, offer Convenient Blood-Sorceress Flavoured Healing.

Of course, the party could (again) simply kill her. In which case, she's effectively defenceless (being all cocooned and asleep and shit), and has 5 Body.

When the trees clear and the drawing-room returns to normal (again, looting is possible if the party are a bunch of fucks, extemporise), the dessicated corpse of a High Guardsman can be found on the floor. He's been sucked entirely dry of blood. If questioned, Nadia-Caterina will look innocent and claim she has no idea where that came from.

Route: The party should have entered this encounter by the stairs from the first floor. They can either proceed to the Embassy Staff’s office and quarters, to the south, which are abandoned (though full of Slightly Juicy Stuff), or to the Solarium, to the west, which comprises Encounter N. 

---

ENCOUNTER U: CHIARA (first floor, Guest Rooms 2)

Chiara Velasquez: 2+0 (injured) / Singles with ornamental dagger / 8 Psyche / Psychic Doubles / Exorcist

The Shattered Plane.

Chiara is having a nightmare about the Shattered Plane. I'm leaving the cause of this one deliberately unclear. Is she a Vitriarch-worshipper? Is this just healthy fear of Glass Magic? Is this really what the Shattered Plane looks like, or is this just what Chiara /thinks/ it looks like? PLACE BETS NOW!

Anyway, as the party open the door to the guest room, they feel a sensation of falling. When they land, there's a faint crunching sensation under their feet. Well, all except one of them... (see below) The sky is a strange polished-silver, with occasional odd flashes of colour in the corners of their eyes. As they look down, they realise they're standing on a field of broken glass. Except the (un)lucky one who didn't feel crunching when they landed. That's because that particular partymember landed on a High Guardsman, who is currently face-down, screaming his lifeblood out into the field of glass shards. He is beyond all hope of medical aid. He was probably alive and doing quite well before that particular partymember landed on him. Now he's dying. Horribly.

NB: Try and pick the most sensitive/nervous character in the party for this. Preferably someone with the mental stability of Tibbs. I want really graphic description of, you know, blood. And screaming. And the horrible crunching-grinding-snapping sensation under the character's boots as they realise they're standing on a snapped rib. I'm sick of my character being the only one in the system who twitches and gibbers every time she sees a broken window. -HW

In the distance, strange reflective structures are visible, and other odd landscape features which jar the eye - forests, bits of city, freestanding walls, staircases which go nowhere.

If there is anyone stupid enough - and I know it's highly unlikely, but this is a PARTY, if they can do something Really Fucking Stupid And Unlikely they will, especially if it also screws up the plot - if there is anyone stupid enough to come into this encounter with bare feet, they're either going to have to be carried by someone with appropriate Strength or start taking a Vit Half to each legs with *every step*. If they stand still, they'll just slowly start to vitrify from the feet up.

Of course, they could always stand on the High Guardsman. That'll help slow the effects of the vitrification.

Off to the side, they can hear the sound of screaming. It's Chiara, lying on a relatively clear patch of bare earth, under a great full-length mirror hanging apparently unsupported in the air, in a pool of her own blood. A shard of glass has pierced her chest, very close to her heart. Her left shoulder, neck and arm are slowly vitrifying.

She has very little idea of what is going on, and is reacting to her panic by being cold, haughty and arrogant. She'll order the party to help her rather than begging them.

Anyone who looks in the mirror (represent this by a Monster standing behind Chiara, if anyone meets the monster's eyes, they're deemed to have looked in the mirror) will be attacked by its resident, the

Looking-Glass Hunter: 7 Psyche hits / Psychic Singles

If they've already agreed, or started, to help Chiara by the time this attacks (if it attacks at all; you never know, the party might be sensible and NOT look in the MIRROR in the fucking SHATTERED PLAIN), OR if it looks like the party member fighting the Hunter is losing, she'll Exorcise her way into the combat and kick that Hunter's ass, yeah. 

NB1: Looking-Glass Hunters are described as "dragging their prey's soul back to the Shattered Plain to eat" if they win a Psychic combat. If we somehow cock the timing up on this one and the party member fighting this thing loses, uhm, I think it's Ferret Dance time. Since, y'know, they're in the Shattered Plain and all. Actually, a physical manifestation of the Looking-Glass Hunter appearing could be kinda cool. Stat it on the day.

NB2: Ooh, actually, now I think of it, all the time they're fighting the Looking-Glass Hunter (if they do), they could hear a young female voice calling for help in the background. Anyone who's met her even in passing will have a good chance of recognising this voice as that of Jenevieve de Almedia, the recently-returned ex-Ambassador to the White City. She wasn't known to be at the party. 

If the Hunter is defeated, it will be seen loping off into the distance of the mirror, badly wounded and apparently carrying something indistinct (but about man-sized) in its jaws.

STUPIDITY CLAUSE: If the party break the mirror, which is unlikely but then look what happened on Saving Private Kit, TERRIBLE THINGS will happen. Feel free to extemporise these TERRIBLE THINGS. They should definitely be TERRIBLE, though.

The shard can be removed by any sort of Purification (potion, Light, Blood etc.), or physically. Anyone who tries to physically remove the shard takes a Vitrifying single to the arm they use (unless it's gloved or armoured or otherwise protected).

Or they could just kill Chiara. If so, see below.

Once the shard is removed, Chiara will "come round" a bit, though still be unfortunately wounded. A doorway will also appear about a hundred yards away, through which the party can see the Embassy suite of guest rooms. 

NB: During the following fight, if any of the party fall over IC, they'll take a Vit Double to an arm of their choice from the HORRIBLE RENDING OF GLASS SHARDS. Tell the party this during the time-freeze as the monsters appear, and leave it up to their judgement whether any falls they take are IC or OOC.

Just as they reach the door, however, they are assaulted by some Things wot rise out of the broken glass in the ground, which will attack Chiara as well as the party, to whit:

Several

Splinter-Men: 3 Global hits / Fatigue n/a / Psyche n/a / Singles or Vitrifying Halves with weapons / Vitrify - Waves if the party are still relatively unbattered,

and one

Glass Sentinel: 10 Global hits / Fatigue n/a / Psyche n/a / Triples / Hard to Kill, Magic Resistance Glass (1) 

- the Hard to Kill in this case involves scattering the shards a bit and running like buggery through the doorway, since this bastard will just keep respawning from the floor of glass shards until the party run away from it. However, this is a nice Warrior 3 opportunity if anyone wants to take it on single-handed.

Once they get Chiara safely through the doorway, she awakens properly and the room returns entirely to normal. If they leave Chiara unprotected during the fight, and she dies (which is possible, she's already injured), the room instantly snaps back to normal. In fact, if they're coldhearted bastards and just kill her instead of pulling the shard out, they'll similarly be returned to the room.

There's lots of nice expensive stuff on Chiara and in the room. Extemporise.

Route: They should have come into this encounter from the 1st suite of Guest rooms, unless they are foolish and unwashed. This is then a dead end, the end of the West wing. They could return to the first suite of guest rooms, and thence retrace their steps and go Just About Anywhere – follow the map. Or they could throw themselves out of the window, in which case they will Die.

---

ENCOUNTER V: THE TEMPLE - AFTER SOME/ALL AWAKE (ground floor, The Temple)

Final encounter. This is what happens if the Party come to the Temple after waking some or all of the Guests.

Description: This is the one room in the house that looks *exactly* like it did before the disaster - like a temple to the Dream Powers. It's a strange, beautiful, eerie place, full of odd echoes and strange incense smells. The walls are made of some strange coloured crystal that seems to reflect light at unusual angles. Lying on the altar at the northernmost end of the building is Dumah. He's attired in rich ceremonial robes, and surrounded by strange amorphous swirling shapes in the air.

These Shapes are the Dream-Spirits Dumah has called up to aid him in his ritual. For each Guest the party have *failed* to awaken (do not include encounters we've had to cut for time in this - just ones that they've failed to succeed in), add one to the number of Psyche hits and total number of spirits, starting from a base of 3

Dream-Spirits: with 1 psyche hit each (doing Singles, grading to Doubles if the party have failed to awaken three or more guests, Triples if the party have failed to awaken five or more. Multi-guest encounters like the Diplomats and Cook/Guardsman count for only one.). 

The party will have to fight their way through these before they can reach Dumah. Exorcist will work, or simply trying to force their way through physically. Each spirit bears the face (but not the body) of one of the still-sleeping guests. 

Route: Once they reach Dumah, he appears to be sleeping normally, with a faint smile on his face. Anyone who touches him will vanish instantly. *Hopefully* once one of them touches him, the others will too, otherwise we may have to do some complex jerry-rigging. Anyway, those who touch him are transported to the magical land of FINAL ENCOUNTER (last page).

---

ENCOUNTER W: THE TEMPLE - BEFORE ALL AWAKE (ground floor, The Temple)

Use this encounter if the party turn up before they've awoken or "dealt with" all (or the majority of) the guests. Otherwise, use encounter V.


This is where Dumah was when the spell went off. He's still here. Sort of. This is the one room in the house that looks exactly like it did before the disaster - like a temple to the Dream Powers. It's a strange, beautiful, eerie place, full of odd echoes and strange incense smells. The walls are made of some strange coloured crystal that seems to reflect light at unusual angles. Lying on the altar at the northernmost end of the building is Dumah. He's attired in rich ceremonial robes, and surrounded by strange amorphous swirling shapes in the air. These shapes gain sudden solidity if the party try to get close to Dumah. If anyone tries to engage them in psychic combat, or tries to force their way through, they will find that they are:

Dream-Spirits: 10 Psyche/Psychic Triples

These appear, in psychic combat, as shadowy figures with the faces of various guests at the party. Monsters: Pick a face each.

After delivering one successful blow, the dream-spirits will tell their combatant that if they turn back now, no harm will come to them. If the combatant agrees, the spirit will back out of psychic combat and the combatant will be free to go. Otherwise, if the combatant wins, they'll get attacked by another spirit; if they lose, they'll get possessed by the spirit, which will simply cause them to walk to the door of the temple and leave.

The idea is that these spirits provide an effectively impenetrable barrier between the party and Dumah. They're drawing their powers from the dreams of the guests. Once the guests are awoken (or killed), the spirit which feeds off them will vanish. There's pretty much no way to get through to Dumah, unless the party are /stupidly/ hard or clever, without awakening or killing several of the guests. If the party somehow make it through *anyway* (which is pretty much impossible, there's, like, fifteen of them), extemporise and do the Ferret Dance.

Route: I don’t know why the party are here in the first place, let alone where they’re going next.

---

ENCOUNTER X: GODFREY (first floor, The Library)

Godfrey Inskilling: Chain 2/Blood 2/6+0 Body/9 Fatigue/7 Psyche/2 Dodges

Godfrey Inskilling is found in the Library, on the second floor. When the party enter, the room looks like the Library at the College of the Thousand Arts; a vast, vaulted chamber, with strong sunlight spilling in through several high windows, containing rows on rows of bookshelves, interspersed with desks for quiet reading. There are a few students scattered about the desks, who, if spoken to, will tell the party to be quiet; don't they know this is a library? - but otherwise be unwilling to communicate. At the back of the room, there is a long desk, at which Godfrey - looking entirely human - is dozing off quietly in the sunlight with a pipe in his mouth.

Godfrey is fully aware of what's going on, and has no intention of either leaving or allowing the party to "fix" whatever has happened. He's sick of being trapped in ape form during the day, and is quite happy to remain in this dream, with his library, pipe and slippers, and the occasional undergraduate to monster. He will resist any temptations from the party to leave the room, and he cannot be "woken up" as the other dreamers can, since he knows exactly what's going on. He will plead with the party to just leave him in peace here, take the other guests and get out, leaving him to his dream. He’ll offer them forbidden knowledge, the keys to the Locked Stacks in the College of the Thousand Arts, money, dirty secrets on various Nobles who studied at the College in his youth, /anything/, as long as they leave him to his dream.

If they refuse to comply - or at least, if they /tell/ him they're going to refuse to comply - he'll get angry. If provoked far enough, he will defend himself or attack them with his magic, but prefers to just shout at them to leave him in peace.

If they kill him, the room returns to normal; the Whistful City Embassy library, a great deal less impressive than the College one, and smelling rather more strongly of silverleaf.

If they knock him unconscious, his dreaming mind takes over. The library will turn into a labyrinth of shelves (think L-Space), impossible to navigate and impossible to find their way out of. Godfrey's face will loom from the cover of every book, shouting at them to swear they won't try and restore the Embassy. Their only hope is to promise (even falsely), at which point the shelves will open in front of them and close behind them, leading them straight to the door out.

Route: The party should have come here via the Eighth Drawing Room. They might now choose to take the western door out of the Library, in which case they enter the Second Drawing Room and Encounter P, or they might choose to take the stairs up to the second floor, in which case they will find themselves in the Fifth Drawing Room and Encounter T. If they’re forced out by the bookshelves, toss a coin to decide which way L-Space leads them.

---

ENCOUNTER Y: OLIVIERO (ground floor, Smoking Room)

Oliviero Cristofori: 6+2 Body/Doubles, or Triples for a dead hard party/4 Parries/2 Disarms/1 Dodge/9 Fatigue/5 Psyche.

Oliviero's followers: 2+2 Body/Singles/5 Fatigue, 5 Psyche/Infinite Waves

The Enemy: 2+2 Body/Single/5 Fatigue, 5 Psyche/Infinite Waves

Oliviero is indulging himself in a bit of an Heroic Warrior Fantasy. His followers, a generic lot of fairly faceless heroic types dressed in shining white, are hopelessly outnumbered by The Enemy, a generic lot of ugly bandit-like types in black armour. The followers, however, are fighting bravely in a Heroic Underdog sort of way. The party find themselves on the edge of the battle, with pockets of Followers and Enemy fighting each other. Neither Followers nor Enemy will recognise the party as anything other than The Other Side, and will attack them indiscriminately - though no more actively than they will the others.

Essentially, I want the monsters in two groups, halved neatly down the middle, except for one monster who'll be playing Oliviero. Set this encounter up on a nice straight stretch of road, have Oliviero locked in single combat with some generic enemy type at the end; the party enter at the beginning, and have to fight their way through. All monsters will fight each other as much as they will the party - if the party are very battered, focus on each other a bit more. Every time a monster dies, it should respawn instantly a bit further down the road as another member of its colours. The idea is that the party, and the battle, progress down the road towards Oliviero, until eventually they get close enough to talk to him - at which point the battle will fade off, monsters continuing to fight each other or (if they're tired) hanging around to listen OOC.

Oliviero demands a fair duel. He's very much wrapped up in the Heroic Fantasy Thang, and talks in very high language. To wake him, the party must simply wound him in a fair duel - the actual wound will remain on his body, at which point the followers and enemies will disappear, and he'll be very confused and probably apologise. If the party don't correctly follow the rules of a fair White City duel (light/no armour, single-handed weapon [or single with main-gauche], only one oponent), he'll start shouting about blackguards and scum and his followers will attack the party. He will not wake up unless he's wounded in a *fair* duel - but he can be killed unfairly, which has much the same effect.

No exit from this room without waking Oliviero up or killing him.

Once Oliviero either wakes up or is killed, the Smoking Room returns to normal.

If Oliviero is killed or knocked unconscious, and the party decide to greyhawk, he has an exceptionally fine Superior one-handed sword and main-gauche set, an heiral signet ring, and jewellery and fine clothing worth about 50Hx.

Oliviero is rather put out once woken up, and seems faintly confused; he was having a lovely dream...

Route: If the party came in through the Entrance Hall, they’ll almost certainly want to move on through the southern (internal) door to the Apiary, at Encounter O. If the party came in through the Garden door, they may take that route or may instead go west to the Entrance Hall, and thence to the Dining Hall and Encounter Q.

ENCOUNTER Z: THE COOK (ground floor, Kitchens)

Stags: 4 Body/Doubles with long weapons (to represent antlers)

Wild Boar: 6 Body/Doubles with long weapons (to represent tusks)

Pheasants: 1 Body/Halves with claws and beaks [unarmed/daggers]/3 dodges

Rabbits: 1 Body/Halves with teeth and claws [unarmed/daggers]/5 dodges

The cook is having a nightmare in which the game he's cooked in the kitchen come back to life and attack him. Helping him to fend off the rampaging zombie lunchmeat is a frantic High Guardswoman named Piper. To wake them, the party must kill the game. See stats above. If the party just run from this encounter, they can get through either the cellar door or the dining-room door without the game following them. However, they will be followed by the messy sounds of a cook and a High Guardswoman being slaughtered by aggressive pheasants. (Oh hell, I'm turning into Jen. Gods help me.)

The cook and guardswoman will be very grateful to the party, but will give lame GM-plot-lack-of-monster-type excuses for not following them and helping them free the rest of the Embassy. Like, they've had the shit beaten out of them and can barely walk.

Route: Either north to the Dining Hall and Encounter Q, or down to the cellars and Encounter R.

---

FINAL ENCOUNTER: DUMAH'S HEAD

This is the inside of Dumah's mind. It smells faintly of boot-polish and apples, and looks, for reasons known only to Dumah, like a slightly dusty, disused bookbindery. The various books and covers lying about on benches and presses have titles like "Two Years Ago Today" and "My Ex-Girlfriend" and "Drugs" and "To-Do List".

It's full of people, all of whom are Dumah. Only one of them, however, is /this/ Dumah. Some of them are Dumah as they were - most of these are relatively easy to spot, as they look younger than the Dumah the party saw on the altar; but one, at least, will be as recent as last Thursday's Dumah. Some are Dumah as he might be - again, some are obviously much older, but one or two will look identical. Some are Dumah as he might have been - once again, some radically different, some identical.

All the Dumahs will claim to be the real, present Dumah (indeed, a few heated debates and minor fistfights may break out among the younger, more hotheaded Dumahs over this), but while still trapped within Dumah's head, they are incapable of telling lies about themselves. So by judicious questioning, the party *should* be able to figure out which the Real Dumah Treeborn actually is. Once they've identified him, he'll tell them that the only way to wake him up is to kill the other, false Dumahs. Naturally, the others aren't too happy about this, and will turn on the party.

The party, however, are now deep in the realm of Wibbly Shit. As a result:

1. They are each now armed with the weapon they are *most accustomed to*. In most cases this won't have any effect, but if someone's lost a sword during the adventure, this is a chance for them to get it back - or if someone's trying out a new style of combat, they'll find themselves reverting to the old one.

2. Their total Body Hits on each location are equivalent to their total Psyche hits. All of this is considered flesh - no armour. But similarly, no /penalties/ from Heavy or Medium armour.

3. Dodges, Parries, Disarms largely unaffected - but anyone with Exorcist gains a bonus Disarm for the encounter.

4. Their damage for the encounter is the same as the psychic damage they'd usually wield. Yep, that means that if the party's a bunch of average joes, they'll all be doing Halves. Sucks to be them.

They will have to fight off the Dumahs, who are variously statted:

Old Dumahs: 2+0 / Singles / 5 Fatigue / 10 Psyche / Psychic Doubles / Will try and use Dream-Battle to draw the psychically strongest individual into Psychic Combat, which occurs in time-freeze as normal - if the individual loses, they fall out of the dream and into a sleep in the waking world

Present Dumahs: 4+0 / Singles / 7 Fatigue / 8 Psyche / Will use the Ordained version of Shadowcats (target is unable to dodge or parry due to distractions)

Young Dumahs: 4+2 / Doubles / 7 Fatigue / 6 Psyche / Will use the Unordained version of Oneirophobia/Worst Nightmare (affected target is unable to dodge or parry, and drops damage to Singles, or Halves if they were only doing Singles)

Of course, there is a chance that the party will get it wrong. Essentially, whichever Dumah is the last one standing wakes up. This could have Interesting Consequences [tm]. 

Once the party have defeated all the Dumahs but one (hopefully the right one...), everyone wakes up in the Temple.

If it's the right Dumah, he seems confused at seeing them there, then goes pale and asks the party to take him to Rebecca de Courci immediately so he can apologise. On stepping out of the Temple, the party will find everything back to normal; the snow's gone, the sun's shining, the Embassy gates are quite visible and open, and any guests the party failed to awaken are emerging from the Embassy building into the sunlight, blinking and rubbing their eyes. If the party ask him what happened, he'll explain that he was trying to create an illusion composed of the dreams of the guests at the Midwinter festival, as a final practical-joke-cum-fireworks-display, but something went wrong. He refuses to explain what.

If it's the wrong Dumah, he seems to be suffering from... memory loss? He has no idea what happened in the Embassy or how he got here, and indeed, if he's a young or Alternative Dumah, may have no memory of being Ambassador. If it's one of the future Dumahs, he'll be very confused at apparently being transported twenty years into his past. Everything *seems* back to normal when they step outside, but they keep seeing little flashes of odd colour of the corners of their eyes, which only fade when they leave the Embassy compound...

Either way, the final person to emerge from the Embassy buildings into the sunlight is Godfrey Inskilling, once again in the form of an ape, attired in smoking-jacket and holding a pipe sadly in one hand. As he passes the party, he pauses to give them the saddest, most reproachful look they’ve ever seen, with tears standing in his liquid brown eyes, and then quietly lopes off towards the College.
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