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Introduction

Who is the Steam Highwayman?
You are the Steam Highwayman. Whatever brought you here, you now stand on the verge of an exciting adventure.
Within this book you can explore a world of different choices and consequences, puzzles, mysteries and quests, discov-
ering your own story as you turn from passage to passage. You will need a pencil and eraser to mark your adventure
sheet to track your progress and two dice to help calculate the effects of chance in your tale. Your decisions will be mat-
ters of life and death, not just for yourself, but for many others too.

Options
From the very first passage in this book you are presented with choices: where to travel; how to answer a challenge; to
kill or to spare a villain. Choices presented beneath a passage's main text are optional; instructions within a passage
must be followed to maintain the narrative: this allows you the freedom to make choices but also means you are subject
to their consequences. To make a choice, simply turn to the passage indicated and continue to read from there...

Tickboxes
Some passages include tickboxes which track your progress. You will be instructed to tick them with a pencil when you
encounter them and either read on or proceed to a different passage. When the time comes to restart your adventure,
you will need to erase any ticks before beginning afresh.

Codewords
As you travel throughout the realm you will learn many secrets, hear many rumours and experience strange and won-
derful adventures: codewords allow the book to track this. When you gain a codeword, tick that codeword in the back
of the book. When you are asked if you have a particular codeword, check to see if it is ticked in your codeword list.
Some options are only available if you have a certain codeword. When travelling to another book in the series, retain
your codewords, but if you restart your adventure you will need to erase all the codewords you have collected.



Your Adventure Sheet

Abilities
Your adventure will require you to use a diverse set of skills, which the following list represents:

RUTHLESSNESS How threatening you seem, both in appearance and reputation

ENGINEERING Your skill with pneumo -mechanics and steam machinery

MOTORING The knowledge of road lore and the art of handling an engine

INGENUITY Your ability to solve problems

NIMBLENESS Your physical quickness and agility

GALLANTRY The appeal of your manners, words and deeds

To make an ability roll you must roll two dice and add the total to the appropriate ability score , plus any modi-

fiers. If the total score is greater than the Difficulty, you have succeeded.

Possessions
You will collect, find and buy many items as you travel the land. You may carry up to 12 possessions in your inventory
(representing your saddlebags) at any time. Many items modify your Ability scores. These modifiers are cumulative as
long as the items are unique. For example, your ENGINEERING score of 4 could be improved by possession of aneu-
matic manual (ENG+3) and an adjustable wrench (ENG+1) to total, but could not be improved by two adjustable
wrenches. Some options are only available to you if you possess a certain item. If these do not indicate that you should
discard or use up the item, you may retain that item for later. You may come across limited use objects. These have a
number of tickboxes beside them which you should tick on each use. Bonuses to ability scores are temporary and will
revert after a single fight or skill check. After the final tick, erase the object from your Adventure Sheet.

Money
The realm uses the Imperial monetary system - pounds (£), shillings (s) and pence (d). You will normally deal only in
shillings, but when making deposits at the bank or expensive purchases you will need to do a little maths: there are 20
shillings to the pound or sovereign, and 21 shillings to the guinea. Paper money is normally only used by the wealthiest
and is not always easy to exchange. A bundle of notes such ahirty guineas in notes may not be spent as normal -
you will need to find someone to accept it as a deposit or exchange it for hard money (sometimes at a discount). Paper
money does not take up a possession slot in your inventory.

Weapons

Shooting Guns
Each gun has an ACCURACY rating (edlunderpistol (ACC 6) ). To shoot, roll two dice and add the score to your
gun's ACCURACY together with any other modifiers. A scoregreater than the Difficulty is a success.

Fighting enemies
Combat proceeds in rounds, and in each you have an opportunity to wound your opponent before they have a chance to
hurt you. When the number of Wounds you have inflicted is equal to your opponent's TOUGHNESS, or when you have
five Wounds , the fight is over. To calculate whether you wound your enemy, roll two dice and add the score to your
NIMBLENESS, together with any modifiers. If the total is greater than  your opponent’'s PARRY, you will succeed in
wounding them.

Your opponent then has the same chance: a single diceoll is added to their NIMBLENESS and if the total is
equal to or greater than your PARRY then you gain awound . Your PARRY score is the total of your NIMBLENESS plus
the PAR value of your weapon. Note: if your opponent has a weapon with modifiers, these have already been added to
the NIMBLENESS, PARRY and TOUGHNESS scores printed, but you make take this weapon if you win.



Wounds
A highwayman's life is a dangerous one: you may be wounded in single combat, shot at by angry constables or hurt in a
road accident. Keep track of eachWound on your Adventure Sheet, as normally your fifth Wound  will incapacitate
you and may hasten the end of your adventure. You are able to treat youWounds in a safe location either through rest
or paying for medical treatment, which will normally result in your Wounds converting to Scars .

Scars
The normal process when a wound is healed is to erase th&Vound from your Adventure Sheet and add aScar to your
scar tally. The roll of two dice and a score of 11 or 12 will result in arintimidating scar (RUTH+1) , which should be
noted in your Other Modifiers
Velosteam

Your velosteam is your most prized possession: a finelytuned and carefully engineered two-wheeled road engine of un-
surpassed mechanical beauty, it runs on readily available coalgas and can achieve considerable speed. However, it can
be damaged by accidents or risktaking. Keep track of any damage points on your Adventure Sheet, along with any
customisations that you manage to fit. You must take care! Your velosteam can sustain threedamage points , but
should you suffer the fourth your machine will be beyond repair . At this point you will be forced to abandon your ad-
venture on the road - so ensure you know a trustworthy mechanic who can help you repair your velosteam before that
stage.

Reputation

As you proceed about your lawless way you are bound to make enemies as well as friends. Record your notoriety (for
example, Wanted by the Coal Board ) and your friendships (for example, Friend of Lord Dashwood ) on your Ad-
venture Sheet. These will decide your fate at many a turn.

Great Deeds
Some adventures may result in you become known for your great deeds. Note these on your Adventure Sheet: they will
influence your eventual fate when you come to retire from this life.

Solidarity Points
The common people of Britain are oppressed and disenfranchised: their poverty enables the wealth of the landed, the
gentry, the industrialists and the political classes. Some of your choices may result in you gaining Solidarity Points
which indicate whether the poor of the land know you as a saviour or as an oppresssor. Should you gain 20 or moresoli-
darity points  you will be known as the People's Champion . However, you may loseSolidarity Points for partici-
pating in the oppression of the common people. Itis not possible to have a negative number of solidarity points.

Retirement and the End of your Adventure

Once you have fully explored the world of Smog and Ambuscade, you may adventure on into the other books in this se-
ries, riding airships, infiltrating government, fighting for Cornish independence or riding the Great North Road. How-
ever, your good fortune cannot last forever and when you decide to settle down and retire from the road you will be in-
vited to turn to the Epilogue. Several important factors will decide the happiness and security of your later years: the
number of Friendships that you have made, the amount of money you have banked with Coulter's Bank, the number of
Solidarity points and Great deeds that you have collected and your health, represented by the number ofScars you
bear. All of these will also help you calculate a score to share with other riders of the midnight road, or to better in an-
other adventure.
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