20.6 Miles

A cool wind ruffled the gentleman's hair as he cautiously shadowed the woman in a somber black dress. No true widow, though-- he had long suspected her of operating a spy network in London. Unless he overstepped his mission, the Dover ferry might be his last opportunity to nab her and bring her to English justice.

Meanwhile, a slip of a lad on the shipyard kept a cautious eye on the fine-lookin' gent with the lace cuffs. Wouldn't be such a shame if his pocket was cut, would it?

Far down the midway, a longshoreman hauled in the daily catch. Three nets full, and a false floor in the boat that held French silks and wine, waiting to be unloaded long after dark.

Amongst all this, a curious American with a notebook took careful notes. Her editor in New York would be very interested in this story, once she was done researching it!

20.6 Miles is a DM-less role-playing game of espionage and intrigue for 2-5 players. It's set in the Strait of Dover, encompassing the port cities of Dover, England, and Calais, France during the early 1800s. At this time, Emperor Napoleon was dominating Europe, and England, under the Regency of George III, was marshalling towards confrontations that would end with Waterloo in 1815. The Channel crossing, therefore, was critical to the spy networks operating in both countries-- as well as smugglers, law enforcement, revolutionaries, and intellectuals.

What you need to play:

	Two coins with both heads and tails

Something to keep track of your Scene Points. (corn kernels, pretzels, more coins... whatever you have handy.)
Paper and pencils for each player.

Optional Resources
About the English Channel: https://en.wikipedia.org/wiki/English_Channel 
About the Dover Strait: https://en.wikipedia.org/wiki/Strait_of_Dover
Map of Dover: http://www.dover-online.com/images/dover-map/
Map of Calais: https://commons.wikimedia.org/wiki/Calais#/media/File:Situationsplan_von_Calais.jpg

Character Creation
As she tucked her hair into the cap, the unlikely investigator silently thanked her good fortune in finding Frederick, her valet. A capable haberdasher, he'd been more than able to tailor hats, shirts, and jackets to fit her curls and hide her feminine attributes to avoid detection on her riskier missions. Nonetheless, her work was invaluable to the Contre-Agence, France's most secretive agency tracking down the devilish English spies on French soil!

You represent an organization or separate interest operating in the port cities of Dover, England and Calais, France.  Perhaps you head up an assassin's league, intent on taking out targets for the highest bidder, or maybe you're an inspector for the French Empire, protecting the people from English spies. Name your organization something appropriate and flavorful ("The Drowning Gents" smuggling ring, for example). 

Note: Each player creates their own organization, leader, and NPCs.

Write down two areas, people, or organizations, that your organization has some influence over. You can set your influences in either Dover, or Calais, or sometimes both. These areas of influence might be officially part of your organization, or just related to it. They are abstract and are not run by players.

Some examples:
	The local constable's office

A gang of street kids
The local doctors and apothecaries
The merchants' district
The leading local nobility
The military garrison
The French government in Paris
The British government in London
A printing press
A shipping company
A "mad scientist" who is building a hot air balloon
The criminal element of the town

Decide if the leader of your organization operates openly most of the time, or under a false identity. Name the leader with their real name and, if appropriate, an alias. Decide on your leader's character attributes:

Physical:
	Fitness– How physically fit you are for physical contests
	Stealth – Cat burglar skills are a must in espionage!

Social:
	Network – Who you know and how you are connected
	Presentation – Can you convince people of your lies or to help you out? 

Intellectual:
	Cleverness – How clever are you at planning a caper, improvising a device, or knowing how to read clues and information?

Intuition – How well can you "read" someone and see if they're lying, or if there is something weird going on when you walk into a room.

Assign 1 point to three (3) of your attributes, and 2, 3, and 4 to the other three. (Example: Fit: 4, Stealth: 1, Con: 1, Char: 1, Intel : 2, Intuit: 3.)

Note: Stealth or Charisma can be used when maintaining a disguise or hiding your accent. All agents are assumed to be capable, if not fluent, speakers of both French and English.

Finally, create up to three NPCs, who work for you in your organizations or are otherwise associated with you. NPCs have the following points to assign to attributes: 3, 2, 1, 1, 1, 0. Your NPCs otherwise follow the same rules as you, including flipping a coin for success or failure.

Introduce your leader and organization to the other players. Pick two debts (one small debt, and one VERY big debt) that you owe to other organizations. They can be personal debts between the leaders, or organizational ones between your entire networks. You can owe both debts to the same organization, but that's not as much fun.

Write down who you owe, and for what.

Write down who owes you, and for what.

Playing the Game
The gentleman groaned quietly as a sharp headache brought him back to consciousness. The dark room, lit only with a single, dimmed, lamp, reeked of saltwater. He glared around the room at his captors before one of them, the biggest and meanest-looking stepped into the faint light. "Well, lads. Looks like we found us a sneakin' const'ble, eh?"

"I'm no constable, I assure you," he protested, hoping they'd hear the quality in his voice... and, perhaps, smell the money he might be able to offer if they released him. Preferably, he thought, before his real quarry got away!

The story is played out in a series of scenes, which the players create for each other. The player with the most openly-known organization frames the first scene. When you create a scene, you are using your own organization to set up some kind of conflict or scenario for another player or players to encounter.

Setting a Scene
Decide if the scene will primarily use physical, social, or intellectual attributes and announce which group of attributes the scene will use. The scene is not necessarily hostile, but you should always have some goal that your leader wishes to accomplish.

Describe where the scene takes place. Pick one player whose organization is involved-- the player gets to decide if their leader is in the scene, or one of their NPCs.

If you wish, you can call in a debt that is owed to you to bring another organization's leader into the scene as your ally (see Calling in and Repaying Debts).

Everyone in the scene adds up the attributes associated with the type of scene you've set and takes that many Scene Point tokens to use during the scene. For example, if it is a physical scene, such as a chase to capture a spy, and you have Fitness 2 and Stealth 1, you get 3 Scene Points to spend during the scene.

At the start of the scene, announce one of your areas of influence to gain an additional Scene Point. This area of influence is untagged after a scene ends in which you are the target of the scene (this means if you are targeted, you should tag an area of influence to help you out!)

If you are the target of the scene, you gain an additional Scene Point to spend during the scene. You may choose whether your organization's leader is present in the scene, or if one of your NPCs is involved instead (sometimes, it will be obvious who should be in the scene).

Role-play the scene between your organization, your allies, and the target of your scene, flipping coins and spending points to resolve conflicts (see Resolving a Conflict).

Note: Unescapable or impossible conflicts are not fun! If you set up a conflict or situation that the other player literally cannot defeat or escape (such as by throwing impossible obstacles into the scene to continuously block the other player), you automatically lose. Describe how your organization is outwitted or outmaneuvered by the other player's organization. You can get help from other players for this description, perhaps revealing unknown alliances between organizations!

Calling in and Repaying Debts
Perched on the edge of the levy wall, she quickly realized that writing spy novels had not made her tremendously capable of hoisting herself out of danger. She clung for dear life, wishing-- not for the first time-- that she'd paid a little more time dancing an d less time reading!

Suddenly, she sighted the regamuffin she'd helped with that constable last week. A sharp whistle broke the night air and suddenly a thin, knotted rope thudded down the wall beside her.

"Help ya up, miss?" a light voice called down from above her. Saved! She quickly scrabbled up, only to find herself surrounded by the smugglers she'd been trying to escape!

"Sorry, miss," the urchin muttered, looking sheepishly at his feet. "Jus' bizness."

When you frame a scene, you can call in a debt from other organizations. If it is a large debt, the leader of that organization will be present in the scene. If it is a small debt, the leader might be present, or they might only send an NPC.

Beware of double agents! When you call in a debt, you get an ally. But if your ally owes the target of your scene, they can choose to aid the other player!

When you are in a scene but you are not the framer of the scene or the target, you can choose to help whichever side you wish. You cannot use a scene to repay a debt to anyone except the person who framed the scene, so you have an incentive to help the framer of the scene.

However, if you help the target of the scene, they will owe you a small debt (this debt is always small, no matter how much you helped.) In addition, you will still owe the framer of the scene a debt, and they will now be very hostile towards you!

Resolving a Conflict

When you come to a point where you and another player want to cause harm to your characters, or you cannot move the story forward, you can call for a contest. Any allies in the scene decide secretly who they will assist.

All players involved secretly pick a number of Scene Point tokens from their available Scene Points. Hide these in one closed hand and reveal them simultaneously. Add them up-- ally Scene Points are added to whomever they have chosen to assist.

If there is a tie, both the framer of the scene and the target toss a coin. Heads beats tails. If you tie again, the coin is flipped again. 3 ties means a win for the target of the scene.

Ending the Scene
At the end of the scene, the target of the scene increases one attribute by 1, permanently, to a maximum of 4. Describe what training, luck, or skill brought you to new understanding and ability. In addition, the target refreshes any areas of influence they have tagged.

The next player to the left of the framer of the scene starts a new scene. 

Ending the Game
Years later, writing a letter to her sister, she finally revealed the secretive tales of her "season in Dover," and how it had led her, ultimately, to move to America and start a new life, far from the danger of French spies and assassins. The modest-- and discreetly provided-- pension from the Crown set her up well in Buffalo, New York. She retired happily to a small farm, where she raised chickens and never had to scale up a wall again.

Play until everyone has at least one turn as the framer of a scene, then continue until the story comes to some resolution. When you decide to stop, declare victory at Waterloo, and end hostilities between the two countries. Take three minutes to describe the epilogue for your organization's leader and what happens to your organization after the war.

