Sturdé/ & Wilde
Detective Agency

A Steampunk Mystery Hack of “Lasers & Feelings”

You are employed by the Sturdy & Wilde Detective Agency. No case is too small, no victim too grand. When
Jonathan Wilde went missing on a case, his partner Barbara Sturdy left to search for him, with only a note on
the door that read: Solve the mystery you find on the board. You haven’t heard from either of them since, even
though they both took their aether telegraph devices. You are on your own in the dank, dirty city of London.

PravERs: CREATE CHARACTERS

Choose a style for your character: steambot, street,
l sultry, intrepid, aether-addicted, highstrung, or dash-

ing/daring.

Choose a role for your character: doctor, urchin,

engineer, detector, roustabout, scientist, or pistoleer.
3 means you're one of Sturdy’s hires/informants (tech-

nology; science; cold rationality; calm, precise action,
deduction). A low number means you're Wilde’s accomplice/
snitch (intuition; diplomacy; seduction; wild, passionate
action, gut instinct).

4

You have: an aether telegraph communicator (designed by
Sturdy), a steam-powered pistol, some money (how much?),
and an arcana-embued gold coin. The Agency owns: a clock-
work man and a clockwork-and-steam horseless carriage.

Choose your number, from 2 to 5. A high number

Give your character a cool steampunk name, like Ava
Lovelace or Jules Jeter.

Player goal: solve a mystery in Victorian London.

Character goal (choose one or create your own): take over
the agency, meet with seduction, stop criminals any way
you can, find new forms of energy (either natural or occult),
discover and solve weird side mysteries, prove yourself to
your superiors, or keep being excellent (you have nothing to
prove).

PLAYERS: CREATE THE AGENCY

As a group, pick two strengths for the Sturdy & Wil
de Agency: era-modern forensics lab, superior secretary,
city-wide communications, arcane arsenal, aether-powered
transport, fortress-like defenses, steambot army.

Also, pick one problem: energy-inefficient (always have to
recharge everything after use), only Barbara has access to
Scotland Yard (and she’s gone), steambots are temperamen-
tal machines that tend to explode, grim reputation (Jonathan
Wilde has an unsavory past)

Rovrrine THE Dick

When you do something risky, roll 1d6 to find out how it goes.
Roll +1d if you're prepared and +1d if you're an expert. (The
GM tells you how many dice to roll, based on your character
and the situation.) Roll your dice and compare each die result
to your number.

If you're on Sturdy’s team (science, reason), you want
to roll under your number.

If you’re employed by Wilde, (rapport, intuition) you
j  want to roll over your number.

If none of your dice succeed, it goes wrong. The GM
says how things get worse somehow.

If one die succeeds, you barely manage it. The GM
inflicts a complication, harm, or cost.

If two dice succeed, you do it well. Good job!

If three dice succeed, you get a critical success! The
GM tells you some extra effect you get.

If you roll your number exactly, you are a master
detective! You get a special insight into what’s going
on. Ask the GM any question and they’ll answer you
honestly.

Some good questions (but not all-inclusive):
What are they really feeling?

Who's behind this?

How could I get themto _____?
What should I be on the lookout for?
What'’s the best way to _____?

What’s really going on here?
You can change your action if you want to, then roll again.
Helping: If you want to help someone else, who’s rolling,

explain how you try to help and make a roll. If you succeed,
give them +1d.

GM: CrEATE A VICTORIAN STEAMPUNK MYSTERY
Create your own or roll from the table below:

1 - Murder 4 - Treason
2 - Burglary 5 - Kidnap
3 - Piracy 6 - Maiming
1 - Most foul 4 - With brigands

2 -With malice

5 - Without license

3- At sea 6 - On the Orient Express
1 - Admiral of HMRN 4 - Don of Oxford
2 - Queen’s Envoy 5 - Master of Robots

4 - Ambassador Givens 6 - Lady St. Germaine

1 - End the empire 4 - Unmask an affair

2 - Terrorize a city 5 - Start a war

3 - Inconvenience a royal 6 - Destroy the monarchy

THIS GAME IS A HACK OF:
Lasers & Feelings by John harper.

Steampunk art by freepik
https://www.freepik.com/free-vec-
tor /collection-of-steampunk-ele-
ments_839199.htm

GM: Run THE GAME

Play to find out how
they solve the mystery.
Introduce the mystery by
showing evidence that it
has occurred. Place the
characters in danger from
the criminal, show signs
that it’s about to happen,
then ask them what they
do:

“Dr. Moriarty points his
aether pistol at your com-
rade. What do you do?”
“The Lady Devine pours
you a glass of absynthe
and smiles across the tea
table seductively. What
do you do?”

Call for a roll when the sit-
uation is uncertain. Don’t
pre-plan  outcomes—let
the chips fall where they
may. use failures to push
the action forward. the
situation always changes
after a roll, for good or ill.

Ask questions and build
on the answers: “Have
any of you encountered
an arcane robot master
before? Where? What
happened?”




