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Introduction 
Back in Renaissance Italy a rather stupid 
Goblin posed for Leonardo Da Vinci. The 
astute Italian created a statuette of the goblin 
and cast it in Bronze.  At this point the 
Inquisition (a forerunner of The Agency) 
stepped in and confiscated it. 
Fast forward six hundred years and the 
statuette, the notorious Maltese Goblin, has 
gone through a dozen owners bringing 
terrible fortune to each and has it just been 
acquired by the Metropolitan Museum of 
Social History and Art in New York. It is to be 
put on display tomorrow for the first time in 
its long and troubled history. 
 

Where Do We Come In? 
The player's gang of Goblins regain 
consciousness to find themselves trussed up 
like turkeys, upside down and hanging over 
Uncle Butt's Drake Pen. Uncle Butt is small-
time Hobgoblin crime lord and the drakes are 
lesser dragons that he keeps as pets. Being 
eaten by a Drake is one of the ways to 
permanently kill a goblin... 
"Lissen up you’s mooks" he says. "I gotta dis 
job for you’s. It's an offer you can't refuse...". 
In short he wants the gang to enter the 
museum through the sewers, find the Maltese 
Goblin and bring it back to him before the 
Museum doors open tomorrow morning. Easy 
as pie... 
 

What the Goblins don't know: 
Leonardo cheated. He couldn't get the Goblin 
to sit still long enough to sketch so he froze it 
and then dipped it in molten Bronze. The 
Goblin is alive and inside the statuette.  
As you can imagine after six hundred years it 
is utterly insane. It is also a powerful Weirdo, 
which is why there have been so many 
accidents surrounding it. 
Three other groups want the Statuette: 
1. The Agency are sending a Covert Op's team 
to retrieve it before it can be displayed. 
2. A Quastrell of the Unseelie Court has 
dispatched a clan of Picsies to get it. 
3. A Human Sorcerer has uncovered what it 
might be and is posing as a Museum Night 
Guard in order to get his hands on it. 
Add to this the fact that the Museum has 
state of the art security and eight armed, but 
elderly Night Guards. The guards also have a 
Bull Mastiff called Cerberus. 
 

The Museum of Social History & Art 
The layout of the Museum is pretty irrelevant. 
If you have been to a large city museum built 
in the late 19

th
/early 20

th
 Century you can 

wing it pretty easily. 
Sweeping staircases, high ceilings, complex 
exhibits full of dummies, columns, domes, 
shiny marble floors, lots of back passages and 
research spaces, a huge basement warehouse 
full of treasures in packing cases, a gift shop 
and cafeteria, all over at least three floors. 
Some exhibits will be behind glass, others will 
have complex security – CCTV, Lasers, Drop 

Cages etc. Most will have little but a red rope 
to keep you out. 
For goblins there’s lots of places to hide, lots 
of improvised weapons to play with, and 
tonnes of stuff to steal. 
The Maltese Goblin will be at the centre of 
the Museum in the brand new Leonardo Da 
Vinci exhibit. The only security in there is a 
dodgy CCTV camera and an elderly guard 
called Ernie sleeping on a chair. 
 

The Enemy 
Each of the following groups will do pretty 
much anything to get their hands on the 
Maltese Goblin including killing each other. 
Note that there are no stat’s given for these 
groups. Essentially run them as you see them, 
making suitable checks when you think they 
need them. 
 

The Agency Covert Operations Squad 
Five men in Tactical Carapace Armour with 
Glock 9mm Pistols, Stun Grenades, Combat 
Knives and far, far too much testosterone. 
They are prone to say ‘hut-hut’ a lot when 
running about. 
They are not particularly clever, but won’t be 
phased by things that are out of the ordinary. 
They know what the Maltese Goblin looks like 
and where it is, roughly. They will be obsessed 
with acting covertly, diving through doorways 
and covering their tracks. They will enter the 
Museum through a skylight from a helicopter. 
 

The Blue Moon Picsie Clan 
Imagine a thirteen year old girl, shrunk down 
to two feet tall, with wings, tattoos, far too 
much make-up, knives and darts, and few 
magical spells thrown in for good luck. Now 
imagine seven of them... 
These vicious pests are beyond ditzy and will 
waste a lot of time messing with the exhibits, 
the Covert Op’s team and the Guards. Once 
on target though they are single-minded and 
utterly ruthless. 
The Clan will teleport into the Gift Shop. 
 

Merllyn Dragonwolf the Third 
A former Anthropology professor and pagan 
hippie called Clyde Doolittle. He has suddenly 
found his meticulously researched, and until 
then useless, spells working. 
Drunk on the power these spells have given 
him he is now trying to get his hands on any 
‘magical’ artefacts he can. 
He is actually quite powerful but hasn’t quite 
got full control over his new abilities. He will 
spend more time taking out the architecture 
than accurately targeting his foes. 
Merllyn enters the through the Employee 
Entrance on the Ground Floor. 
 

The Night Guards 
At first you may think these semi-retired old 
guys to be the underdogs. If you did then 
you’d be wrong. For a start they have the 
home advantage, knowing their domain 
inside out.  
Also they are mostly ex-policemen with forty 
plus years law enforcement experience under 

their belts. That is except for Old Charlie. He’s 
a Vietnam Vet who’s mind didn’t come home 
with him. If he is attacked he’ll turn into a 75 
year old Kung-Fu champion. 
They are armed with .38 Revolvers, Torches 
and Nightsticks. 
They may be slow but they are cunning. 
At the beginning of the night they will be 
mostly patrolling the museum except for 
Ernie who’s asleep in the Da Vinci exhibit hall, 
and Charlie, who will be hunting VC in the 
Mayan Jungle exhibit (top floor). 
Cerberus, their Rotweiler has the run of the 
whole museum and will sniff out strange 
smelling things (like goblins) and chase them. 
 

Running the Game 
Let the Goblins explore the Museum, avoiding 
or confronting the enemy groups. Leave a few 
clues around such as posters for the Da Vinci 
exhibit with the Maltese Goblin somewhere in 
the background. 
Let the Goblins interact with the exhibits and 
use the surroundings dynamically, setting 
traps, acquiring useful and useless kit, and 
ambushing their enemies (or vice versa). 
Fun exhibits might include:  

 a Roaring Twenties gun fight between 
mobsters and G-men, 

 the Bridge of the Starship Enterprise, 

 an Egyptian Temple complete with traps 
and mummies (and possibly magical 
artefacts), and 

 First World War Trench exhibit. 
Once things get interesting lead the goblins to 
the Da Vinci exhibit. This is in a large hall with 
a high ceiling. There is lots of cover in the 
form of full scale replicas of Da Vinci’s many 
inventions and an Italian Renaissance Street 
scene full of dummies. 
At the very centre is the Maltese Goblin who 
is getting pretty pissed off. He can hear 
people coming into the hall and begins 
throwing spells around randomly. 
The Goblins should turn up just as the other 
teams also get there. 
You now have a battle between the Night 
Guards, the Covert Op’s team, the Picsie Clan 
and a Human Sorcerer who thinks he’s Merlin. 
All the Goblins have to do is get to the centre 
of the melee, convince the Maltese Goblin 
that they are friends and get the hell out of 
there. Easy as pie... 
 

Victory 
Should the Goblins get out alive they can keep 
anything they stole except the Maltese 
Goblin. 
Uncle Butt will give them $300 each for their 
pains and promises to offer them more work 
for being “good soldiers”. 
Coming back without the Maltese Goblin will 
have them sentenced to a month cleaning out 
the Drake Pens. They will each lose a single 
point of STR or DEX (their choice) doing this, 
but gain a point of MAL.  
This adventure is the first of a series involving 
the Maltese Goblin, so watch this space! 


