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The Porterhouse College Adventuring Company 

 
 

Porterhouse College is a private school with a reputation for producing reliable and talented young men 
destined build careers as military officers or in other positions of power within the Empire. Not a 
fashionable education establishment, the school attracts younger sons of the rich and powerful (those who 
won't inherit) and, funded by a mysterious benefactor, the orphaned sons of military officers and members 
of the Colonial Service, neither of whom would be missed if something were to happen to them. This is 
perhaps fortunate, as the school encourages its pupils to undertake 'character building' extra-curricular 
activities to show that they have the 'right stuff' and demonstrate their worthiness to be servants of Empire. 

One of the most successful of the  school's extra-curricular activities is the adventuring company; formed of 
the most talented sportsmen, members of the school's cadet force, a few promising juniors and other boys 
with particular special talents. Although provided with only limited resources (from the cadet force 
armoury), the company make up for this with some expensive toys provided from wealthy boys allowances 
and home-made technology manufactured by some of the more scientifically capable boys. 

The Boys 

The company is normally commanded by The Honourable Harry 'Flashy' Flashheart, head boy, captain of the 
school's Rugby team and school fencing champion. Flashy wears a shirt of light but very strong (and very 
expensive) chain mail under his immaculate school uniform.  

Assisting Flashy in commanding the company is his chum George ‘Sticky’ Wicket, captain of the school's 
cricket team and a noted all-round sportsman. Wicket prefers to get up close and personal with his 
opponents. He often carries home-made grenades, with which he demonstrates his cricket prowess as a 
bowler. 

Specialist support comes from Victor ‘Vickers’ Enfield, the best shot in the school's cadet force, and Tiberius 
'Tinker' Bullshott. A younger son of the famous manufacturing family, Bullshott was sent to Porterhouse 
following an incident involving an exploding dovecote. His family hoped that sending him to an out of the 
way boarding school would keep him out of trouble. This may have been a mistake, as young Bullshott has 
found new uses for his natural engineering talents in support of the adventuring company! 

The Adults 

Sometimes members of the college's staff accompany the company to provide support. 

Captain Ironside was once a promising officer, but was invalided out of the Army after almost losing his leg 
to a Dervish sword. Ironside now teaches at Porterhouse, trains the school cadet force and is mentor to the 
adventuring company. Despite his wound, Ironside has become proficient in the martial art Bartitsu. 

Grim Ben was captured by a mad scientist as a subject to perform experiments on. Rescued by the 
adventuring company, he recovered but at the cost of having to live with hideously deformed skin, making it 
impossible for him to return to a normal life in public. After petitioning by the adventuring company, the 
school took Ben in as a caretaker. Ben now takes care of both the school building and the boys of the 
company when out 'adventuring'. Ben's preferred weapon is a heavy club. 
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Sister Elsie is the firey tempered Irish nurse in charge of the school's infirmary. Sometimes she accompanies 
the company to "keep an eye on her boys". 

Figure Pluck FV SV Speed Cost Talents Basic Equipment 

Flashheart 2+ +3 +3 2 52 Leadership +2, 
Fanatic, 
Duellist (Sword) 

Chain Armour, Pistol,  
Swordstick 

Wicket 3+ +3 +3 2 36 Leadership +1, 
Tough 

Magnetostatic 
Waistcoat, 
Shotgun(short),  
Club (cricket bat) 

Enfield 4+ +1 +4 1 35 Marksman, 
Stealthy 

Jack, Military Rifle 

Bullshott 4+ +0 +2 1 16 Engineer Jack, Pistol 

Cadet 5+ +1 +2 1 16  Jack, Military Rifle 

Junior 6+ +0 +1 1 5  Club 

Capt. Ironside 3+ +3 +3 -1* 30 Leadership +2, 
Martial Artist 

Brigandine, Pistol 

Grim Ben 3+ +4 +0 0 37 Numb, 
Antivenom 

Thick hide - as Jack, 
Heavy Club - as 
Nightstick 

Sister Elsie 4+ +1 +0 0 19 Medic Lined Coat, 
Shotgun (short), 
Club (shillelagh) 

 

* Speed -1: This confers no penalty in hand-to-hand combat, but does reduce movement, figure cannot run. 
Note that Ironside’s Martial Artist talent compensates for the movement penalty Speed -1 confers.  

Options 

 Flashheart may have a Steam Monowheel (+14 points) 

 Wicket may have Explosive Grenades (modified fireworks) (+6 points each) 

 Enfield may have a  Monocular Targeting Array (+7 points) 

 Bullshott may replace his Jack with a Vulcan Coat (+1 point) or a Faraday Coat (+4 points) 

 Bullshott may replace his Pistol with an Arc Pistol (+4 points) 

 Bullshott may have Grenades (Explosive or Brick Lane Bottle) (+6 points each) 

 If Bullshott is present in the company, one company member may have an Electrostatic Burst 
Generator (+15 points) 

 Any Cadet may have the Marksmanship talent (+5 points) 

 One Cadet may be a NCO in the Cadet Force with Leadership +1 (+3 points) 

 Any Junior may have the Stealthy talent (+5 points) 

 Any Junior may have Explosive Grenades (modified fireworks) (+6 points each) 

 Any Junior may have a Vertical Spring Translocator (+8 points) 

 Capt. Ironside may have a Steam Carriage (+10 points) 

 Any company member may have a Bicycle (+3 points) 

Steam Monowheel 
Move: 15" Difficult Terrain: No Armour: 7 Points: 14 
Carries 2 persons, 1 acting as driver (requires 1 hand to steer) 


