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A Change of Faith


by Alfred Nuñez Jr. and Richard Iorio II


Introduction


The players begin this two-part adventure in the city of Talabheim where they are hired to locate a missing person. Although seemingly straightforward, the players will find that things are not what they appear.  This will lead them to uncover a sinister plot that may well tear the Empire apart.   The players must find a way to destroy the force behind the scheme before they become one of its many victims.


A Change of Faith is designed for characters who are in their second or third career (total EP of 1,600 - 2,000).  At least one 2nd level wizard should be included, as well as one strong Warrior and Ranger type.  A Change of Faith is intended to be a one-off adventure and takes place either before or during the Enemy Within campaign.  The adventure may also be used to start a campaign for characters who wish to explore the southern provinces of the Empire.


Background


The taint of Chaos is everywhere, and no one is safe from its seductive influence.  Now a plan is in motion that will shake the very foundation of the Old Faith’s belief system.  It seems that not even the followers of the Earth Mother are safe from Chaos' destructive embrace.


A devoted follower to Slaanesh, Juno Magerfleisch implemented a scheme to lure the duped masses into the worship of the debauched Chaos deity.  Most peasants in the isolated villages of the Averland countryside worship or follow the Old Faith.  Juno decided that the best way for Slaanesh to gain a strong influence was by corrupting these smaller outlying villagers, and then work in.  By doing this, no one would realize the growth of the number of Slaanesh worshipers until it was too late.


For the last five years Juno laboured with her plan.  Impersonating a Druid, Juno settled in a small town of Herzendorf in the eastern part of Averland and convinced the resident Druidic Priest, Edelbert Verwalter, of her desire to follow in his footsteps.  Impressed with her gifts, the elderly Druid accepted her as his heir apparent. Within a year, Juno was able to gain the trust of the locals even as she corrupted her mentor.  Soon, Edelbert’s usefulness was at an end.  In the hills far from the prying eyes of the villagers, Juno expressed her true self to the Druid.  Unfortunately, neither his heart nor mind could withstand that which was revealed to him.  Edelbert’s body was found the next morning, the expression of his face was one of anguish.  That afternoon, the villagers acknowledged Juno as their new Druidic Priestess.


Soon after, Juno proclaimed that she had found ancient and forgotten texts dealing with worship of the Old Faith and Rhya.  These texts preach that faithful followers of The Earth Mother must sacrifice humans and partake in fertility festivals.  At first, the people were uncertain.  The next two years of crop failure and sparse rains forced them to reconsider Juno’s words.  As they followed her words and deeds, the rains returned and the crops prospered.  Since then, Juno’s power has grown.  Such was the web she spun that her followers have not realized that Juno has led them down the road of Slaanesh’s corruption.


At first no one seemed to notice what was going, and much of the activity was centred around the Herzendorf area.  Yet gradually rumours circulated that worshipers of the Old Faith were sacrificing and conducting other vile acts in Rhya's name.  The few true Druids who went to investigate these rumours were never seen again.  Juno's plan was working, and the area of Herzendorf slowly came into her control.  Yet Juno became careless and lax with her success.  Her overconfidence, coupled with the murder of Karl Magnussen, planted the seeds that could lead to her downfall.


The Victim


Karl Magnussen, Professor of Theology at the University of Talabheim was the leading expert in the religions of the Empire.  He wrote many books on the development of religion, and gave many lectures dealing with the Old Faith.  Karl heard the rumours of the human sacrifices in Herzendorf, and was intrigued that practitioners of the Old Faith were doing them.  He travelled to the region to investigate these rumours, and what he found both surprised and frightened him.  Karl discovered that the teachings of Juno Magerfleisch were not that of the Old Faith, but those of Slaanesh.  He also knew that the Old Faith had no ancient texts as their oral traditions were passed down through the ages.  The “ancient texts” could only be Slaaneshi in nature.  Thus, the whole region was worshipping Slaanesh, and slowly becoming devoted to Chaos.  Frightened, Karl tried to escape, but he was caught.  Juno ordered the unbelieving Karl sacrificed.


Two months have passed since Karl was last seen and his wife Helena Magnussen is worried.  She normally receives word from him within two weeks, but not this time.  Helena fears her husband is dead, and her attempt to get the authorities involved has failed.  Now Helena has taken the matter into her own hands and has hired a group of adventurers.  She feels that the answers to her husband's disappearance will be found in Herzendorf or the road leading to there.  Helena knows that Karl intended to go there, but she does not know if he made it.  The PCs’ objective is to discover Karl’s fate.


Synopsis


The PCs will travel along the Old Dwarf Road, which runs south from Talabheim through the Great Forest, Stirland, and Averland to Black Fire Pass.  Most of the journey will be uneventful (unless the GM feels perfectly nasty and throws a few random encounters in for color) until the PCs are one day outside the Averheim.  There, the PCs will pick up confirmation that Karl Magnussen passed through this route.  Following his trail, the PCs will slowly learn of some of the rumours emanating from that area.  They will also meet a true Druidic Priestess who warns them of her suspicions that something evil resides in Herzendorf and must be stopped.  How the PCs accomplish their task and handle the looming crisis will be revealed by their actions…


Part One- Investigation


The Request


You are all in a room at the local Watch Barracks in Talabheim.  You have been quietly sitting there waiting for Watch Captain Lorenz Hartesel.  He arrives moments later and introduces you all by name to one another.


“Right.  That’s done.  Now to business.  I have selected each of you to carry out a rather delicate task.  My sister, Frau Helena Magnussen, has asked my help in finding her husband.  Herr Karl Magnussen is a Professor of Theology at the University of Talabheim.  Two months ago, he departed to an Averland village named Herzendorf for research.  No word has been received from him since then, which is uncharacteristic. On behalf of Frau Magnussen,  I am authorized to pay you each 80 gold crowns, half upon your agreement to undertake this task and the other half upon your return.  In addition, arrangements have been made so you can travel by coach as far as the crossroads leading to Herzendorf.  Since I don’t think any of you are in position to refuse this task, are there any questions?”



If asked, Lorenz Hartesel knows only that Karl was travelling to Herzendorf to research something.  He has no idea what, because Karl did not confide in his wife.  All that is known is that Herr Magnussen booked passage on a coach and left two months ago.  If asked were Herzendorf is, Lorenz states that the village is in the eastern part of Averland and can be reached by the Old Dwarf Road.  If the PCs ask for a description of Karl, Lorenz replies that Karl is in his mid-50's, stands about 5'5" and is slightly over weight.  The scholar has short grey hair, green eyes, and always wore the colour green.  He also has a pair of thick glasses and a scar that runs along his forehead.


In addition, Lorenz informs the PCs that the only clue is a letter that Frau Magnussen found in her husband study.  Lorenz hands them the letter (which he did not read).  It reads:


“My dearest friend Karl,


   I quickly scribe this note to you to tell you of an unusual situation that I found here in the Averlander village of Herzendorf.  The village is located a few days travel from the Old Dwarf Road.  At any rate, the religious practice here is rather unusual and, no doubt, would interest you immensely.  Come as soon as you can.


   W”


If asked who “W” is, Lorenz replies that Frau Magnussen did not know.  Fact is Karl has many colleagues throughout the Universities of the Empire, few of whom Helena knows (and most of these by name only).  With nothing else to add, Lorenz informs the adventurers that the coach leaves an hour after dawn.  To ensure that they are on time, Lorenz has arranged rooms for them all at the River Breeze Inn near the southern rim (remember, Talabheim is situated within an ancient crater).


Once the PCs finish with the Watch Captain, they can either set off for the Inn or ask around town about Herr Magnussen.  If they ask around town, they learn that Karl is a very gentle man and loves his wife dearly.  He also loves his work and any consequent research.  The opinion around town (for those who have heard of Magnussen’s disappearance) is that Karl is so busy working that he forgot to tell his wife he is okay.  If the PCs check with the coaching company, they learn that Karl booked passage on the coach, and departed on it for Herzendorf.  Unfortunately, there is no way of knowing if he arrived there.


Over the Hills and through the Woods


The fastest and safest way for the anyone to travel is either by coach or on horseback (assuming, of course, one can afford horses).  These modes of transportation shorten the duration of travel from Talabheim to the merger of the Old Dwarf Road and the Nuln-Moot Road in about two weeks (sixteen days).  Crossing the Barren Hills and Great Forest on foot would otherwise take twelve days of determined effort.  Passage by coach generally costs 16 GCs each.


Though well travelled, passage along the Old Dwarf Road is still dangerous.  The canopy of the surrounding Great Forest covers the road along most of this segment.  Hidden in the underbrush are bandits, goblins, and the occasional warbands of either Orcs or Beastmen.  Patrols of road wardens and the odd tollhouse are encountered close to coaching inns, larger villages and towns.  A tollhouse, also guards river crossings, whether travellers cross by bridge or by ferry.  Typical tolls are 1 GC per coach, 10 shillings per person travelling on horseback, or 5 shillings per person on foot.  One such ferry crosses the River Stir to Wurtbad, provincial capital of Stirland.  From there the journey continues southward.


Before the adventurers reach the River Stir, their coach is ambushed by a group of mutants on their way towards the south.  The mutants easily hear the coach coming and ambush it.  The first to fall are the two coachman when two of the mutants pounce on them from above.  The others attack the horses and try to turn over the coach to get to the delectables inside.  At least, that’s their plan.  How this battle goes depends upon the adventurers.  Once the battle clearly turns against them or their leader dies, the mutants will flee into the fastness and safety of the forest.





**********NPCs**********


Mutant Leader
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Skills: None


Possessions: Sword


Chaos Attributes: Chaos Lord (increase in attributes, included above*), Face of Daemonette (Face is white-skinned with deep green saucer-eyes), Pseudo-Daemonhood (stands nine feet tall with wings, tail, and horns.  Mutant flies like a swooper and causes fear in living creatures under 10 feet tall.  A+1*, gore attack)
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Skills: Strike Mighty Blow


Possessions: Axe, Leather Jerkin (0/1 AP body)


Chaos Attributes: Elastic Limbs (Limbs stretch at will up to 2d6+2 yards, opponents may only strike back on a successful I test), Goat Head (A+1*, gore attack)


Mutant #2
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Skills: Dodge Blow


Possessions: Sword, Leather Jack (0/1 AP body/arms)


Chaos Attributes: Long Neck (mutant has a long giraffe-like neck, any critical hit to head has a 25% chance of severing the neck), Wolf Head (A+1*, bite attack)


Mutant #3
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Skills: Dodge Blow, Strike Mighty Blow


Possessions: Sword


Chaos Attributes: Irrational Hatred (Dwarfs), Scaly Skin (1 AP all over)


Mutant #4
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Skills: Disarm, Scale Sheer Surface


Possessions: Sword


Chaos Attributes: Ant Head (A+1*, bite attack), Prehensile Tail (with hand on its end)


Mutant #5
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Skills: None


Possessions: Axe


Chaos Attributes: Iron Hard Skin (5AP all over), Mace Tail (A+1*, tail attack at S4)





************************* 


Out of the Woods


The Old Dwarf Road merges with the Nuln-Moot Road in the hills north of the River Aver.  The journey towards the Moot continues for a short time until the Nuln-Moot Road veers off towards the east again.  At that junction is a large coaching inn, “Hairy Toes.”  The closeness of two arteries crossing the Imperial interior provides the Hairy Toes with a constant stream of business.  PCs entering the establishment find it bustling with people.  The common room is crowded, though PCs should be able to find seats here and there.  Empty tables are another matter altogether, so the PCs are unlikely to sit together in the place.  Most people within the common room are peddlers, traders, road wardens, and other travellers.  The only locals are the staff of the Hairy Toes, its owners, and the occasional farmers from surrounding homesteads.


“Black Bart” Smokeleaf is the proprietor/barkeep of the Hairy Toes Coaching Inn.  The establishment has been in his family.  Given that they are Halflings, the Hairy Toes has more staff than any coaching inn you have experienced.  A raised platform runs along the backside of the bar to ensure that Black Bart can look at most of the customers straight on.  Troublemakers should be worried as two off Black Bart’s sons, Piccolo Pete and Wild Bill, provide the security and muscle for the Hairy Toes.  Even the regulars will help corral troublesome outsiders.


The Hairy Toes is the first place since Talabheim where the PCs can find someone who recalls seeing Karl Magnussen.  Not surprisingly, one of the individuals is Black Bart.  He recalls that the inquisitive scholar passed through the inn about one month ago.  He asked some of the customers if they heard about the happenings around Herzendorf.  Most of the people have never heard of the village, much less any news from thereabouts.  After a short pause, Black Bart remembers that there was one person who offered to accompany Herr Magnussen to the village, but neither person has returned this way.  If asked, Black Bart informs the PCs that a track about three days ride (six on foot) to the south leads from the Old Dwarf Road to Herzendorf.  A small coaching inn, the Cock’s Crown, sits at the intersection (the food’s not particularly good there).  The village is another two to three days ride on that path.


The other individuals who recall Herr Magnussen are Albrecht Goering and his companion, Hermann Lang.  The two men are pedlars who travel the few roads which transverse Averland and Stirland selling their wares.  Both men recall seeing Herr Magnussen at the Cock’s Crown, but were put off by his nosing around.  Albrecht, in fact, warned the scholar about Herzendorf, telling him that: “like most small villages, the people there don’t take kindly to strangers, especially city folk” and “the villagers are more secretive and less friendly than other neighbouring villages.”  Neither man has been to Herzendorf is about five years or more.





**********NPCs**********


Barthelm "Black Bart" Smokeleaf, Landlord, Merchant, ex-Pedlar


Height: 3 ft 10 in


Weight: 100 lbs.


Hair: Black


Eyes: Light Brown


Age: 65


Alignment: Neutral (Esmeralda)
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Skills: Animal Care, Blather, Cook, Drive Cart, Evaluate, Haggle, Herb Lore, Magical Sense, Numismatics, Read/Write, Secret Language-Guilder, Secret Signs-Peddler, Silent Move Rural, Speak Additional Language (Breton), Specialist Weapon-Fist


Possessions: Coaching Inn, Knuckledusters (WS -10, D -1)


Personal Detail: Born in the Mootland, Black Bart struck it out on this own to see the wide world.  He fell in with a peddler and soon learned that things weren’t as rosy in the outside world, especially for a Halfling.  People tend to view him as little better than a common cook (although his skills in this area did exceed the abilities of most of the Big Folk).  His luck changed and he got his big break in the Nuln merchant house of von Protz.  After spending several years learning the tools of the trade (both good and bad), Black Bart used his skills to swindle the “Friendly Stop” coaching inn from the incompetent Hans Träge.  Black Bart threw Hans and his family out before renaming the establishment “Hairy Toes.”  Outside of his cutthroat business practices, Black Bart is a rather lively character who loves to hear about any news, especially from Nuln.


Pieter "Piccolo Pete" Smokeleaf, Duellist, ex-Bounty Hunter, ex-Protagonist


Height: 4 ft 0 in


Weight: 120 lbs.


Hair: Light Brown


Eyes: Dark Brown


Age: 32


Alignment: Neutral (Esmeralda)
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Skills: Cook, Disarm, Dodge Blow, Etiquette, Follow Trail, Marksmanship, Musicianship- Wind Instruments, Shadowing, Silent Move Rural, Silent Move Urban, Specialist Weapon-Fencing Sword, Specialist Weapon-Lasso, Specialist Weapon-Net, Specialist Weapon-Parrying, Specialist Weapon-Pistol, Street Fighting, Strike Mighty Blow, Strike to Injure, Strike to Stun


Possessions: Mail Shirt (1AP body), Rapier (I +20, D –1), Left-Handed Dagger (D –2, Parrying -10), Pair of Duelling Pistols (R 8/ 16/ 50, ES 3, Rld 2 to load, 1 to fire) with powder and ammunition for 10 shots, and Flute.


Personal Detail: Realizing the world wasn’t a place for the naïve and unprepared, Black Bart made sure that his two oldest sons learned their lessons directly.  Using his Nuln contacts, Black Bart sent his oldest to learn at the feet of an old friend, Heinrich Scharfschütze.  Piccolo Pete spent years with the “old master,” learning several useful traits.  Unfortunately, the usually friendly and flamboyant Piccolo Pete picked up a rather nasty temper along the way.  He also acquired another odd habit.  Whenever he is close to losing his temper, Piccolo Pete starts playing his flute to calm himself down.  If the tune is a merry one, them Piccolo Pete is accomplishing his task.  If the tune is a hurried piece, the object of his anger has better clear the room.


Wilhelm "Wild Bill" Smokeleaf, Judicial Champion, ex-Mercenary, ex-Watchman


Height: 4 ft 1 in


Weight: 110 lbs.


Hair: Light Brown


Eyes: Hazel


Age: 30


Alignment: Neutral (Esmeralda)
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Skills: Cook, Disarm, Dodge Blow, Drive Cart, Secret Language-Battle, Silent Move Rural, Specialist Weapon-Fencing, Specialist Weapon-Fist, Specialist Weapon-Parrying, Strike Mighty Blow, Strike to Stun


Possessions: Mail Shirt (1AP body), Buckler (-2 D, Parrying +20), Axe, Rapier (I +20, D –1), Left-Handed Dagger (D –2, Parrying -10), Knuckledusters (WS -10, D -1)


Personal Detail: Though the calmer of the two brothers, Wild Bill is the more business-like and colder of the two.  Wild Bill learned about the wider world from another of his father’s “friends,” Manfred Krieger.  The horrors of battle, whether in the Imperial borderlands or in the slums of Nuln, impressed upon Wild Bill the need to suppress his feelings when engaged at work.  Outside of his business demeanour, Wild Bill is as gregarious as one would expect in an Halfling.


Albrecht Goering, Hermann Lang, Pedlars


Alignment: Neutral (Taal)
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Skills: Animal Care, Blather, Drive Cart, Evaluate, Haggle, Herb Lore, Secret Signs-Pedlar, Specialist Weapon-Fist


Possessions: Wagon and Horse, Mattress and Blankets (in cart), Lantern, Pots and Pans, Small Knives, and Reels of Colored Ribbon


Personal Detail: Albrecht and Hermann have been plying their trade along the roadways of Stirland and Averland fifteen years.  Normally, they gossip about the places they’ve been and look forward to hearing about other places.  They’ve recently heard some unsettling rumours about Herzendorf (chiefly that the village is even more unfriendly to outsiders than before) and have decided to avoid going that way.





************************* 


Star Gazing or "There is to be a Wedding!"


The Old Dwarf Road leads through Averheim.  Adventurers should quickly learn that the town is too big with too many people passing through for anyone to recall another traveller.  Responses like the following should be enough to discourage PCs from wasting time in Averheim on a fool’s errand: “Look bub, a lot of people like yourself travel through here.  How in Sigmar’s name can you expect me to recall someone who came through weeks ago?  Get real.”


Once out of Averheim, the PCs travel south for the past two days (3 if walking). The road is in very bad repair and coach travel is rough and hazardous.  Few travel along this route, usually the occasional coach and travelling merchants with their wares.  Unless the GM wishes to spice things up with a random encounter, the days pass by uneventfully. 


In time the PCs arrive at a medium size coaching inn.  The inn is three stories and in considerable need of repair.  The roof is clearly patch-worked with a small odd shaped, domed wooden shed on top.  A large garden can be seen in the back of the inn along with a small barn and chicken coop.  The name of the inn is the “Cock's Crown,” a fitting name given the chicken mess all over the place.


Axel von Bücher, a tall thin man in his early 50's, owns the inn.  He is well educated and has been a professor at the University of Altdorf.  Now retired, Axel bought the inn from the widow Helga Graf two years ago.  From Axel’s point of view, the inn’s location afforded him the privacy and cover to continue his studies.


Helga and her three daughters still live and work at the inn.  Helga is a large cheerful woman who loves to cook and run the inn.  She has three comely daughters who range in age from 13 to 17.  As one would expect, Helga is trying to marry off her oldest daughter, Greta, but is having no luck due to the lack of eligible bachelors in the area.  Any eligible PC will be subject to Helga playing matchmaker.  Adventures will be well advised not to offend her.  After all, Helga can concoct a meal that will guarantee the diner at least a few days on intestinal discomfort.  To avoid such a fate, a PC must successfully pass a Fel test (+10 for Etiquette, +10 for Wit) when brushing off Helga’s attempt to nab her daughter a husband.  A failure of 1-29 means that Helga concludes the adventurer is too much the irresponsible transient for her daughter to wed.  Failure of 30+ guarantees the rude and obnoxious adventurer a meal that they’d soon live to regret.


The PCs can easily get rooms for the night for five Crowns a person, which includes dinner and breakfast.  The rooms and the mattress are as clean as can be expected.  GMs may wish to impose a 10% chance at a PC attracting bedbugs and fleas.  The meals are well prepared and good.  Helga likes to brag that her food is better than the “Hairy Toes” (of course, Halflings may not share this view).


Adventurers may ask about Karl and one or two patrons may remember seeing him.  Axel proudly states that the scholar was here and he met a woman.  Axel tells them that Karl seemed interested in Herzendorf, but no one knew anything about the village. If asked about the woman, Axel states that she was pretty, about average height and medium built, shoulder-length brown hair and hazel eyes.  If they ask her name, Axel will say that she didn’t give one.  The two seemed happy to see each other.  Moreover, the two stayed the night in separate rooms.  They left by foot for Herzendorf the following day.  If the PCs ask if anyone arrived with Karl, Axel points to a man in the corner.


The man is a Bretonnian by the name of Gaston l’Vase.  Gaston is a gambler by trade and ex-nobility by circumstances.  He’s very friendly, inquisitive, and a good talker (almost too good).  Should any ask why a gambler would travel so far off the better travelled roads, Gaston merely states that prudence dictates his current choice of temporary lodging.  If asked about Karl, Gaston confirms that he accompanied the scholar from the “Hairy Toes” three weeks ago.  He recalls the good doctor talking about meeting a colleague at this very inn before heading on to Herzendorf for research.  Gaston tired to learn more about the research, but Monsieur Magnussen would only say that it was very important.  The scholar was very closed lip about the subject and always steered the conversation away from it. Gaston enjoyed the time he spent with Monsieur Magnussen and looks forward to talking to him again.  Or so he says.  Fact is, Gaston is not all he presents himself to be.  He is one of the henchmen of Juno Magerfleisch.  Gaston’s job is to learn about any whom could expose her plans and report what he learns via a trusted courier.  At no point will Gaston betray his sacred duty.


Few others in the inn remember Karl. All say that he was very inquisitive about Herzendorf.  If asked about the village the other patrons simply state that outsiders are not welcomed there.  There is one, however, who has a stronger opinion of the place.  A coachman by the name of Rolf Sattelwunde says that he heard tales of villagers dancing naked in the field surrounding the village.  “What else do you expect from a bunch of peasants worshipping a circle of rocks?” Rolf sarcastically comments.  “Those sorry sods claim to follow ‘the Mother’.  More likely, they use her as an excuse to fulfil their lusts under the light of the moons.  Small wonder the good priests of Taal ignore such an immoral place.  If you all are people of any sense, you’d stay away from that misbegotten village.”


As the night wears on Gaston invites anyone to play cards with him.  Axel will engage any PC in conversation, especially on topics of a more scholarly nature.  Meanwhile, Helga continues prying male PCs’ secrets in hopes of finding an acceptable suitor for her daughter among their number.  After some time has passed, a Halfling walks in, sits by the fireplace, and warms himself.  He later approaches the bar and introduces himself to Axel (and everyone else nearby) as Toby Merryweather.  He states that he is looking for a Winifred Braun and describes her.  His description matches Axel's for the woman who met Herr Magnussen.  Toby claims that he was hired by Frau Braun to meet her at this evening here at the coaching inn.  “Has anyone seen her?” Toby asks.  If no one else speaks up, Gaston will offer his limited knowledge to the Halfling in private.  Otherwise, the Bretonnian will wait for others to speak first before taking Toby aside.


In a far corner, Gaston quietly passes on information about the PCs’ inquiries regarding Magnussen.  Characters with either the Lip Reading or Acute Hearing skill must successfully pass an Int-10 test to pick up the following:


“Tell... these newcomers... interfere... learn... death... realize... trouble... extreme measures.”


If the adventurers confront the two, both claim that the adventurers’ are greatly mistaken with their accusations (whatever they may be).  Clearly, the road has taken its toll on the PCs’ wits.  It the adventurers escalate the confrontation, many of the patrons, including Axel, will intervene on behalf of Gaston and Toby.  Should a fight break out, Toby will slip away in the confusion.  If not, the Halfling will depart unseen later in the night.


Other than the potential fight, the night passes uneventfully.  The PCs wake to find a big breakfast waiting for them in the common room.  If they managed to offend Helga the night before, breakfast will be a sparse affair.  The morning is cloudy with drizzle.  Once the PCs set off, a light rain dampens the morning.





**********NPCs**********


Axel von Bücher, Landlord, Merchant, ex-Student, ex-Scholar 


Height: 6 ft 3 in


Weight: 185 lbs.


Hair: Grey


Eyes: Blue


Age: 51


Alignment: Neutral (No leanings)


Distinguished Traits: Gangly with long arms and legs, long neck.
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Skills: Arcane Language-Magick, Astronomy, Cartography, Evaluate, Haggle, History, Identify Plant, Linguistics, Magical Sense, Numismatics, Read/Write, Secret Language-Classical, Speak Additional Language (Breton), Super Numerate


Possessions: Inn, Club (under the bar to deal with Rowdies), Reading Glasses, 3 Small Star Charts, Spy Glass, Hidden Strongbox (54 GCs, 184 shillings, 82 pennies)


Personal Detail: Axel was an instructor at the University of Altdorf with a personal interest in Astronomy.  One day, Axel published a paper speculating on the effect of Morrslieb on the stars in the sky.  In the final segment, Axel openly hypothesized that mystical forces were heightened whenever Morrslieb enters the constellation of the Hunter at Dusk during Geheimnistag.  Unfortunately, the hierarchy of the cult of Sigmar got hold of Axel’s work.  As the authorities headed to his townhouse to arrest him, Axel slipped out of the Imperial capital in disguise.  Even though he’s been looking over his shoulder for Witch Hunters for the past three years, Axel remains a friendly chap with a burning desire to hear about any news of the world outside this backwater region.  In addition, Axel has been kind towards Helga and her daughters.  He is, however, beginning to develop a rather unhealthy obsession towards Greta Graf.


Helga Graf, Matchmaker, Herbalist, ex-Servant


Height: 5 ft 5 in


Weight: 240 lbs.


Hair: Brown with streaks of grey


Eyes: Green


Age: 43


Alignment: Neutral (Rhya)


Distinguished Traits: Large frame, hair in bun
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Skills: Cook, Cure Disease, Dodge Blow, Heal Wounds, Herb lore, Identify Plant


Possessions: Rolling Pin, Pots and Pans, Pantry of Dried Herbs, Pestle and Mortar.


Personal Detail: Originally from the town of Hochsleben, Helga’s late husband bought the Cock's Crown twenty years ago.  They worked hard at making the family-run inn successful, but the lack of foot traffic made it difficult. Helga's husband died over two years ago, leaving her with three daughters and a dilapidated coaching inn.  Helga sold the business to Axel, but stayed to help city-bred man run it.  Currently, Helga's life centres on her work and her daughters.  She is actively looking for any eligible man to marry her daughters (her first priority is the oldest).


Greta Graf, Bridal Hopeful


Height: 5 ft 9 in


Weight: 140 lbs.


Hair: Blonde


Eyes: Blue


Age: 17


Alignment: Neutral (Rhya)
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Skills: Cook, Dance, Etiquette, Read/Write (Reikspiel)


Possessions: A Few Simple Dresses, Hair Brush


Personal Detail: Greta is a simple girl who has a romantic view of life and dreams of seeing the outside world.  She is very eager, perhaps to the point of bordering on foolish.  In the past year, Axel has used his books to teach Greta how to read.  Recently, she has been feeling a little uncomfortable with Axel, especially since he seems to use any feeble excuse to get closer to her.  Thus, Greta is desperately looking for almost any means to get away.


Gaston l’Vase, Cultist, Duellist, ex-Noble, ex-Gambler


Height: 6 ft 1 in


Weight: 190 lbs.


Hair: Black


Eyes: Grey


Age: 29


Alignment: Chaos (Slaanesh)
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Skills: Blather, Charm, Dance, Disarm, Dodge Blow, Etiquette, Gamble, Heraldry, Luck, Marksmanship, Palm Object, Read/Write (Breton and Reikspiel), Ride, Speak Additional Language (Reikspiel), Specialist Weapon-Fencing Sword, Specialist Weapon-Parrying Weapon, Strike Mighty Blow, Strike to Stun, Wit


Possessions: Rapier (I +20, D –1), Left-Handed Dagger (D –2, Parrying -10), Deck of Cards, Dice, and Pouch (43 GCs, 21 shillings)


Personal Detail: Originally from Bretonnia, Gaston is a wanted man in his native land.  In his youth, he killed the son of the Duc du Parravon in a duel and was forced to leave quickly.  Though many claim the duel was over a woman, the fact of the matter was the two duelled over their relative position in the local cult of Slaanesh.  After years on the run from Bounty Hunters, Gaston settled in Wurtbad where he joined another Slaaneshi cult.  About one year ago, a message reached the coven leader from Juno Magerfleisch.  She claimed to be working on an ambitious plan to turn a whole region over to the cult and needed some assistance.  Looking for some adventure, Gaston volunteered and set off for Herzendorf.  For the last three months, Gaston has been travelling from one coaching inn to another on the Nuln-Moot and the Old Dwarf Roads seeking any information that would warn Juno of potential trouble.  One of his contacts is the drug-hooked Halfling, Tobias Merryweather.


Rolf Sattelwunde, Coachman


Height: 5 ft 4 in


Weight: 135 lbs.


Hair: Brown


Eyes: Hazel


Age: 42


Alignment: Neutral (Taal)


Distinguishing Trait: Scar on the right cheek
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Skills: Animal Care, Consume Alcohol, Drive Cart, Musicianship-Coach-Horn, Ride-Horse, Specialist Weapon-Firearms


Possessions: Mail Shirt (1AP body), Sword, Dagger (I +10, D –2, Parry -20), Blunderbuss (R 24/ 48/ 250, ES 3, Rld 3 to load, 1 to fire) with powder and ammunition for 12 shots, Coach Horn, Purse (8 GCs, 25 shillings, 15 pennies)


Personal Detail: Dour and moody, Rolf has spent his entire life (or so it seems) on the Imperial roads as a coachman.  He is very bitter about his life and finds solace in bottles of whisky (though ale is a very acceptable substitute).  A Goblin ambush in the Great Forest many years ago did little to improve Rolf’s outlook on life.  He walks with a limp and his facial scar serves as a reminder of the passengers who died on that tragic day.


Tobias “Toby” Merryweather, Scout, ex-Herdsman


Height: 4 ft 3 in


Weight: 110 lbs.


Hair: Med. Brown


Eyes: Lt. brown


Age: 41


Alignment: Neutral (Too drug addicted to be devout)
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Skills: Animal Care, Charm Animal, Cook, Concealment Rural, Follow Trail, Identify Plants, Musicianship-Wind Instruments, Orientation, Secret Language—Ranger, Silent Move Rural, Secret Signs-Scout, Specialist Weapon-Sling


Possessions: Mail Shirt (1AP body), Sword, Short Bow (R 16/ 32/ 150, ES 3) with 20 arrows, 15 yards of Rope, Tinder Box, Purse (15 GCs, 64 shillings)


Personal Detail: Toby is a scout of moderate fame in the Mootland, and he knows the region around the River Aver very well.  Two years ago, the villagers of Herzendorf attacked Toby while he was hunting sheep rustlers.  Toby was beaten to unconsciousness and brought before Juno Magerfleisch.  While she treated his wounds, she gave the Halfling some highly addictive, rare drugs.  Toby tried to kick the habit several times, but the severe pains forced him back to Juno for more.  Soon, Juno began to demand certain tasks of Toby in exchange for the drugs he craved.  These tasks initially were of a reconnaissance nature.  Of late, her conditions became more demanding.  It was Toby who met both Winifred Braun and Karl Magnussen outside the Inn of the Cock’s Crown and led them to their fate in Herzendorf.  Toby doesn’t know exactly what happened to the two, but so long as he gets his drugs, he doesn’t concern himself with such matters.





*************************


The Road to Herzendorf


The rain stops by early afternoon of the first day.  Unfortunately, the rain was enough to make the track to Herzendorf muddy and slow.  If the PCs failed to bring the proper equipment to set camp in the wilderness, they are in for some uncomfortable moments, especially during the nights.  Occasional gusts of wind kick up periodically late at night and early morning.  It shouldn’t take long for the adventurers to yearn for a coaching inn, no matter the conditions.  Unfortunately, there isn’t one on this track.


As the PCs travel eastward, the land gradually becomes hilly and the grassland gives way frequently to copses of trees.  The land also becomes more spewn with large rocks and occasional boulders.  The rutted track to Herzendorf is little used and no wider than a few feet.  At times, it’s even overgrown with weeds and the odd thistle bush.


The trip is fairy uneventful until the second night before their arrival in Herzendorf.  Sometime near midnight, the adventurer on watch will hear the sound of movement just outside the light of the campfire and the range of PCs with Night Vision.  The sound stops after a moment.  A few moments later, the sound of a nightjar (whippoorwill) calls from the same general direction.  Then all is silent again.  An hour passes before a feminine voice speaks, “May I enter your camp, good travellers?”  If the adventurers do anything other than welcome the person to their camp and assure her of her safety (like shooting arrows, or demanding that she reveal herself first), the person calling out leaves them to their own devices.  Once the PCs extend their hospitality, the woman cautiously enters the camp.


“Forgive my manners;  I hope I have not upset you,” the woman softly speaks.  “I am Bianka Eichenholz.  My village of Geheimtal is twenty miles east of Wurtbad.  Might I ask who you are and why you are travelling this road to Herzendorf?”  Bianka will not speak any further until the adventurers answer her questions.  If they continue to press her with questions or refuse to answer hers first, Bianka simply states “My apologies.  I have been discourteous.  I’m sorry to have imposed upon your time.”  With that, Bianka departs into the darkness.  Any PC who attempts to restrain or follow her will hear a low, but threatening, growl nearby.  Looking about, the concerned adventurer finds no source for the growling.  If the adventures still persist, Bianka will enter a nearby copse of trees and cast Blinding Flash to momentarily blind the adventurers following her.  In that moment, she will hide in a place she carefully prepared before venturing forth to meet the PCs.  As a final resort, Bianka casts Tanglethorn to hold the PCs so she can escape them.


If the adventurers cooperate and answer Bianka’s questions, she continues “You should turn back.  The Mother has revealed to me that Herzendorf is unwell.  I have journeyed here to cleanse the blight on the land.  There is no need for you to be concerned.”  Should the adventurers ask her about the blight, Bianka responds “The nature of the blight has not been revealed to me.  I’ve just arrived here, but will no doubt quickly discover what ails this land.”  The PCs may inquire about Karl Magnussen and Winnifred Braun.   Bianka politely asks who they are and their purpose.  It should be clear to the PCs that Bianka doesn’t know either of them.


It is possible that the adventurers suggest that Bianka join their efforts.  To this proposal, Bianka replies “I must not join you.  My purpose is to rid the land of its festering wound.  This is best done by those well versed in the Mother’s mysteries and under Her protection.  So, if you plan to continue to Herzendorf, all I can do is warn you.  Be wary and pray that the Mother protects you as she does me.”  Before she departs, the adventurers may ask Bianka where they could find her in the event they find something of pertinence to her quest.  After a moment’s thought, the Druidess answers “Near the village is sure to be a sacred grove or stone circle.  I’m not sure what or where it is, but I’ll find it soon.  Meet me there at midnight on your second night in the village.  I will answer your questions then.”  Bianka accomplishes her task of warning the adventurers and departs into the night.


The next day’s travel is uneventful.  The skies remain cloudy with some light drizzle in the morning hours.  The evening hours are fairly dreary as the skies begin to cloud up again.  Nearby copses of tress or rock outcroppings can provide some protection from the elements.  Any PC on watch in the middle of the night must successfully pass a Listen test to hear some movement just outside the light of the campfire.  A second successful Listen test reveals that the normal noise of the night is strangely silent.


Looking about, the PC notices that there are humanoid shapes apparently facing the camp.  These figures do nothing more than stare for several minutes, even though the PC on watch may awaken their fellows.  If the PCs try to do anything like approaching or attacking the figures, the watchers simply withdraw quickly into the night and silently return from where they came.  Should the adventurers search the area after the figures leave, they find a large number of prints.  Further scrutiny uncovers that the watchers all came from and returned to the direction towards which the adventurers are headed.  The village of Herzendorf is just hours of travel from here.





**********NPCs**********


Bianka Eichenholz, Druidic Priest Lvl 2, ex-Herbalist, ex-Druid 


Height: 5 ft 6 in


Weight: 140 lbs.


Hair: Ash-Blond


Eyes: Blue


Age: 32


Alignment: Neutral (Old Faith)
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Skills: Animal Care, Arcane Language-Druidic, Cast Spells-Druidic 1, Cure Disease, Dowsing, Follow Trail, Game Hunting, Heal Wounds, Herb Lore, Identify Plant, Meditation, Read/Write (Reikspiel), Ride-Horse, Secret Language-Classical, Secret Language-Guilder, Secret Signs-Druid


Possessions: Sword, Leather Jack (0/1AP body/arms), Shield (1AP all over), White Robes, and Pouch (3 GCs, 12 shillings, 12 pennies)


Magic Points: 18


Familiar: Wolf


Spells:


Level One: Animal Mastery, Blinding Flash [Elemental], Cure Poison, Delouse, Heal Animal


Level Two: Mystic Mist [Battle], Shapechange, Tanglethorn


Personal Detail: Bianka grew up in the woodland village of Geheimtal.  Nestled in the forests of the Grand County of Stirland, the village is one of the remote places where the practice of the Old Faith is strong.  The fourth daughter in a simple farming family of ten, Bianka wanted more in life than to be a wife and mother.  She first apprenticed herself to the village healer, learning all she could about herbs and their applications.  Bianka also demonstrated an affinity for nature and attracted the attention of the village’s Druidic Priest.  Under his tutelage, Bianka began to learn about the Mother’s mysteries.  She would assist her mentor in maintaining and protecting the nearby sacred grove of majestic oak trees.  One day, Bianka had a vision of a Mother sitting near a babbling stream with an ailing child in her arms.  The woman turned to Bianka and spoke “A great ailment has struck my child, my world.  I fear that it will spread its cancerous web if it continues unattended.  Is it in your power to remove the tumour that threatens everything?  The secret lies south of the River Aver just east of the road of the Old Dwarf kings.”





*************************


Welcome to Herzendorf


The rainy weather clears and the PCs are greeted by a bright sunny morning.  The windy track to Herzendorf leads the party through rolling hills of clover and small crags.  As the adventurers get nearer to the village they notice pastures filled with sheep grazing lazily.  They also see many small farms dotting the land as well.  The few shepherds and farmers who are out watch the PCs cautiously and keep their distance.  Should the PCs try to talk with them, the residents walk away and ignore them.


By noon the PCs reach a top of a large hill, and below them they see a small village surrounded by a ditch and a wooden palisade.  A small slow moving river runs along the base of the hill, and a bridge spans the river.  To the east of the bridge is a mill, and to the west is a slaughterhouse.  The track leads into the village and around the base of a large hill to the south.  The PCs see a few villagers walking about, and the whole place looks peaceful.  As the PCs enter the village they feel all eyes on them.  Looking about, the adventurers see that there are branches of mistletoe and evergreen hanging above every window.  In addition, the PCs notice a strange knot-like symbol is carved into every door.


The PCs see a small run down inn with a sign depicting a bed and the words “Good Rest”.  The inn is two storied and looks to have seen better days.  Upon entering the building the PCs see a few people sitting at tables and eating in the common room.  All conversation stops as all eyes turn and the adventurers are noticed.  A large fat balding man stands behind the bar and smells of herbs and spices.  His name is Rolf Gewürz and he cautiously looks at the PCs.  If the adventurers ask for rooms, Rolf replies that he has two and they are 5 crowns a night each.  If questioned about the price, Rolf relies that its better than sleeping outside.  The rooms are sparse and each has two beds with mattresses that have seen better days.  There is a 30% chance each night that a PC will contract fleas or lice. 


Once they are settled in their rooms, the PCs can start looking for Karl.  If they ask Rolf if he has seen either Herr Magnussen or Fraulein Braun, Rolf responds that he never heard of those names before.  Moreover, no one fitting their descriptions ever came to the village.  If the PCs ask any one in the common room, they will be answered in stony silence.  If pressed one of the men will say that he remembers seeing a couple a month ago travelling toward the village when he was taking a walk.  Rolf, upon hearing this, very loudly comments:  "Pay Brother Franz no mind.  The man is a drunk and a liar.  All he saw was the inside of his bottle."  The rest of the room laughs, and Franz Stein sits silently looking into his mug of ale.  If the PCs try to press Franz, Rolf quickly intercedes and warns the adventurers to stop bothering villagers or he will call the sheriff.  Rolf reiterates that Herzendorf does not like interfering outsiders, and that they better watch their step.


Thoroughly embarrassed, Franz Stein staggers out of the inn and towards the mill.  If the adventurers follow Franz, they must be discreet.  The realization that he may have signed his death warrant by talking to strangers has now penetrated Franz’ well soaked brain.  Once the Miller arrives at his home, he will collapse on his bed and sleep soundly for the next four hours.  If the adventurers sneak into his home, they hear Franz thrashing in his sleep and speaking aloud:


“No! No!  Leave my wife alone!  Please!  She didn’t mean to speak against Juno’s teachings.  Please, I beg you.  Inga’s just a simple woman who doesn’t know better.  Please give her back, please...”


Franz then sobs in his sleep.  If awaken, Franz awakens with a start.  He looks about confused and shouts, “No!  I won’t go!  You can’t have me!”  He quiets down once he realizes you’re the strangers.  “What do you want?” Franz asks.  Most likely, the PCs ask Franz to elaborate on what he said in the inn or they may even bring up his shouting in his sleep.  Franz just responds with “Look, if I’m seen talking to you the my life is at an end.  Yours too, if you don’t get out of here quickly.  That’s what happened to the two you’re looking for.  That’s what happened to my poor...  Just go.”  Franz then reaches for a bottle of cheap whisky and begins drinking.  No matter what they ask or how they do it, they will get no further responses from Franz.


Being who they are, the PCs will probably look around the village.  Herzendorf is small and the villagers are very distrustful.  Any questions are answered curtly and the villagers continue on their way without pausing.  Any inquiry directed to a villagers regarding Karl Magnussen is met with the same stony response: “Never heard of him, nor do I care to.”  The adventurers may also notice that the villagers referred to each other as “brother” or “sister.”  Even this normally endearing term is used in a cold, unfeeling way.  For a layout of the village refer to Map 1.


There are a couple of places that the PCs may visit to ask their questions.  One of these may be the village Blacksmith, Brother Werner.  Werner wasn’t particularly pious when Juno first came to Herzendorf, but he has seen the wisdom of her words since then.  Werner does not really know nor care about Herr Magnussen and his companion.  Outsiders have no place in Herzendorf and if an ill fate befallen them, then that’s life.   That’s all Werner says on the subject to the adventurers.  As soon as they leave his presence, Brother Werner will seek out the sheriff, Brother Wilhelm, and report everything the adventurers have asked and said.


The only other place described here is the general store.  Sister Magda is the surly, temperamental proprietor of Herzendorf’s only supplier of goods.  The store is fairly empty as Magda no longer travels afar to purchase goods for sale or trade in the village and no self-respecting trader or pedlar has journeyed to Herzendorf in over five years.  Magda remembers both Karl Magnussen and Winifred Braun, as she recalls (with a sick sense of fondness) how they were treated before they were killed.  Of course, Magda denies have seen the two individuals in question to the adventurers.  A true Slaaneshi follower (though she doesn’t entirely realize this) Magda has a “fondness” for anything that moves and breathes.  If she thinks she can isolate one of the adventurers for a “rendezvous” later, Magda may suggest to one of them (GM choice) that she could let them in on a little secret in private.  Except for the last bit, Magda will report everything that happened to Brother Wilhelm once the PCs leave.




*********** NPCs  ***********


Rolf Gewürz, Landlord, Merchant, ex-Herbalist


Height:  6 ft. 2 in.


Weight:  360 lbs.


Hair:  None


Eyes:  Hazel


Age:  42


Alignment:  Chaos (Slaanesh)
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Skills:  Brewery, Cook, Evaluate, Heal Wounds, Herb Lore, Prepare Poisons


Possessions:  Knife (I +10, D –2, Parry –20), Cleaver, Inn, Strong Box (12 GCs, 100 shillings, 200 pennies)


Chaos Attribute: Enormously fat* (half movement, +1 T, -10 I)


Personal Detail:  Rolf has lived and worked at the Good Rest Inn for his entire life.  He studied as a herbalist as he waited to succeed his father as innkeeper.  Rolf has always been on the strange side.  As a child, he was known to disappear into the woods for considerable lengths of time.  During this time,  Rolf met a creature of Slaanesh, who taught him many depraved acts.  One of his foulest deeds was the murder of his family in the woods.  With their blood on his hands, Rolf was granted a vision that spoke of the coming of Juno to his village.  He swore that he would be her most loyal and willing slave.  Since her arrival, Rolf has been one of Juno’s primary instruments to achieve her twisted ambitions.  Rolf concocted the highly addictive drug that Juno used to bend Toby Merryweather to her will.  Rolf also was the one who poisoned the water and then cured it on Juno’s orders. 


Franz Stein, Artisan (Miller), ex-Artisan Apprentice


Height:  5 ft. 8 in.


Weight:  165 lbs.


Hair:  Straw Blond


Eyes:  Pale Blue


Age:  38


Alignment:  Neutral (Old Faith)
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Skills: Acute Hearing, Drive Cart, Etiquette, Excellent Vision, Magical Sense, Milling, Read/Write (Reikspiel), Scroll Lore, Secret Language-Guilder, Secret Signs-Artisan, Very Resilient*


Possessions:  Sword, Leather Apron (0/1AP body/legs), Dagger (I +10, D –2, Parry –20), Milling Tools, and Purse (2 GCs, 15 shillings, 15 pennies)


Insanities: Alcoholism, Depression, Introversion, Talking in Sleep


Personal Detail:  A life-long Herzendorfer, Franz lost his headstrong wife to Juno and her minions two years ago.  Unfortunately for Franz and his sanity, they forced him to watch the entire thing.  Now he finds his solitude in drink.  Whatever plans he had to flee was now washed away with the rest of his will.


Werner Schmidt , Artisan (Blacksmith), ex-Artisan Apprentice


Height:  6 ft. 2 in.


Weight:  285 lbs.


Hair:  Black


Eyes:  Green


Age:  35


Alignment:  Chaos (Slaanesh)


Distinguished Trait: Scar along right forearm
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Skills: Blather, Dance, Drive Cart, Lightning Reflexes*, Magical Sense, Secret Language-Guilder, Secret Signs-Artisan, Smithing, Super Numerate, Very Strong*


Possessions: Hammer, Leather Apron (0/1AP body/legs), Dagger (I +10, D –2, Parry –20), Smith Tools


Chaos Attribute: Unblinking eyes


Personal Detail:  A native of the village, Werner never gave religion much thought until Juno became the religious leader of Herzendorf.  Something about her awakened an unquenchable beast within him.  Werner loses himself entirely in the rituals led by the Priestess to the point that he vaguely remembers what occurred.  Not that he blacks out or anything.  In his dreams, Werner relives every moment as if they were occurring for the first time.  His unblinking eyes represent his desires to see everything.


Magda Betrüger , Trader, ex-Pedlar


Height:  5 ft. 4 in.


Weight:  130 lbs.


Hair:  Dark Brown with streaks of grey


Eyes:  Dark Brown


Age:  32


Alignment:  Chaos (Slaanesh)


M

WS

BS

S

T

W

I

A

Dex

Ld

Int

Cl

WP

Fel



3

40

39

4

3

9

51*

1

34

30

38

36

38

40



Skills: Animal Care, Blather, Drive Cart, Evaluate, Excellent Vision, Flee!, Haggle, Herb Lore, Law, Lightning Reflexes*, Numismatics, Secret Signs-Pedlar, Specialist Weapon-Fist, Street Fighting


Possessions:  Sword, Leather Jerkin (0/1AP body), Dagger (I +10, D –2, Parry –20), Crossbow (R 32/64/300, ES 4, 1 round to load, 1 to fire) and Ammunition (20 Bolts), Knuckledusters (WS -10, D -1), and Strongbox (19 GCs, 53 shillings, 83 pennies)


Chaos Attribute: Poisonous Bite (A+1*, bite attack, venom treated as a Black lotus deleriant, see WFRP, pg 82).


Personal Detail:  Magda was once the least popular person in Herzendorf.  Her insatiable appetites for worldly things and the corruption of the outside world on her views have given the Herzendorfers reason to drive her out.  Everything changed with Juno’s ascension.  Soon after that event, Magda’s predatory views were no longer extreme.  Juno’s rites also provided Magda an outlet.  The storekeeper hasn’t missed any of the ceremonies.  Of all Herzendorfers, Magda is the only one who has gleaned the truth of Juno’s deity.  She welcomes his presence.





*************************


Hill of Corruption


Any PC looking toward the south will see a small, newly built chapel atop the hill.  Should they investigate, the adventurers find the chapel unlocked.  Upon entering, they find the interior is sparsely furnished with the only real decorations being an altar at the south end of the building.  Hanging on the wall directly behind the altar is a stylised symbol of a sheaf of wheat.  Anyone with the Theology skill must pass an Int test to realize that the symbol is correct as far as the cult of Rhya is concerned, but there isn’t any known Old Faith cult that views the Mother and Rhya as one and the same.  The altar is a slab of black granite, which rests on two large boulders.  Any PC examining the altar must successfully pass an Observe test to see that there is dried blood on the altar.


A sudden cough reveals a young man standing at the door.  The man wears off-white robes, and looks to be about 21.  He informs the adventurers that the chapel is closed, and that they should leave.  If they ask him his name, the young man introduces himself as Gunnar Dirkelstein, apprentice to Druidess Juno.  If they ask about Juno or ask to meet her, Gunnar replies that the Druidess is busy and can not be disturbed.  Gunnar answers no further questions and tells the adventurers he has much to do.  With that he ushers the PCs outside and then locks the chapel doors behind them.


After they descend the hill, the adventurers see a man loading a wagon.  He looks to be in a hurry, and his wife and children are loading what appears to be their personal belongings.  As the PCs approach him, the man looks at them and simply asks, “What do you want?”  If the adventurers have any manners, they first introduce themselves and politely ask the man for his name.  He responds that his name is Walter Gunderson.  He also warns the PCs that Herzendorf is not safe for outsiders and strongly urges the PCs to leave the village and forget it ever existed.  If the adventurers ask him if he saw or ever heard of Herr Magnussen, Walter grows quiet, looks about to ensure that no one else is within hearing distance and asks why the adventurers want to know.  Should the adventurers respond that they were hired by Helena Magnussen to find her husband, the cartwright silences them with a wave of his hand and motions them to quickly step inside his house.


Once the adventurers enter, Walter again checks the outside to make sure that they haven’t been seen.  Walter then locks the door before telling the PCs that it was he who contacted the Karl Magnussen and asked him to come to the village.  Walter explains that he once did some carpentry work on Herr Magnussen’s home in Talabheim.  Walter states that Karl and he became friends.  They even stayed in touch when Walter moved to Herzendorf three years ago.


Walter tells the adventurers that two summers ago the area experienced crop failure, drought, and numerous sheep deaths.  At the time, the village was watched over by the Druid Edelbert Verwalter.  He had an apprentice by the name of Juno Magerfleisch, and she was liked by all.  One day Edelbert was found dead with the look of extreme pain etched on his face.  The villagers took this as a sign of ill omen and would have fled if it were not for Juno.  She calmed everyone down and said that she would lead the villagers through their time of troubles.  Juno preached that she had found ancient teachings of Rhya, the Earth Mother.  These teachings revealed that the Old Faith had lost its way and offended Rhya.  Only through sacrifices and fertility rites held in Rhya's name could the people undo the effects of the Mother’s displeasure.  The villagers were hesitant and unsure at first.  They changed their minds when the crop failures continued and the town's well turned bad.  Within the week of the first ceremonies the rains came and the well was cured.


From the beginning, Walter worried that that something about Juno was not right.  Once he witnessed these ceremonies Walter knew he had to do something.  The ceremonies became stranger as time passed.  So he decided to inform his old friend Karl.  Walter knew that Karl got the letter because he received a reply just two days ago.  Walter hands the adventurers the letter, which reads:


Walter,


   My friend, it was so good to hear from you. I’m pleased to hear that your family is doing so well.  Regarding the troubles in Herzendorf, I wish you contacted me sooner.  Your concerns are valid as what you describe does not sound, or seem, right.  


   After hearing of similar reports from a colleague I am intrigued and will be en route to your village immediately.  No doubt, you may receive this response after I have arrived.


   Be careful my friend.  For if what I fear is true great trouble is in the air.


I remain your friend,


Karl Magnussen


As they read the letter the PCs see that it is dated one day before Karl left Talabheim for Herzendorf.  Walter informs them that he never saw Karl in the village.  Fearing for his family, Walter decided to leave for Averheim to alert the authorities.


Suddenly, there is a loud knock on the door.  A loud, deep voice on the other side shouts:  "Brother Walter, Sheriff Wilhelm."  Walter grows white and answers the door.  The PCs see a large muscular man enter the house accompanied by three equally rough looking men.  Walter welcomes the sheriff and states that he is an old friend with one of the PCs.  Further, Walter comments that they are here to help him move back to Nuln (Walter is deliberately lying).  When the sheriff inquires into Walter’s reasons, the nervous cartwright replies that the country life hasn’t sit well with his family and business in Herzendorf isn’t enough to put food on the table.  Since they lived in the city before, Walter felt that their return would be best for his family.  


Wilhelm pauses as he absorbs Walter’s story.  He then turns to the adventurers, apologizes for his rudeness, and introduces himself as Brother Wilhelm Hofhund, sheriff of Herzendorf.  He also apologizes for the interruption and states that his men will help Walter load his wagon.  After all, the adventurers have travelled far and no doubt needed some rest and food before they could be of service to their friend, Brother Walter.  After Sheriff Wilhelm asks the adventurers their names, he invites them to join him for lunch and pass along news of the Empire.  Should the PCs demur, Sheriff Wilhelm makes it clear that refusing his offer is not an option.


Sheriff Wilhelm leads the PCs back to the inn.  As they enter, the whole common room grows quiet again.  This time, however, all eyes are on the Sheriff and not the PCs.  Sheriff Wilhelm asks Brother Rolf for his special cut of mutton.  The two men seem very friendly and joke with each other.  Sheriff Wilhelm then motions the PCs to sit and questions them about their friendship with Walter.  These questions should be along the lines of “How long have you known Brother Walter?”, “Where did you meet?”, and “Are you as fine a carpenter as Brother Walter?”  In addition, Sheriff Wilhelm politely asks the PCs about current happenings in the Empire.  If the PCs ask about Herr Magnussen, Sheriff Wilhelm replies that he never has heard the name before, and then asks them why they want to know.


During this time, the innkeep brings forth a large plate of mutton, some bread, cheeses, and wine.  Sheriff Wilhelm tells the PCs to “Eat up.  It’ll do you some good.  Besides, we don’t get visitors every day being so far from the main road and all.  Especially not those who are friends with one of our own.”  Any PC who attempts to pass on the meal will get a stern look from the sheriff.  “What’s the matter?  Our food not good enough for you?  Let me simply point out to you that refusing to eat with your host can be taken as an insult.  Now, we won’t want that would we?”


Adventurers sampling any of the fare find it quite good, especially the mutton.  Rolf’s knowledge of herbs and spices rendered the mutton tender and mouth-watering.  It is so tasty, in fact, that Rolf’s liberal use of Oxleaf is well concealed.  Even PCs with the Cook skill have a difficult time detecting the drug (-10 modifier).  The amount of Oxleaf is equal to three doses of the poison.  Adventurers must successfully pass three Poison tests to avoid the effects of Oxleaf.  Succeeding on two tests leave the PC drowsy, while any success less than that leaves the PC paralysed.  The drug is prepared in such a way that its full effects are delayed for a number of minutes equal to the PCs T score.


If the PCs ask about the symbol carved into the doors or the branches hanging above the windows, Wilhelm simply says that it is a symbol of their faith. If the adventurers raise questions about the villagers’ faith, Sheriff Wilhelm looks at the inquirer and states that they follow the Old Faith.  Sheriff Wilhelm grows impatient when the adventurers began to ask about Juno.  He points out that it’s impolite to ask a lot of questions and suggests that they mind their own business.  Sheriff Wilhelm continues to engage the PCs in conversation until the effects of the Oxleaf take effect.  Any PC who successfully avoided the paralysing effects will be unable to avoid the cudgel that Rolf and the other villagers apply to the back of the remaining PCs’ head to render them unconscious.


One more piece of disgrace remains for those that are conscious, but paralysed.  Sheriff Wilhelm stands over them in triumph and pulls a note out of his pocket.  “Just wanted you all to know that some lovely lady left this note for you.  It says:


‘My friends,


   The area is not safe—Herzendorf is not safe.  A terrible evil is festering in the village and I require your aid.  Meet me tonight at the pond south of the village.  I will be there at midnight.  Be careful and trust no one.


   May the Mother watch over you and protect you in her embrace.


Bianka’


“I guess this will be one meeting that I’ll have to attend in your place,” Sheriff Wilhelm tells you with a menacing smile.  “No doubt it’ll be a meeting she’s not likely to forget.  Lest I forget, we do have plans for you as well.”  With that, Sheriff Wilhelm signals Rolf to use his cudgel to send you to the land of dreams...




*********** NPCs  ***********


Gunnar Dirkelstein, Duped Herbalist


Height:  5 ft. 8 in.


Weight:  140 lbs.


Hair:  Strawberry Blond


Eyes:  Green


Age:  21


Alignment:  Chaos (unaware he worships Slaanesh)
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Skills:  Fleet Footed*, Heal Wounds, Herb Lore, Identify Plants, Read/Write


Possessions:  Off-White Linen Robes, Knife (I +10, D –2, Parry –20), Medallion of an Oak Leaf (assumed to be a symbol of Rhya)


Personal Detail: The youngest of six children, Gunnar was singled out by Juno to be her “apprentice.”  Juno chose him for two reasons:  he was an innocent “begging” to be corrupted and very good looking.  Gunnar has no idea he worships Slaanesh since Juno led him to believe that he’s being trained to be a Druid in the Old Faith.  Juno has aroused Gunnar’s craving and he would do anything for her.  Moreover, Gunnar has taken great pride in the fact that he has been chosen to partake in the next fertility rite with Juno.


Walter Gunderson, Cartwright, Artisan, ex-Artisan Apprentice


Height:  5 ft. 5 in.


Weight:  140 lbs.


Hair:  Black with grey


Eyes:  Brown


Age:  39


Alignment:  Neutral (Taal)
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Skills: Carpentry, Drive Cart, Evaluate, Magical Sense, Read/Write (Reikspiel), Secret Language-Guilder, Secret Signs-Artisan, Very Resilient*


Possessions:  Sword, Carpentry tools, Cart, Strongbox (12 GCs, 24 shillings, 29 pennies)


Personal Detail: Walter is originally from Talabheim where he was a carpenter and cartwright.  Three years ago Walter ran afoul of the Guildmaster, having accused him of embezzlement.  In turn, the Guildmaster made life difficult for Walter.  So, Walter picked up his belongings and relocated his family to the country where he needn’t worry about guild politics.  Lately, Walter has been regretting his hasty decision.


Wilhelm Hofhund, Sheriff, Bodyguard, ex-Militiaman, ex-Toll Keeper


Height:  6 ft. 5 in.


Weight:  280 lbs.


Hair:  Dark Brown


Eyes:  Blue


Age:  29


Alignment:  Chaos (Slaanesh)
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Skills:  Disarm, Dodge Blow, Drive Cart, Evaluate, Haggle, Specialist Weapon-Fist, Street Fighting, Strike Might Blow, Strike to Stun, Very Resilient*


Possessions:  Sleeved Mail Shirt (1AP body/arms), Sword, Dagger (I +10, D –2, Parry –20), Knuckledusters (WS -10, D -1)


Chaos Attributes: Resistance to Poison, Strong (S +3*)


Personal Detail:  Wilhelm was born in Warrenburg, a village outside the city of Middenheim.  For a short time, he worked as a Toll Keeper on the Graf's roads, but Wilhelm ran into trouble with the Road Wardens.  It seems that Wilhelm’s salacious behaviour and suggestive remarks so offended a numbers of travellers, especially noble women, that complaints were flooding into the local magistrate’s office.  Without a job or home, Wilhelm roamed the streets of Middenheim for five years.  During that time, Wilhelm developed a rather unhealthy appetite for women and children.  Many of the objects of this “affection” were found dead.  Eventually Wilhelm became careless, and fled the city with the Watch close on his heels.  For unknown reasons, Wilhelm headed south, spurned on by some urging.  He chances upon a Slaaneshi cultist named Juno in Averland.  She gave Wilhelm’s life a focus, however depraved it was.  Since then, Wilhelm has been Juno’s enforcer, bodyguard, and principle ally in her plot.





*************************


Part 2—Plans of Unholy Intent


Difficult Choices


The coolness of the night stirs the adventurers from their troubled slumber.  Each awakens to the throbbing of their head where bone met cudgel and the pain in their joints as the effect of Oxleaf finally wear off.  The first thing the adventurers see is that they are in an earthen pit.  The pit is about nine feet deep and six feet in diameter.  A closed iron grate seals the adventurers in this prison.  The next thing the adventurers notice is that they are dressed in a thin linen shift.  It shouldn’t take the PCs a leap to realize that they are without their weapons, clothes, or other equipment.


Attempts at escaping the pit are futile.  PCs leaping up and catching the grate quickly find that it is locked down.  No matter what they try, the locked grate holds fast.  Searching the bottom of the pit is also useless.  The villagers cleaned out the pit before dumping the adventurers into it.


Soon the PCs hear commotion coming from the village.  Looking through the grate offers only a limited view.  Light seems to be moving from the village towards the hill with the chapel.  A chant emanates from the group in a language that none of the adventurers understand.  Among the chanting voices, the PCs can hear pleading voices.  A successful Int test reveals that one of the voices is that of Walter Gunderson.  Allow the PCs a Listen test for soft noise (+10 for Acute Hearing) to hear the following exchange:


Walter:  “Please let my wife and children go.  They know nothing of this.  Let them go, I swear by whatever gods you worship that they will never speak of this to anyone.  I swear!”


A female voice:  “You have broken our convent with the Mother.  There is only one way to purify the evil of your actions.  Your family shares your guilt and will, thus, join in your punishment.”


Walter:  “I beg you, don’t do this to them.  I’ll do anything you wish, just don’t hurt them.”


The same female voice:  “Do not fear on that account.  You will do anything I wish.  Anything.”


Walter:  “ You bit...mmmmuph.”


Sheriff Hofhund:  “This gag will keep you quiet for the moment, dog.”


Whether the conversation continues among the chanting is unknown to the adventurers as they are out of earshot of the procession.  Once they reach the chapel, the procession stops.  PCs now straining at the grate can see more.  There are fifteen individuals wearing nothing more than masks representing beasts of the forest: stags, bears, boars, etc.  The only clothed individuals stand in the middle of a ring of the nude villagers and wear the same linen shifts as the PCs.  Any adventurer who successfully passes an Observe test (+10 for Excellent Vision) sees that the clothed individuals are the fearful Walter and his family.  Off to one side of the chapel seems to be a newly built wicker structure of some type, but it’s mostly out of the torchlight to make out any more details.  The chanting ends and a woman steps forth from the ring and speaks:


“You have brought unbelievers into our peaceful village.  They would seek to end our life and force us to conform to the cruel and oppressive cult of Sigmar.  This we cannot allow.  Thus, you must atone for the errors of your way as described in the ancient writings of Mother Rhya.”


The lights are quickly extinguished.  Even PCs with Night Vision will be unable to discern anything with their eyes.  Unfortunately, their ears are not effected by the sudden darkness on top of the hill.  Shrieks arise from the area and the tearing of clothing can be heard.  The sounds of struggle and hysterical laughter continue for about an hour before all is quiet.  The scene and sounds are so unsettling that each PC must take a Terror test.  Success leaves the PC shaken.  Failure results in the PC rolling up on the ground sobbing and picking up one Insanity Point.


After a few moments, there is some noise of movement on the hill.  Then comes the sound of whimpering.  Suddenly, a light flares up as the man-shaped wicker structure is set on fire.  Adventurers watching the scene see an abhorrent sight.  Walter and his family are screaming as they are within the burning structure.  Soon they too catch fire.  While this horrific execution takes place, the other villagers are on the ground writhing.  Adventurers watching all this must take another Terror test.  Another hour passes before the debased villagers pass out exhausted.


As the discouraged adventurers sit and ponder their fate, they hear someone sobbing and moving towards their prison.  They hear the soft, familiar voice of Bianka:


“Are you still alive?  Please be alive.  I desperately need your help.  They’ve killed my wolf familiar.  They’ve destroyed me and they’re killing the land.  I have the keys to free you.  I got them after they...  Please help me.”


Seeing no other avenue of escape, the adventurers readily agree to help the Druidess.  Unless the adventurers try to pull themselves up to the grate, they only see her arms reach to the lock and unlock it.  She then drops the keys and lock to the bottom of the pit.  She opens the grate door, but then groans in agony.  If the PCs ask her condition, Bianka replies through clinched teeth, “They did... something... unspeakable...  It... took most... of... my strength... to crawl... here.  You... must quickly... get out...it’s nearly...dawn...  I need for you... to... do me a favour.  Arrrggghh.”


If they help each other, the adventurers should get out of the pit without a problem.  They see Bianka in what’s left of her tattered robes on the ground, doubled over in obvious pain.  Next to her lies a sword.  A closer examination of Bianka reveals that her skin is rippling over her and occasionally bulging out.  “Listen...to me... carefully.  I believe... that your gear... and weapons are... at the Sheriff’s.  Do... not go there... now or... you’ll be... captured again.  Go south... to the woods... After an... hour... you’ll find the pond... On the other side... is an old hut.  Go there...  It’s in the centre... of what’s... of the... sacred grove...  You’ll be safe... there when... they start looking... for you.  It... will give you a chance... to plan.  Before... you go... use the sword... I brought and... kill me.”  The last bit should startle the PCs.  “Listen carefully... there’s something... they put within... me.  I fear that... I’m about to lose control... Should I... fall... it will burst through me... and then... there would be... no hope... for you... to save the land...  Kill me... and be quick...  If I die... when this... thing inside... me… burst forth, I… will be... forever damned.  Do... not deny me... the chance... of joining the... Mother.  Please!”


This is the time for the adventurers to strike the prone Bianka.  If they do not, within d6 rounds she screams in great agony.  Her skin begins to split along her sides and rear.  Bianka’s face begins to bubble and her features begin to distort.  At this stage, the PC with the sword must pass a Cl test to strike.  Bianka metamorphoses into a Chaos Spawn within the next d6 rounds.  In addition, the villagers begin to stir.  If the adventurers don’t finish killing Bianka before her change has been completed, their only option is to flee to the south.  Otherwise, they may be recaptured and sacrificed by the villagers if not killed by the Spawn.


If they haven’t killed the Spawn, it pursues the retreating PCs for 2d6+6 rounds.  If it hasn’t caught any adventurer by then, the Spawn gives up and wanders off.  With its low intelligence, it is easily distracted.





**********NPC**********


Chaos Spawn
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Chaos Attributes:  Extra Arms* (I +10), Hideous Appearance (causes Fear in creatures less than 10 feet tall), Razor Edge Tail of Daemonette* (+1 A, tail attack), Uncontrollable Flatulence  (30% chance of emitting noxious gas; T test or become nauseous, S reduced by 1 until out of cloud or cloud disperses in d6 rounds)





*************************


Murder Revealed


As the sun rises, the adventurers find themselves in the small forest to the south of the village.  The forest is thick with undergrowth and the adventurers must walk through with care.  After fifteen minutes of transversing the forest, the adventurers come upon a small clearing.  The trees around the clearing are twisted into odd shapes and their trunks look disease ridden.


PCs looking around the clearing should make two Observe tests (+10 for Excellent Vision).  Successfully passing the first test reveals that most of this clearing is well travelled, especially about its centre.  If a PC successfully passes the second test, they find a pit covered over with tree limbs.  If any fail the test, the lead PC will fall into a 5’ deep pit filled with human bones.  Some of them are charred and show signs of being burned, while others are cracked.  Should any PC look about the contents of the pit, they see a flash of gold on a successful Observe test (+10 for Excellent Vision).  If they examine it closely the PCs see that it is a simple gold ring.  Inside the band reads an inscription:  “To Karl from Helena—the Circle is complete.”  There is nothing else in the clearing and if the PCs examine the ground they will see that the area around the pit has been tread upon.


After an hour of walking, the PCs come to the pond.  The clearing around this body of water is deserted and quiet.  A collapsing hut can be seen in the woods at the south end of the clearing.   Unlike the rest of the forest, there is no undergrowth within the grove of trees surrounding the hut.  When they enter the grove, the adventurers feel serene and calm.  Any PC with Magical Sense realizes that an ancient power resonates from the trees.  As the PCs approach the hut, they see that it is ramshackle and collapsing.  If the PCs enter the hut, they see it is a one room dwelling and now home to bats and rabbits.  There is nothing of interest inside except a small pile of stone.  Within the hut, any feelings of hunger or thirst are alleviated as if the individual has had a light meal or drank several cups of refreshing water.  In addition, d3 W are automatically healed (except for those of evil or chaotic intent).


There is a stone pillar that can be seen among the trees behind the hut.  Carved into the pillar’s south face are weather worn markings, which read:


The Mother watches and blesses this land.


She holds us to her chest and guides us.


Her hair is ringed by the stars in a band.


Her eyes shine and her radiance covers us.


We are born from her.


We return to her in our death.


She is our mother.


She is our salvation.


Once any of the PCs have read the inscription on the stone pillar, a bright flash of light momentarily blinds them.  When they recover their eyesight, they find themselves in the same grove.  The only difference they note is that it’s covered in a light mist which diffuses the light.  The PCs are still in their shifts with the one weapon they received from the Druidess.  Give them a brief respite to recover their wits and then allow each a Listen test for normal sounds (+10 for Acute Hearing).  Those who successfully pass see a white stag among the tress in the distance.  After a moment, the beast turns its head as if to motion them to follow.  It then bounds away in the direction the adventurers are to go.  Meanwhile, PCs with Sixth Sense know that they are being observed.


If the PCs don’t follow, the stag will return and try one more time.  If they still do not follow, then a white wolf appears in the same spot where the stag once stood (this should tip off the Ulricans in the group) and motions likewise to them.


Assuming the PCs follow, they eventually arrive at a clearing.  The stag (or wolf) pauses for a moment, nods, and then bounds into the forest.  A Zoat then appears at the point where the stag (or wolf) disappeared.  It studies the adventurers for a short time before speaking in Elvish (or halting Reikspiel should the Elf be in no shape to respond).


“Who are you to deem yourselves worthy to enter the grove for succour?” inquires the Zoat.  The guardian of the sacred grove waits patiently for the PCs’ answer and pauses for some while considering their response.  Irrespective of their previous answer, the Zoat then asks the adventurers, “How can you prove that you are not in league with those who taint the land with the corrupted rituals?”


Should the adventurers use this opportunity to launch an attack, the creature raises its wooden staff tipped with a metal-bound cylinder of black stone above its head and intones words in an unknown language.  Tree roots erupt from the ground and quickly envelope the adventurers’ arms and legs.  “You dare resort to mindless violence in a place of peace and tranquillity against a being whose antecedents are so ancient that it is beyond the keen of your people?  Your actions are a testament to your unworthiness to bear the gift the Land offers.  How will you make amends?”


It doesn’t matter which question is last left with the PCs, the Zoat will look each over.  The Guardian will first fix his gaze at any Elf who follows (the Elven deity) Kurnous.  “What say you, woodwalker?”  The Zoat will listen to the response without reply and then asks the same question (in Reikspiel) to a follower of the Old Faith.  He will continue in this manner until he has asked the question of all who follow Taal, Rhya, Ulric, or Manann in that order.  The Guardian will not recognize anyone who primarily follows another deity.


It will take only one PC to provide a satisfactory reply to the Zoat (Fel test plus the appropriate modifiers).  If the adventurers cannot accomplish that much, the Zoat replies, “You are all a disgrace to the Land that gives you life and the sight of you pains me. I will have nothing else to do with you.”  The Zoat turns to leave.  Allow the adventurers one more chance to plead their case.  If they still cannot successfully pass a Fel-10 test, the Zoat vanishes and a bright light momentarily blinds the adventurers.  When they recover their eyesight, they are back at the stone pillar.  The writing is no longer there. Any PC with outdoor skills will realize that only about 30 minutes have lapsed, no matter how long they thought they were in the mist enshrouded sacred grove.


Should the PCs satisfy the Zoat’s inquiries, he states, “You have proven yourself in words.  Now you must do so in deeds.  Follow me.”  The Zoat then leads the adventurers deeper into the sacred grove until they arrive at a makeshift shelter in a cave.  “Before you lies the last refuge of an ailing child.  You must do what you can to relieve her illness.  All you need is within.”  The Zoat steps back to allow the PCs to enter.


Upon entering the shelter, the adventurers see a young ten year old girl with long green hair lying on a bedding of straw and rose petals.  The young girl is unconscious and wears only a shift similar to the adventurers.  A large black growth is clearly visible on the crown of her head and the soles of her feet.  Observant PCs need to successfully pass an I test to notice that the growths are slowly extending tendrils to the healthy parts of the body.  Next to the body are a bone needle, flint blade, and stone axe.  If the adventurers leave the shelter to speak with the Zoat, they notice that the creature is no where to be seen.


It doesn’t matter if any PC has the Cure Disease, Heal Wounds, or Surgery skills.  The challenge here is to see how they proceed with the test.  The adventurers might conclude that they should “heal” the child in the same manner that they handled the situation with the mutating Druidess, namely kill her with the stone axe.  While the act could be misconstrued as relieving the illness, it’s a bit extreme.  Should the PCs take this course of action, the Zoat appears and states, “When challenged with the unfamiliar, you rely on brute strength to overwhelm the danger before you.  Such a tendency has its place in some situations, but not all.  Your actions did prevent the spread of the disease, but you failed to cure the child.  She must now journey to the Earth Mother tainted for eternity.  Clearly, you need to develop the wherewithal to discern the best course of action when faced with the unfamiliar.  Until that time, a simple token from the Mother is all that I can grant you.”


To succeed, the PCs must use the flint blade to cut away the black growths from the girl.  This can be accomplished on a successful Dex test.  Perforating the growth with the bone needle has no effect and the PCs should quickly conclude this fact on a successful Int+10 test.  Once they’ve cut away the growth, the Zoat is outside the shelter and informs the adventurers, “You have done well to cut the contamination from the child.  She must now rest and gather her strength to ward off its lingering evils.  You have proven to be resourceful and discriminating in resolving the test before you.  You have proven worthy of one of the Mother’s more precious gifts.”


Following his address, the Zoat taps his staff three times and a bright light momentarily blinds the adventurers.  When their sight returns, they are in the sacred grove, but with no mist nor Zoat. Any PC with outdoor skills will realize that only about 30 minutes have lapsed, no matter how long they thought they were in the mist enshrouded sacred grove.


Before them looms at large oak tree with a sword embedded in it.  If the adventurers’ attempt to cure the green-tressed child resulted in her death, then it’s an ordinary sword.  Otherwise, the adventurers notice that there is writing above the sword.  It reads:


Only those of true conviction for the land may draw forth this sword of power.


The sword must be used only against those who would corrupt the land for their own foul purposes.


Once the sword serves its purpose, the wielder must return it to its resting place .


Only then can the spirit of the land find peace.


Any follower of the Old Faith, Taal, Rhya, or Kurnous may draw the sword from its living sheath.  Followers of Ulric and Manann must successfully pass a WP test to pull free the sword.  Upon inspection, PCs find that the hilt is of a simple, though archaic, design.  Intricate patterns also were etched onto the blade as is the name of the sword, Callewyn.  Though its origins are shrouded in mystery, Callewyn is a powerful divine weapon.  It grants its wielder’s a modifier of +20 to WS and +2 to S when fighting Chaos cultists, creatures, and daemons.


While the adventurers relax and gather their strength in the sacred grove, Juno is gathering hunting parties to find them.  The sacred grove may provide a temporary respite, but the PCs need to recover their weapons and armour from the Sheriff’s place.  After all, their chances of surviving without their gear are not too likely.  The PCs then should take the opportunity to plan and execute their next moves before they are discovered in this place.  Should the PCs not be inclined to move, the forward elements of Juno’s hunters will discover them by mid-afternoon.  Though they may not enter the sacred grove because of their corruption, Juno’s followers can certainly start a forest fire.





**********NPC**********
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Psychological Traits:  Zoats cause fear in Goblinoids and Lizardmen.


Magic Points: 34


Spells:


Level One: Animal Mastery, Cure Poison, Heal Animal, Mist Cloud


Level Two: Cure Disease, Giant Animal Mastery, Hail Storm, Tanglethorn


Level Three: Animate Tree, Summon Swarm, Tap Earthpower, Zone of Purity


Level Four: Create Sacred Grove, Drawing Down the Moon, Entanglement, Sunbeam


Special Rules:  The scales on the body and hindquarters gives the Zoat 3AP.  The rest has 1AP.





*************************


Out of the Frying Pan and Into the Fire


The PCs soon realize that they don’t have many options.  They are stranded in the woods without their possessions, and the spellcasters do not have any of their magical ingredients.  To make matters worse, the party has only two swords and no clothing other than the linen shifts they are wearing.  The adventurers may decide to create improvised weapons.  They can easily find tree limbs that can serve as clubs and staves.  The PCs have only one real choice: to sneak into the village, get their gear, and then flee the village.  The adventurers can safely assume that all their possessions are in the Sheriff’s house.  How they accomplish this task is up to them.


A group of hunters from the village find the sacred grove by mid-afternoon and discover the adventurers.  The hunters are unable to enter the grove due to the taint of Chaos.  Should the adventurers stay in their newfound sanctuary, the hunters lay in wait for the adventurers to leave the sacred grove and set their plans for ambush.  If the adventurers do not leave within two hours, the hunters will set the forest on fire and burn them out.  Below are the events of the options.


Option 1:  Ambush


The PCs gather their few belongings and set forth towards the village.  The woods are quiet.  Elves and PCs with Ranger careers sense tension in the woods on a successful Int test.  As soon as the PCs leave the sacred grove, the hunters quietly shadow them.  PCs with the Sixth Sense skill realize that there is something following them on a successful Int test.  After 15 minutes four mutated villagers emerge from the shadows and ambush the adventurers.  Surprise is automatic for the hunters unless the PCs somehow detected the ambush.


Combat proceeds as normal.  If two or more hunters are killed, the others will flee into the woods.  PCs with M scores higher than the hunters will be able to catch them, assuming Risk tests for running on difficult ground are successful.  A successful S test indicates that the pursuing PCs tackles a hunter.  Questioning them proves difficult.  The hunters are fanatical followers of Juno and will only state that the PCs are enemies of the Mother and that Juno wants them to answer for their crimes.  The hunters view their mutations as blessings from the Mother.  This is a symbol of their faith in the land and in the Mother.  The PCs find that they are able to use the villagers’ leather armour.  If the adventurers strip the hunters, they see that each bears a strange mark on their left breast.  PCs with the Theology skill recognize this as the mark of Slaanesh on a successful Int test.  The hunters firmly believe that the mark is a sign of the Mother’s favour.  No amount of persuasion will convince them otherwise.


Once the hunters are removed, the PCs will have an easier time moving on to the village.  They hear the occasional hunting party with plenty of time to hide.  The closer the PCs get to the village, the more people they hear about them.  The PCs need to be deliberate and careful in their movements to avoid detection.  It will take the PCs close to four hours to reach the village.  They should arrive in the early evening hours.


Option 2: Burn Them Out


If the PCs show no sign of moving out of the sacred grove after two hours following discovery, the hunters decide to burn the PCs out.  They slowly spread lamp oil around the perimeter of the grove, leaving a small gap from which the hunters set their ambush.  It takes the hunters ten rounds to do this.  Any PC actively watching that part of the forest must pass an I test (+10 for Excellent Vision) to spot the hunters.  If the villagers are spotted, the PCs should realize what they are doing and move to stop them.  As soon as they are done or any of the PCs move to stop them, the hunters light the oil.  The PCs have d6+2 rounds to put the fire out or else the forest catches fire.  The entire area will be engulfed in flame within d6+8 rounds and the fire will start to spread.


If the PCs do not spot the hunters, a ring of fire appearing around the perimeter of the grove will surprise them.  As the woods burn around them, the PCs see a small gap through which they can run.  The hunters spring their ambush as the adventurers run through the gap.  The fire spreads while they are fighting.  Soon the whole area is engulfed in flame.  After two rounds of combat the hunters will flee, because they see that the fire is spreading.  The PCs should flee as well.  Assuming they make straight to it, the PCs reach the outskirts of the woods and the edge of the village in less than two hours.  By this time the woods are ablaze and the villagers are out trying to stop the fire.  The fire is clearly out of control and it might be just the thing for the PCs to use to slip into the village.





************ NPCs ************


Hunter #1


M

WS

BS

S

T

W

I

A

Dex

Ld

Int

Cl

WP

Fel



4

35

45

4

3

6

40

1

39

23

29

30

35

25



Skills:  Concealment Rural, Follow Trail, Game Hunting, Shadowing, Silent Move Rural


Possessions:  Leather Jack (0/1 AP Body/Arms), Bow (24/48/250; ES 3; Rld 1), Sword, Dagger (I +10, D-2, P -20), Flask of Oil, Lantern, Flint & Steel


Chaos Attributes: Big Ears (Acute Hearing) and Long Nose (+10 Follow Trail tests)
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Skills:  Concealment Rural, Follow Trail, Game Hunting, Shadowing, Silent Move Rural


Chaos Attributes: Bestial Face—Raven (A +1*, bite attack, excellent vision), and Razor Sharp Claws (A+1*, claw attack, cause S+1 hits)
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Skills:  Concealment Rural, Follow Trail, Game Hunting, Shadowing, Silent Move Rural


Possessions:  Leather Jack (0/1 AP Body Arms), Bow (24/48/250; ES 3; L/F 1), Sword, Dagger (I +10, D-2, P -20), Flask of Oil, Lantern, Flint & Steel


Chaos Attributes: Cloven Hooves, Bestial Face—Deer (A+1, gore attack)
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Skills:  Concealment Rural, Follow Trail, Game Hunting, Shadowing, Silent Move Rural, Very Resilient *


Possessions: Leather Jack (0/1 AP Body Arms), Bow (24/48/250; ES 3; L/F 1), Sword, Dagger (I +10, D-2, P -20), Flask of Oil, Lantern, Flint & Steel


Chaos Attributes: Bestial face—Bear, Black Skin (+20 to hide test at night or in dark surroundings), Strong*





*************************


Return of the Adventurers


Regardless of which option the GM used on the PCs, the party arrives at the outskirts of the village.  From their vantage point, the PCs see that the whole area abuzz with activity.  If the forest was not set on fire, the PCs see hunting parties leaving the village and heading out in different directions.  The gates to the village are opened and guarded by three men.  The PCs will have to sneak up to the wall and climb over it to enter the village unnoticed.  The wall stands 15' high and is made out of logs, thus making it very easy to climb (+10 to Scale Sheer Surface).  Once the PCs are over the wall they will be able to make their way to the sheriff's house.  The PCs should remember that the Sheriff was located in the centre of the village by the well.  The village is quiet and no one in sight.  It seems that the whole village is out looking for the PCs.


If the woods are burning, the PCs will see that all the villagers are travelling toward woods and carrying shovels and axes.  The scene is controlled panic, and the PCs are able to slip into the village unnoticed.


The sheriff's house is a large one-story building.  The door is locked, but the window is open.  The house is split in two, with the front half consisting of the cells and workspace with the back living quarters.  The only windows are in the front half, and the back half has none.  The PCs can easily enter through the window, and then unlock the front door.  As soon as a PC climbs through the window they will hear a low growl and see a very large angry dog.  The dog can be calmed, but it is very hostile.  Fel tests have a -10 modifier (+10 for Charm Animal).  If the dog is not calmed within d3 rounds, it will bark and attack.  This could create a rather awkward problem.


The PCs’ gear is locked in the cabinet along the west wall.  The lock is serviceable (CR 5) and the PCs should be able to open it easily.  The cells are empty and look as if they are hardly used.  The desk is more decorative than anything else is, but there is nothing of value on or in it.  There is a door to the east and it is locked.  Once open the PCs see the sleeping quarters of Wilhelm.  The room is disorganized and looks to have not been cleaned in years.  It smells of dried blood and other fluids.  Many implements of torture hang on the walls and numerous articles of clothing litter the floor.  If examined, the clothing appears to that for women and children.  Searching under the bed uncovers a small locked chest.  Within the chest are 100 crowns and a glass flask of reddish liquid (which is an old cabaret, but let the PCs foolishly believe it is something else like a Potion of Strength).


After the PCs have searched the house for d6+2 rounds, they hear voices coming from outside.  They recognize the voice of the Wilhelm and he is talking to a group of men who are updating him on their progress.  He talks for three rounds, ending the conversation by telling them to keep him posted. Wilhelm then begins to unlock the door.  Whether the PCs relocked it or not, Wilhelm stops and all goes quiet outside.  A successful Listen test for soft noise (+10 Acute Hearing) reveals that Wilhelm is whispering to others. Suddenly the door is kicked down and Wilhelm and his three men quickly enter with swords drawn.


Wilhelm and his men attempt to overpower the PCs.  After all, Juno needs them for sacrifice.  If the adventurers even consider surrendering in the hopes of escaping to re-plan their actions, it should be made clear that their fate will be pretty much the same as Walter Gunderson and his family.  There will not be any second chances.


Only if things are looking bad for Wilhelm and his men will one of them run off to get more help.  If that individual is not stopped, things will become infinitely worse for the adventurers.  If Wilhelm is killed, the rest scatter to tell Juno.  The PCs may try to subdue Wilhelm, but to do so would put them at great risk.  A devout believer in Juno and her cause, Wilhelm will reveal nothing of benefit to the adventurers.  If they kill Wilhelm and search the body, the PCs discover that he wears a gold pendant around his neck with a strange symbol.  As earlier, PCs with Theology must pass an Int test to recognize this as the symbol of Slaanesh.





************ NPCs ************
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Special Rules: Night Vision 10 yards


Bruno, Otto, and Reinholdt
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Skills:  Dodge Blow, Street Fighting, Strike Might Blow


Possessions: Leather Jerkin (0/1 AP Body), Sword, Dagger (I +10, D-2, P -20)





************************


Set and Match


Whatever the outcome of the fight with Sheriff Wilhelm and his men, the PCs will want to leave the village quickly.  As a cold, light wind begins to blow outside, they notice that they no longer have that as an option.  Six mutated villagers stand outside with lanterns, waiting for the adventurers to leave the confines of the Sheriff’s home.  In the centre, stands a tall, lean woman with flaming red hair cascading down her back.  She is beautiful to behold, even if her blazing red eyes and horns are a might disconcerting.  Next to her is a creature from the abyss whose facial features seem awfully familiar (a successful Int test means that the PC recognizes Gunnar Dirkelstein whom they met at the Chapel.  That realization costs them one Insanity Point).


In a melodic, alluring voice, the woman speaks to the adventurers:


“Come forth, brave souls.  You have proven yourselves worthy of the Mother’s Embrace.  You needn’t show any fear.  For I will be there to help you explore your most inner being and desires in ways you can scarcely imagine.  Through me, the Mother will bring you to such a state of pleasure and excitement that you will barely be able to contain yourself.  Come to me."


The voice is so soothing that the adventurers must pass a WP test to resist Juno’s obvious charms and invitation.  PCs who fail are drawn irresistibly towards her.  They not so much under her spell that they will attack their comrades, but enough to blithely approach Juno and passively allow the villagers to club them into unconsciousness.  Those PCs who resist Juno’s call can restrain their quiescent companions, but this will hinder their ability to fight Juno and her minions.  This glamour of Juno’s can only be broken if the PCs attack her directly.  If the PCs decide to stay within the Sheriff’s home and refuse to come out, the mutated villagers will set the house on fire by hurling their lit oil lanterns at the house.


Attacking Juno brings out the worse in her.  “Resist all you want, my lovelies,” she taunts the adventurers.  “In time, I shall debase your bodies as I drink your souls.  Not even your petty gods can protect you from the allure and seductive power of the one I embrace.”  The villagers and Chaos Spawn surge before her to take the brunt of the PCs’ attack.  Behind that living shield wall, Juno casts her spells.  She particularly targets spell casters and strong warriors.  As soon as the battle turns against her and her minions, Juno will flee.  She is a strong advocate in self-preservation at all costs.  Her minions will continue to engage the adventurers to cover Juno’s escape.





**********NPC**********


Juno Magerfleisch, Chaos Sorceress Lvl 3, ex-Servant, ex-Wizard’s Apprentice


Height:  5 ft. 9 in.


Weight:  115 lbs.


Hair:  Flaming Red


Eyes:  Red


Age:  28


Alignment:  Chaos (Slaanesh)
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Skills: Arcane Language-Daemonology, Arcane Language-Magick, Cast Spells- Petty, Cast Spells- Battle 1, Cast Spells- Daemonic 1, Cast Spells- Daemonic 2, Cast Spells- Daemonic 3, Daemon Lore, Dodge Blow, Magic Sense, Magical Awareness, Meditation, Read/Write (Reikspiel)


Possessions:  Chaos Sword of Impunity (bearer gets W+5*), Robes


Chaos Attributes: Alluring Voice (victims within 10 yards must test vs. WP to resist desire to be with Chaos servant), Horns of Slaanesh (A+1*, gore attack), Magic Resistance (+20 bonus to all Magic tests).


Magic Points: 35


Spells:


Petty: Curse, Gift of Tongues, Magic Flame, Sleep


Level One: (Battle) Fire Ball, Steal Mind, (Chaos) Acquiescence, (Daemonic) Bind Daemon, Summon Guardian, Summon Steed


Level Two: (Chaos) Pavane of Slaanesh, (Daemonic) Stop Daemonic Instability, Summon Energy, Summon Lesser Daemons, Summon Magical Aid


Level Three: (Chaos) Beam of Slaanesh, (Daemonic) Spread Insanity, Summon Daemonic Horde, Summon Great Power


Personal Detail: Juno was born in Nuln to a moderately well-to-do merchant family.  At the age of six, her father became greatly indebted to a loan shark from the poorer section in town.  Her father gave Juno to the lecherous, sleazy old man to pay part of his debt.  The lecher abused Juno, making her his virtual slave.  Years passed before her master grew tired of her (she was getting older, after all) and sold her to a bawd.  More abuse was reaped upon Juno until she learned the means to exert her own control.  Through her own effort, Juno was able to develop connections with the depraved members of the nobility.  This change in associates led Juno to the Cult of the Pulsating Tower, which she joined with enthusiasm.  Her skills enabled her to come to the attention of the Slaaneshi cult’s hierarchy.  After a time, she developed a rather ambitious plan that was quickly approved by the cult’s leaders.


Gunnar Dirkelstein, Chaos Spawn
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Possession: Swords


Chaos Attributes: Breathes Fire (Cone Shape area, 12 yards long, 4 yard wide, counts as 2 S3 hits), Brightly Patterned Skin (zigzag stripes of pastel green and neon pink), Irrational Hatred (Elves and Wizards, excluding Slaaneshi followers), Long Legs (M+1*), Resilient (T+1*), Tentacles (both arms)


Villagers


Each of the six mutated villagers share the following basic profile, which is modified by their Chaos characteristics as described below:
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Chaos Attributes:


Villager #1: Beaked (A+1, bite attack)


Villager #2: Silly Voice (-20 to all Fel tests)


Villager #3: Blood Substitution (Acid- T+1, acid sprays out from any wound and opponents take a S3 hit)


Villager #4: Chaos Were (Snotling with Maced Extremities, S+1, I-10; Resilient T+1; subject to frenzy)


Villager #5: Iron Hard Skin (5AP all over)


Villager #6: Goat Head (A+1, gore attack)


Possessions:  Clubs, Tattered Clothing





*************************


End Game


Whether Juno has been killed or escaped the clutches of the adventurers, her hold on Herzendorf is broken.  The villagers, many of whom are now marked with a mutation symbolizing their corruption, have scattered into the countryside.  They adventurers may decide to cleanse the village by burning it to the ground.  If so, they will not be opposed in any way.


The PCs have two unfinished tasks to attend.  The first is to return the sword Callewyn to its living sheath in the sacred grove.  When they’ve done so, the sword shimmers for a moment and then fades into the tree.  Failure to return the sword has three dire effects.  First, the sword loses its special abilities.  Second, the possessor of the sword will be cursed and suffer automatic failures on d3 characteristic tests each day until the sword is returned.  Third, any priest of the Old Faith, Taal, Rhya, Ulric, and Manann will be repulsed by the possessor of the sword and refuse them any id or assistance.


The second task of the adventurers is to return to Talabheim and tell Helena Magnussen of the fate of her husband.  This delicate task may not be the PCs’ cup of tea, but they need to do so nonetheless.  Besides, the road back to Talabheim is long and full of danger…


Experience Points


10-40

Roleplay


Investigation


15

Fighting off the mutant attack in the Great Forest


10

Confirming Magnussen’s appearance from Black Bart Smokeleaf


  5

Learning about Herzendorf from Albrecht Goering


  5

Learning about Magnussen and his companion from Axel von Bücher


10

Eavesdropping on Gaston’s and Toby’s conversation


15

Offering hospitality to Bianka Eichenholz


10

Questioning Franz Stein in secret


10

Listening to Franz Stein talk in his sleep


  5

Investigating the chapel on the hill


  5

Finding blood stains on the altar


10

Asking Walter Gunderson about Karl Magnussen


Plans of Unholy Intent


  5

Overhearing the exchange between Walter and his captors


15

Slaying Bianka before she mutates into a Chaos Spawn


  5

Slaying Bianka after she transformed into a Chaos Spawn


  5

Finding the remains of the sacrificial victims


10

Determining the gruesome fate of Karl Magnussen


10

Reading inscription on stone pillar aloud


  5

Eliminating the mutated hunters


  5

Finding Mark of Slaanesh on mutated hunters


10

Slipping back into the village unseen


  5

Dispatching Sergeant Wilhelm Hofhund


  5

Resisting Juno’s alluring voice


  5

Attacking Juno to break her influence on those who failed to resist her “charms”


  5

Forcing Juno to flee


15

Slaying Juno and ending her rein of terror


     +1 FATE POINT  (Note: Fate Point will be revoked if Callewyn is not returned to its sheath.)


**********


Slaaneshi spells


Acquiesence


Spell Level: 1


Magic Points: D3+3


Range: Touch


Duration: 2D6 minutes


The caster touches the target’s forehead. If the target is trying to avoid contact, the caster must make a successful WS test. The target may make a Magic test to resist the effects of the spell. 


If the casting is sucessful, the victim immediately enters a blissful, euphoric state for the next 2D6 minutes. All the target’s characteristics are halved. On each turn, roll a D6; on a result of 1, 2 or 3 the target is unable to do anything other than stand and smile mindlessly. On a result of 4, 5 or 6 the target is subject to stupidity. 


Pavane of Slaanesh


Spell Level: 2


Magic Points: D6+6


Range: 48 yards


Duration: until dispelled


The Pavane of Slaanesh may be cast at any group of four or more creatures which are not involved in hand-to-hand combat and who are within 4 yards of each other. The victims must have at least animal intelligence for the spell to work (i.e. an Int of 12 or more). Additionally, non-demonic targets may make a Magic test to avoid the effects of the spell.


Victims of the spell can do nothing except stand and dance lewdly to the sound of some unearthly music that only they can hear. They may not move, attack, or use missile weapons until the spells effects are ended. This occurs when the affected group is attacked in any way; by hand to hand combat, by missile fire or by magic. 


Beam of Slaanesh


Spell Level: 3


Magic Points: 2D6+6


Range: 48 yards


Duration: Instantaneous


This is a version of the Slaaneshi spell Acquiesence (see above) that allows sorcerers to strike down targets some distance away. A dazzling rainbow of light shoots from the caster’s fingertips, striking one creature within range and the caster’s line of sight. Non-daemonic targets may make a Magic test to avoid the spells effects, which are the same as the Aquiesence spell.


Astrid Strongarm, Protagonist, ex-Bodyguard, ex-Bounty Hunter


Female Dwarf


Height: 4 ft 7 in


Weight: 128 lbs.


Hair: Dark Brown


Eyes: Light Brown


Age: 52


Alignment: Neutral (Grungni)


Psychology: Hatred for Goblins, Orcs, and Hobgoblins


Birthplace: Bögenhafen, Grand Principality of the Reikland


Fate Points: 2
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Skills: Consume Alcohol, Disarm, Dodge Blow, Fleet Footed*, Follow Trail, Marksmanship, Metallurgy, Mining, Shadowing, Silent Move Rural, Silent Move Urban, Sing, Specialist Weapon-Fist, Specialist Weapon-Lasso, Specialist Weapon-Net, Street Fighting, Strike Mighty Blow, Strike to Injure, Strike to Stun


Possessions: Sword, Mail Shirt (1AP body), Shield (1AP all over), Crossbow (R 32/64/300, ES 4, 1 round to load, 1 to fire) and Quiver (20 Bolts), Rope, Net, 2 pairs of Manacles, Waterskin, and Purse (9 GCs, 2 shillings, 6 pennies)


Personal Detail: You began to travel throughout the western Empire during your employment by the merchant Manfred Hess.  Little did you realize at the time that Hess was dealing with the unsavoury characters that bankrolled the rich von Ludendorf family of Talabheim.  One day, Hess asked you to stay behind since he must conduct with his next appointment “with utmost discretion.”  When he failed to return, you contacted a friend, Kurt Krähe, a Bounty Hunter from Altdorf.  You two found followed Hess’ trail until you found his butchered body in an abandoned warehouse.  You found clues there that led to a coven of Chaos worshippers.  The fight was short and bloody.  In the end, you joined Kurt in hunting criminals, especially murderers.


In time, the authorities began to question your ability.  Sure, those you caught were a little roughed up.  You had to get them to be more cooperative with your investigations, didn’t you?  At any rate, they were all scum and you treated them accordingly.  The problem was that the authorities thought you were too rough and refused to deal with you any further.  What made matters worse was that Kurt had the misfortune to meet up with someone tougher and quicker than he.  You found what was left of his corpse at the bottom of a ravine in the Barren Hills.


Things went downhill fast.  You found yourself a bouncer at some gambling establishment in the rich Westrand district and finding solace in Bugman’s Bitter.  Soon, the owner threatened to fire you unless you straighten up your problem.  Leaving him with a black eye and a few less teeth wasn’t a good idea, but you didn’t care at the time.  A few days later, Watch Captain Lorenz Hartesel approached you in the alley that became home.  “Here’s a crown.  Get yourself cleaned up and meet me within the hour at the Watch Barracks.  I have a job for you and a few others.  Now, give me your word that you will not spend that crown on another Bugman’s and you take the job.”  Against your better judgment, you found yourself giving your word.


Within the Watch Barracks, you found yourself in a room with five other individuals.  These were to be your companions on this job.  What a bunch of losers.  Well, better make the most of it and get to know them.  Better to know your “companions” limitations before you need to count of them in a pinch.


Your Companions are:


Valdil Eldiranel:  Somehow you must have insulted the Ancestor Gods.  How did you end up in a job with this flake?  Now that you think on it, how many Elves pack a blunderbuss?  Perhaps this one will be different than those told in your old family stories.


Bertholdt Gruber:  How did a man this size end up being a priest?  Especially for a deity who would rather crack open a book instead of heads.  You hope he’ll prove to e a better fighter than he looks.


Anna-Marie Feuerfunken:  A wizard with an air about her.  Stuffy air, that is.  Probably some delicate thing who will wilt in a confrontation.  Best keep her in the back, safely away from any confrontation.


Hans Nachtkellner:  Great.  An obvious city-bred low-life that thinks he’s seen it all and knows it all.  You certainly hope he won’t steal anything from you.  Of course, if he tries, you’ll just have to beat the snot out of him.


Ernst Grunzen:  This is a fighting man.  On second thought, the look in his eyes seems to indicate that he’s a man who may enjoy fighting too much.  In a brawl, you’ll take him on your side.  If anything requires delicate manoeuvring, you may have to keep him quiet and away from his sword.


Valdil Eldiranel, Scout, ex-Coachman


Male Elf


Height: 5 ft 7 in


Weight: 121 lbs.


Hair: Sienna


Eyes: Medium Brown


Age: 69


Alignment: Neutral (Kurnous)


Psychology: Claustrophobia, Agoraphobia


Birthplace: Laurelorn Forest


Fate Points: 1
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Skills: Animal Care, Astronomy, Concealment Rural, Drive Cart, Excellent Vision, Follow Trail, Musicianship (Coaching Horn, Lute), Orientation, Ride-Horse, Secret Signs- Scout, Silent Move Rural, Specialist Weapon-Firearms, Very Resilient*


Possessions: Sword, Mail Shirt (1AP body), Shield (1AP all over), Blunderbuss (R 24/48/250, ES 3, 3 rounds to load, 1 to fire), Waterskin, and Purse (5 GCs, 6 shillings, 9 pennies)


Personal Detail:  You always wanted to see the wide world and experience in all its delights.  You bade farewell to your people knowing that your choice would banish you from your homeland forever.  Oh well.  The first real Human city you visited was Middenheim.  What a place.  You were able to sample life in such a carefree manner that would not have been possible in Laurelorn.  So much to do.


In time, you grew bored.  There must be more to life.  So, you took a job as a Coachman with Castle Rock Coaches.  In this manner, you will be paid to see the rest of the Empire.  This was the life.  All those people to meet and the fun inherent in travel.  Unfortunately, your bosses and passengers didn’t take too kindly to your frequent detours and prolonged stops.  They were just too much in a hurry and didn’t appreciate that the schedule set by those in Middenheim didn’t fit with your needs or plans.  So, you finally quit and decided to look around for new employment in Talabheim.


You eventually fell in with a mercenary group led by Wolf Schwarzkopf.  The large man was very friendly, but strictly business.  He employed you as a scout for his unit and you saw some action on the eastern frontier.  Battling Orcs and Beastmen was all well and good, but it became tedious after a while.  You needed something more exciting and something that allowed you to experience life with no restrictions.  Well, money was a restriction and you needed some after Schwarzkopf suggested that you find employment elsewhere.  He recommended that you seek out the Talabheim Watch Captain Lorenz Hartesel.  


You found the Watch Captain easy enough and he told you to meet him at the Watch Barracks later that afternoon.  “I have a job for you and a few others,” he told you.  You thought the job may prove interesting, so you agreed to be there.  You arrived at the Watch Barracks several hours later and you found yourself in a room with five other individuals.  These were to be your companions on this job.  What an interesting bunch of people.  Other than your first impressions, you hope to learn more about your new travelling companions in the near future.


Your Companions are:


Astrid Strongarm:  A Dwarf woman with a fragrance of stale ale.  At least she could have imbibed wine instead.  Oh well, she’s different and my proof interesting to be around.


Bertholdt Gruber:  Now here’s something different.  A large man in an occupation you thought better suited to a  rather puny individual.  Well, he may prove the most insightful of this bunch and could be someone to kick around with for a while.


Anna-Marie Feuerfunken:  She looks familiar.  Have you dealt with her before?  In Middenheim?  Or, was that Wolfenburg?  No, you remember some of the ladies from there and she wasn’t one of them.  Has the look of a wizard, but the only one female wizard you knew of was the one who hung out with Schwarzkopf’s troop for a time.  Of course, you steered clear of that one since her reputation among the mercenaries was of the frigid variety.  You prefer “warm” individuals.  Well, you’re just going to have to find out if this one is warm or cold sometime soon.


Hans Nachtkellner:  This guy seems colourful enough.  You’re not sure you would buy anything from him.


Ernst Grunzen:  You remember him.  Some fanatical individual who thinks all there is in life is to live for the next battle.  He needs to get out more and enjoy life.  If any fight breaks out, you’ll just have to get Ernst to the front while you “protect” Anna-Marie.


Bertholdt Gruber, Priest Lvl 1, ex-Student, ex-Initiate


Male Human


Height: 6 ft 2 in


Weight: 222 lbs.


Hair: Medium Brown


Eyes: Pale Grey


Age: 24


Alignment: Neutral (Verena)


Birthplace: Weissbrück, Grand Principality of the Reikland


Fate Points: 2
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Skills: Acute Hearing, Arcane Language-Magick, Astronomy, Cast-Spells Cleric 1, Heraldry, History, Meditate, Public Speaking, Read/Write (Reikspiel), Scroll Lore, Secret Language-Classical, Sixth Sense, Theology, Very Strong*, Very Resilient*


Possessions: Sword, White Clerical Robes, Religious Token (Owl’s Head Medallion), and Purse (14 GCs, 8 shillings, 5 pennies)


Magic Points: 10


Spells:


Petty: Glowing Light, Sleep


1st Level: Cure Light Injury, Steal Mind, Wind Blast


Personal Detail: You were the third son of the Gruber family of Weissbrück, the most important family in town and the owners of the nearby Delfgruber mines.  Since you were not going to inherit the family business, your father arranged for you to attend the University of Altdorf.  You were determined to make something of yourself and found that you excelled in academia.  Your studies ranged greatly and you eventually found yourself drawn to the cult of Verena.  You  petitioned to join the cult, but was initially denied.  Refusing to accept this setback, you delved into the studies of contemporary Old World religions.


After some months passed, you were ready.  You impression the local clergy on your second attempt and was accepted into the cult.  While you were initiated into the mysteries of the cult, you were given unfettered access to the library.  The book collection was most impressive.  Seeing your eyes brighten at the sight, your superiors gave you responsibility for maintaining the library.  In time, your devotion and studiousness impressed your superiors.  They decided to send you to Talabheim to learn from one of the more foremost scholars on theology, Herr Karl Magnussen.


You recently arrived at Talabheim and eagerly found your way to the University.  You asked about Karl Magnussen, but no one was able to tell you where he was.  After asking a number of people around campus, you leaned that Herr Magnussen left the city about two months ago to pursue some research.  Discouraged by the scholar’s absence, you returned to the Inn of the Moonless Night.  A Watch Captain was waiting for you and asked about your business with Herr Magnussen.  You explained that you were sent to study under him, but found the scholar gone.  The Watch Captain introduced himself as Lorenz Hartesel.  He told you to meet him at the Watch Barracks later that afternoon.  “I have a job for you and a few others,” he said, “it’s regarding Herr Magnussen.”


Intrigued, you arrived at the Watch Barracks several hours later and you found yourself in a room with five other individuals.  These were to be your companions on this job.  What an odd assortment of people.  Other than your first impressions, you hope to learn more about your new travelling companions along the way.


Your Companions are:


Astrid Strongarm:  A Dwarf woman who seems to be on a downward spiral in her life.  She still looks to have some skills that may come in useful in this job involving Herr Magnussen.


Valdil Eldiranel:  You’ve always wanted to meet an Elf.  The material you’ve read on Elves indicates them to be a rather secretive, though somewhat arrogant, race who enjoy life to its fullest.  You now have a chance to study this individual to see if those texts were accurate.


Anna-Marie Feuerfunken:  She seems to be a product of a privileged upbringing.  You just hope that she does embody the classical and stereotypic superior attitude of wizards, especially towards priests like yourself.  Then again, she may be the only one here with whom you could have a nice academic conversation.


Hans Nachtkellner:  You read about characters from the more seedier side of life, but Hans seems to be a living embodiment of all you read.  He’s clearly in his element in the city, but how would he fare in the country?


Ernst Grunzen:  You always wondered what kind of men would decide on a life as a mercenary.  Ernst appears to be the epitome of a mercenary.  Even now you wonder if he sized each and every one of you up in the event it came to blows.


Anna-Marie Feuerfunken, Wizard Lvl 2, ex-Wizard’s Apprentice


Female Human


Height: 5 ft 9 in


Weight: 135 lbs.


Hair: Sienna


Eyes: Blue


Age: 28


Alignment: Neutral (Ulric)


Distinguished Traits: Very long hair


Birthplace: Carroburg, Grand Duchy of Middenland


Fate Points: 2
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Skills: Arcane Language-Magick, Cast Spells-Battle 1, Cast Spells-Battle 2, Cast Spells-Petty, Cryptography, Dance, Heraldry, Identify Plants, Magical Sense, Meditation, Read/Write (Reikspiel), Rune Lore, Scroll Lore, Secret Language-Classical


Possessions: Sword, Wizard’s Staff, Travelling Clothes, and Purse (24 GCs, 8 shillings, 10 pennies)


Magic Points: 27


Spells: Petty: Curse, Magic Flame, 1st: Fire Ball, Hammerhand, 2nd: Mystic Mist


Personal Detail:  You were the youngest child of a successful merchant family.  You wanted to do something different than your older siblings, who found success as merchants and married.  As the “baby of the family” you were successful in getting whatever you wanted, especially from Daddy.  You wanted to study the sorcerous arts and make a name for yourself.  Marriage was not in your plans.  Although Daddy didn’t like the idea initially, he warmed to it as you applied the pressure.  He arranged for you to study with Ruprecht Kepler, a wizard residing in Talabheim.


Why your father arranged for an escort of Templars of the White Wolf was beyond you.  Then again, he was well connected to the court of Grand Duke von Bildhofen.  You arrived at Herr Kepler’s with your escort after a few weeks on the river.  He wasn’t at all like you imagined.  Kepler was an old dolt who seemed like a bumbling fool as he dismissed your guards.  Once they were out of sight, he straightened up and declared in a much stronger and confident voice that you must always remember that he was the Master and you were the apprentice.  Forgetting that fact was not an option.


You toiled for years under Herr Kepler’s rigorous teachings.  The way to enlightenment was through hard work and unwavering attention to one’s studies, Herr Kepler constantly reminded you.  Once you became a wizard, Herr Kepler told you that you needed to perform some “field work.”  He arranged for you to spend some time with Wolf Schwarzkopf’s mercenary troop.  Though you were a bit nervous, you had enough confidence to see this task through.  Schwarzkopf’s men quickly learned, some the hard way, that you were not some little thing to be trifled with.  Your tour with the mercenary group on the eastern frontier was fairly short and you returned to Herr Kepler for further instruction.


As time went on, you became more skilled in your chosen profession.  One day, Herr Kepler told you that you were now more than ready to strike out on your own and earn your reputation.  He further told you that an opportunity has presented itself which may test your skills and abilities.  He told you that Watch Captain Lorenz Hartesel had a job that required some skilled people.  He told you to meet The Watch Captain at the Watch Barracks later that afternoon.


Curious, you arrived at the Watch Barracks several hours later and you found yourself in a room with five other individuals.  These were to be your associates on this job.  What a…what’s the word… “interesting” collection of people.  Other than your first impressions, you hope to learn more about these people along the way.


Your Companions are:


Astrid Strongarm:  Could the Watch Captain have found anyone smellier than this Dwarf woman?  You somehow doubt it.  She clearly was selected to provide this group with some muscle.


Valdil Eldiranel:  You heard of this Elf when he was working for Schwarzkopf.  He looks everything his reputation says.  In a word, flake.  You also heard he availed himself of every brothel the mercenary unit came across.  Even now he’s leering eyes keep glancing at you.  One false move and you’ll toast his wondering hands.


Bertholdt Gruber:  Since when do big lugs become pansy clerics?  This guy missed his obvious calling as some labourer or workman.  At least he follows a deity that has the sense enough to stick to books.  Far better than those overly-hormonal battle gods.


Hans Nachtkellner:  This is another dog who keeps glancing at you like you’re some piece of merchandise.  This guy can’t be someone who is actually useful.  Maybe if you were in to cheap, tawdry bits of coloured glass he’s sure to pass off as jewellery.


Ernst Grunzen:  Here’s the mindless he-man type.  You remembered him from Schwarzkopf’s little group of killers.  All you’ll have to do is point him at some perceived enemy and say “kill.”  Well, ol’ muscle head will have his uses if it comes to a fight.  Between he and the Dwarf, the rest of you should be fine.  On second thought, that would leave you with pointy-ears and the man in the trench coat (okay, man was a stretch for this hood).


Hans Nachtkellner, Fence, ex-Bawd


Male Human


Height: 5 ft 6 in


Weight: 135 lbs.


Hair: Corn


Eyes: Hazel


Age: 25


Alignment: Neutral (Ranald)


Birthplace: City-State of Talabheim


Fate Points: 2
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Skills: Bribery, Evaluate, Luck, Magical Sense, Palm Object, Scale Sheer Surface, Secret Language-Thieves’, Street Fighting, Super Numerate


Possessions: Sword, Large Overcoat (with numerous internal pockets, silk handkerchiefs, small pieces of jewellery totalling about 4 GCs), and Purse (10 GCs, 14 shillings, 9 pennies)


Personal Detail: In your youth, you were one of the best when it came to finding places to fulfil a client’s fancy, no matter how fancy.  Night time in Talabheim was your time to shine.  In fact, your services was very much in demand until that small misunderstanding with Jacob “Big Jake” Lachendfausten.  You thought he was kidding when he asked for a peace of the action, like 60%.  Laughing was the last thing you remember before your lights went out.


When you woke, Big Jake laid in a pool of blood five feet from you.  A hole in the back of his head and the shattering of his forehead clearly indicated that Jake died quickly.  You decided to go into hiding until whatever occurred blew past.  The self-imposed solitude just didn’t sit well with you.  The idea of returning to a life of finding places for scummy customers wasn’t too appealing either.  So, you convinced Old Man Schwarzmarkt to teach you the art of fencing merchandise.


You became one of the better connected fences in Talabheim.  This notoriety brought you to the attention of the Watch many times.  It also brought you to the attention of the local crime lord, Otto “Bruiser” Kesselring.  The man seemed to like you and made it clear to his lieutenants that you had a promising future.  He also planned to elevate your standing in the organization.  Unfortunately, his son Albert didn’t care for any upstart to get his old man rethinking his successor.


You began to hear rumours that you had been marked.  Luckily, Watch Captain Lorenz Hartesel approached you with a proposition.  “I have a job for you and a few others,” he said.  “It will get you out of town before you become a casualty in the looming gang war.  Meet me at the Watch Barracks in two hours.”  You weren’t sure how Lorenz got his information and you didn’t care.  You accepted his offer.


Within the Watch Barracks you found yourself in a room with five other individuals.  You had a sinking feeling that these were to be your associates on this job.  Gods, what have you gotten yourself into?  At least, it beat dying in some dark alley in Talabheim.  How bad could it be for a sophisticated person like yourself?  Other than your first impressions, you hope to learn more about these people’s capabilities along the way.


Your Companions are:


Astrid Strongarm:  It’s a good thing Dwarfs don’t look for much in their women.  This one is a real winner.  More than likely, she’d beat a guy senseless rather than escort him to some of the nightlife in Talabheim.


Valdil Eldiranel:  This Elf has the look of someone who would find pleasure in any activity, no matter how immoral.  In your day, you could have made a mint on people like this.  Hmmm, maybe you could interest him in some of the merchandise you need to move.


Bertholdt Gruber:  A priestly bookworm.  You know places with bouncers smaller than him.  In fact, you could use someone his size to keep the heat off you.


Anna-Marie Feuerfunken:  The possibilities are endless with this one.  If only she’d loosen up.  Then again, there are men who like the “take charge” types.  You’re just going to have to find the appropriate time to find out a little more about her.  Perhaps more than a little more.


Ernst Grunzen:  Better not cross this one.  He’d as soon bite one’s ear off than soil his blade with their blood.  Fighters like him are better off across town in some dive.  As you recall, people like him would more likely stiff you your well-earned fee by using threats than pay you as agreed.  All the same, you’ll keep this killing machine in front of you at all times.


Ernst Grunzen, Mercenary Sergeant, ex-Labourer, ex-Militiaman, ex-Mercenary


Male Human


Height: 6 ft 0 in


Weight: 168 lbs.


Hair: Medium Brown


Eyes: Medium Brown


Age: 25


Alignment: Neutral (Ulric)


Birthplace: City-State of Middenheim


Fate Points: 2
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Skills: Animal Care, Carpentry, Disarm, Dodge Blow, Drive Cart, Lightning Reflexes*, Ride-Horse, Scale Sheer Surface, Secret Language-Battle, Sing, Strike Mighty Blow, Strike to Stun


Possessions: Sword, Mail Shirt (1AP body), Mail Coif (1AP head), Shield (1AP all over), Waterskin, and Purse (8 GCs, 10 shillings, 12 pennies)


Personal Detail:  You always saw military life as a way to elevate yourself above your humble beginnings.  The accolades that accompany successful warriors and captains have appealed to you since your youth.  It took you some time before you could make the leap from the militia to becoming a mercenary, but you were damn glad you did.  You joined Captain Wolf Schwarzkopf’s Eagle Talon merc unit as it departed for the eastern borderlands in Ostland and Ostermark.  You got your first taste of war in the Battle of Heinman’s Bluff where your unit squared off against an undisciplined goblin mob.  The battle raged for ten minutes or so before the Gobboes broke and ran.


Glorious battle agreed with you. You fought so many engagements that you lost count.  You were wounded in a few of the battles and forced to take some R and R to heal.  Thank Ulric that the wounds were not enough to keep you from battle for too long.  It wasn’t until the Battle of Schläfrighöhle that Captain Schwarzkopf honoured you with a commission and your own command.


You were determined to demonstrate your unit’s skills and bravery. as well as your leadership.  You boldly volunteered your unit for the most dangerous assignments.  Sure, this could mean heavy casualties.  The payoff was worth the risk.  Didn’t your unit hold back the Beastman reinforcements at the Battle near the village of Verdunberg?  True, the village was destroyed and you lost two-thirds of your command, but you won the day.  Your unit even fared better than they did at the Battle of Zwillingspitze Gap.


Concerned about battle fatigue, Captain Schwarzkopf send you back to Talabheim.  It seemed that a long time acquaintance of his, Watch Captain Lorenz Hartesel, needed some assistance on a matter of personal importance.  So you were directed to seek the Watch Captain out.  You found the Watch Captain easy enough when you arrived and he told you to meet him at the Watch Barracks later that afternoon.  “I have a job for you and a few others,” he told you.  You were sceptical about the assignment, but you had your orders.


Within the Watch Barracks you found yourself in a room with five other individuals.  What a group of irregular troops.  In fact, you doubted if some of these could fight their way out of a cloth sack.  By Sigmar’s teeth, what did you do to deserve this assignment.  Other than your first impressions, you hope to that these people learn to follow your lead while you study their capabilities along the way.


Your Companions are:


Astrid Strongarm:  The looks of a fighter, though not a professional one.  This female Dwarf could be used to bring up the rear and protect the company’s backside in case of ambush.  Just make sure she’s downwind of the enemy.  Her current stench of alcohol could warn any with a sense of smell.


Valdil Eldiranel:  A flaky, undependable, and definitely unheroic elf.  Still, his abilities as a scout could prove invaluable.  Your just not too sure of him in a fight.  So long as he doesn’t run, he’ll be able to hold his own.


Bertholdt Gruber:  What role this priest can play in a military situation is a matter of conjecture.  Perhaps you should leave him in the back to protect the wizardess and provide aid to any who are wounded in combat.  He may also be invaluable in negotiating the surrender of an enemy.


Anna-Marie Feuerfunken:  A highly combative wizardess, as you remembered.  She provided some invaluable support in tough situations.  You have no doubt about her abilities in combat situations.


Hans Nachtkellner:  You can smell uselessness a mile away.  This one will bear close scrutiny to determine what possible service he can provide in a combat scenario.  You need to consider that his only function may be that as a decoy, but at least he’ll have serviced a worthy cause before his death.
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