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Editoral

Halloween has been and gone, the leaves are changing, the chestnuts are
roasting and now you have the penultimate issue of S&P for 2009. My, how
the time flies. In fact, just last week | was in Sicily, climbing Mount Etna
and “sampling” all of the local vino. Now | am sat in the studio with the
windows veiled to prevent myself from witnessing the horror that is the
British autumnal weather!

Still, on the plus side, here is a brand spanking new issue of S&P! We have
plenty to tickle the taste buds, including the first part of an Earthdawn
article that | mightily enjoyed editing, so | am sure that you guys will enjoy
playing it!

I shall leave you with a picture from the side of Mount Etna... and let us all
learn the lesson of why you don't build a house on a live volcano!

Have a good month

Charhe
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State of the Mongoose
The State of the Mongoose 2009 will be
released at the end of November. It will
be posted on our forums as usual and will
look back over this year, as well as looking
forward to what you can expect from
Mongoose Publishing in 2010.

Unfortunate Delays

Due to some unexpected delays a couple
of releases have been unavoidably
detained. Military Vehicles and Paranoia:
Internal Security will now be appearing
in November so keep a watch on the
Mongoose website for delivery status.

RuneQuest what?!

There have been several rumours flying
about the internet over the past few
months,with manyadie hard fan screaming
“RuneQuest Il... what the heck is that?" For
those of you who are in the dark about this
latest development to the RuneQuest line,
there is a post on Planet Mongoose. Also
RuneQuest fans will not want to miss the
State of the Mongoose later this month!

By Charlotte Law

Mongoose Movie Magic
Mongoose has just signed a major new
property, with a major film studio. This will
see the development of new games for
next year. The specific property, and what
we intend to do with it, will all be revealed
in the State of the Mongoose so, once
again, stay tuned!

Traveller en Francais!

Our French translation team are currently
working away at the translation of the
Traveller Core Rulebook. This should be
ready for release in the next few months
so keep an eye on the upcoming releases
section of the Mongoose Website.

Minis Mayhem 2010

We have a host of new miniatures games
planned for 2010. The first of the new
sculptures are being prepared right now
and we shall be unveiling them in all their
glory and wonder very soon so keep an
eye out!




onvention Dia

Ludicrus ‘09

Kesgrave Community Centre, Ipswich, UK
Sat 5th - Sun 6th Dec 2009

www.ludicrus.org
T e e e e e e e e e e e e

Siege of Augusta
Doubletree Hotel, 2651 Perimeter Pkwy, Augusta, GA, USA
Fri 22nd - Sun 24th January 2010

http://www.siegeofaugusta.com/cgi/index.php
L TRy

More events will be added to this list on a monthly basis as they are confirmed




The Awesometer

Generic events that get our hearts racing (or sometimes not) each and every month!

Will Chapman's

TOR, 5
Mythological Heroes

5.Briinnhilde — A norse figure who appears in a few stories most
notably the Nibelungenlied as a Valkyrie in the employ of 0din, she fell
in love with a human hero named Siegfried, this story is full of both
heroism and tragedy; a must read.

4, Ci Chulainn - The Hound of Ulster was an epic celtic hero who had
many adventures defending his homeland and people, one of the main
reasons Cui Chulainn stands out for me is his weapon, the Gae Bulg! A
barbed spear with an awesome name.

3.Gilgamesh — Maybe the oldest story ever found was the Epic of
Gilgamesh, about a - demi god king who raised huge structures to
defend his people; you can’t get more heroic than that.

2. Heracles — You may know him as Hercules, read about his 12 labours
and then deny this guy is heroic, if you ever get the chance to watch the
T.V show Hecules: The legendary journeys, do so, KEVIN SORBO!!!

1.King Arthur - There is history to back up the fact that King Arthur
actually existed but i believe there is a movie quote “when legend
becomes fact, print the legend”. The legend of the hero king and his
magical sword are more than enough to send Arthur to the top of my list.

Bonfire Night!l!
Fireworks and Toffee
Apples, Americans
and the rest of the
world just don’t know
what their missing!

Thanksgiving!!!
Turkey and Family
Gatherings, Britains

Assasi/Creed 2,

If you have not
played the first one,
drag yourself out

from under that
rock and get ready

Coming back

to work after a
vacation... need we
say more?

Gift Vouchers
Suck...Especially
when irrelevant,
Newly engaged
couples don't want
more clothes,we
want vacations!!!

Last minute release
changes,the UK
release of Blazblue
was put back to
January, days before
it was due out!! We
want this game!

SUESOIE

[The Timeli
e I m e I n e Avisual guide to get your tails wagging for future Mongoose releases

December: Traveller is the next line to turn French

RAVELLER

January: Look out for the Mega-City One Archives

February: Its a Secret..



Quote of the Month

Which phrases have been flying around the office more than the dogs ball?

Dilly Dally, Shilly Shally

ometimes when you look over at someone, they just seem to be staring into space.... well thats when they seem to be stuck in limbo,
Sworrying or overthinking about whatever is in their head at the time. We get that a lot in the office and have many moments where you
just can’t find that extra special piece of something that gets you moving again. So don’t Dilly Dally and get a move on, while your're
staring into Space life is just drifting by. Aswell as that infamous deadline.

TheTime Chart

What have we been spending our time on at Mongoose this Month?

... No Really..... March: This one’s a big Secret too April: It wil not be like this next month, Honestly




November 09 Releases

Callously viewed by other races as thieves, vagabonds and pirates, the
wolf-like Vargr are a complex and varied race whose society is light years
beyond their stereotype. Alien Module 2: Vargr peels back the layers of
prejudice to reveal a fascinating race who have a powerful effect on their
region of the galaxy.

This book is packed with information for both players and referees. New
rules for careers allow players to create their own Vargr characters, which
are then well served by technology and ships designed by and for the Vargr.
Chapters are devoted to playing a Vargr and how their society and culture
are structured. Finally, we have also included a complete sector to explore,
meshing seamlessly with the Spinward Marches - the Gvurrdon sector.

Alien Module 2:Vargr

Price: $34.99

Format: Hardback (184 pages)
MGP3825

JEALOUSY

When the Scourge was imminent, the people of the town of Ardanyan sought
shelter in an underground kaer, expecting only the Horrors to be a threat.
During the centuries of confinement, small quarrels grew into conflicts, which
in turn developed into blood feuds and racial hatred. The Horrors would glady
have fed on Kaer Ardanyan—if only they had found it...

BITTERNESS

For generations a secret society betrayed the unsuspecting citizens of
Ardanyan. Now they struggle to keep their terrible secret. The player
characters are the spark igniting a bonfire of intrigue, deceit, and illusion.
But the heroes have to be careful not to fall victim to the flames while on
their dangerous quest to save the residents of a lost kaer!

VENGEANCE

Ardanyan’s Revenge is an adventure supplement for Earthdawn Third Edition.
Intended for Novice and Initiate characters of any Discipline, this book
provides comprehensive information on starting an Earthdawn game for
kaer-dwelling characters, but integrates easily into any running Earthdawn
campaign. Requires use of the Earthdawn Player’s and Gamemaster’s Guides.

Earthdawn: Ardanyan’s Revenge
Price: $24.99
Format: Softback (104 pages)

7 =z =



Everything you ever wanted to know about your character can be found
in the Traveller Character Record Pack. From your character’s career
history, to a detailed summary of all the allies and enemies he has
collected over the years, you will never be caught by surprise by a new
turn of events!

Character Record Pack

Traveller Character Pack
Price: $9.99

Format: Softback (24 pages)
MGP 3826

7 7 7 2

Lankhmar Unleashed

Price: $35.00

Format: Softback (152 pages)
MGP 8168

Les Cultes de la Loi ont depuis toujours essayé d’éradiquer les Cultes du A
Chaos. Au cours de cette période conflictuelle, plus d’un livre est passé au 1
blcher, réduit en cendres par les feux de la Loi. Ce manuscrit contient un OF MNELNIBONE
de ces livres que I'on avait cru perdu comme le reste ; une enquéte a révélé La Ma ?.‘il'.‘
au monde toute la magie qu'il contenait. glﬂb‘ﬁt“ mes
> v
La Magie des Jeunes Royaumes contient des trésors d’informations, qui -
ne concernent pas uniquement les alliés du Chaos. Dans ces pages, vous
trouverez de nouvelles runes, ainsi que des conseils sur la facon de les
utiliser efficacement. Des sorts d'invocations, inconnus jusqu’a présent,
vont vous aider a conjurer des démons redoutables pour vous servir.

Ce livre comprend non seulement un guide des Voies Elémentaires,

mais aussi des descriptions approfondies et des indications sur les
emplacements des textes anciens, remplis de secrets magiques dépassant
I'imagination des sorciers les plus expérimentés.




November 09 Releases

The mandatory enjoyment of Paranoia’s 25th Anniversary continues! With
this high-security book, players can leave behind the trials and tribulations
of Troubleshooters and instead bask in the joy of being Blue level Internal
Security Troopers - to serve, to protect, to vaporise!

With a very different mission briefing, players will jump at the chance to play
Troopers, the brave citizens who stand between Alpha Complex and the
criminal minds who seek to subvert it. There is no way the dangers that plague
Troubleshooters could follow them into this elite service. None at all.

There will be brand new dangers instead!

Blue Line is the limited edition version of Internal Security, demanded by fans,
sporting a new cover matching that of Black Missions. Strictly limited to just
100 copies worldwide, Blue Line can only be found on the Mongoose web site.
It will not be appearing in stores.

Paranoia: Internal Security - Blue Line Paranoia: Internal Security

Price: $49.99 Price: $39.99

Format: Hardback (184 pages) Format: Hardback (184 pages)
MGP6668

Dragon Warriors - Prince of Darkness
Price: $19.99
Format: Softback (88 pages)

The tiny fief of Glissom sits at the northernmost tip of Ellesland, caught
between icy wastes and warlike neighbours. Like its mountains, its culture
seems to have been frozen by the ice: even its busy merchant-port is a
throw-back to an earlier time, while bands of bloodied reivers stalk the
roads and rivers, while folk-tales speak of ancient giants and stranger
beings among the glaciers in the Brack Mountains.

When the PCs befriend a swashbuckling adventurer only to discover he
is the heir to the throne, they find themselves caught up in what looks
like a power-struggle for control of the fief. But it spirals out of control

at dizzying speed and they find themselves on a race against time to
rediscover a long-lost city buried in the ice--and its terrifying occupants.
They will face implacable enemies, bizarre monsters and near-insane
cultists set on raising the Prince of Darkness himself.

‘Prince of Darkness’is for Dragon Warriors characters of ranks 5-7. Written
by fantasy author Oliver Johnson, with additional material by Adrian Bott
and lan Sturrock, it provides Dragon Warriors’ trademark blend of classic
fantasy and ancient horror. Jon Hodgson provides a chilling cover.

The Frozen Lands of Glissom
by Oliver Johnson and Tan Srurrock

7z =




The Spinward Marches awaits your exploration in this huge poster map,
featuring every system, trade link and starbase in the sector. Beautifully
illustrated in full colour, this map is the first in a series that will allow you to
explore the entire Third Imperium and beyond, joining posters together to
form one gigantic map!

Includes a full key to aid navigation.

Spinward Marches Map Pack
Price: $9.99

Format: Poster (1 page)

MGP 3827

Traveller: Military Vehicles
Price: $24.95

Format: Softback (104 pages)
MGP 3822

Sometimes battle dress is just not enough. Upgrading the vehicle creation
system from Civilian Vehicles, Military Vehicles gives you the armour and
weaponry you need for mass destruction. From simple scout skimmers

to heavy self-propelled guns, to giant walking mecha, Military Vehicles TR A VE L L E R
contains everything a Traveller needs for self-defence on the road, in the ————— e A

wilderness and in the skies. Supplement 6:

Military Vehicles




November 09 Releases

Your termination quota’s exceeded, but your happiness index is still way down
in the doldrums of despair, and your loyalty index ain’t looking too good. Total
Security means that everything’s tracked and monitored, including your own
dwindling chances of survival. There’s a whole sector of traitors out there, and
your gun won't fire until the next business day. You've got the BLUE clearance
blues.

A 32-page mission for IntSec Agents.

Paranoia - Termination Quota Exceeded
Price: $9.95
Format: Softback (32 pages)

Paranoia - Treason in Word and Deed
Price: $9.95
Format: softback (32 pages)

PARANOIA

Troubleshooters! Internal Security believes that there is a traitor in your m&ﬁ_@ D]J m

team! Therefore, you will be locked inside this vault for the next 72 hours 3 A D
and subjected to a series of rigorous psychological tests to determine m EGL—-'{H
your loyalty. If you are loyal, you have nothing to fear (except extreme
physical discomfort, lack of oxygen, potential psychological damage
and accidental termination). However, if you are a despicable traitor,
then you will be uncovered and punished! Seal the vault! Let the testing
commence!

A 32-page deathtrap, er, mission for Troubleshooters.

2y /Ay /e




MONGOO0SE PUBLISHING

www.mongoosepublishing.com



scoRe. oF steel

Every month the guys at Mongoose will be looking to bring you
their reviews and opinions on some of the hottest events happening
around the world, from Movies, Video Games, Books and naturally
Hobby Gaming, of course we all need some scoring assistance.

 ®

Pandorum
By Bryan Steele

***WARNING: SPOILERS AHEAD***

When one of my best friends came over
and said, 'l have to show you the trailer for
Pandorum,’ | was a bit shocked that | had
not yet heard of the movie. Two minutes
and fourteen seconds later,| knew | needed
to see this film. Unlike so many trailers
that are coming out these days, it did not
give away the details of the movie, show
the best shocks or ruin a surprise ending
by flashing a particular scene. It simply
showed a man waking up in cryofreeze on
a deserted ship, finding that he is alone on
a dark vessel filled with darting shadows
and perfect jump-scares. | was hooked.
When it came into theatres, | grabbed the
wife and made a date of it - and | did not
leave unhappy.

Pandorum is a good representation
of a dark future for earth. It places the
protagonists in a position that no audience
member would care to find themselves in
and constantly makes us wonder what
happened to make things go so very, very
wrong. Although it reminded in some ways
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HAT HAPFENS NEXT

BEN FOSTER




to one of my other favourite space thrillers,
Event Horizon, it was definitely an original
concept that was great fun to watch and
discuss with my wife later.

The Plot

The movie starts off by telling us that war,
crime and poor resource management
has the human race looking for places to
colonise. Scientists, whose deep space
probes find an earth-like planet that seems
unpopulated but habitable, send titanic
sleeper ships to start new populations.One
of these ships, the Elysium (an ironic name,
considering it means ‘paradise’), is shown
in the first few moments of the movie in
all its glory. Truly immense, the ship takes
several minutes to pass through the screen
fully, with the camera eventually focussing
in on the command bridge area.

We are shown to a crew cryofreeze area
where our main protagonist, Colonel
Bower,wakes up suddenly in a deactivating
cryofreeze chamber. It obviously causes
him some panic, as he seems extremely
distraught by his waking. Colonel Bower
is suffering from normal cryogenic side-
effects but the amnesia involved makes
him question everything. This scene is
disturbing for several reasons but the
primary reason it is so believable is for
Ben Foster's amazing acting. Foster is one
of my absolute favourite actors that has
appeared in the last 10 years and he does
not disappoint here. From the strain in his
eyes and the bulge of his veins, you can
honestly feel the pain he is going through.
Pulling long life support tubes out of
his veins, dealing with badly atrophied

muscles and tearing the protective layer
of chemical skin off of his own are visceral
scenes and cringe-worthy.

Finding a series of numbers on his arm
that label him as fleet bridge staff, Bower
gets a grip upon himself. As Bower starts
to understand what has happened to him,
we begin to understand that his military
fleet training is cutting through the haze
of amnesia. He somehow knows exactly
which hidden levers and flushed panels
to activate in order to get dressed, open
doors and turn on a few emergency lights.
Despite the look of curiosity and confusion
on his face, he remains able to function like
he belongs on the ship.

Once awake and fully dressed, Bower
comes across empty cryo-tube after
empty cryo-tube, until he eventually
finds the tube containing another bridge
officer - Payton (played by Dennis Quaid).
Payton goes through a similar shock of
coming out of freeze but recovers quickly
and soon the two of them are trying to
figure out what happened and why they
cannot get out of the ready room they
are in. When they decide to send Bower
down into the conduit tunnels and access
spaces between the decks, they hope
to get him to the ship’s reactor to get it
turned back on. With full power, they may
be able to see where they are and get the
ship back on track.

This is the point in which the movie turns
from a mysterious space drama-into a
After

proper thriller.

finding

a long dead crewman in the tunnels,
Bower gets down onto another deck,
where he finds more empty tubes and
full equipment lockers. During his search
he discovers what he thinks is a dead
body strung up by some kind of snare-
trap. The body turns out to be a surviving
crewman, who is panicked and terrified of
something. This crewman is so afraid that
he has completely abandoned the idea of
the chain of command and ignores Bower
- especially when strange lights appear.

The lights are torches held by humanoid
things that are fast, monstrous and violently
carnivorous. These things are stalking the
decks of the ship and Bower finds himself
in need of a weapon. Arming himself with
a very cool arm-mounted riot gun, he
continues his search for the reactor.

While Bower is searching, Payton makes
a discovery. A bloody and horrified man
crawls out of the access tunnels, revealing
himself to be bridge crewman Gallo. Gallo
has a twisted story about the cryo-freeze
sickness known as ‘pandorum; which
causes people who have slept too long
to become paranoid and self-destructive.
The audience is sure that Gallo is suffering
from the sickness already but the early
symptoms have also been seen in both
Bower and Payton.

Bower’s search puts him in contact with
two non-military passengers, a scientist
woman named Nadia and a puissant
agriculturist who doesn't speak English.
Both of these passengers show that a lot
more time has passed since Bower was put
into freeze after all and that most of the
crew have either been killed and eaten by
these’things;orare currently in small bands
of survivors on the ship’s many levels.

The trio of survivors flee from a large group
of the cannibal creatures - which are
revealed to be hyper-evolved passengers
from the Elysium! Evolving to best survive
in ‘a strange environment, that of a
powered down spacecraft the size of
a large city, they are what the human
passengers needed to become in order
to survive. They find a hiding place
they can lock themselves in but quickly
discover its owner. The crazed Leland
tells them a story about the insane crew
member that damned the Elysium because
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of a horrible onset of pandorum.When his
story is over, Leland gasses Bower and his
allies - stringing them up to be his next
meal. He has to survive somehow...

While the three are trying to survive their
crazed captor’s hunger, Payton and Gallo's
situation worsens. Gallo has seriously
started to lose control of his faculties and
Payton is soon forced to try to sedate him.
They fight viciously and eventually Payton
locks Gallo into a cryo-tube.

After convincing Leland to not eat them,
but instead help them get to the reactor
and save the ship, the now quartet head
into the reactor core. They discover that it
is used as some kind of nest or breeding
orgy grounds for the evolved creatures,
making it a dangerous place.| will not give
the scene away here but Colonel Bower
has to do something terribly disgusting
(with an appropriate level of queasy sound
effects) to cross the room and reboot the
reactor.

Once the reactor has started and the
creatures awakened, Bower’s group begin
the harried foot race toward Payton and
the bridge. On the way, Bower discovers
a cryo-tube that jogs his memory about
Payton...the fact that the man he met in
Payton’s tube was NOT him! He was Gallo,
and he was the one that slaughtered the
bridge crew. He was the one suffering from
pandorum madness and all of this was
effectively his fault.

At the same time, Payton is thrown back
into a battle with the somehow freed Gallo.
Inacool visual effect,the audience is shown
that'Payton’is Gallo...and that he has been
talking and fighting with himself. By the
time Bower reaches the now powered-
up bridge, Gallo (formerly thought of as
Payton) is waiting for them. The creatures
are right behind them, only being held
back by a rhythmically thrumming doors.

Bower, in an effort to figure out what
actually happened to the Elysium, triggers
open the bridge viewports to look upon
the stars - to the dark laughter of Gallo.
This is where the audience sees the tragic

truth of Pandorum. A computer screen
reads off that, instead of the four or six
years that Bower thought had passed,
it had been over 900 years! Outside the
ship, float by huge aquatic organisms; the
Elysium was underwater, not in space at all.
The ship had reached its destination ages
ago but crashed into the sea and remained
effectively in stasis.

In an open-ended, somewhat positive
closing to the movie, Bower and Nadia
escape the cannibal creatures and Gallo’s
insanity by jumping into an escape pod
and triggering the jettison ship. They
rocket to the surface, shortly followed by
dozens of other pods.These pods could be
containing colonists that must have never
re-awakened previous to the crash, or they
might just hold a teeming mass of evolved
cannibal monsters.

The new planet could become a new
earth...or they could have just unleashed
anew hell uponiit.

Perhaps both.

Score: 8/10

In Roleplaying

Traveller is the perfect system to run a
game similar to Pandorum. There are
several interesting parts of the movie that,
in my opinion, scream a good sci-fi game
like Traveller. The following few points
are parts of Pandorum that | would (and
probably will) like to adapt for my own
Traveller game.

The first piece of interesting Pandorum
technology is the presence of hand-
powered mini-generators for all sorts of
equipment. Starting with a revolution-
style generator for the computer terminal,
a crank-style wall panel that charges a
door enough to open or close and my
personal favourite - a knuckle-pump that
charges each shot for a kinetic energy
firearm. Although they take time to
operate, having this sort of power source
in Traveller could save many credits on
power and fusion cells.

S =l AEACEIB CEEER LS 19E

Another interesting technology we are told
about is medication for colonists designed
specificallytospeedupbiologicalevolution.
While it creates monsters in Pandorum, this
is because the colonists never made it off
the ship. In a normal environment, these
sorts of drugs could be an excellent way
to augment Player Characters to better
survive a dangerous game chronicle.
Alternatively a group of Player Characters
could be asked to take this medication
before a trip, only to find that it works too
fast - creating a cast of strange mutants.
Messing with biological evolution could
be a plot point in and of itself.

Mentalillnesses brought on by extended low
berth passage may not be something that
Player Characters want to ever deal with, but
Referees can use some of their symptoms to
help set the mood or confuse characters in
the most tense of moments. Players finding
out how they have been talking or listening
to people that are not really there, seeing
images that are nothing but hallucinations
or being led to believe entire plotlines that
are merely dementia; these could be some
ways to liven up any gaming chronicle.

Humans play a large role in Traveller and
creating mutated enemies that were
once humans can sometimes place Player
Characters in strange moral positions. Could
there be a cure? Is it a sin to kill them? What
caused such an evolution in the first place?
Thesearequestionsthatcould beraisedwhen
dealing with humans-turned-mutant. How
the players answer is the real entertainment
of the plotline; especially when the players
disagree on how to proceed.

Pandorum is a good representation of a
planetary colony ship mission gone awry.
Seeing the film made me wish | could write
more equipment into the Central Supply
Catalogue and gave me a dozen ideas on
how to spice up my own home chronicle
of Traveller.Even if you do not play or run a
science fiction game, | think Pandorum is a
good enough movie to want to see on its
own merits. It has fuelled my desires to put
my Traveller players into sinister situations
and hardships but even if you will just
enjoy the creepy environment and dark
feel - you should see for yourself.
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“@baddon promises to deliver a Whole nelw generation of dark fantastic fiction. Fetw
Yoices, nebw nightmares, stylish, potuerful and taboo breaking.” — Clive Barker

ISBN: 978-1-906735-15-9 ISBN 978-1-905437-34-4
£6.99/$7.99 ¢ Science Fiction £6.99/$7.99 ¢ Science-Fiction

The CALL o .
KERBER®S

JONATHAN OLIVER

ISBN: 978-1-906735-06-7 ISBN: 978-1-906735-28-9
£6.99/$7.99 * Horror £6.99/$7.99 e Fantasy

AVAILABLE FROM ALL GOOD BOOKSTORES!

WWW.ABADDONBOOKS.COM
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GAMEFEST 2009

By Katrina Hepburn

It was 5am; zombie-like moans came
from the bedroom “Mmmnnggg Cup of
Tea nnggghhhh” resounded through the
corridor. “AAAAARRRGGGHHHH!" came
from the bathroom as Sandrine caught a
glimpse of her hair in the mirror.

It was 5am, and we both needed our
caffeine fix before heading off to the Halls
of Mongoose to load up the ‘laminated
books of dreams’ that would be placed on
sale at Gamesfest 2009.

Hosted by Mark Lucas and Walter Mathews
this gaming convention was not one to
miss. Despite Matt being a history buff,
he was unable to remember that the
venue was located at “The Coliseum” in
Watford but after passing it three times we
eventually arrived.

The Minions of Mongoose scuttled about
the stand (including myself), setting up the
hoards of books to be placed on sale and
making everything sparkly, pristine and
presentable for Matt’s approval. After we
all got a pat on the head, | fanned out from
the stand to get a better look at everything
and to start snapping pictures.

As well as

Mongoose  Publishing,

dominating the centre aisle there was a
whole host of gaming companies selling
their wares, including Bob the Diceman
from Reaper’s Revenge with his masses of

dice, personally | love the solid crystal sets
he sells. Triple Ace Games were promoting
the nextreleases of their Hellfrost collection
and their latest releases of Savage worlds;
Mantic Games Promoting their ‘Kings of
War’ Miniatures and passing out free EIf
Scout Miniatures to boot! Otherworld
Miniatures who specialise in the old style
D&D miniatures that are so hard to find
these days and of course Forge World with
their masses of Warhammer gear... to
name but a few.

To say the tabletop games around the
hall looked impressive would be an
understatement. In one
corner there were 4 large
tables in a row hosting
huge Warhammer 40k
battles, right next to these
tables was where | caught
up with a man named Bob
Long who was setting up a
game of Space Hulk and is
a Committee Member and
Treasure of the Watford
Wargames Federation
- GCN Club. Now | know
how hard it can be to find
local gaming communities
so whenever | meet up
with someone who hosts
or runs such communities |

try and get in a mention for
all the Signs and Portents
fans out there looking for
local gaming clubs; so if
you live in or near Watford
and are looking to meet up
with  like-minded gamers
check out their website at
http://watfordwargames.
freeforums.org/ and maybe
pop around to join in the fun
they have every Wednesday.

In another corner there was
The Shire of Thamesreach
- Society for Creative
Anachronism  setting up
a visual display of middle
ages combat, these people spent the
course of the day taking turns to beat
each other senseless with makeshift
swords, spears and shields while clad
in various amounts of chainmail and
plate armour.While they are very serious
about their combat techniques, watching
these guys is a hoot a second and if you
are anything like me, you just can't resist
the opportunity to watch anything with
even a remote amount of violence. Other
Games spread around the hall included
Privateer Press Warmachine, Hordes
and Board games including Battlestar
Galactica, a backstabbingly fun game
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and one that seems to frequent the
Mongoose Halls Tuesday gaming night.

Several Artists also showed face. David
Michael Wright among them who
contributedtothe Earthdawn booksavailable
from Mongoose, as well as Neil Roberts who
has also contributed artwork to the annals
of Mongoose halls with his covers for Judge
Dredd and Strontium Dog.l had a tickle in my
stomach as he proceeded to hand sketch a
War hammer Sister of Battle for me.

But the one thing that made this
convention stand out is the amount of
authors present: one whole side of the
hall dedicated to writers, displaying and
signing copies of their own published
works. New writers showing off their first
books included Graham Willerton with
his dark rock and roll style of writing
and (in contrast) Bob Fischer with his
parody sci-fi comedic style. There were
also many established writers who have
released numerous books, among these
included Peter Mark May, Paul McKenzie,
Raven Dane, Steve Dean, Robyn Young,
Derek Gunn who is having his Vampire
Apocalypse book made into a movie.

Alsoamongstthe hoard ofauthorsincluded
many Warhammer writers who were more
than willing to sign copies of their books

and chat; Graham McNeill, James Swallow,
Sandy Mitchell, David Deveraux (Who
forgotto bring copies of his book,soinstead
posed for a photo with the cover image on
his handheld computer, bless him.), Gav
Thorpe and Richard Williams who | must
say is a funny guy who actually managed
to make a sentence from the three random
words | gave to him - Ambidextrous,
Hippopotamus and Philanthropist. | just
wish | had written down a copy of the
sentence to include in this article. Needless
to say, it was very funny.

While it was an immense pleasure to meet
and speak to all of these writers in person,
the two writers who were significant for
me were Frazer Lee and Steve Jackson.
| was shocked when Horror Writer
and Director Frasier Lee lifted a plastic
pumpkin towards me filled with jellies
and said “Want a sweetie!" This phrase was
continued by the words“Buahahahaha”but
only in my head. A brilliant Horror fiction
writer, Frasier Lee passed me a copy of his
book titled “Urbane” which | proceeded
to read in the car on the way back to the
Mongoose offices after the convention and
which | believe is also being made into a
movie starring Doug Bradly (Pinhead from
Hellraiser). This book of both short stories
and horror script will have any fan of horror
hooked from the first few pages, not to

MONGOOSE pupp

mention the fact that he also plays Dragon
Warriors RPG, available from Mongoose!
He was an immense pleasure to chin wag
with and I'm looking forward to yapping
with him again at future conventions.
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Steve Jackson was my other personal
favourite author; this man made famous
from the renowned fighting fantasy
collection of novels was a delight to meet
in person. My first ever RPG was based
in the world created from his fighting
fantasy novels and “The Warlock of
Firetop Mountain” held a special nostalgic
place in my heart as it was the first book
| had purchased back in 1985 which
subsequently led to my interestin RPG and
gaming in general.| stood beside him with
a grin that would put the Cheshire cat to
shame as he signed my copy of the book
with a personal message of “May your
stamina never fail” and said “Of course,
why not"toaphoto. — »

Gamesfest for me was so much fun [ still
have a sore mouth from the constant
smile that played on my face throughout
the event. A wonderful mix of authors,
nostalgia, gaming and the one primary
thing that makes each and every
convention very special indeed - The

brilliant people that come along and get
involved in all the activities.
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Using Masterminds in
World on Fire

What image springs to mind when you
hear the word ‘Mastermind”? For me it's
Ernst Blofeld, stroking his white cat as he
orders his SPECTRE minions around his
secret headquarters. Perhaps you envision
Auric Goldfinger, delivering the classic
line “No Mr. Bond, | expect you to die!”
Modern cinema has given us the genius
of Ozymandias, the infamous Keyser Soze
and even the diabolical Dr Evil. Others may
think back to earlier films and literature,
evoking Professor Moriarty, Fu Manchu or
Cardinal Richelieu.

Each of these villains serves as a
counterpoint to the hero of the story, a
photo-negative of his very soul. Be he an
Irredeemable Monster or a Magnificent
Bastard, a good mastermind is never
forgotten. Even in defeat, his impact
remains. One only has to view the late
Heath Ledger’s performance as the Joker,a
villain so dastardly, yet so entertaining that
he upstaged the very hero who thwarted
his schemes.

Presented here are five new Masterminds
to add to your World on Fire campaign
setting. Each is provided with a Spycraft
2.0 stat block and a number of helpful
suggestions to aid you when integrating
the NPC into your ongoing story.

Mors

There is a story in the spy community -
more an urban legend, really - that speaks
of a killer, a hunter and slayer of spies.
In truth, this assassin is not so different
from the rumours and conjecture. He is an
Eternal, one of those secretive immortals
who has pulled the world’s strings since
before anyone knew there were strings to
pull. Mors no longer remembers his real
name, his age or where he was born. They
are all details crushed under the weight of
history.

To stave off the ennui of his long existence,
Mors hunts everything that can hunt back
and in all his many years he has found that
spies are among the rare prey worthy of
his skill. His hunts can take years and he
relishes each kill, his life revolving around
the elaborate plots he builds to draw in
unsuspecting undercover operatives. The
boring ones he kills quickly. The rest...
Sometimes he lures their entire teams into
complex schemes, toying with them across
many missions before silencing them for
good.

Mors’ secret hideaway is filled with the
grisly trophies of centuries. His fondness
for mementoes has earned him a terrifying
reputation amongst the players of the
Great Game.

Mors (Special NPC - 146 XP): Init IX; Atk
IX; Def X; Resilience V; v/wp V; Competence
VI; Skills: Falsify 1X, Sneak IX; Wealth VIII;
Weapons: Punch dagger (dmg 1d6 lethal,
error1,threat19-20,5Z/HandD/1h,qualities:
armour-piercing 4, finesse, sure grip), Smoke
Grenade x3 (dmg -, error 1-3, range 10 ft.
x 4, SZ/Hand F/1h, qualities: smoke 25 ft.
radius); Gear:None;Vehicle:None; Qualities:
Class ability (Goliath: unstoppable; Faceman:
1,000 faces, quick change 2/session; Intruder:
evasion |, uncanny dodge l), feat (Equilibrium
Basics, Faceless, Ghost Basics, Knife Basics,
Knife Moves, It's Down To Us, The Long View,
Mano a Mano, Sands of Time, Spider Basics,
Traceless, Zeroed), mastermind, specialist
(Killer), superior attribute (Dex 18, Wis 18),
talented (Eternal)

Story Seeds

To Catch a Killer: The team is assigned
to investigate a series of murders in the
spy community. Forensic evidence reveals
a serial killer, apparently highly skilled,
is eliminating targets on all sides of the
Great Game. Several disparate groups have
united to solve the problem but there are
as yet no leads. Each of the bodies appears
to have had a bloody trophy cut from its
remains. The killer is of course Mors and
woe betide the team when he realises that

he is being tracked - assuming that he did
not stage the kills as part of a larger, more
insidious scheme...

The Deadliest Prey: Mors targets a
member of the team, having spent months
manoeuvring the agents into position,
creating false leads and sacrificing minions
to lure them in. His henchmen have fed
the characters intelligence leading them
to believe the situation is dire, ensuring
their interest and their backers'investment
in what appears to be a critical mission.
Yet when they locate and infiltrate the
mastermind’s base, they find that it is
actually a complex death trap, designed to
separate the agents and kill them one by
one. This seed works great as a follow-up
or highlight in To Catch a Killer.

Murder by Proxy: Rather than soil his
hands with unworthy prey, Mors enlists the
team to deal with a fellow Eternal who has
crossed him once too often. He feeds the
agentsinformation, making the target both
alluring and accessible, without revealing
his immortal nature. Though indirect, this
is clearly violates the Eternals’ closely held
laws, putting the team in a unique position
to negotiate an alliance with the elusive
immortals — assuming they put down Mors
first.

Step Up: Mors chooses a target in the
team’s organisation, and he does not keep
it secret. In fact, he uses an intermediary
to contact the team and explain who and
when. He is daring them to stop him, of
course - daring them to best his centuries
of experience.

The Hunters Hunted: Mors captures
the team and delivers them to a remote
tropical island. As they explore, relying
on ingenuity and raw skill to evade or
best dangerous animals and vicious
cannibals, the agents may stumble upon
any number of fantastic finds: a wrecked
Spanish treasure ship, trap-laden ancient
ruins and an extensive cave system that
defies geologic reason (and looks a lot like
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it was burrowed - by something huge). The
only way out of this weird and wonderful
hell hole seems to be Mors’ mountain top
helipad but to get there the team must
brave the very worst the island has to offer
- and Mors himself.

Brigadier General
Charles M. Swanson

Charles Swanson is one of Project: Pitfall’s
anti-terror specialists. Veteran of a dozen
different war zones, he is a career military
man who transferred to Triumph Tower
to make a difference. He is proud of his
work and a fanatical Pitfall supporter. His
military command authority is second

P

only to General Cornelius Fitch and he is
granted startling latitude to pursue targets
as he sees fit.

General Swanson runs missions in many
theatres but by far his forteis urban combat.
From the streets of Sarajevo to the slums
of Baghdad, he is not afraid to strap on a
sidearm and personally take charge of his
troops. Command frowns on his methods,
of course, but they cannot complain with
his results. Indeed, he is fast becoming
one of Pitfall's strongest go-to men. His
years of tactical experience and fearless
leadership put him squarely at the top of
many operational short lists and his track
record keeps the brass from condemning
his often brazen methods.

General Swanson (Special NPC - 150
XP): Init VI; Atk VI; Def V; Resilience V; v/wp
V; Competence VII; Skills: Intimidate VIII,
Tactics VIII; Wealth V; Weapons: Beretta 92
service pistol (dmg 1d10+1 lethal, error
1-2, threat 20, ammo 15M4, recoil 12,
range 25 ft., SZ/Hand D/1h); Gear: Military
uniform, class IlA duty vest (partial armour,
DR 1/3, Notice/Search DC 16; upgrades:
weight reduction); Vehicle:Jeep (SZ L (2x3),
Occ 143, A/T 4/4, MPH 60/100, D/S 9/+7,
qualities: dependable, open (1/2 cover), off-
road); Qualities: Class ability (Centurion:
police action | (city); Counter-Terrorist: crowd
control, shoot first; Pointman: lead 1/session,
orders ), feat (Battlefield Trickery, Battle
Hardened, Contempt, Fire-Team Basics,
Friends in Power, Guts, Hardcore, Martial Arts
(Strength), Old School, One World Doctrine,
Tac-Squad Basics, Tac-Squad Mastery, Task
Force Tactics, Under the Gun, United We
Punish),mastermind,specialist(Commando),
superior attribute (Str 14, Con 14, Wis 14, Cha
14), talented (Pitfall)

Story Seeds

No Place to Hide: A team that suffers
enough exposure eventually finds its way
onto Swanson’s short list.He bides his time,
carefully gathering intelligence, including
the names and addresses of everyone the
agents know (especially their loved ones).
He conducts full background checks,
identifying team members with legitimate
jobs that might be stripped away. He even
tails them back to their home office(s) if
they are sloppy enough to let him. When
the agents least expect it, Swanson makes
his move.He takes their friends and families
into custody, systematically cuts their
support networks out from under them
and waits for them to come to him. With
any luck, they will make enough noise to
justify any ‘special measures’ he has to take
to bring them in.

Thumbscrews: Swanson captures an
operative or contact friendly to the team.
With Pitfall's methods, the prisoner will
talk - it is only a matter of time.The agents
must infiltrate Pitfall's facilities, tracking
their ally from location to location and
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extract them before the team, and perhaps
its entire agency, is compromised. Failing
that, should the agents find their ally but
not be able to get him out of Pitfall’s brutal
clutches, there is only one solution: deny
the asset, by any means necessary.

Organised Chaos: A recent meet between
disparate branches of the spy community
was raided by ‘Swanson’s Silencers,
a particularly efficient arm of Pitfall's
terrorist  suppression engine. Several
innocent civilians were shot and killed in
the ensuing gunfight and the outraged
public is clamouring for justice. Riots have
erupted, covering the trail of several office
analysts who survived the fracas and have

gone to ground. The team is tasked with
finding them and bringing them home
safely, which is easier said than done in a
city of looting, street fighting and trigger-
happy Silencers.

Lockdown: The team’s current mission is
interrupted when a bomb detonates in the
area, slaughtering dozens of bystanders.
Pitfall steps in and places the area under
‘protective quarantine,” declaring all but
official martial law. A curfew is enacted,
checkpoints are set up along all major
roads and helicopters and APCs patrol
the area. General Swanson wastes no time
turning the place upside down looking for
the perpetrators — who as it happens, are
also at the heart of
the agents’ recent
assignment. If only
they had not made
itlooklike teamwas
responsible for that
little explosion...

BelowtheBelt:The
Generalhas madea
nuisance of himself
once too often
and Control wants
some leverage
to hold over him.
The home office
has located what
appears to be the
General's mistress,
living under an
alias in protective
custody. Looks like
someone at Pitfall,
perhaps Madeline
Sax, expected
someone to track
her down and try
to use her against
the old man.

The team receives
orders to hit the
safe  house and
kidnap Swanson'’s
mistress and her
daughter. It won't
be easy and they

cannot just kick in the door. There is
undoubtedly a panic room and a silent
alarm. No, this will have to be a carefully
planned mission. It will require finesse.

Renee Fitzroy

A financial and scientific genius, Renee
Fitzroy is one of the richest, most successful
men in the world. He is a self-made
billionaire, or so the papers read; in truth
he is a product of the mysterious Franchise
and its sinister Timetable. Fitzroy has no
issue carrying out his part of the grand
plan, which he keeps carefully guarded
from outside scrutiny. If the Timetable is a
great clock, then Fitzroy is the mainspring
- his financial backing is behind some of
the most impressive Franchise operations
in the last decade.

Fitzroy owns a small archipelago near
France’s Mediterranean coast, where he
has lived as a virtual recluse for years.
Recently he has started lobbying to have
‘Fitzroy Islands’ recognised as independent
sovereign territory and since he has offered
the French government a very handsome
sum of money to grease the wheels, he
may get his wish very soon indeed.

Between acquiring mountains of cash
and redefining national borders, Fitzroy
indulges his greatest private passion:
fencing. He is trained to an Olympic
standard and fancies himself a Musketeer
of old, carrying a rapier at all times. When
needed, he is quite capable of using it - to
defend himself, or demand the same of his
enemies.

Despite his cultured, gentlemanly exterior,
Fitzroy is a violent, sadistic egomaniac.
He loves nothing more than crushing his
enemies, preferably in the most theatrical
manners possible. He is also prone to epic
monologues when he thinks he has the
upper hand.

Renee Fitzroy (Special NPC - 148 XP):
Init VI; Atk VII; Def V; Resilience VI; v/wp VII;
Competence IX; Skills: Impress VI, Science
(Economy) X, Science (Super-Science) X;
Wealth X; Weapons: Rapier (dmg 1d8 lethal,
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error 1, threat 20, SZ S/1h, qualities: finesse,
keen +3), .380 ACP Walther PPK backup
pistol (dmg 2d4 lethal, error 1-2, threat 20,
ammo 7M8, recoil 13,range 15 ft,, SZ D/1h,
qualities: discreet); Gear: cloaking watch
(gadget: invisibility, housing: wristwatch);
Vehicle: Heavy business jet (SZ C (2x20,
W20),0cc 3+19, A/T 2/3, MPH 550/600, D/S
6/+11,qualities:dual controls, luxury, sensors
(radar 1)); Qualities: Class ability (Schemer:
calculating; Scientist: bright idea), feat
(Before Your Demise..., Bloodstain Resistant,
Change of Plans, Diabolical Genius, Dirty
Fighting Basics, Duelling Basics, Duelling
Mastery, Finesse Basics, Finesse Mastery,
Finesse Supremacy, Personal Lieutenant),
mastermind, superior attribute (Dex 16, Int
20, Cha 16), talented (Franchise)

Story Seeds

Big Gun: Fitzroy is building something
on one of his islands. Satellite intelligence
reveals only a partial profile of the
soaring metal and concrete tower being

assembled in the thick tree line and
given his associations this is cause for
concern. The team must gain access to
the island and scout out the construction
area. Unfortunately, they find the island
swarming with what is best described as
a private army. Sneaking or bashing their
way through, the agents learn that the
structure is some sort of energy weapon
and further investigation reveals that it
targets satellites in orbit. Fitzroy plans to
use it to disrupt global communications
as part of something called ‘the Timetable.’
He must be stopped!

Dress to Impress: A grand charity ball
is being held at one of Fitzroy's chalets
and Control has secured a number of
invitations. Using this cover, the team finds
and infiltrates a secret base beneath the
building, where the mastermind’s storing
samples of the deadly Nightfall virus.
Worse, he is apparently culturing it for
some nefarious purpose - and has already
set the chalet’s gas vents to release the
toxin into the party as a field test!

Horse Trading: Rumours are
circulating that Renee Fitzroy is
working on a secret project for the
Franchise.The Bloodvine Syndicate
contacts the team’s employers
(assuming they are not actually
the team’s employers), claiming
they captured Fitzroy's Franchise
contact months ago and have
brainwashed him to their cause.
They might consider trading him
for a few favours...

The agents are ordered to jump
through the Syndicate’s hoops,
which consist primarily of settling
grievances between the bickering
Dons, after which the Franchise
contact is delivered as promised.
He offers to lead the team deep
into the installation where
Fitzroy keeps the project, not
realising that the Syndicate also
brainwashed him to claim various
profitable data and hardware for
them. The agents are in for a hell
of a fight as the contact acts on
his subconscious programming,
leading them into some of the most secure
sections of the base.

Great Minds: Renee Fitzroy travels to Paris
for a charity dinner held in his honour
- a dinner where he is secretly being
interviewed to join the Alliance of Evil
Geniuses! Several other guests pop up on
home office watch lists and the agents
are sent to investigate, which is just what
Fitzroy wants. He has promised the team
to the Alliance as a gift, hoping the gesture
will be enough to get him into their select
and rather murderous club.

Over the Top: One of Fitzroy's schemes runs
afoul of Project:Pitfallandthe counter-terrorists
opt to deal with him directly. The agents
are sent to shadow the Pitfall strike team,
ensuring they do not leave any unnecessary
destruction in their wake. Of course, Fitzroy
anticipated both these reactions and baits
Pitfall into unleashing its worst, hoping to use
the resulting groundswell of sympathy to help
his bid for sovereignty.

™
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The Fine Art of World Domination

Katja Anastasia
Mikhailovich

The American Mafia refers to her as ‘La
Putanna.'The Russian Mob uses a variety of
other, less pleasant epithets. She is among
the most feared figures in organised
crime and yet her public reputation is
spotless. Katja Anastasia Mikhailovich is
the daughter of a New York Mafiosi’s little
sister and a Russian gangster.The marriage
was intended to unite the groups, forging
a criminal empire unmatched since the
Marinosin Europe.Instead it drove a wedge
between them as each side asserted its
dominance and sparked a turf war of epic
scale.

Katja grew up in this chaos and by her
mid-twenties parlayed her stunning good
looks and vicious megalomaniacal streak
to a position of leadership spanning
both organisations. With a powerful
combination of seduction,empty promises
and devastating violence, she rules most of
the American underworld with an iron fist.
She has yet to turn her eyes to Europe but
it is only a matter of time.

Katja Mikhailovich (Special NPC - 128
XP): Init Ill; Atk Ill; Def Ill; Resilience IV; v/
wp IV; Competence VIII; Skills: Impress VIII,
Intimidate VIII, Networking VIII; Wealth
IX; Weapons: None; Gear: None; Vehicle:
Extravagant yacht (SZ G (7x35, D 8 ft),
Occ 10+12, A/T 1/0, MPH 10/15, D/S 2+18,
qualities: capital scale, fire suppression
system, luxury, living quarters, sensors
(radar 1)), limousine (SZ H (2x5), Occ 1+11,
A/T 2/2, MPH 55/100, D/S 8/+8, qualities:
luxury); Qualities: Class ability (Politico:
no hard feelings, security detail), damage
resistance V (stress damage) fearless Il (+12),
feat (Glint of Madness, Gorgeous, Iron Will,
The Look, Silver Tongue, Simply Irresistible,
Stone Cold, Undermine,Venomous Dialogue),
mastermind, seductive, superior attribute
(Cha 18)

Story Seeds
Friends and Enemies: The Bloodvine
Syndicate’s attempts to cross the Atlantic

have so far been stymied by a joint effort
between the American and Russian Mafias.
The media has picked up on the resulting
turf war and there is a danger that the FBI
may get involved. Syndicate characters
have an obvious stake and others may
employ Bloodvine contacts and allies,
leading to an effort to identify and
eliminate the leaders of the American and
Russian cartels. Sadly, this places the team
squarely in Ms. Mikhailovich’s crosshairs
- and she is nothing if not a crack shot in
these situations.

Internal Affairs: To gather accurate
intelligence on the Mikhailovich crime
family,theteamis asked to pose as criminals
for hire. They must ingratiate themselves
with Katja's underlings and seek an
introduction with the mistress; hopefully
impressing her sufficiently enough that she
brings them on.Unfortunately, their targets
in this delicate ruse turn out to be friends,
allies and contacts - the same people with
whom they have been working to bring
Mikhailovich down.

Sun, Sea and Shooters: The united cartels
have been smuggling drugs past Miami PD
foryears now;itis a great source of revenue
for them. It is also their Achilles’ heel. The
agents can gather evidence typically
unavailable to police - and if that were
to suddenly appear in law enforcement’s
hands, the cartels’ finances would take a
dive. This would also clear a path for the
Bloodvine Syndicate to step in, making
a play for the American east coast. Sadly,
it is not quite that simple - Mikhailovich
employs, among others, a dogged group
of cooperative Columbian ex-patriots and
some very nasty Caribbean pirates. This
will get a lot worse before it gets better...

Cutting the Strings: Knowing that Katja’s
cartel is held together primarily by fear
of retribution and that several groups
are chafing under her leadership, the
Agency orders the team to discreetly
supply members of the Russian Mafia with
weapons, vehicles and critical data. With
any luck, they might also be able to sew
some seeds of discontent - that is, if Katja’s

supporters on the inside do not have them
murdered first.

Wedding of the Century: Katja is at last
‘back on the market,” her husband having
suffered a tragic and somewhat suspicious
death. The home office hopes to insert
an ally at the black widow’s side and
scrambles to build a personality profile of
the perfect man for her. In the meantime,
the team is directed to politely discourage,
or undermine, potential suitors, who are as
numerous as they are powerful.

[ (]

Digital Plague

Gliding through society like an electronic
shark, the hacker known as ‘Digital Plague’
is a digital blight. He has been on the
scene for years and is one of the few of
his ilk who has not faded into obscurity
or suffered criminal charges following the
now infamous Mouthwash Confession. He
has hacked the databases of every major
spy ring and governmental espionage
group on the planet, is wanted in dozens of
countries and evades numerous contract
hits every year. All of this works just for him
- after all, his reputation is his bread and
butter.

Digital Plague’s past is as carefully
protected as his real name and for good
reason. Anthony Snow murdered his
parents for his inheritance and used the
funds to set up a number of legitimate
businesses, making his first million in the
dot com boom of the 90's. It was thrilling at
first but quickly lost its appeal, driving him
to more illicit pursuits. His natural skill with
computers was a perfect fit, letting him
slice his way into one secure system after
another, each with new secrets to reveal.

Snow ensconced himself in technological
havens deep in his company’s many
warehouses and surrounded himself with
a private mercenary army. He took on his
new moniker and sold out his services as
a virtual hit man, commanding groups of
loyal thieves and script kiddies to steal
information too secure or too trivial for his
personal attention.
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The Plagueis greedy, malicious and spiteful,
the very definition of a ‘black hat" hacker.
He's recently started singling out Banshee
Net agents, broadcasting their secrets just
as they did the world’s in 2001.

Digital Plague (Special NPC - 153 XP):
Init IV; Atk I; Def IV; Resilience Ill; v/wp
Il Competence VII; Skills: Computers
IX, Electronics VII, Falsify VII; Wealth VII;
Weapons: None; Gear: Desktop computer x
3(PR5,networked),"Typhoid Mary”(gadget:
miniature laptop computer, PR boost +2,
traceless self-destruct (PR 5), housing:
metal briefcase), anti-virus software (PR
5), probe software (PR 7), security software
x 2 (PR 5), trace software (PR 7), virus
software (PR 5); Vehicle: SUV limousine
(SZ H (2x6), Occ 1+17, A/T 2/0, MPH 55/90,
D/S 8/+7, qualities: luxury); Qualities: Class
ability (Hacker: 1337, mad skillz (complex
substitution), master cracker), feat (Advanced
Skill ~ Mastery (Techie), Cryptographer,
Faceless, False Start (Computers), Grand Skill
Mastery (Techie), Living Cipher, Mark of
a Professional, Perfect Skill Mastery
(Techie), Practice Makes Perfect,
Traceless, Techie), inferior attribute
(Str 8 Cha 8), mastermind, superior
attribute (Int 18)

Story Seeds

The Hard Way: With the aid of
Banshee Net hackers, the Agency
identifies a ‘back door’ installed in its
mission coordination servers. It takes
over a month to figure out who put
it there but a few subtle clues point
to a hacker on the rise known as
‘Digital Plague.’ This leads to several
quiet and carefully coordinated raids
on locations identified through the
Plague’s digital trail. These are all
traps, of course, and the home office
knows that - but they are also leads,
the only leads available.

Stolen to Order:Thieves hit the home
office by night! Security guardsare shot
dead and a secure computer server is
stolen, along with many paper files.
Tracking the culprits is difficult but
leads to a group of mercenaries hired
via the internet. Digital Plague is, of

course, behind the scheme but pinning him
down for the crime is impossible - or is it?
Maybe the agents can use what they know
about the thieves to pose as another group
that Digital Plague might be interested in
hiring...

It's All About the Benjamins: Digital
Plague delights in power plays but his first
love was cold hard cash.For noreason other
than his own amusement, he manipulates
a number of casinos around the world,
raiding their virtual coffers. Knowing
this is only possible with inside help, the
Banshees enlist the other factions of the
Shadow Academy to infiltrate the casinos,
identify Plague’s minions and use them to
finally locate their slippery master.

Hit Him Where it Hurts: After a lengthy
psychological evaluation, the home office
determines that the best way to force
Digital Plague out of hiding is to attack the
one thing he values above all else: his bad

name.The agents are assigned to plan and
execute a grand slander campaign, up to
and including posing as the black hat.

Tipping Point: Nasty rumours spread
about a new super virus; a program coded
so divinely that no firewall can stop it.
Banshee knows Digital Plague is behind
the malicious program but they also know
its true purpose: to identify the hallmarks
of Automatic Genius and reveal these
operations to the world. Unfortunately,
many of these principles are still in use at
Triumph Tower, where Pitfall uses what's
left of the captured Chaos Engine to scan
the world for terrorist activity. Assuming
the incarcerated Banshees in the Tower
are responsible, General Cornelius Fitch
puts the building on lockdown and starts
conducting extreme, borderline-brutal
interrogations. It is up to the agents to
sneak in and restore the delicate balance
- or, failing that, save as many of the
prisoners as possible.

™
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For 400 years, Harrowflint Kaer provided
a place of safety from the terrors of The
Scourge. Then, its defences were breached
by a Horror known as Malvagio - and its
most trusted hero made a dreadful pact:
one that he spent the rest of his life trying
to atone for.

Introduction

For almost 80 years, the village of
Gabledown has prospered and grown
under the steady guidance of the Gowen
family. Recently, however, the town's
Lord Protector, Orted Gowen, has been
the subject of criticism regarding his
leadership: there is talk of empty coffers
and bad investments and bandit raids have
increased in frequency. Orted’s grip on the
reins of power is becoming increasingly
precarious.

During this time, Orted has been
experiencing a number of vivid dreams. In
these, he re-lives the exploits of his heroic
ancestor, Tarun Gowen:a man who - almost
single-handedly - saved Harrowflint Kaer
from the Horror that found its way into the
underground settlement. It was also Tarun
that led the inhabitants of Harrowflint
back up into the light. It was in honour of
these great deeds, that Tarun was named
Lord Protector over the new settlement of
Gabledown - a position his descendents
have retained ever since.

Orted’s dreams are no mere imaginings
but rather the workings of his ancestor’s
plagued spirit. Tarun was not the hero
everyone believed and, rather than
destroying the Horror that invaded his kaer,
he made a pact with it. Now, years after his
death, Tarun's Horror stained soul is unable
to find rest and he is trying to summon his
descendent so that he might be released
from his torment.

Guided by his dreams, Orted has hatched a
plan to return to Harrowflint Kaer. In doing
50, he aims to reclaim some of the riches
his people were forced to abandon. More
than this, he wishes to re-forge the bond

with his (supposedly) valiant ancestor
and renew his people’s faith in him. All he
needs now are some hardy adventurers to
accompany him on his quest...

Orted’s Proposal

At the start of the adventure, the PCs are
stayingin or near the village of Gabledown.
The scenario will work especially well if at
least one member of the party was born
in the settlement and grew up under the
(until recently) wise leadership of Orted
Gowen.

The adventure has been designed with
six PCs in mind. If the adventuring group
is smaller than this, the gamemaster may
need to scale encounters accordingly.

Orted has let it be known that he wishes
to meet with brave souls willing to travel
beyond the safety of the settlement on
a mission of importance. Assuming that
the PCs show an interest, he will meet
with them in the village hall, the better
to demonstrate his authority and the
importance of the task at hand. Read or
paraphrase the following:

Though not a large building the town hall
is the grandest in Gabledown, decorated
with those few relics brought up out of the
kaer some three generations ago. Orted, the
settlement’s Lord Protector, sits bolt upright
upon a chair carved from white wood, flecked
with peeling golf leaf.

‘Thank you for coming. Please. ..’ He gestures
to a row of chairs set out before the platform
upon which he sits.

‘That you are here tells me all I need to know
about you. The prospect of travel beyond the
village fills many of our people with fear. Not
50, you. And that makes you just the people
I need.’

‘Eighty years ago, when our clan left
Harrowflint Kaer and ventured up into the
world once more, they took with them only
what they could carry — what was vital to

survive. The majority of our wealth had to be
left behind.’

The aging lord’s eyes glint fiercely as he
sweeps the room with his gaze. It is time we
reclaimed what is ours.’

‘What | need - what Gabledown needs - are
peoplewilling to go backto the kaer torecover
the treasures we left there. In exchange, they
would receive a princely share of the spoils
- not to mention my gratitude and favour. A
place in our clan’s history, even.’

‘In a few days | hope to set out. It is my hope
that you will march beside me.’

‘What say you?’

For all his flaws Orted is a persuasive man
and, whilst relying on the PCs accepting
his offer, he will do all he can to make it
seem as though they are the ones being
presented with an opportunity. If pressed
for specifics he offers the party 25% of the
value of everything that is recovered. This
may not seem very generous but he points
out that many of the items they are hoping
to recover - ranging from pottery and
paintings to books and tools - will not be
easy to transport or sell. If the PCs haggle,
he will offer 30%, perhaps even with a
small advance to help with the purchase of
equipment.

Assuming that the PCs accept his proposal,
Orted will give them a copy of two pages
from his grandfather’s journal that he
hopes will prove useful (Tarun’s Journal
One and Tarun’s Journal Two). The pages
have deteriorated over time but will still
provide the adventurers with a number of
useful clues later in the adventure. A full
summary of what the pages once said is
provided for the gamemaster at the end of
this first half of the adventure.

Orted will instruct the PCs to meet him at
dawn the following day - at which point
they will depart.
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Questions and Enquiries
The PCs have enough time before they
set off to gather supplies and to ask some
of the townsfolk about Orted, his heroic
ancestor and other recent goings-on. A
locally born character may know as much
or as little of the following information as
the GM sees fit.

Encourage the PCs to roleplay out
encounters with the locals: this will offer
the GM a chance to bring the townsfolk
to life and will make the revelations which
follow far more significant.

An Unhappy Flock

Many residents of Gabledown are unhappy

with their current leadership and will be

only too happy to discuss their concerns
with anyone that will listen:

o Orted has exhausted the village's
reserves of cash. This rumour is true:
Orted paid a pair of bounty hunters
to deal with the bandits that have
been stealing livestock but the men
disappeared. He also sanctioned the
building of a town wall, which proved
to be very costly. Any vital expenses
are currently being paid out of Orted’s
own pocket.

o The town has become the target of
bandit raids. Over the past year, more
than 100 herd animals have been
stolen by bandits.

Memories of Harrowflint Kaer
There is only one person in Gabledown
old enough to remember the clan’s
departure from the kaer. Her name is
Estella Gardelock. She is over 90 years old
and almost completely blind.If the PCs talk
to Estella, she is more than happy to regale
them with the tale of her journey from the
kaer:

‘The Horrors had left us more or less alone
during The Scourge; certainly we fared better
than many other poor souls. There was just
the one incident and Tarun - Passions bless
him - dealt with that.”

‘The truth is wed had enough of living
underground by the time Tarun raised us
up. We yearned for sunlight and trees and
meadows and the other things we'd only read
about in books. The old woman is lost for a
moment in her reverie. ‘It was a wondrous
thing to look upon them for the first time.’

‘We set out, taking only what we could carry:
travelling clothes, weapons, vital tools. We
built a small settlement near the kaer but
there were a few incidents — someone died, |
believe. There was something evil in the soil.
So we moved on.’

‘Tarun guided us through a forest — another
dark place, tainted by the Horrors. The
animals there...were not right. Beyond that
was a swamp. We call it The Mire now. After
that, we found better land, fertile soil. We
came upon a river and a valley - untouched
by The Scourge. It felt right and so we stayed.
Put down our roots and made the land our

’

own.

‘Tarun went back into those woods years later
but he never came out again. He'd wanted to
return to the kaer. No one seemed willing to
try again after that. | guess we decided to
stay where we were and make do with what
we had.’

Tarun Gowen

The consensus of opinion is that Tarun
Gowen was a hero. He (apparently)
defeated a Horror and led the clan to their
new home. The older members of the clan
- several of whom remember him firsthand
- are especially vociferous in their praise of
this legendary figure.

After 10 years as Lord Protector of
Gabledown, Tarun set off alone to return
to the kaer. It is presumed that this was to
recover items of treasure left behind.Tarun
was never seen or heard from again.

Bandits

Over the past year, there have been
a number of raids by bandits based
somewhere to the west. In every instance

the bandits have come under the cover
of darkness and all they ever steal is
livestock.

The Key

One morning, between the time the PCs
agree toaccompany Orted on his questand
the time they set off, one of the characters
will wake to find a two-headed metal key
beside him. Any attempts to ascertain
who delivered it will prove fruitless - and
nobody in the village will have any idea
where it comes from or what it is for.

The key has,in fact,been on quite ajourney.
It opens two doors within Harrowflint
Kaer. The first grants access to the main
part of the settlement. The second is an
enchanted door behind which Tarun’s soul
is imprisoned.

After years as a Horror-Bound Spirit, Tarun
has developed a number of abilities that
allow him to control and manipulate
living creatures. Over several months, he
has used a variety of animals to transport
the key all the way from Harrowflint to
Gabledown.On the night before one of the
PCs receives the key, Tarun’s latest animal
messenger will have tried and failed to
deliver the key to Orted, who is too well
protected. Delivering the key to one of his
travelling companions serves as the next
best thing.

If, for any reason, the PC who receives the
key shows little interest in taking it on the
quest, Tarun will seek to retrieve it - using
another mind-controlled animal - and pass
it on to Orted or to one of the other PCs.

The Journey Begins

Awaiting the PCs on the morning of
their departure are three large, empty
wagons, each manned by two of the
braver townsmen. These will be needed
to transport back the spoils from the
Harrowflint Kaer. Orted, himself, sits
proudly alongside in the saddle of an
aging warhorse. He wears the armour of
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his grandfather, a tabard adorned with the
Gowen stag, and has Tarun's two handed
sword strapped to his back. The townsfolk
have gathered in force, ready to see off the
valiant members of the expedition. It is
clear that their leader is already benefitting
from a much-needed boost in popularity,
with the aura of his esteemed forebear
already rubbing off on him.

At this point, Tarun shows the PCs the
rough map he is using to guide them back
to Harrowflint Kaer (Tarun’s Map).

Grave New World

One of the great things about the
Earthdawn setting is that, in the wake
of The Scourge, it has become a place
of mystery. The PCs have a whole
world to explore and investigate.
Every time they climb a hill, force their
way through a tangled wood or take
ship down a river, they literally cannot
be certain what they will find. Entire
cities have been lost, environments
have been warped by the Horrors and
terrifying new beasts have arisen to
lay claim to these territories.

To really capture the essence of
Earthdawn, the players need to feel a
sense of wonder.The limits of the world
their characters traverse are unknown.
This adventure is specifically designed
to showcase some of the bizarre
things that they might encounter. As
much as possible, the gamemaster
should draw attention to the strange
sights, smells and sounds that are a
part of each new place the characters
visit. They are pioneers and the things
they discover may never even have
been seen by another person.

A Bit of a Shock

Beyond the town, the landscape stretches
away in shades of unbroken pastel.Indeed,
the first dozen miles of travel are trouble
free.Soon, however,the expedition reaches
an area of swampland. The only route

through this - certainly for the wagons - is
an ancient earthen pathway that rises a
foot or so above the waterline.

Though damp underfoot, the first few
miles of the pathway can be navigated
with relative ease. It does, however, slow
the passage of the wagons considerably.

After a few miles, the travellers begin to
notice patches of blackened earth and
burnt grass. This should strike the PCs as
odd as the damp surroundings make it
unlikely that a fire could occur naturally.

A little further on and the cause of the
charred vegetation becomes apparent:

Reed-laden pools and tufts of waterlogged
grass dominate the terrain. A few sickly
looking trees struggle above the damp soil
but the world about you is predominantly
flat and soggy. Only the narrow strip of road
beneath your feet seems relatively solid and
dry.

A sudden flash, away to the east draws your
eye. A moment later, there is a second flash,
this time closer. After a moment, thick smoke
rises from a bush that seems to burn with a
sodden flame.

Astute players may deduce that some sort
of lightning strike is responsible for causing
the fires that have blackened the earth.
Despite this unexpected danger, the group
will have little choice but to press on.

When they have progressed a little further,
placing themselves somewhere in the
middle of the swamp, the adventurers
will see that the path ahead is especially
perilous:

To either side of the path are clumps of spiky
blue foliage. The grass around these areas
is black and dead and the stretch of path
between them is badly scorched. Even as you
watch, a shiver of lightning explodes from
one of the plants and crackles through a
nearby pool.

The PCs have encountered a colony of
shock grass - a plant corrupted by The
Scourge.

The PCs may decide to take their chances
and move between the clumps of shock
grass. There is a 1 in 6 chance of being
struck by lightning if they elect to do so.
Roll separately for each character and for
each wagon. A lightning bolt inflicts 2D8
Damage. Any wagon struck by lightning
loses a wheel and must be abandoned.

There are various ways that the PCs might
deal with the shock grass. However, the
grass is highly resistant to heat and
completely immune to electrical attacks.
The most effective option is some sort
of ice spell, which will destroy the plant
instantly.

A character that moves within 5 yards of
the shock grass has a 1in 6 chance of being
struck each round.

To further complicate matters, any
character who makes it beyond the shock
grass will notice something hidden within
the plant’s leaves, just below the surface of
thewater:somethingthatglintstemptingly.
Retrieving the item requires touching
the plant: this delivers an especially nasty
shock for 3D8 Damage to whatever item is
used.

A character who manages to retrieve
the item will find himself in possession
of a single Bracer of Aras (Gamemaster’s
Guide, page 132). What is more, Orted will
recognise this as having belonged to his
grandfather, Tarun.He will correctly deduce
that Tarun lost it whilst making his way
through the swamp whilst travelling back
to the kaer. Orted will take this recovery as
an auspicious omen.

Note that the bracer will not function until
its twin is recovered and the two items are
reunited.
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Brigand Country

As the PCs traverse the edge of The Mire
(a journey of some twenty five miles) and
leave the narrow pathway behind them,
they encounter another odd sight:

The land before you appears much dryer
and stretches away to a distant green smear
that marks the edge of a forest. It is not
this that draws your eye, however, but the
patch of blackened earth 100 yards distant.
Something - a piece of wood, perhaps - juts
from the ground beside it.

Upon closer inspection the PCs will find
that the blackened earth is the remains
of a funeral pyre. The jutting wood is a
rough headstone. Scratched into it are the
following words:

Be at peace. They may take your life but not
your body.

The cremated man is one of the bounty
hunters hired by Orted to deal with the
bandits. He and his partner found those
responsible for rustling livestock from
Gabledown but discovered a lot more
than they bargained for - a carnivorous
Fleshwood Tree. After an ill-fated sally
against the tree and its 'kin, the bounty
hunters retreated. One soon died of his
wounds and his companion burned his
body so that it would not become food for
the tree. Enraged, he then returned to try
and destroy the tree.

Something on the
Horizon

As the expedition moves on across a flat
expanse of grassland, they will see small
herds of crackbill roaming the plains. A few
hours further on and they will notice an
odd shape silhouetted against the skyline.
As the party advances, this will resolve
itself into the form of an enormous, lone
tree. Hanging from one of its branches, is
an object of some kind.

At this point the PCs will need to make a
decision. Orted’s goal will be to reach the
edge of the forest as quickly as possible
and press on towards the kaer. He will
wish to stay well away from this rather
ominous tree. If the PCs feel strongly that
they want to investigate it, they will need
to go on their own and then join up with
the wagons later.

The Fleshwood Tree

At its widest point, the tree’s red-barked
branches span more than 40 yards; and its
uppermost leaves are twice that distance
from the ground. Almost certainly, this will
be the largest tree the characters have ever
seen. Dangling from one of its branches
- visible through the foliage if the PCS
advance to within 100 yards of the tree - is
aman.

The human, his feet bound with vines, is the
second bounty hunter dispatched to deal
with the brigands. He is weak from hunger
but will make an effort to wave and call for
aid if the PCs approach the tree.

Hidden amongst the branches and roots of
the tree are ‘the brigands’ that have been
rustling livestock from Gabledown.In truth,
they are doing far more than simply hiding
in the tree: they have become a part of it.
Utilising a strange symbiotic relationship,
the brigands - who see the tree as both
their home and matriarch - act as foragers.
They venture forth to gather food, which is
stashed in and around the roots of the tree.
As it rots, this nourishment is absorbed
and then distributed by the tree in order
to sustain both itself and its ‘kin’ who, each
night nestle within its arms to rest and
feed. This organism - a Fleshwood Tree
- is another by-product of The Scourge
and is distantly related to Blood Oak Roots
(Gamemaster's Guide, page 158).

Around the roots of the tree are numerous
animal bones. Many are these come from
livestock taken from Gabledown.

If the PCs make any attempt to free Morten
- the bounty hunter - the Fleshwood Kin
will reveal themselves: Morten knows this
will happen but will provide no warning for
fear of scaring away his potential saviours.

Read or paraphrase the following:

From the heavy, twirled branches of the
monstrous tree, shapes begin to emerge.They
peel back like shedding leaves and humanoid
forms tug themselves free. Skin as rough as
bark is juxtaposed with normal human flesh,
so that the things you see climbing towards
the ground seem part human, part tree.

The Fleshwood Kin will not immediately
attack - not unless the PCs attempt to
damage them or the tree. Instead, one of
their number will seek to communicate
with the PCs:

One of the creatures advances. Its face is split
between calloused bark and human skin. Its
one eye blinks, slowly.

The creatureraises ahand and gestures at the
captive in the cage. It then motions towards
a bulging root, beneath which animal bones
jut crookedly. It opens its mouth and snaps its
teeth before uttering a single word: “Food”

It should be fairly clear that the Kin will
regard any attempt to take Morten as an
act of hostility.

The PCs could elect to leave Morten -
though he will plead for help if this seems
likely. They might also decide to fight the
Kin but there are as many of them as there
are PCs.

There is another alternative, however. They
could provide the Kin with an alternative
source of food in exchange for Morten.One
of the horses pulling the wagons would
do - or the PCS could hunt the crackbill
herds that roam the grasslands. They will
need two birds to affect an exchange for
Morten.
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Any negotiation with the Kin should be
roleplayed out.The Kin are now something
less than human and rarely speak in
sentences of more than a few words but
they are not needlessly violent - and they
certainly have a sense of self-preservation.

Fleshwood Tree

DEX:5 STR:9 TOU: 11
PER:5 WIL:8 CHA:6

Initiative: 5 Physical Defence: 7
Actions: 1 Spell Defence: 7
Attack: (4) 9 Social Defence: 8
Damage: Physical Armour: 6
Root Lash:9 Mystic Armour: 4
Death: 76 Recovery Tests: 5

Unconsciousness: 66 Knockdown:
N/A (does not suffer Knockdown)

Wound Threshold:17 Movement:
N/A

Legend Award: Third Circle

Powers: Blood Veins (1) 10, Durability (3),
Sticky Spit (1) 10

Rules

Fleshwood Trees receive sustenance via
their maw-lined roots, which may burst
from the ground to attack creatures within
10 yards of the trunk. Typically, Fleshwood
Trees emit a spray of sticky liquid from their
branches to hold targets in place, better
allowing them to feed.

Fleshwood Kin

DEX:6 STR:5 TOU:5
PER:5 WIL:4 CHA:4

Initiative: 6 Physical Defence: 8
Actions: 1 Spell Defence: 7
Attack: (1) 7 Social Defence: 5
Damage: Physical Armour: 3

Gnarled Claws (2):7 Mystic Armour: 0
Death: 32 Recovery Tests: 2
Unconsciousness: 24 Knockdown:
Wound Threshold: 8

Movement: 6

Legend Award:First Circle

Powers: Camouflage (7): 11

Rules

Fleshwood Kin have long claws formed
from a wood and bone composite that
they use to attack their enemies.

Using a Called Shot, it is possible to avoid
the parts of a Fleshwood Kin that are
protected by thick, bark-like skin. This
reduces its Physical Armour to 0.

A New Companion

Should the PCs manage to free Morten,
they will have made an ally for life. He
will show his gratitude by offering to
accompany them on their quest. For
Morten's characteristics use First Circle
Human Scout (Player’s Guide, page 296).

If the PCs search about the roots of the
Fleshwood Tree - something they may not
do while the tree or its Kin are alive - they
will discover several sets of Namegiver
bones. The ground around these remains
contains 10D10 silver pieces, along with a
single air elemental coin (worth 100 silver
pieces). There is also a dwarf sword and a
buckler. Both are coated in grime but in
serviceable condition.

The Bleak Wood

According to Tarun's Map there is an old
path that leads all the way through The
Bleak Wood to the other side. Once the
party is close to the edge of the forest,
Orted will instruct the party to locate it.
This can be achieved with a Search (12)
Test, with each attempt taking an hour.

Once the path is found - or it becomes too
dark to search any more - the party will
strike camp.

All night, whoever is on watch will hear
strange sounds - animals calling, birds
shrieking and other unidentifiable growls
and moans - emerging from the wood. It
should be clear that the things which lie
ahead will be even more perilous yet.

The Old Path

Once the PCs have located the path, read
the following:

The remains of an archway, its top long since
fallen away, marks the beginning of the path.
Centuries-old flagstones emerge from the
dusty ground beyond, creating an uneven
roadway into the woods. To either side of the
path is thick vegetation. It is clear that, with
the wagons in tow, you will have little choice
but to follow it.

The party may make slow but steady
progress as they venture into the woods.
The wagons will bounce and judder across
the bumpy road, but if a moderate pace - 2
miles per hour - is maintained there is little
danger of throwing a wheel.

From time to time, the PCs will find other
fallenarchways that once adorned the road,
each bearing carvings so faded as to be
unidentifiable. All the while the PCs travel
deeper into the wood, they will notice the
foliage becoming denser, thinning out the
light and mixing it with vivid forest hues.
Unknown animal calls continue to thicken
the air.

Any character inclined to try to age the
trail and ruins may do so with a Knowledge
(Province History) or (Trades Routes) (8)
Test.The path pre-dates The Scourge and is
large enough to indicate that it was once a
well-used trade route. Such routes typically
featured way points such as warden towers
- from which the safety of a trail could be
monitored - and roadside inns.

A Second Option

Two miles into the forest, the PCs will hear
the roar of a fast-flowing river. Following
the sound, it is a simple matter to locate
the River Swift.

Read the following to any character that
goes to investigate:
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Beyond the thick foliage that leans out from
the bankto touch the fast flowing water is the
River Swift. Churning and writhing against
its channel, the muddy water rushes away
westwards. A little way upstream is a shallow
bank. Resting there like a grounded fish is the
rounded hull of a boat. From this distance it
seems to be in reasonable condition.

A proper examination of the boat is only
possible if someone crosses the river. A
Swimming (10) Test is required to safely
cross the flow. Characters who fail this Test
begin to travel downriver. A character who
fails five Tests in a row will begin to drown.

A closer look at the boat reveals that it is
in serviceable condition, though its boards
have shrunk where parts of it have been
out of the river. These need to spend
12 hours immersed in water in order to
expand back to normal. The boat seems
once to have been a cargo vessel. It is
large enough - some 100 yards long - to
transport everyone in the party,along with
the wagons. Of course, getting them on
board might be tricky.

Searching the inside of the boat - a
disorientating experience given that it
is resting on its side - reveals no sign of
whatever crew once employed the boat.
Some of the cabins contain mouldy sheets
and scraps of clothing. One of the holds
is filled with long-rotted food and several
coils of aged rope: each time this is used,
thereisa 1in 6 chance it will break.

Whilst examining the outside of the boat,
any character that passes a Perception (6)
Test will notice a number of scorched trails
leading from the bankinto the forest.These
trails were made by the acidic passage of a
saural (Gamemaster’s Guide, page 196) that
has staked a claim to this area. Once the
PCs have been rooting around the boat for
a few rounds the suaral will emerge from
the forest and attempt to drive them away.

Climbingupintothe boat may seemlike the
best option for any character encountering
this ferocious beast. However, given that
the saural spits acid, they may have to

think again if they wish to keep the craft in
serviceable condition.

If the PCs can deal with the saural, re-soak
the shrunken boards and find a way to get
themselves and the wagons onto the boat,
they will have found a much swifter - and
ultimately safer — way to travel to the kaer.
In fact, they will encounter only a single
challenge on route to Lowingstone Docks,
from where they may disembark and walk
the final few miles to Harrowflint Kaer.

The Journey Downriver

Assuming that there is someone amongst
the PCs who can steer the boat, they
will have little trouble navigating the
fast-flowing currents. The journey to
Lowingstone Docks will take a day,
providing the PCs with a chance to rest
and recuperate.

If nobody in the group is suitably skilled,
Orted will pilot the boat. The only real
danger will come when the PCs pass
through an area of water where a colony
of river-dwelling krilworm is nesting
(Gamemaster's Guide, page 181):

Ahead of you, where the river arcs around a
sharp bend sending spray up over the bank,
you spy several mounds poking above the
water-line like tiny islands.They have the look
of ant hills, dotted with holes. You realise th