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INTRODUCTION

- INTRODUCTION -

- WHAT THIS BOOK CONTAINS -

- THE CAMPAIGN ADVENTURES -

This volume is composed of two distinct sections: a
Campaign Section, and a Combat and Magic Section, both
fully compatible with Games Workshop's Warhammer
Fantasy Roleplay rules.

The Campaign Section is for Gamesmasters only. If you
wish to run a player character in the Restless Dead
campaign, you should not read this section, because it will
ruin your potential enjoyment and tension of the
adventures. The campaign material is fully described below,
and additional information is also provided to enable you
to ‘link’ the adventures together. Or, if you prefer, they can
be used as one-off adventures or set into existing WFRP
campaigns.

The Combat and Magic Section is for consultation by
both GMs and players, and contains many invaluable
reference sections:

- Practice Makes Perfect is an invaluable game aid to help
Gamesmasters run campaigns, explaining in detail how PCs
progress in careers, learn skills, and develop in game terms.
A sample NPC is provided as an example of how PC
development can be used as a springboard for roleplay
cncounters.

- Hack and Slay! contains new and revised combat rules
to make combat faster and more realistic, building and
expanding upon the foundation already established in the
WFRP rulebook.

- Arcane Mysteries details new Battle Magic spells for
Wizards and other specialists. :

- Druidic Magic gives a large number of new spells for
Druids.

- Enchantments of the Empire describes scores of new
magic items for WFRP.

This campaign material may be used in three different ways:

1. As a mini-campaign in its own right: the adventures
can be linked together and run as the full Restless Dead
campaign.

2. As a source book for the Enemy Within campaign:
encounters and adventures may be extracted and set into
the Enemy Within campaign.

3. As a series of one-off adventures and encounters:

individual ad ventures and encounters can be extracted and
played as one-offs, or set into existing campaigns.

The individual adventures are as follows:

Night of Blood

On the Road

Eureka!

Rough Night at the Three Feathers
Affair of the Hidden Jewel

The Ritual

The Haunting Horror

Each adventure is a complete self-contained episode, and
can be played as a one-off encounter. This format makes
it easy for the GM who only wants to extract material for
use in his own campaigns. Running these adve ntures as one-
offs should be simplicity itself!

There is one other adventure in the group: Grapes of Wrath.
While it can be played as a one-off adventure, it is primarily
included here because it is an important supp lement to the
Enemy Within campaign, providing a link between Death
on the Reik and Power Bebind the Throne.

Before each adventure you will find a set of campaign notes
which provide a plot outline, and additional information
on placing the adventure within the Enemy Within and
Restless Dead campaigns.
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The above map, as well as showing the
general area in which The Restless
Dead campaign takes place, also shows
you the exact locations for all of the
adventures. Briefly, these are as
follows:

Night of Blood: The Hooded man
public house.

On the Road: The road just north of the

Barrows —
town of Volgen

River —

Eureka: The town of Volgen.

Rough Night at the Three Feathers: The
Three Feathers public house.

Affair of the Hidden Jewel: The
Crossed Lances public house and the
Black Arrow’s Castle.

Campsite —

The Ritual: The town of Delberz.

Coaching Tnn/— [Tt _ i, { The Haunting Horror: The town of
Public House Ty Cromlech — Delberz
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As you can see, this means the party will move westwards
as the campaign continues. And from Delberz it is an easy
matter to convince the party to travel to Altdorf, where
you can begin the Enemy Within Campaign if you wish
to continue with the same group of characters in that set
of scenarios.

Also shown on the map are a number of other locations
which, although unrelated to The Restless Dead, are
nevertheless ideal for additional plot lines; you will of
course have to make these scenarios up yourself, but the
following are a few suggestions.

The ruins, south of Suderheim, makes an ideal lair for a
huge, fearsome creature which has been systematically
slaughtering nearby villagers - a Manticore is ideal. This
sort of adventure should start off with the mysterious
disappearance of some local farmers. Subtle hints, such as
small puncture marks on the victims’ bodies, make it clear
to the characters that something is dreadfully amiss. As the
party delve deeper into the mysteries surrounding the ruins
so the disappearances should become more common, and
the victims' remains found in a more mutilated state. Finally,
the party discover the truth, and have to face the monster
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within the ruins - where the Manticore is it's own turf and
can easily ambush the party.

The Barrows, the burial chambers in the Barren Hills, are
- quite obviously - full of ghosts. This idea fits in very well
with the theme of The Restless Dead Campaign. Perhaps
Johann suggests that the Characters might find his body
buried there, and that they really ought to investigate. Of
course, when the party reaches the Barrows they find that
the tombs have been broken open. When they enter (if they
enter?) they stumble across a Necromancer, who is in the
middle of raising an Undead army and is none too pleased
to see them; the party have to defeat the Skeletons who
are breaking through the soil at their feet, while the
Necromancer attempts to escape.

The other locations, such as the Cromlech (the Stonehenge
type structure north of The Crossed Lances) and the Lake,
can be used in much the same way. It should be quite a
simple task to think up dozens of these mini-adventures;
and like everything in this book they can be used as
interludes in your own campaign, as part of The Restless
Dead or Enemy Within campaigns, or even as separate
adventures in their own right, it's up to you.

E2 Night of Blood filR




INTRODUCTION

- EXPANDING THE
ENEMY WITHIN CAMPAIGN -

- RUNNING THE RESTLESS DEAD
AS A CAMPAIGN -

For GMs who wish to set some, or all, of these adventures
in the Enemy Within campaign, the campaign notes which
are included before each adventure give a selection of
different placement options. These choices have been given
to accommodate GMs who find themselves at different
points in the campaign, enabling them to cater for the
adventurers’ growing experience and competence, and also
the various travel routes the PCs may take as they follow
the leads of the plot. The latter is quite important,
particularly for players of Death on the Reik - an adventure
which allows players great freedom of movement - and
which necessitates a full range of placement possibilities
for the adventures contained in this book.

Grapes of Wrath is aspecial case. This lengthy and detailed
adventure is specifically set south of Middenheim, to be
played after Death on the Reik and immediately prior to
Power Behind the Throne, although it can be squeezed in
elsewhere with a little ingenuity.

A point of concern for many GMs will be the awarding of
Experience Points (EPs) for these extra adventures. The GM
may be worried that if PCs play all or most of these
additional adventures, they will become too powerful to
play the published Enemy Within adventures. There are
many ways in which you can be deal with this problem.
Here are some suggestions:

- ‘Minor’ encounters (with forest Beastmen, bandits, etc)
can be selectively removed from the adventures here and
from the Enemy Within if they are not essential to the
storyline. This has the effect of reducing EP awards but still
maintaining the richness of the plot.

- EP awards can be slightly reduced (but only slightly - by
no more than 20% at the most).

- Remember that dead PCs (and there is bound to be the
odd accident in such a dangerous world) can’t earn more
EPs...

- Carefully restrict the availability of magical rewards.

- Encourage PCs to choose careers which need major EP
awards to complete. For example, being an Assassin is a
terrific option for a fully trained-up Bounty Hunter. It only
needs a mere 4,000 EPs or so to complete the career path!
This type of option prevents the problem of PCs overloaded
with EPs becoming Boatman-Physician-Druid types.

- Increase the strength of enemies in the Enemy Within
adventures to better match the strength of the PCS. You
could add a couple of extra Beastman here or there, increase
the number of Chaos Mutants by one or two, and the like.

These are just some ideas, feel free to devise some of your
own. There are many, many ways of dealing with this
problem!

When you extract adventures and encounters for use in the
Enemy Within campaign, you may well want to alter the
background a little, especially with regard to Chaos cults.
Just as no precise geographical locations have been given
for adventures (although options have been noted), no
specific suggestions are given for such alterations to set and
setting. This has been done so that you may elaborate upon
the plotlines given by involving cultists from other
adventures from the Enemy Within campaign, the Purple
Hand or Jade Sceptre, for example. Alternately you may
wish to keep the adventures quite separate from the main
plotlines to avoid unnecessary confusion. We don’t want
to restrict options by scripting detail in this area, so if you
are planning to use these adventures in the Enemy Within
campaign, you may need to add some extra detail based
on the encounter type and prefacing introduction.

If you wish to use all the adventures as a linked series, this
volume provides an excellent alternative to the Enemy
Within. It can also be played as a preface to that larger
campaign, since it is designed to convey the PCs in a
westerly direction towards the eventual denouement in
Delberz - and the Enemy Within campaign starts just down
the road... how very convenient!

Background Summary

The Restless Dead campaign begins with novice PCs
starting their adventuring careers. They are travelling from
their homes, assumed to be villages of no note in the
Reikland, west towards Volgen, a small town on the River
Talabec. The Campaign Map shows Volgen and the
subsequent locations of importance in this campaign. With
the few brass and silver coins in their pockets, our
impoverished heroes approach, hoping to get abed for the
night and find some employment in Volgen the next day. ..
But they are overtaken by events, and soon find themselves
pestered by an amnesiac Ghost, desperate to find out who
he was, who killed him and where his body is! The PCs
have the opportunity to accumulate money, treasure, and
experience as they travel with this restless dead person -
whoever he is. The denouement of their quest is a terrifying
test of courage and willpower, and they will need to fight
hard to preserve their lives and their sanity.

To begin with, use the standard rules for generating novice
characters. You should feel free to rule out possibilities
which do not seem appropriate (eg a Noble), and ask players
to re-roll such characters. Backgrounds, equipment, skills,
and full profiles (not forgetting the initial advance) should
be filled in, preferably using the character sheets in the
‘Warhammer Character Pack. It is important for the party
to be composed of a minimum of four people, though six
would be a better number, and at least two should be
Warriors or Rangers. A Wizard's Apprentice is invaluable,
and a Rogue and a second Academic will complete a
balanced party nicely. It is up to vou whether you allow
the PCs to have known each other before their adventures
start, but for the first adventure, Night of Blood, it is easiest
if the PCs all arrive at the Hooded Man, the tavern where
the action takes place, at the same time. They could meet
in a coach, or on abarge heading down the Talabec, which
would give them time to talk and introduce themselves.

The campaign notes introduce the adventures and set them
into the correct context within the Restless Dead campaign.
Take care to read the introductory and concluding text
thoroughly before running any adventure, as each episode
has been written on the assumption that it will be played
as a one-off (as explained above) and thus details of the
introduction, setting, and ending may well need amending
as the introductory text specifies! The notes serve also link
all the adventures together to form one coherent campaign.

Adventure Summaries

In the campaign notes, you will also find a short summary
of the adventure, which mentions plot elements and names
which appear within the ad venture and which are discussed
in the other campaign notes. The summaries make the notes
easier to understand, and also give the GM an idea of the
most important elements of the adventure that follows.



NIGHT OF BLOOD

# CAMPAIGN NOTES %l@

NIGHT OF BLOOD

Adventure Summary

The PCs stop at a riverside (or roadside) inn, where the
staff have been slain by a group of cultists led by a man
called Hans Jinkerst. The cultists pose as the owner and
staff of the Hooded Man, and try to poison the PCs to keep
them out of the way while they enact a ceremony of
Daemon summoning in a shrine. The PCs may stay blissfully
unaware of all this, or get violently involved in a conflict
with the cultists.

Enemy Within Campaign Notes

As a purely incidental encounter, the Hooded Man can be
set along the trail from Weissbruck to Bogenhafen in
Shadows over Bogenbafen. In the extensive Death on the
Reik adventure it can be placed almost anywhere, although
the stretch between Altdorf and Kemperbad is particularly
suitable. If you do play Night of Blood before Death on
the Reik, you should consider limiting the sum of money
in the shrine if you want to keep the PCs impoverished.
In Power Bebind the Throne, the long journey from Altdorf
to Middenheim presents many suitable locations for the
inn. It is easiest not to link this encounter to central plot
developments within the campaign. If you want to
complicate matters you can have some secret signs or sigils
of one of the Enemy Within Chaos cults daubed inside the
shrine to worry the PCs (or create a red herring). For a
moderately experienced party, you may strengthen the
profile of the cultist leader Hans Jinkerst.

Restless Dead Campaign Notes

The location of the Hooded Man is shown on the
Campaign Map. Night of Blood can be run more or less
as it stands, with very little modification. It will certainly
make life easier if the PCs travel here by road rather than
by barge, otherwise you have their fellow-travellers to
consider, which would be an annoying complication in a
first adventure. The treasure box in the shrine should have
only one-fifth of the monies stated in the text (ie it should
contain; 42GC, 73 shillings and 5 pennies). You may well
have problems with the adventurers failing to realise that
something is badly wrong in the Hooded Man and backing
up their questions with violence. Although the script
assumes that the adventurers eat their meals, it is possible
that they will issue challenges to Hans and his associates,
forcing a combat earlier on. This is fine, but there are two
points of importance.

First, when the combat occurs, rig things so that Hans
Jinkerst gets away. He will flee away into the night while
the mutants stay to fight the PCs, blocking any would-be
pursuers. It will help the continuity of the campaign plot
if Jinkerst is slightly wounded before he escapes. A slight
blood spoor will make the possibility of tracking him seem
more feasible, an important fact in the adventures to come.
Secondly, the PCs should be discouraged from leaving the
inn at night if they have killed the mutants. After all, they
have been slogging through an appalling day of rain and
storm, and they should be too tired (and shocked!) to carry
on. They should wait until morning when the Road
Wardens turn up. If all your attempts to make them spend
the night at the inn fail, have the Road Wardens arrive early!

Dealing with the ending of Night of Blood requires some
slight modifications, and this is fully detailed in the linking
text following this adventure and preceding the following
one, On the Road. You should read that text also before
running Night of Blood.

Completing Night of Blood

If used in the Restless Dead Campaign the ending of Night
of Blood must be handled carefully. The Road Wardens turn
up at the Hooded Man as the script suggests, but they can
be more reasonable about matters. If the PCs have the body
of even one mutant (which is quite likely), the Road
Wardens will take statements and allow them to go on their
way west. If the PCs have no physical evidence of the truth
of their story, the leader of the Road Wardens will suggest
that the expeditious prosecution of justice depends on
having enough people around to deal with such problems,
and unfortunately there aren’t enough because salaries are
low and a Road Warden's job is hard... Make it obvious that
the Road Warden just wants a handful of gold to forget the
PCs were ever there at all. Ten GCs will do nicely, but the
Road Warden will settle for 6GCs if a successful Bargain
test is made. This resolution allows the PCs to continue
on their way unhindered, which is necessary for the
following encounters. If you wish, the leader of the Road
Warden group can ask the PCs to travel to Volgen to make
a formal statement to a magistrate there. The PCs were
heading for Volgen in any event, but this will now give them
a concrete reason for doing so.

i S



NIGHT OF BLOOD

An Adventure for Warhammer Fantasy Roleplay
by Jim Bambra

ILLUSTRATED BY RUSS NICHOLSON

Night of Blood is an adventure for Warhammer Fantasy
Roleplay suitable for player-characters (PCs) just
beginning their adventuring careers.

This adventure can take place at any roadside or riverside
location away from the large cities. It can be used to add
colour to either a road or river journey. The journey
should have been uneventful, but as dusk approaches, a
storm suddenly breaks. Soon the adventurers are wet
through and their coach or barge is being buffeted by
strong winds, making it very hazardous to continue. Un-
fortunately, this being The Empire, it is not safe simply
to stop and wait for the storm to pass. Many strange
creatures live in the forest, and few of these are likely to
be sheltering from the storm.

The rain falls in torrents from the dark, roiling clouds.
Overhead, lightning flashes across the sky. In the
distance the strangled cry of some strange creature can
be heard. It is a night to be indoors, for who knows
what lurks under dark trees in The Empire's forests.

*THE HUNT

Audible between the rumbles of thunder is a strangled
baying. At first this seems to be in the distance, but soon
it becomes apparent that the sound is heading towards
the adventurers. A group of beastmen and mutants are
hunting a stag in this part of the forest.

If the adventurers decide to halt their journey, the cries
of the beastmen swing straight towards them after about
half an hour and approach at a fast rate. The cries stop
suddenly before they reach the adventurers as the
beastmen pull down their prey, and the forest falls silent
but for the sound of the storm. It is only a matter of
time before the beastmen become aware of the adven-
turer’s presence. ..

Sensible adventurers will continue their journey at this
point. Those who stay notice strange shapes lurking at
the edge of their vision. The beastmen and mutants
observe the characters for a few minutes and take the op-
portunity to surround them if this is possible. They then
rush into the attack. If the adventurers decide to retreat
have them make Ride, Drive Cart or River Lore tests (as
appropriate) to escape. Failure of these tests results in a
battle with the beasts of Chaos. Unless the adventurers
move on similar attacks occur throughout the night.

The Chaos hunters (two beastmen and four mutants) at-
tempt to overpower the adventurers and then dispose of
them in their own inimitable fashion. The mutants flee if
both the beastmen are slain or incapacitated unless they
succeed in a successful Ld test.

2 CHAOS BEASTMEN

MiWS | BS |SIT|W|1|A|Dex|Ld | Int |Cl|WP|Fel
4/60 41 125 1314111130111 30 1291 24 1291241 10

The first Beastman has a large bovine head and tough
scaly skin (2 AP on each part of its body). It is also sub-
Ject to frenzy. It adds 1 to all damage it inflicts and sub-
tracts 1 from each wound it receives. When the attack
begins it lets out a bellowing shriek and charges into
combat, oblivious for its own safety. It is armed with
a sword and fights until slain or incapacitated. '

The other Beastman has long, dog-like legs (M 6). It
presents a mockery of human form, with a tall emaciated
body surmounted by an oversize dog's head. The creature
uses no weapons, attacking with its sharp teeth.

4 CHAOS MUTANTS

M WS BS|S T W I!A|Dex|ILd
4133125131316130111 29 129

Int | C1|wWP| Fel
29 129129 16

Two of the mutants are armed with daggers, and the
other two with clubs.

The four mutants resemble normal humans, but each
bears some mark of Chaos. One has eyestalks which bob
around its head rather than eyes, another has two ten-
tacles which sprout from its hands. The remaining two
mutants are covered in thick fur which provides them
with 1 AP on their bodies and arms.

*MOVING ON -

Whether they are attacked or not, the adventurers are
able to make reasonable progress for about half an hour.
After that the road is so badly waterlogged or the river
so dangerously swollen that travel is reduced to a crawl.
On the river strong cross winds and floating debris make
it very hazardous to continue. Ride, Drive Cart or River
Lore tests are required to avoid a mishap of some sort.
Road travellers find their horses slipping in the mud and
going lame or vehicles becoming bogged down in the
mire. River vessels are swept out of control and crash
into the bank. With the heavy rain and the threat of
mutant attacks, it should be obvious to that they the
adventurers are in a bad situation.

- THE HOODED MAN INN - MAP 1 -

Suddenly lightning illuminates a building in the middle
distance. Once the lightning has pinpointed its position,




NIGHT OF BLOOD

lights can be seen burning in the windows. This is the

Hooded Man, a coaching/riverside inn, a welcome sight
to any weatherworn traveller, especially on such a foul
night.

The main gates are closed and securely locked. Knocking
at the gates brings no response, leaving the adventurers
the choice of climbing over the wall or finding another
means of entry. Fortunately, access is possible from the
nearby ferry where a pathway leads to the inn itself.

*THE FERRY o

This is a small building next to the river bank. The ferry
itself consists of a raft which can be winched across the
river by means of ropes. When the ferry is not in use,
these ropes lie below the surface of the water. The raft is
on the adventurers’ side of the river, but any attempts to
winch it across to the other side are futile as the ropes
have been cut.

If they check out the ferry building, the adventurers find
that the door is open and there are signs of a struggle
inside. The building’s furniture is overturned and there is
no sign of a ferry keeper. A close search turns up a bag
containing 12 GC, 42 shillings and 15 pennies. A trail of
fresh blood leads from the door; any character examining
this who succeeds in an Int test realises that a body has
been dragged out of the building. However, no sign of a
trail can be found outside thanks to the heavy rain and
the mud.

*THE INN«

The Hooded Man is a small inn along a road that crosses
the river here at the ferry. It is similar to the one in the
Warhammer rulebook, but is not as grand. See the
WERP rulebook for basic details regarding inns.

At one time the inn's site was a meeting place for
cultists, but they were driven from the area over one
hundred years ago. However, the authorities failed to find
a secret shrine to the Chaos God Tzeentch which was
hidden under the cellar. Since then the inn’s history has
been forgotten by all but the Writhers in the*Dark, a
Chaos cult worshipping Tzeentch. Unknown to the
current landlord, the ruins of the Chaos shrine are still
there...

Tonight the Hooded Man has been successfully attacked
by a group of mutants working in concert with Hans
Jinkerst, a Chaos cultist. He has been sent to the area by
the Writhers in the Dark to reconsecrate the shrine.
Disguised as a Roadwarden, Hans entered the inn and at
an opportune moment slipped kurts (a sleep-inducing
drug, see below) into the evening's food. Once the inn’s
staff and visitors fell asleep - or were too drowsy to resist
- he opened the main gates for the mutants.

All has gone well for the mutants. The inn and the
adjacent ferry were quickly captured and the defenders
were overcome. The survivors are now locked in the
cellar, awaiting the moment when they will be sacrificed
to Tzeentch. Hans and the mutants are now celebrating
their victory and preparing for a ceremony to summon
the shrine’s guardian. The mutants are, however,
unprepared for any visitors, and they are surprised by the
adventurers’ appearance. Their initial reaction is to
masquerade as the inn's inhabitants and wait for an
opportunity to offer the the adventurers a drugged meal.

base of his back where the original owner was stabb-
ed. If this is noticed by the adventurers (a successful
Observe test is required by someone in a position to
notice it) Hans maintains that it happened earlier
this evening when he was attacked by two bandits.
On no account will he allow anyone to examine his
‘wound’ beneath.

M|WSIBS|S|T|W 1|A|Dex|1d | Int |Cl|WP| Fel
41381321314]18l40]1] 54 [55] 46 l48]32151 |
Skills Equipment
Acting Dagger
Blather Sword
Charm Mail Shirt (1 AP on body)
Disguise 34 GC
Evaluate A glass phial containing
Mimic 18 doses of kurts (see below)
Palm Object
Public Speaking
Read/Write
THE MUTANTS

All of the mutants have the following profile, although
they have individual mutations. Should a fight start they
have access to swords and clubs, or they carry them at
all times,

M/WS|BS |S|T|W| I|A|Dex|Ld|Int |Cl|WP| Fel
313312513131643011] 29 (29| 29 {29|29] 16

Grat is initially in the stables eating the remains of the
stable boy. If he is still alive, he joins the other mutants
during the ceremony to summon the shrine's guardian.
He has suckers on the ends of his spider-like legs which
allow him to cling to any surface with ease.

Otto the ‘'landlord’ is fat to such an extreme degree that
he is as wide as he is tall. He seems to roll along rather
than walk, but he is passable as a human being. Because
he has no other noticeable mutation - and all landlords
are a bit on the portly side - Otto adopts the role of
landlord when the adventurers arrive.

Fagor can pass for a2 normal human, as his bulging eyes
are unusual, but not unknown, among men. He is in the
cellar or the bar room when the adventurers arrive at the
Hooded Man.

Wilbem is the most repulsive and grotesque of all the
mutants. He doesn’t have a proper face, merely a skull. As
a result, anyone viewing Wilhem for the first time must
make a Cool test or become subject to Fear.

'HANS JINKERST - CULTIST

Hans is a Charlatan and a master of deception. He can
easily carry off his part of a Roadwarden. Unfortunate-

ly for him, however, his uniform has a bloodstain at the

Outer Wall - The inn is surrounded by a 12-foot high
wooden wall. The main gate is locked and barred from
the inside, the smaller gate leading to the ferry is,
however, open.

The Stables - Approaching the stables, the adventurers
will be aware that the horses are restless. Loud neighs
and kicks can be heard coming from the stables.

Grat, one of the mutants (see below for statistics), is in
the hayloft. He is feasting on the body of one of the
stable boys and will not hear the adventurers approach.
He notices their presence as soon as the door is opened.

The six horses in the stables are terrified by Grat's
presence and flee from the stables as soon as the door is
opened. A character making a successful Animal Care
test will be able to prevent this happening, but any other
character runs the risk of being trampled by the leading
horse. A successful I test allows the character to leap out
of the way. Anyone who is trampled takes one S 3 hit in
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the leg (modified by Toughness and armour) as the
horses escape into the yard. The horses can only be
persuaded or forced to re-enter the stables if they are
calmed and lead by a character with Animal Care skill.

As soon as he is aware that somebody else is in the
stables, Grat climbs onto the roof and hides on the other
side of the roof ridge. Characters climbing into the
hayloft find the damp corpse of the stable boy. He has
been killed by a sword blow to the head and his right
arm bears the marks of Grat's teeth.

Water is dripping from the trapdoor leading up to the
roof, and the ladder beneath is wet and smeared with
blood. Once the trapdoor is open the adventurers are
greeted by torrential rain. This has made the roof very
slippery and anyone venturing onto it must make a
successful Dex test or slip. A successful I test allows a
character who has slipped to catch hold of the edge of
the trapdoor and not slide off the roof (which results in
falling 5 yards) to the ground below.

If Grat is discovered up on the roof (by a successful
Observe test), he will fight until slain. His suckers allow
him to move about on the roof with no danger of falling
off. If the adventurers leave the stables without
discovering him, Grat returns to his feast until
summoned by Otto (see below).

The Coach House - The door to this building is locked
(CR 30). Inside there is a coach belonging to Cartak
Lines of Altdorf. This coach arrived before the mutants
attacked. Its passengers and crew were drugged and are
now either dead or tied up in the cellar.

The Inn & Bar Room - The main door to the Hooded
Man is bolted and the curtains are drawn. Sounds of
merriment can be heard coming from inside, giving the
impression that all is well. As soon as there is a knock at
the door, however, the laughter dies away and there are
sounds of movement (scraping chairs and the like). After
a minute or so the bolts are drawn and the door opened
by a horrendously fat character. This is Otto, one of the
mutants, who is masquerading as the landlord.

Otto is surprised to see the adventurers, as he believed
the inn to be secure against outsiders. Making an ill-
concealed attempt to hide his surprise, Otto invites the
adventurers into the bar room. A fire burns in the

fireplace and sitting next to it is Hans, dressed in his
(stolen) Roadwarden’s uniform.

A loud thump directs all eyes to the back of the bar
where a man with protuberant eyes appears and begins
to mop up something on the floor. This is Fagor, who
has come up from the cellar to mop up the blood frem
the floor. Unless the adventurers go to have a look at
what he is doing, he finishes after a few minutes and
then takes his bloodstained mop and bucket into the
kitchen.

Otto the ‘landlord’ is nervous about the adventurers’
presence (given what is to happen later) and this shows
in his mannerisms. He constantly fingers the bottom of
his apron, twisting and turning it with suppressed
tension. He attempts to send the adventurers on their
way as quickly as possible by claiming that the inn is
full. Otto makes no effort to make the adventurers feel
welcome. He has a coach party in residence, who have
just retired for the night, and he “wants no ‘gentlemen’
of the adventurers’ kind tonight, thank you".

If the adventurers insist on staying (unless they wish to
die at the hands of whatever lurks in the forest), Otto
eventually (and grudgingly) allows them to do so. He
continues to behave ungraciously - any drinks, for
example, are served in unwashed tankards.

Eventually Otto heads into the kitchen with a muttered
"I suppose you want feeding as well...” He is actually
leaving to organise the rest of the mutants, while Hans
keeps the adventurers occupied.

Hans, in his guise as a Roadwarden, questions the
adventurers in an attempt to find out who and what they
are. Hans asks his questions in his ‘official’ capacity,
using the excuse that he believes the adventurers to be
bandits. If the adventurers mention the ferry, Hans claims
it was attacked (and the ferryman carried off) by bandits.
This, he explains is why the inn is so securely locked.

He also manages to imply that the adventurers are in
league with these same (non-existent) bandits: “I think
your sudden appearance has unnerved the landlord.
Mind you, he could be right... Who else would be out
on a night such as this?” Hans is clever enough not to
press this line of argument too far, and he seems to be
satisfied by any reasonable story the adventurers care to
tell him.

If the adventurers mention the mutant in the stables,
Hans is surprised. He believes all the mutants to be
hiding in the inn. He appears surprised when told of the
body: “The landlord assured me that the stable boy had
run off. No one bothered checking for him up there.
Well, he can wait till morning to be buried.”

If the adventurers mention either the body or Grat to
Otto he looks very worried and shocked. His real fear,
however, is that the adventurers have uncovered the
mutants’ business here. He changes the subject and looks
to Hans to bail him out.

Once Hans is sure that the adventurers have no official
connections, he excuses himself and goes into the
kitchen. Adventurers who state they are watching Hans as
he leaves will notice his ‘wound’ and the bloodstain with
a successful Observe test.

By now the adventurers should be suspicious and be
trying to find out what is going on. A character stood at
the bar can overhear Hans and Otto in the kitchen. °
“Don’t panic, Otto. They are only travellers. Tzeentch .
will be pleased to have their souls as well. Use the kurts
in their food and we’ll deal with them later.” Hans then
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passes Otto the phial containing the kurts. After this Otto
has the phial in his possession.

If Hans hears anyone attempting to sneak into the
kitchen he comes back into the bar. He closes the door
into the kitchen with an air of finality, making it very
awkward for anyone to push past without a very good
reason.

A short while later Otto returns bearing bowls of hot
stew. Each bowl contains two doses of kurts. Characters
have a base 10% chance of noticing the drug in the
food. This 10% is averaged with a character’s Int to see
if they notice its taste in the food. Characters with Cook
skill have a 10% bonus to their chance of noticing the
drug.

KURTS

Kurts is a2 drug made from the Gortsiete plant. It begins
to take effect after half an hour. One dose induces
drowsiness; two doses causes unconsciousness. Characters
may overcome its effects by making successful Toughness
tests (at +20) for each dose they consume.

*GOOD NIGHT, LADIES AND GENTLEMEN e

After the adventurers have finished eating, but before the
kurts takes effect, Otto offers to show the adventurers to
the common room upstairs. He claims that the other
rooms are occupied by the coach party.

The hallway is wet and uncarpeted, although a close
inspection reveals that there used to be a carpet in here -
bits of cloth still cling to the tacks in the floor. The
carpet has been removed and the floor mopped by Fagor
to remove bloodstains.

- W

The common room is dirty and the bedding is soiled. If
the adventurers comment on this, Otto is unsympathetic
as this is “the best he can do”. He then exits, looking
like a man as keen to get away as soon as possible. The
sound of Otto turning the key in the door lock (CR 20)
is clearly audible.

From the common room the adventurers can hear the
horses in the stable if Grat is still present...

The Bedrooms - There are only four bedrooms upstairs
and all the doors are locked (CR 20). The landlord’s
room and two of the bedrooms are empty and
unremarkable. However, the two beds in one room are
bloodstained and the bedclothes are scattered about the
room. The beds’ occupants were obviously stabbed and
then dragged from their beds. Trailing stains lead out
through the door, but disappear at the sill.

The Kitchen - The kitchen is obviously designed for the
inn’s halfling cook. Fagor is in here unless the ceremony
(see below) is in progress. The bucket used by him when
mopping up the various bloodstains is also in here. The
bucket is still full of blood-tainted water.

The door leading to the yard is unlocked.

The Cellar - The cellar contains barrels of beer and
bottles of wines and spirits. There is a trail of blood
stains on the floor (unless Fagor has had the wit to mop
them up as well - this depends on how much help the
players are going to need in working out what is going
on) which leads to the loose paving slab. This has been
lifted to give access to the hidden shrine built below the
level of the cellar. Depending on the circumstances, the
slab is either raised or lowered. When the adventurers
first arrive, it is closed, but it will be opened during the
ceremony. The closed slab may be discovered with a
successful Observe test or by following the bloodstains.

The Shrine - The real landlord, his wife, two servants
and one of the coachmen are still alive, although they
are tightly bound in the shrine. They are still suffering
from the effects of the doses of kurts they were given
earlier in the evening. The bodies of the mutants’ other
victims are heaped in one corner: a coachman, his three
artisan passengers and the inn’s halfling cook.

Seate

A magical, two-foot-high statue of Tzeentch stands in the
middle of the shrine in the centre of a strange moving
pattern. The pattern constantly shifts between a symbol
of Chaos and an octagon.

The statue is made from a pinkish stone which seems to
flow and move when observed. Any character observing
this and the shifting floor pattern must make a WP test
or recieve D6 insanity points. The image of Tzeentch can
be smashed (it has TS5 and W5). However, unless it is
destroyed in a single round the shrine's guardian daemon
- a Pink Horror - appears to defend the statue. Once the
daemon is destroyed, the statue can be broken easily and
the lines on the floor will fade and vanish.

Against the wall is a locked (CR 30) wooden box
containing 212 GC, 365 shillings and 26 pennies. A
successful search of the room reveals a loose stone
behind which is hidden a pouch containing a potion of
strength.

The mutant Wilhem will be in here either participating
in the ceremony or lurking at the foot of the stairs.

THE CEREMONY -

Shortly after the Otto has shown the adventurers to their
room the doses of kurts begin to take effect. Half an
hour after the drug should have taken effect (the mutants
know when this should be) Otto collects Grat from the
stables. Anyone looking out of the common room
window at this time sees Otto going out to stable and
returning with a mutant (if Grat is still alive).

Hans and the mutants assemble in the cellar to conduct a
ceremony using the magical energy of the statue to
summon a demon. Shortly afterwards the ceremony
begins, and faint, discordant chanting fills the inn. This
continues for half an hour, while Hans ritually sacrifices
two humans as the summoning requires.
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As the ceremony begins Fagor sneaks up to the
adventurers’ room and listens at the door. Characters not
suffering from the effects of kurts who make a successful
Listen test hear him approach the door. If Fagor becomes
suspicious that the adventurers are not unconscious or,
for example, the common room door is open, he returns
to the cellar and warns the other mutants, who close the
trapdoor and continue the ceremony. If given the
opportunity, Fagor hides somewhere in the inn and
attempts to attack a lone adventurer from behind.

If all appears well, he immediately returns to the cellar
and joins the other mutants in the chant.

Unless the adventurers intervene the statue transforms
into a Pink Horror. It is about 3’ tall, and has its head set
into its chest. Its arms are very long, and its huge hands
are tipped with suckers and a vicious claw. Characters
must make a Cool test or become rooted to the spot with
Fear. Unfortunately, Hans is unaware of the binding ritual,
and the Daemon immediately attacks him and the
mutants. It is set upon slaying all it sees and pursues any
fleeing characters after first slaying anyone near it.

PINK HORROR B
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Once the Daemon leaves the shrine it becomes subject
to instability. For every 100 yards that the Daemon
moves away from the shrine, subtract 1 from the
instability dice roll (treat rolls of less than 1 as 1).

If the Daemon reaches 0 Wounds it does not die,
splitting instead into two Blue Horrors. Blue Horrors
are similar in appearance to their cousins, except
smaller and blue in colour. If 2 Blue Horror is kilked it

remains dead.

*THE ROADWARDENS -

As dawn breaks, a party of four Roadwardens approach
the Hooded Man. Their reaction to the adventurers or
anyone else depends on putting the worst possible inter-
pretation on the scene they find. Unless, for example, the
adventurers can produce mutant bodies or captives - or
some other proof of what really happened - the Road-
wardens choose to believe that the adventurers were mix-
ed up in whatever has been going on. At the very least,
charges of murdering the landlord and the others are
likely to be preferred, along with any other charges that
solve open cases in the Roadwardens’ patrol area.

Even if they are convinced of the adventurers’ innocence,
the matter of what has occurred at the inn still has to be
cleared up. The Roadwardens expect and insist that the
adventurers accompany them to the nearest town so that
the whole affair can be dealt with a in proper manner,
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Skills Possessions
Ride - Horse Crossbow and ammunition
Sword

Mail Shirt (1 AP on body)
Shield (1 AP on all)
Helmet (1 AP on head)
Horse

Saddle and Harness

Rope - 10 yards

*REWARDS-.

The following experience points should be awarded at
the end of the adventure:

30-50 points each for good roleplaying;
20-40 points each for dealing with the mutants;
30-50 points each for destroying the statue/daemon;

10-20 points each for dealing with the Roadwardens’
suspicions.

Jim Bambra
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ON THE ROAD

# CAMPAIGN NOTES ==

ON THE ROAD

Adventure Summary

The following piece details two encounters with unusual NPCs,
neither of whom are presented to be fought! Both can set up
interesting role-playing situations, and are especially suitable for
integration into an ongoing campaign.

Emmaretta is an unusual young woman, a Werecat, who always
travels with her feline friends never far away, and who may
accompany the PCs (without hostile intent) for a while. If they
react well to her, she asks for help in freeing her lover Klaus,
currently held by the authorities for a trivial crime.

In A Friend in Need Johann the Ghost approaches the PCs and
asks for help. Depending on how the encounter is used this can
take a different form, as the notes below explain.

Enemy Within Campaign Notes

A Friend in Need can be set virtually anywhere along the road,
during any journey the PCs have to make. In Mistaken Identity,
you can have this encounter take place between Altdorf and
Weissbruck, with Johann's family resident in Bogenhafen. An
alternative is on the road to Middenheim in Power Bebind the
Throne, with Johann having relatives there who are acquainted
with at least one of the major NPCs in that city. In Death on the
Reik, Johann's Ghost could appear at night when the PCs are at
anchor - along the banks of the River Stir on the way to Unterbaum
(where Johann lived), is a good option.

Emmaretta’s best value can realised outside town settings. She will
lend the PCs her aid in return for their help, although providing
susch assistance will prove difficult if the adventure is set in Altdorf
or Middenheim, especially if you wish her to ask the PCs to rescue
Klaus from jail. This encounter is best set in Death on the Reik,
outside one of the many coaching villages and small towns the
PCs will come across. The unnamed coaching stops and villages
between Castle Wittgenstein and Grissenwald offer many
possibilities, with Klaus being held in a cell by a local mayor
awaiting the arrival of a Grissenwald magistrate. In Power Bebind
the Throne, if you use the Grapes of Wrath adventure later in this
volume, Emmaretta could be heading for Pritzstock and meet the
PCs on the Altdorf-Middenheim road. This would allow you to
lure the PCs to Pritzstock where the mayor will release Klaus on
bail if the PCs (and Emmaretta) are pleasant enough to him.

Restless Dead Campaign Notes

These two encounters need significant revision before you use them
to follow Night of Blood, and develop the strands of the central
plotline in this campaign.

Use the Friend in Need encounter shortly after the PCs leave the
Hooded Man, heading west along the road for Volgen. Alter the
appearance of Johann: he appears as a man of some 30 years, tall
and muscular, with dark hair, wearing the uniform of a Road
Warden (as it were). His right hand is missing, and there is only
a bloodied stump where the hand should be.

Johann is quite different as a personality from the sketch in A Friend
in Need. He is, in fact, quite amnesiac! He knows his first name,
and that he has not been dead long, but he can’t remember anything
else. He pleads with the party to help him. He wants his body found
50 it can be laid to rest, and he wants the PCs to find out who
he was in life.

What do the PCs get out of it? Johann points out that most living
creatures are frightened by Ghosts (ie subject to fear) and that he
could be handy to have around in times of battle to scare off
enemies. There is a minor catch: Johann has only just become a
Ghost, and can’t control when he pops up and fades away so the
PCs have to hope for the best, but Johann pleads desperately for
their help...

Playing Jobann the Ghost

If the PCs don’t agree to his proposals, Johann will return to pester
them again and again, causing fear each time he does so. He will
literally haunt their lives until they agree to help him. When they
do so, they will slowly get used to Johann appearing. Each time
after the first when he turns up (appearing out of thin air), PCs
make a Fear test with a cumulative + 5 bonus until, finally, they
become immune.

Johann himself is not subject to the standard instability rules, for
he is very new to ghostliness, and does not have any area which
he is bound to, neither can he control when he appears. This is
all absolutely ideal, because you can have Johann pop up and
disappear exactly when you want. Johann has not got the hang
of walking through walls yet either.

When the PCs agree, where do they start? It is reasonable to assume
that Johann must have been killed in the vicinity. Also, he is wearing
the uniform of a Road Warden. Has a Road Warden gone missing?
Why don't they travel to Volgen to find out? You can have Johann
suggest this, but only after giving the PCs plenty of time to figure
it out for themselves.

The other possibility is tracking the escaped cultist, Hans Jinkerst
from Night of Blood, but this will not be easy, even for someone
with the Follow Trail skill. It's been raining heavily, time has
passed, and only a real expert could hope to pick up the trail. If
one or more of the PCs attempt this, you can have them pick up
the beginnings of a trail but be unable to follow it for more than
a hundred yards or so as it heads slightly north of west, away from
the main road.

Emmaretta

The second encounter, with Emmaretta, can take place after Johann
has disappeared back into the aether. Emmaretta can join the PCs
under the excuse of wanting protection, although she has a self-
confident air and is clearly well capable of looking after herself.
She will chat to the PCs about nothing in particular, but without
being intrusive. She will then tell the PCs about her lover, currently
imprisoned in Volgen, and ask them if they have seen a man she
seeks, giving an accurate description of Johann. A Fellowship test
allows PCs to detect an undercurrent of dislike in her voice. If the
PCs ask why she is interested in this man, her simple reply is
‘‘personal reasons’’. If the PCs ask for details about the man,
Emmaretta will only say that he is *‘a traveller on the road’". She
won't say more unless the PCs answer her question.

This may develop into a standoff with the PCs being unwilling
to talk, likewise Emmaretta. It is up to the PCs to break the deadlock,
after all, they are the ones who want to know who Johann is. If
they say they have seen the man, and want to know who he is,
Emmaretta will agree to tell them what she knows about Johann
in return for their information. She will inform them that Johann
was not a Road Warden - he was a Bounty Hunter, and put her
lover in prison for stealing food from a farm. Unfortunately,
Emmaretta does not know any details about Johann, only his
profession, although she thinks that he comes from a wealthy
family (this is actually untrue, but it is a great way of ensuring that
greedy PCs try hard to find out all about Johann, hoping to get
some fat reward for doing so).

Events in Volgen, when Emmaretta arrives there with the PCs, are
dealt with in the campaign notes following these encounters and
preceding the adventure Eureka!
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Two Encounters for Warhammer Pantasy Roleplay

by Graeme Davis

The two short encounters here can be used in Warbammer
Fantasy Roleplay when the adventurers are travelling by road.
They are more easily staged if the PCs are on foot, or on
horseback, rather than travelling by coach. Both are role-play
encounters requiring thought and observation, and discourage
hack-and-slay mentalities!

EMMARETTA

Emmaretta is an NPC who can be encountered on any
journey by road in The Empire. As the adventurers make their
way along the road, they pass a young Human woman,
apparently in her early twenties, travelling in the same direc-
tion. She is of medium height, and slimly built, with short,
light brown hair and light brown eyes, and is travelling alone
- unusual for any traveller, since the forests can be dangerous.
Her only possessions are a set of outdoor clothing, a small
bag of dried meat, a short bow with a quiver of arrows slung
over her back, and a pair of daggers hanging from her belt. If
any of the adventurers speak to her, she will answer
courteously, giving her name, saying that she is a Hunter and
telling them that she is heading for the nearest town, which
may also be the adventurers’ destination. She says that a
friend of hers has got into trouble, and she is taking some
money to bail him out.

Emmaretta will quite happily travel with the adventurers, and
will be grateful if they offer her a lift. She cannot pay for a
coach ride, as she needs all the money that she has for the
bail. If the adventurers attempt to draw her into conversation
during the course of the journey, and if she decides that she
can trust them, she will explain that it is her lover who has
been imprisoned. His name is Klaus, and she will say that she
needs to bail him out before a certain date; if any adventurer
with Astronomy skill thinks to work it out, it will be realised
that this date is the next full moon.

Above the soft hiss of the rain can be heard the
noises of the forest’s nocturnal denizens going
about their business. Somewhere in the darkness an
owl screams, and is answered by the snarling wail
of a Wild Cat.

What she tells the adventurers about her journey is true, but
she neglects to mention that both she and her lover are
Werecats; he has not yet learned to control his condition, and
if he is still in jail when the moon becomes full he will
change form in his cell and will almost certainly be killed by
the guards.

Emmaretta is travelling in the company of two of the great
Wild Cats of the Old World. They are trailing her from the

forest, and will attack if she is threatened in any way. She is
anxious to avoid trouble, and will call them off almost im-
mediately, warning the adventurers that it would be best to
leave her alone and go on their way. If she is hard pressed,
she will adopt her Cat form and run off into the forest with
her two travelling companions. She will only stand and fight
if the money she is carrying is stolen; she needs it for Klaus’
bail, and will use any means at her disposal to get it back.

BMM.AR]_!_’I"I‘A (Human Form)
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Skills

Acute Hearing
Concealment Rural
Follow Trail

Game Hunting

Lightning Reflexes

Secret Language - Ranger
Secret Signs - Woodsmans’
Silent Move Rural

CATS (and Emmaretta in Cat form)

Possessions

Outdoor Clothing
Sling Bag with 12
pieces of dried meat
2 throwing daggers
Purse with 12 GC
Short Bow

Quiver with 12 arrows
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* The number before the slash is the value for Emmaretta in
Cat form.

Special Rules: Attacks with 2 claws and 1 bite. If attacking
from cover, I +20 for first round only. If Cat gains the first

attack in the first round of combat, it may /eap on its oppo-
nent; make one attack roll, if successful the Cat hits with 4

claws and 1 bite. Night Vision 20 yards.

If Emmaretta decides to travel with the adventurers, her two
Cats will continue to trail her from the forest; they move
stealthily, so that any character must make an Observe test
with a penalty of -20 to spot them - and even then, all that
will be seen will be a movement in the undergrowth. The
cats will wait in the forest while she goes into the town, and
once she has bailed Klaus out, the two of them will head for
the forest, assume Cat form, and travel back to their home
with their two companions.

This encounter can be used to add to an adventure in a
number of ways. When she arrives at the town, a corrupt
Watchman might take her money and then deny having
received it, leading to her asking the adventurers to get Klaus
out of jail as a favour. The party might be attacked by ban-
dits, in which case she will fight alongside the adventurers,
and her two Cats will come to the party’s aid, melting back
into the forest when the fight is over. If she is questioned
about the Cats, she will answer simply: ‘I grew up in the
forest - 1 suppose I've made some unusual friends. One of
the other NPC travellers might fall foul of the Cats by pester-
ing her or trying to steal her money. You should use your im-
agination to get the most out of the encounter.

A FRIEND IN NEED

This encounter takes place at night on a lonely and deserted
stretch of road. For some reason, the adventurers have found
it necessary to travel at night, despite the warnings of the
staff at the last coaching inn they passed. The road ahead is a
terrible place, swarming with brigands and worse; it is even
said to be haunted. Some of this may be true, the adventurers
conclude, but the fact that the innkeeper wants them to stay
because they will pay for room and board may have a great
deal to do with it. However, the adventurers decide to press
on despite his warnings. Perhaps it is vital that they reach the
next town by daybreak, or perhaps a group of Roadwardens
are approaching the inn and the adventurers are anxious to
avoid them.

[
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Whatever the reason, the adventurers leave the inn after a hot
meal, and carry on down the road. The first few miles pass
easily enough - there is still a fading light in the western sky,
and they are only on the edge of the forest. As the road goes
deeper into the forest, however, things begin to change. The
darkness deepens, and can only be penetrated by Night Vi-
sion. It begins to rain, a fine penetrating drizzle that soaks
through even the stoutest clothing and soaks everyone to the
skin. It is impossible to light a torch, and lighting a lantern
requires a successful Dex test, as the adventurers’ tinder is
very damp. Above the soft hiss of the rain can be heard the
noises of the forest's nocturnal denizens going about their
business. Somewhere in the darkness an owl screams, and is
answered by the snarling wail of a Wild Cat. The adventurers
may regret their bravado now, but they have no choice but to
press on; it is as far to go back as it is to go forward.

Blood oozes from dozens of small cuts all over his
body. He raises his head to meet the adventurers’
gaze, and a slash across his throat opens like a
second mouth, sending blood cascading down his
chest. One arm reaches out imploringly, and
despite the fact that his legs have stopped moving,
he continues to draw closer.

About midnight, the adventurers come to a small shrine;
dedicated, appropriately enough, to Taal, the God of Wild
Places. The shrine takes the form of a circular stone hut,
about ten feet in diameter, with a conical thatched roof. An
elk skull hangs over the doorway, and inside is a crude
wooden statue of the god, standing about five feet high.
There is room for up to five characters to shelter in the
shrine, with some discomfort; the roof leaks, but the shrine
keeps the worst of the weather out, and the adventurers can
eat and perhaps snatch a couple of hours’ sleep. It is impossi-
ble to light a fire in the shrine, since the tinder in the adven-
turers’ tinder-boxes, and any kindling they might have with
them, has been thoroughly soaked by the rain.

Whether or not the adventurers decide to shelter in the
shrine, a strange thing will happen a few minutes after they
arrive. Somewhere in the distance, a human voice is faintly
heard; the words cannot be made out, but the voice is heavy
with pain and misery. If the adventurers have horses or any
other animals with them, they will become nervous and skit-
tish. The voice draws closer, and after several minutes the
adventurers make out a figure dragging itself along the road
towards them.

The figure is indistinct, and difficult to make out through the
drizzle, but it is humanoid. It limps and staggers, as if on the
verge of exhaustion, and yet it approaches surprisingly quick-
ly. When the figure is within ten yards of the adventurers, it
can be seen to be a male Human. His clothes were once rich,
but are now tattered, and he appears to be severely wounded.
Blood oozes from dozens of small cuts all over his body. He
raises his head to meet the adventurers’ gaze, and a slash
across his throat opens like a second mouth, sending blood
cascading down his chest. One arm reaches out imploringly,
and despite the fact that his legs have stopped moving, he
continues to draw closer.

'Help me, he moans, ‘Help me.' As he approaches, the adven-
turers realise with a shock that the trees and the road can
still be seen through his insubstantial body.

At this point, the adventurers should make a Fear test. They
have encountered a Ghost.

GHOST
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Special Rules: Subject to instability when outside bounded
area (in this case, within 100 yards of the shrine). Immune to
all psychological tests. Causes fear in living creatures. Im-

mune to non-magical weapons. Touch causes fear, (Ld test a
-10 penalty or flee). May pass through solid objects.

If the adventurers do not flee from the Ghost, it will not
make any attempt to attack them. In a moaning voice, it wil
tell them that it was once Johann Gespenst, 2 Merchant fron
the nearest town. While staying at the inn which the adven-
turers have just left, Johann was murdered and robbed, and
his body was brought into the forest on a cart and dumped
by the roadside not far from the shrine. The adventurers car
free Johann from his miserable condition by collecting his
bones and taking them to the town for decent burial. He wi
show the adventurers where his body was dumped; the bon
have been picked clean by wild animals, and are scattered
over an area about ten yards in diameter.

The nearest town will have a graveyard, tended by a Cleric «
Morr; depending on its size, it may also have a Mourners’
Guild, who undertake all arrangements to do with funerals.
An individual grave and marker will cost 30GC, while
pauper’s burial in the unmarked mass grave will be free. On
the night after the burial, Johann's Ghost will appear to the
adventurers; still an appalling sight, but free of the pain and
desperation of his earlier appearance.

“Thank you,” he says, “May you never suffer as I have.”

If the adventurers have had his remains buried in the
paupers’ grave, Johann will vanish, saying nothing more. If
they have paid for a burial plot and headstone for him, he
will tell them that it is still in his power to recompense ther
for what they have done for him. He will instruct them to
contact his family in the town.

“Tell them that you have helped me,” he says, “Ask for my
sister Greta, and tell her that I want her to give you a
package, which she will find in a hidden compartment
behind the second drawer on the right-hand side of my des}
If she questions you, mention the time when she was six
years old, and I saved her when her horse had bolted. Then
she will know that the message comes from me.” With that,
he will vanish.

If the adventurers follow his instructions, the family will be
puzzled, but will comply. In the package is a velvet pouch
containing four rubies, worth 50GC each.
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Adventure Summary

In Eureka! the PCs are offered employment by
Kugelschreiber, a highly eccentric inventor. He wants them
to deal with a group of thugs who are extorting money from
him. However, these ‘thugs’ turn out to be members of the
local Watch! Even though they get the chance to look at
some weird inventions, the PCs may have to make a highly
hazardous and speedy exit using a hang glider!

Enemy Within Campaign Notes

Eurekal is a fairly light-hearted adventure which can be
set in any small town (but not village) in the Reikland. The
most suitable setting for this adventure is in Kemperbad
as part of the Death on the Reik, in which case Luigi
Belladonna can be responsible for hiring the heavies putting
the squeeze on the unfortunate inventor Kugelschreiber.
As far as the PCs are concerned, Kemperbad holds no
special interest, being just a location on the river to
Grissenwald, or somewhere where you can transfer to the
River Stir. To entice them towards the town you can have
their barge require running repairs for some minor problem,
or a spell of bad weather unsuitable for river travel, for
example.

Alternatively, you can relocate this adventure in Weissbruck
and use it in the link between Mistaken Identity and
Shadows over Bégenhbafen.

The ending of this adventure may well require changing
to make sure that the PCs do not end up as outlaws. It is
not good for a campaign if key cities and towns such as
Nuln (in the original script given here), Kemperbad or
Weissbruck (as suggested alternatives in the Enemy Within
campaign) are effectively off-limits. One-horse towns and
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villages, yes; major locations, no. The Watch won’t be able
to see the hang glider land beyond the city, allowing the
PCs to sneak back to their (repaired) barge at night. You
can have the Watch challenge (and frighten) them at the
docks, but let them pass, so after a few heart-stopping
moments they are able to continue on their way....

Restless Dead Campaign Notes

Set Eureka! in Volgen, but not just yet. There is quite a lot
of residual business with Emmaretta the Werecat and
Johann the Ghost to be attended to first.

In Volgen, Emmaretta will go off to get bail for her lover,
Klaus, and Johann will pop up in private to have a word
with the PCs. He will be most interested to learn that he
was once a Bounty Hunter, as he has no recollection of this.
That he came from a wealthy family does seem to ring a
bell... (false recollection, alas, but it keeps PCs interested
and hopeful). This conversation seems simple enough until
you remember that you have to make Fear tests for PCs
when Johann arrives (with a +5 bonus this time). As he
tries to have a quiet word with them in a shaded corner
of town, some of them will be rooted to the spot, pale as
the shroud (as it were). This may cause heads to turn and
eyes to look, so townsfolk may be affected by fear as well
- it's not so easy having a Ghost about!

Johann will immediately fade away after learning what the
PCs have discovered. At this point Emmaretta returns,
snarling in fury. The magistrate took her money and then
refused to let Klaus free on bail, saying that the gold would
pay for his food and transport, which is transparent
nonsense. Emmaretta has been ripped off and she is furious.
She now wants the PCs to help free Klaus from jail!

MC
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The PCs may well baulk at this. Allow them time to refuse
and then Johann reappears. Emmaretta is not afraid, and
snarls her hatred of Johann, who looks back at her in
surprise. He asks if she knows him. Emmaretta confirms
her earlier story, and berates Johann with the story of her
imprisoned lover who is being held unjustly. Johann
considers the problem for a moment or two, allowing the
PCs time to think about how to rescue Klaus.

One obvious possibility is that Johann could cause fear
among the jailors, making them flee in panic, and allowing
the PCs to get in and rescue Klaus. A quick reconnoitre of
the militia house where the prison cells are shows the PCs
that this is a very feasible possibility. Give them every
chance to think of this plan for themselves, and only have
Johann suggest it if they do not. He feels sorry for
Emmaretta and is annoyed that she has been defrauded by
the magistrate.

Johann will agree to scare off the jailors so that the PCs
can rescue Klaus. Now Emmaretta feels sorry for Johann,
it can't be much fun to be dead and not know who you
were. How could anyone ever rest in such a state? Perhaps
she could reciprocate the favour...

The crucial thing here is that Werecats are excellent natural
trackers. The PCs may not know that Emmaretta is a Werecat
yet, and even if they do, such a talent may not have ocurred
to them. The vital thing is that someone should have
mentioned the escaped cultist (and his Road Warden
uniform) to Emmaretta. If this is done, she will offer to track
him if the PCs and Johann help her get Klaus out of jail.
If necessary, you will have to use Johann and Emmaretta
to extract from the PCs all the details they know which
might be relevant to Johann's death until this key element
comes to light, if it hasn't already.

Allow the PCs to go out and give the local jail a look over.
It clearly isn’t up to much; the guards and jailor are half-
drunk, the building is small and in a state of general
disrepair. However, it is important that the PCs don't get
seen during their liberation of Klaus, so a night-time raid
is suggested. Smart moves such as blacking faces, wearing
disguises, and the like on the part of PCs will gain extra
EP awards. If no-one in the party has the Pick Locks skill,
they could scout the lowlife taverns to find and hire a thief.
Even though this skill won't be needed, it is intelligent
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planning to consider that it might be! Johann will appear
at more or less the right time, the jailors will emerge
galloping down the street too scared even to shout, and
the PCs can get in through the front door. The guards have
left the keys behind, and Emmaretta can locate Klaus by
smell. The PCs can be in, out, and gone in less than a minute,
before anyone sees them. Phew! Use the map to give the
encounter a degree of authenticity and build up tension
for the players.

The two Werecats will now leave town, heading east along
the road, back towards the Hooded Man. Johann will fade
away, giving the PCs a final wave; the PCs will be quite safe
travelling by night with the four felines accompanying
them. The Werecats will be back at the Hooded Man by
dawn, and will pick up the scent. They track in an irregular
path, generally slightly north of west, and then come across
a campsite, some 3 miles away from the Hooded Man. By
now, they will be in wereform. They snarl and spit at the
place, which is a burned-out circle of ash from an extinct
fire in a small clearing within the forest. Impaled on a tree
is a severed right hand with a heavy arrow pinning it to
the wood. The hand has a large bronze ring on the index
finger. This is the same hand missing from Johann's Ghost,
of course, which should be quite a giveaway.

The Werecats, changing back to Human form for a while,
say that they cannot pick up the trail of the cultist beyond
this area. However, the PCs should not be too bothered
about this since they have some physical evidence at last.
The ring has a characteristic design on its surface - three
bars of black jet inlaid into silver.

As Emmaretta, Klaus, and their Great Cat friends bid
farewell, Johann pops up again. He recognizes the hand
immediately, and the ring's appearance stimulates a
memory in him. “Open it up”’, he says, excitedly. The top
of the ring is hinged and can be flipped open to reveal an
amazingly intricate device. The device telescopes out and
has a slim, ultra-sharp razor blade mounted on it capable
of cutting through rope. There is also a lens which can be
used for focussing light into a burning hot spot. Quite a
useful device! Written along the razor blade is *"Wfgng
Kglschrbr, VOLGEN"’ (in amazingly small lettering, of
course). So the PCs will have to return and find "Wfgng
Kglschrbr’ - whoever he is. They will probably be pretty
apprehensive about this, that's the general idea, after all!
Finally, before he fades away again Johann pronounces that
he would like the PCs to take his hand with them. He hopes
that his body isn’t too far away and would like the whole
body buried together if possible!

When the PCs return they will get directed to the
Misthaufen tavern in the Reiksplatz as a good place to stay.

The PCs can thus begin the adventure for themselves by
asking about anyone with the name of *“Wfgng Kglschrbr’,
whom Uwe the barman will recognise immediately as
Wolfgang Kugelschreiber, an eccentric local inventor. The
PCs can then go to Kugelschreiber's house and enquire
about the ring. Johann won’t turn up during this time.
Kugelschreiber will agree to tell them what he knows about
the ring and the purchaser if they will do a little job
for him....

This sets up the adventure, but the ending needs careful
consideration. Check the suggestions for the ending in the
Enemy Within campaign setting above, and try to get the
PCs out without their becoming outlaws, Most importantly,
Kugelschreiber will tell the PCs that he sent the ring by
messenger to 2 man identified as **Johann Ostenwald"’, care
of the Three Feathers Inn. The inn’s location is shown on
the Campaign Map, and Wolfgang will tell the PCs where
itis. He does not know any more, but at least the PCs know
where to go next. Of course, Kugelschreiber wants the
agreed job done before he parts with the information!
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An Inventive Adventure for
Warhammer Fantasy Roleplay

by Paul Hargreaves

This adventure for Warhammer Fantasy Roleplay is set in
Nuln. The resolution may involve the PCs becoming wanted
‘criminals’ and getting into trouble with the Watch, so the GM
should read through this adventure carefully prior to running it!

[ . Unemployed

L% x
The adventurers should be unemployed at the start of what is
about to unfold, either between ‘major’ adventures or just
starting out as newcomers to the hazardous profession. As such,
they will be looking for jobs of some adventuring kind, and the
way to find such work in Nuln is to go to the Reik’s Platz.

The Reik’s Platz is crowded with merchants, labourers,
soldiers, sailors, and even press gangs! It is the hustle and bustle
of ordinary, every day life. All the available jobs should be seen
as tedious and boring by the adventurers.

However, the Deutz Elm holds the answer. Amongst the many
messages nailed to the large trunk is one that the adventurers
should find interesting. It reads: ‘Capable persons needed to
protect valuables. Well paid, food and board supplied. Contact
Uwe the Barman at the Misthaufen Tavern.’

E Gt T
The Tavern

If the players wish to go to the tavern (as they should) they will
have no difficulty in finding it. Most people can give them
directions. The Misthaufen Tavern is actually fairly close to the
Reik’s Platz, and after a short walk the adventurers will find
themselves outside a shabby little beershop down one of the
city's many backstreets.

Y . T
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The barman Uwe is a fat, good-natured man, and he even gives
the adventurers free beers when asked about the job. Surprisingly
though, for all his generosity, it is not Uwe who wants to hire
some ‘capable persons’. He will smile and reveal that he is only a
go-between, then give the adventurers instructions on finding a
house on the Gummisteifelstrasse. The house is Der Geflugesalat
and it should not take long to get there. As the adventurers leave
to find out who really wants to hire people, Uwe will shout after
them ‘Tell them Uwe sent you!’

Der Ceflugelsalat - See
It is about late afternoon when the adventurers arrive at the

Geflugelsalat house. Clouds are beginning to gather overhead and
it looks like a storm is on its way.

The house is a fairly large one on the outskirts of the city and
it has some very obvious and very unusual features. From the
roof a large iron pole projects skywards and another part of the
roof is flat, so that it could easily be stood on. Also built onto
the roof is a tall, wooden tower-like structure supporting a wide
platform. This is nearly as tall as the iron pole.

The large double door has a large rope hanging down at one
side of it. A sign next to the rope reads, ‘Pull this please.” If the
adventurers take the advice of the sign a series of bells will play
a merry little tune over and over again.

Suddenly, there is a loud bang from behind the door. One of
them is opened by a halfling carrying a hammer. He mutters
something about ‘Damn bells’ and then asks the adventurers
what they want. ‘But just what do they think they are doing,
ringing bells like that? Hmmm? Well?’

If the adventurers mention that Uwe sent them then the

lf]ing‘s attitude will change completely. Smiling he will beckon
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vy .. . The lnventor

H The halfling is Fatboy Smallnose: the assistant, cook and

housekeeper of the great inventor and renowned genius,
Wolfgang Kugelschreiber.

Kugelschreiber is undoubtedly a genius and, unfortunately, an
inventive one as well. In his secret cellar/workshop he has
invented many amazing things, most of which don't work, but
never mind... He has only been saved from destroying his house
in various uncontrolled explosions by his faithful assistant,
Fatboy.

The reason why Wolfgang Kugelschreiber has hired the
adventurers is to protect some valuables, some very valuable
valuables (to the parties involved). The objects in question are
himself and his assistant, Fatboy. While slightly paranoid,
Kugelschreiber does need protection from some thugs who are
running a protection racket. Over the past week masked men
have called at the inventor’s house and have tried to extort
money from him. Kugelschreiber wants to hire the players to do
something about this problem.

Introductions

Fatboy will take the adventurers into the very neat and tidy
house, but he cannot find the inventor. Muttering to himself
about ‘The old fool’s down there again, I'll be bound...’ he will
take the adventurers out to a shed behind the house. Inside and
down some stairs is the entrance to the secret workshop of
Wolfgang Kugelschreiber...

Inside and down, the workshop (unlike the house) is a mess.
Chemicals bubble in strange vats and bottles, and gurgle through
twisty glassware. Obscure mechanical devices litter the floor in
various stages of completion - or have they been partly
dismantled? Bits of firearm are scattered about the place, along
with small piles of gunpowder. It's a workshop, laboratory,
smithy, alchemist's lair and smell factory crammed into a pint
pot. Anyway, in the centre of all the confusion is a large object
covered by a sheet. As the adventurers enter a2 man appears from
under the sheet. His hair is grey and unkept and his eyes are
wide, bloodshot and have a manic look about them. This is
Wolfgang Kugelschreiber.

On seeing the characters, Wolfgang beams at Fatboy and then
says to the players, ‘So Uwe has sent you. GOOD! FANTASTIC!
VUNDERFUL!"" After Fatboy has calmed him down a bit,
Wolfgang then goes on to say ‘Ah, vell, my good fellows, do you
vant to vork for me or not?’

As Fatboy will have filled the adventurers in on the details of
the job, they should be able to answer him with a “Yes’. As soon
as they agree to work for him, Kugelschreiber takes an instant
liking to them. He will grin from ear to ear, tell Fatboy that ‘Ah, 1
told you zo!" and offer the characters 100GCs each, payment on
completion of the job: ‘Ven you haf rid me of zese troublezome
fellows..." Kugelschreiber doesn’t want to have any of his
furniture broken, so he insists that the adventurers do not fight
on the premises. Other than that ‘minor’-restriction, they have a
free hand in the matter.

With business completed, and just as the adventurers are about
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to leave and organise their rooms, Kugelschreiber will say, ‘Vell
now. You are in my employ, zo you can tell me what you zink of
zis!’

With a flourish, the inventor pulls the sheet off the large
object in the middle of his workshop. Beneath is
Kugelschreiber's latest invention: a submersible! It is a large,
bulbous, brass and bronze and iron construction. It obviously
takes much of its design from the appearance of a fish. Paddles
on either side of the submersible take the place of fins and it has
glass port-holes in place of eyes.

However, it hasn't occurred to the absentminded genius that
the 'untervatership’, as he calls it, is much too large to get out of
the doorway or up the steps...

After a late (but excellent) dinner cooked by Fatboy, the
adventurers are shown to their rooms. The weather outside,
which was showing signs of becoming stormy, has now broken.
Kugelschreiber does not go up to bed because of this; the
inventor is going to stay up and ‘Ach. Experiment vith ze
elements, you know." Kugelschreiber and Fatboy will be quite
happy if the adventurers choose to mount a guard during the
night, even though they think (and will say) it is unnecessary.

As the adventurers retire to bed the inventor returns downstairs
to his study to set up his experiments which in main concern the
harnessing and storage of lightning, hence the conductor on the
roof. However, something else is afoot tonight. Perhaps, after all
his meticulous work, his plans are about to go awry...

A spy has been sent by the government of the city to find out
if the inventor is working on anything that has a value to the
military. It will be well after midnight when the adventurers will
be disturbed by a commotion on the ground floor. Between the
rumbles of thunder and the patterings of the rain can be heard
crashes and shouts.

As the adventurers reach the bottom of the stairs a shadowy
figure rushes by them and run up the stairs. Kugelschreiber
appears at the door of his study and shouts ‘Stop zat man!" The
chase is on!

Helmust Weishund, the spy, will try to escape at whatever
cost. He was not expecting the inventor to be up and about, and
he has found out little of interest to his employers. Finding no
way out on the first floor he will climb the ladder to the roof.
Outside it is raining (rather heavily) and there is a rumble of
thunder and a flash of lightning. The storm is nearly at its height
as it passes over Nuln.

The ladder leads to the flat part of the roof, which is wet but
can be stood on in safety. As soon as the first adventurer emerges
from the trapdoor Helmut will attack once and then jump up to
the higher part of the roof and run past the lightning conductor.

The roof here is sloping, wet and very slippery. There is a
50% chance (each round) that anyone on this part of the roof
will slip off and fall. There is an 8 yard drop to the ground.
Furthermore, every round there is a 15% chance that lightning
will strike the conducting pole and some of the lightning's
power will be conducted via the water on the tiles to anyone
standing on the roof. The shock will cause anyone affected to
fall off the roof, but it doesn't cause any direct damage. Those
affected by the lightning do, however, face the problem of having
their hair stand on end for the next few hours!

There is no escape for the spy, even if he defeats the
adventurers in combat on the roof. Fate (or, rather, the GM),

should intervene; perhaps Helmut could fall off the roof or
maybe an innocent bolt of lightning could ge astray? Incidentally,
if the latter is the case then anyone touching the body will
receive 1-3 Wounds and will fall unconscious for 6 rounds.

If Helmut is searched (possibly while the searcher is wearing
some sort of insulating gloves) there is little to be found on his
body. The only item of interest ‘is a tiny tattoo of the Griffon of
Nuln on his chest, just above his heart.

The adventurers should be properly mystified by all these
happenings. This is as it should be, as this incident is mainly to
stop them getting bored. That Helmut was a government spy is
something that the players could not realise or find out and they
should be puzzled by his appearance and the reason for the
break-in. On the other hand, the characters have been
instrumental in Helmut's death. Governments - especially the
secret parts of governments - have long, long memories. ..

The dead, tattood body of the man can provide no answers
and neither can Kugelschreiber, so the adventurers should retire
to bed tired, disgruntled and wet.

\ - e e e
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The morning after the adventurers are awoken by the smell of
frying bacon and eggs. This morning, if asked about the events
of the previous night, Kugelschreiber will admit to knowing
nothing about the man. He will reveal, however, that thanks to
the fact that he was in his study, the ‘Svinehund’ took nothing of
value.

Kugelschreiber will help tend any wounded characters from
the previous night. He will also inform the adventurers that the
extortionists will return for their money tonight.

- Inventions Galore fo s

For the rest of the day Kugelschreiber will demonstrate some of
his many inventions to the adventurers. These include the
infamous Kugelmatic Turkey Plucker, the Kuglematic Mobile
Fire Extinguisher, the Kugelmatic Underwater Breathing Device,
the Kugelmatic Fast Draw Scabbard and several others. Some of
Kugelschreiber's inventions are detailed at the end of the
adventure as they might be useful in some situations.

Feel free to add a few extra Kugelmatic devices. The sillier an
invention, the better. The adventurers can have fun
experimenting with the items, or equipping themselves with
various wierd and wonderful gadgets. Kugelschreiber will be
only too happy to help with any ‘field testz you vant to carry
out.

Messing around in the workshop can easily take all day (with
meals provided at the appropriate times by Fatboy). This is fine,
as the extortionists are due to arrive this very night.

1: ~ _, Extortion is a dirty word... *

Night falls in Nuln. Just after 8pm the door of the Geflugelsalat
house bursts open. Framed in the doorway are five men; all are
cloaked, hooded and masked.

Two of the men are carrying loaded crossbows, while the
others carry clubs. When they enter the house, they will spread
out and cover the occupants. Kugelschreiber will turn on any
adventurer who shows signs of fighting and remind them of their
obligations as his employees: ‘Behafe yourzelf! Zis is my house
und zere vill be no fighting here!”

Shortly, a sixth man enters the house, attired in the same
fashion, but carrying a drawn sword (he likes to look dramatic).
This is the leader of the extortionists, Manfred Kessler. He will
demand the ‘fee’ from Kugelschreiber and tuck it into his pouch
when it is handed over. With an elaborate and sarcastic thank
you, he and his men will withdraw.

Denied the opportunity to fight them here and now, the
easiest way for the adventurers to deal with the extortionists is
to follow them back to their base and discover their identities.
The identities of those involved can then be reported to the
authorities. As a small added bonus, the characters may find out
where the extortionists hide their money!



EUREKA ﬂ

If this plan doesn’t occur to the players the GM can suggest it
through Kugelschreiber. After all, he is a genius and following
the criminals is essential to the plot... “Vell! Vat are you vaiting
for? Get after zem! Ach! Haf I employed dumpkofs? Zmallnose!
Zmallnose! Bring me drink und zupper! Go on, zen, you. AFEER
ZEM!!IY
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The criminals will take the money (75GCs) and vanish into the
night. They have several more calls to make tonight and
following them could be dangerous. Skills such as Shadowing,
Silent Move Urban, Concealment Urban and even Night Vision
will come in useful.

It will be easier for the criminals to spot the adventurers if
they stay in a group so they should spread out or have intervals
of a set distance between them. If anybody thinks of doing this
they should be awarded a couple of EPs just to keep them happy.
Hide tests need be made only once as the extortionists are
confident that nobody will dare to follow them.

It will take the criminals approximately 1 hour to return to
their base. They will make two stops along the way: one at an
inn and another shortly afterwards at a2 merchant’s house.

Finally, to any watching adventurer’'s amazement, the criminals
arrive at their base of operations. With a last casual look around,
the six men open a door and enter the City Watch barracks in
this area! This is truly something for the characters to think
about: corruption in the ranks of the City Watch, upholders of
the law.

If the players attempt to rush the small barracks then an alarm
will be raised by one of the extortionists, who are, of course,
now the City Watchmen attached to this barrack block. The
players will have be forced to flee as the hue and cry is raised.

If the adventurers report these bent Watchmen to their
superiors - or any other Watchmen - they will simply not be
believed. Try to make it clear that adventurers are suspicious
wandcrers in the eyes of the Nuln law and perhaps have them
arrested. Whatever happens, if it is possible get the players into a
chase. They will be the would-be hunters who have become the
hunted.

Manfred Kessler will do his best to outlaw the adventurers in
Nuln. Once this has happened the adventurers can reveal any
criminal activity they like, but no court in Nuln is going to
believe the word of a bunch of scruffy adventurers in preference
to that of trusted and respected Watchmen...

*~ A Chaseis Always Fun_ -

A chase is always a good way of inducing good roleplaying and
inspired thinking in players, thanks to the pressure of trying to
get away from trouble! The adventurers will, in all probability,
want to return to Wolfgang Kugelschreiber's house. They should
report what they have found to him at the very least, and warn
him that the City Watch may also be after him.

The actual chase back to Kugelschreiber's home could be a
game of hide and seek between the players and their pursuers,
who are quite a lot of the Watch garrison. Alternatively, it can be
run as a straightforward chase with the Watchemn, led by
Manfred Kessler, hot on the heels of the adventurers who are
now ‘wanted for questioning’.

If the first situation is the case then Hiding tests are the order
of the day. Players can easily be helped in working out what is
going on and where they are by being given general descriptions
of the immediate area: “You are in a narrow back lane, with
houses set close together’ and the like. This should help players
think of places to hide such as roofs, shadowed doorways,
alleyways, or in canals, hay wains, empty wagons, underneath
tramps or whatever. EPs should be awarded for ingenious
thought at this point.

If a simple chase occurs, the adventurers should not get caught
just yet, but they should be frightened and run ragged by the
Watchmen. After all, there’s nothing like being chased by a horde
of screaming Watchmen to get the adrenalin going.

Eventually the players must return to Kugelschreiber's house, if
only to collect any belongings they have left. They may also be
forced to return to Der Geflugelsalat because the City gates are
guarded by Watchmen who are on the alert.
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When the adventurers return to the house and inform
Kugelschreiber of what is happening he will get very excited. He
will shout all kinds of things about the need for fast escape, but
will do little but run around and pull out most of his hair. The
Watchmen will arrive shortly after the adventurers tell Wolfgang
that they are coming.

To be exact the Watchmen will arrive at the house of the
inventor 2 turns after the arrival of the adventurers. They will
start shouting and banging on the door.

By the time this is happening, Kugelschreiber and Fatboy will
have run out of the back door and down to the cellar. As they
leave, Kugelschreiber will turn and shout at the-characters: ‘I vill
escape in meine Untervatership. Don't vorry, ve vill meet again’.
If the adventurers scoff at this, perhaps it might be a good time
to remind them that the wall of the cellar workshop is also the
wall of the canal. Kugelschreiber also happens to have a good
stock of gunpowder down there. ..

Unfortunately, there is only room enough for two people in
the Underwatership, and Kufelschreiber and Fatboy are the only
ones who can operate it properly. The adventurers will have to
think of something else to do. The main doors of the house can
be bolted but it will not take long for any Watchmen to break
through. (The door has Toughness 3, Damage Points 12).

There are several alternatives for the players to consider at this
point - that is, apart from a battle to the death against the entire
city Watch garrison! Escape is a distinct and interesting
possibility. Escape out of the back door is unlikely to succeed,
because the streets are patrolled and also the Watchmen will try
to get in through the backdoor when they arrive. It has
Toughness 3, Damage Points 6.

Another, and far more interesting escape route, is over the
rooftops. If the Watchmen are delayed by locked doors and other
barricades the adventurers will have a good start in any ensuing
rooftop chase. However, there is a problem: the Nuln city wall.
There is no conceivable way the adventurers can get over the
city wall without a great deal of fighting. This might be feasible
if the adventurers are experienced, strong fighters and slightly
insane. But to save the characters from any suicidal, pitched
battles there is a third option...

On top of the tall tower-like platform on Kugelschreiber's
house are some fascinating devices that he has developed: hang
gliders! These primitive and potentially lethal inventions of
Kugelschreiber provide some unusual possibilities for any would-
be pilots amongst the adventurers.

There are hang gliders of varying sizes but similar
performance, covered by a tarpaulin. Piloting one of the hang
gliders is relatively simple: the character straps himself into the
hang glider (which takes 3 rounds) and then jumps off the
platform. Then there’s just the problem of flying...
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A roll must be made immediately to determine whether the
pilot (using the word in its loosest possible sense...) manages to
control the glider. To gain control the adventurer must roll under
the total of his Dexterity plus half his Initiative scores.
Adventurers who are over-encumbered suffer a penalty of 5 on
the control roll for every 50 encumbrance points they are over
their limit.

If the pilot loses control, roll a D6 and consult the
following table.

Die Roll Result
12 Descend 15 yards
3.4 Descend 10 yards
5,6 Descend 5 yards

After rolling on this table the character must re-roll for control
of the hang glider - always assuming that he has not crashed into
the ground! Damage when hitting the ground is calculated as a
fall from the appropriate height. Keep a note of what height each
hang glider is at the end of each tum.

To begin with the characters will be on the platform which is
20 yards above the ground. When they jump off the platform
they will immediately descend 5 yards before they can gain level

flight.

After the initial roll, rolls for control should be taken
whenever the pilot of the glider wishes to control it in some
way. Whenever a player rolls for control and gains it he can
choose to either ascend 5 yards, descend 5 yards or bank to the
left or to the right.

It is possible to turn into the wind (which just happens to be
blowing from the direction of the nearest bit of City Wall),
which means that the hang glider will rise by 5 yards rather than
fall, but it may very well stall and crash to the ground at the end
of the turn. Re-roll for control to avoid this, with a bonus of 10.
As the adventurers will be flying toward the City Wall, it is likely
that they will be quite high when they pass over it. Stalls from
great heights do give a chance to recover, as a hang glider will
only drop 25 yards (maximum) in a single round.

In flight the glider can cover 30 yards per round and so it
should take only approximately a turn to escape over the city
wall which is 25 yards high.

If the GM is slightly sadistic then it is easy to introduce
houses, towers and other things that the players would have to
manoeuvre around during their flight from the city. ‘Flak’ from
the Watchmen below can be introduced such as arrows, stones or
even the odd catapult or ballista shot could be used.

Once the players are beyond the walls, the City Watchmen will
not pursue them, as they are no longer within Nuln. Landing,
and subsequent events, can be a whole new set of adventures.

. " Epilogue .
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Award the following experience points to PCs:

30-60 points each for role-playing;

20-30 points each for dealing with the spy;

10 points each for following the extortionists, a bonus 10 points
for the first PC to suggest this;

10-20 points for getting back to Kugelschreiber's;

30-50 points for the escape.

If the adventure is played in roughly the way it is designed the
player characters will probably end up as outlaws in Nuln. This
doesn’t have to be case, as the final events of the adventure take
place at night: obtaining accurate descriptions of the adventurers
is going to be hard for the Watch. If the characters do become
outlawed, though, they might be hunted by the odd bounty
hunter or two. This can easily create storylines for any short fill-
in type adventures... If, on the other hand, you want a more
satisfactory conclusion to the adventure it is, as always, possible
to change any of the details given here.

Kugelschreiber should survive the climax of the adventure. He
is an interesting character, and other adventures could certainly
feature him. Finding obscure ingredients and materials for his
experiments or spying on other inventor’s secrets are just a
couple of possibilities for this character.

The characters might not have much monetary reward for this

adventure, but if nothing else they could get jobs in a travelling
fair as death-defying fliers.

- - " .
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Any interesting inventions you can think up can add colour to
any adventure, but most of them simply should not work.
Anything too like high technology would ruin the atmosphere of
the game, and it is important to remember this. Items such as
machine guns or robots should be avoided, but if you've got to
have them make sure that they are cumbersome, dangerous to the
user and rarely work!

Kugelmatic Fast Draw Scabbard

This is a scabbard (for standard swords only) with a kind of
spring device in the bottom of it. When the device works
correctly (50% chance) then the user gains +10 on his /nitiative
for the first round of combat, providing the sword was in the
scabbard. When the Kugelmatic Fast Draw Scabbard
malfunctions then the sword shoots out of the scabbard and
lands 1-10 yards away.

Kugelmatic Mobile Fire Extinguisher

This is a wheeled trolley with a key, a pump and a hose
attached. When the pump is used, brown and smelly chemically-
treated water shoots out of the hose. This will extinguish any fire
it comes into contact with in exactly the same manner as
ordinary water The gloop will also stick to anyone it hits and
reduce their Initiative by 15. It has a range of 4 yards, and won't
wash off properly for 2 hours. The mobile fire extinguisher
requires two operators (one to pump and one to point the hose).

Kugelmatic Underwater Breathing Device
A primitive snorkel, which does actually work quite well. This
could be useful to anyone who wishes to escape by swimming.

Kugelmatic Chicken Plucker
Just don’t ask.

Kugelmatic Turkey Plucker
A bigger version of the above...

Underwatership
Details of this are not really necessary as the adventurers should
not get to use it, or even see the inside of it.

Gliders
Information on the gliders is given in the last section of the
adventure,
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Wolfgang Kugelschreiber
M|WS/BS| S |T|W| I |A Dex|Ld |Int| Cl [WP|Fel
3 1]29(24]2 |3 |18 (46| 1 |59]|24]|97 (306737

Skills: Astronomy; Cartography; Engineering; Luck; Metallurgy;
Chemistry; History; Heal Wounds; Heraldry; Super Numerate;
Speak Additional Language: Classical.

Notes: Tends to be scruffily dressed and never cares how he
looks; slightly absent-minded which is why many of his
inventions don't work - he usually forgets a component.

Fatboy Smallnose

Skills & Trappings: As Watchman (see the WFRP rulebook).

Notes: When the Watchmen are masquerading as extortionists
their trappings are as described in the adventure text. When they
are acting as Watchmen their trappings are the same as in the
rulebook.

Manfred Kessler - the leader of the criminals
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Skills & Notes: As his henchmen above.

Paul Hargreaves

M|WSIBS|S | T | W | I |A |Dex|Ld |Int| Cl |WP|Fel :;f
3012913612 |26 [52]1 |43[20[37]23]/43]43 /
Skills: Cook; Sing; Animal Care. /
Notes: Tends to mutter to himself a lot.

Helmut Weishund the Spy

M| WSIBS| S |T | W, I | A [Dex|Ld |Int| Cl |WP|Fel

4 149[45|3 | 4|9 |50 2 [46[39]49]|69]|29 |49

Skills & Trappings: As Spy (see the WFRP rulebook) plus

sword.
~ Watchmen-Extortionists
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ﬁ A ROUGH NIGHT AT THE THREE FEATHERS

# CAMPAIGN NOTES =

A ROUGH NIGHT AT THE THREE FEATHERS

Adventure Summary

The PCs stay for a night at the Three Feathers Inn, where
the Gravin, a minor noble, and her retinue are staying. Other
notable guests include the Bounty Hunter Ursula Kopfgeld,
some ‘initiates’ who are actually cultists, a couple indulging
in a secret affair, and still more. The complicated set-up
and multiple plotlines of this adventure can’t be done
justice in a short summary. Players will love trying to figure
out what's going on here!

Enemy Within Campaign Notes

If you are playing Power Bebhind the Throne set the
encounter along the Altdorf to Middenheim road, and make
the Gravin a minor noble of an area close to the City of
the White Wolf, where she is bound. She will prove a useful
contact to the PCs, both as a friend and someone who can
introduce them to the high life in Middenheim. She will
be too busy and distracted (the legal matter) to help them
directly, so makes an ideal NPC. By making her a friend
of a noble, but fairly useless character like the Knight
Eternal, you can introduce the PCs to upper-crust society
without putting them directly in contact with anyone
influential or helpful; a desirable state of affairs.

In Death on the Reik, this adventure can either be set
somewhere between Grissenwald and Kemperbad, or along
the lengthy southern stretch of the Reik between Castle
Reikguard and Kemperbad. Both fit with the encounter as
written, in that Kemperbad will be the Gravin's destination.
For inclusion in Mistaken Identity you can have this frantic
night happen at the first stop between Altdorf and
Weissbruck, keeping a high level of tension in the PC party
as they flee from Altdorf!

Restless Dead Campaign Notes

The location of the Three Feathers is shown on the
Campaign Map, between Volgen and Schoppendorf.

The PCs are likely to make enquiries about the ring (and
show it to the landlord) and ask about the man called
Johann to whom it was sent. Of course, the landlord is
amazingly busy with a noble visiting, and he can barely
stop to help the PCs. When he does get a little time, he
will explain that he has only just taken over the premises
since the old landlord died of Spotted Green Brainpox a
month ago (after the ring was delivered). However, the
landlord says that he does have regulars, and he will show
the ring to them and ask if any of them know about it. If
the PCs do this themselves, they won’t get anywhere as
none of the NPCs here will admit that they know of the
ring. They have to leave it up to the landlord while they
just have a drink or two with the folk in the bar...

This leaves you free to run the complicated adventure here
as scripted, and Johann won't turn up to spoil the fun. The
Gravin will be on her way to Altdorf, and will stop at
Schoppendorf to catch a river boat there. The precise
backgrounds and homes of the other NPCs are not
important, and so do not need changing, the PCs will be
very unlikely to find out where they hail from in any event.

The ending needs careful revision to keep the campaign
on track.

First, you should not have the Gravin insist that any PC
accompany her to Altdorf, although staying with her until
she reaches Schoppendorf is fine since the PCs will want
to go this way in any event. This also allows the PCs to
acquire a small sum of money for helping her.

Second, the PCs have to find out more information about
Johann here. The easiest way for them to find out about
this is for the landlord to discover from Ursula that she has
seen the ring and knows of its owner. Ursula, as a Bounty
Hunter, knew Johann and indeed worked with him on a
couple of cases in the past. As she is only passing through,
the following information will be passed on to the PCs by
the landlord the next day after all the trouble has died
down. This is again perfect, since the PCs don't get to
interrogate the primary source of their information, and
so can't ask overly-awkward questions.

Ursula confirms that the ring was bought by a Bounty
Hunter, whom she knew only by his first name, “*Johann’".
She will give a brief description of him which tallies closely
with the appearance of the Ghost. She will say that Johann
was careful, accomplished, and sometimes operated from
the Three Feathers, although he had no close friends in
the area. She doesn't know who he worked for. She says
that he was hunting a famous outlaw last time she saw him,
which was two weeks ago, and was working in disguise.
She thinks that he used the uniform of a Road Warden at
the time to put people off the scent. Finally, she also gives
the information that Johann was single, a teetotaller, not
one to spend time with ladies of doubtful virtue, and, all
in all, quite a decent bloke. Ursula doesn’t say anything
about Johann's background, family, or past, so this picture
isn't totally satisfying to the PCs or Johann, but it’s not bad.

Johann will appear shortly after this time and confer with
the PCs. He perks up at the mention of an important case,
pointing out that there could be good money in it for the
PCs. While he discusses some minor point of the
information given above, he suddenly winces and waves
his stump about. A real twinge there”’, he says, *‘I suppose
it’s what they call phantom limb pain’’, smiling sadly at this
dodgy pun. However, at this stage the hand crawls out from
wherever the PCs have put it (backpack, bag, etc), dragging

. itself along by livid blue fingers. The index finger slowly,

terribly slowly, describes a circle in the air: viewers must
make a Fear test or be compelled to watch it paralyzed by
horror. Then the finger points west, makes stabbing
movements, and the hand falls inert again. Anyone still
affected by Fear will recover at this time. When the hand
animates and repeats this in future, you can have PCs make
Fear tests with a cumulative +5 bonus as in the case of
Johann,

The hand of Johann has now taken on life of its own. The
reason for this is explained fully in the campaign notes for
The Ritual, but the effect in game terms is that the hand
now points unerringly to the town of Delberz. Wherever
the PCs travel (and it will be mostly straight towards Delberz
from now on), the hand will periodically animate and point
towards the same place. It is pointing to Johann's body,
although the PCs will almost certainly not realize this
immediately. The hand is the guiding light from here on,
this will be picked up in the next set of notes.



This Warhammer Fantasy Roleplay adventure is set in a river or
roadside inn, situated almost anywhere in the Empire. It involves
the PCs in several plot lines simultaneously and the GM will need
to check through the adventure carefully prior to play.
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GM'S INTRODUCTION

—
The main thing to remember about this adventure is that an awful
lot of things are happening at once. There are several separate but
interwoven plots going on - it's a busy night even for a bustling
inn! You will have to keep track of a lot of unrelated events and
make sure that the right things happen at the right time. The
Events section will help you, but you should read through the
adventure a couple of times before running it to make sure that
you know what'’s happening - how the players unravel what is
going on is their problem.

Needless to say, some of the events from different plots may
well end up clashing with each other. Also, things will be changed
by what Our Heroes decide to do at any particular time. The plots
are presented below, and in the Events section, as they should
happen, assuming nothing goes wrong - when things do go wrong,
use your imagination to work out precisely what happens. It looks
a bit daunting at first, but it’s no problem once you start.

Honestly.

Of course, you may decide to run each plotline separately as an
individual mini-adventure. There's nothing to stop you doing this
if you want, and you will get 2 number of adventures for the price
of one - it's completely up to you.

PLAYERS' INTRODUCTION

It's been a long day’s travel, and the sun is just beginning to go
down as you see an inn in the distance. As you draw closer, you
see the sign of three feathers hanging outside, and notice that the
place is unusually busy. There is a large and ornate coach pulled
up outside, and lackeys - some in livery - are busying themselves
with various trunks and chests as liveried men-at arms look on.

Inside, the inn is bustling. Servants are hurrying to and fro, and
the innkeeper is engrossed in conversation with a scribe who
carries a visibly bulging purse. It is fully ten minutes before you
are able to attract his attention.

‘Welcome," he says at last, 'I'm sorry to have kept you waiting
for so long, but as you can see, we have a distinguished guest
tonight - the Gravin Maria-Ulrike von Liebewitz of Ambosstein, no
less - and there are so many arrangements to be made. I hardly
know whether I'm coming or going with it all. Now, then - you
want a room? What am I saying, of course you do. Ah - excuse me
again, I'll only be a moment.’

You wait for another few minutes as he directs a train of
servants to the Gravin's rooms.

‘So sorry, he says as he returns to you, ‘It really is mad this
evening.’
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THE INN

The notes on the plan should be self-explanatory - if in doubt,
refer to the notes on the example inn in the WERP rulebook.

Rooms a-f are double rooms, while rooms k-s are singles. Note
that the Gravin has taken over an entire wing, so that room d will
be kept empty at her orders. If the adventurers book a double
room, they will be given g or f.

The Three Feathers has ten single rooms and ten double rooms.
At present five of the double rooms, (a-e on the plan), are being
occupied by the Gravin and her party. The whole corridor has
been sealed off, with two men-at-arms posted at the point marked
X to make sure that the Gravin is not disturbed.

The other rooms are all free - the adventurers have arrived fairly
early in the evening, and the inn has not yet started to fill up. A
single room costs 1GC per night, a double room costs 35/, and a
place in the dormitory costs 5~ All prices include supper and
breakfast. It is possible to cram one extra person into a single or
double room, but they will have to sleep on the floor and a
surcharge will be made for them equal to half the cost of the
room.

PLOT SUMMARIES

As noted above, there are several things taking place at once
tonight. The following plot summaries should help you to keep
track of things.

Plot 1 - A Matter of Import

Part of the inn has been taken over by Gravin Maria-Ulrike von
Liebewitz of Ambosstein, a niece of Countess Emmanuelle of Nuln,
and her retinue - half-a-dozen men-at-arms, a lawyer, a judicial
champion, and various servants. She is on the way to Kemperbad
for a trial, having been accused of immoral behaviour and
complicity in the death of a guest at one of her aunt’s legendary
parties. The Gravin intends to exercise her ancient right of trial by
combat, but agents working for Baron Otto von Dammenblatz of
Wissenburg, her accuser, are out to disable Bruno, her champion.
How they go about this will be seen.

Plot 2 - Compromising Positions

Gravin Maria-Ulrike is not the only noble in the inn tonight. Also
staying there - but incognito - is the young Graf Freidrich von
Pfeifraucher, the third son of Count Bruno of Wissenland. He is
accompanied by Fraulein Hanna Lastkahn, a daughter of one of the
wealthy boatbuilding families of Grissenwald; the two have been
conducting an illicit affair for some time, and have taken a room in
the inn under the name Herr and Frau Johann Schmidt.
Unfortunately, they have been recognised by one of Gravin Maria-
Ulrike’s servants, who was once employed in the Pfeifraucher
household. A blackmail attempt will follow.

Plot 3 - A Face from the Past

Gustaf Rechtshandler, the Gravin's lawyer, is a graduate of the
University of Nuln, where he was briefly 2 member of a secret
society known as the Ordo Ultima. The Ordo was a front for a
Chaos cult following Slaanesh, and Rechtshandler left when he
discovered that it was not simply an innocent secret society.
However, he never progressed far enough to discover the link with
Chaos. Rechtshandler went on to great professional success,
leading to his current position of favour with the von Liebewitz
family, but now the cult wants something from him, and one of
their agents approaches him in the inn.

Plot 4 - Creating a Scene

Fraulein Hanna Lastkahn (see plot 2 above) is betrothed to Herr
Thomas Prahmhandler, the heir to another of Grissenwald’s
wealthy boatbuilding families. He has been informed of her affair
with Graf Friedrich by a servant in the Lastkahn household, and
will burst into the inn, very drunk and accompanied by four hired
thugs. He intends to catch them in the act and horsewhip the
young noble, regardless of the consequences.

Plot 5 - Ashes to Ashes

All this is happening on the very same night that a group of
smugglers have an important cargo to put on a waiting boat. The
boat, unfortunately, isn't waiting. It scraped a lock downriver, and
has lost half a day being repaired. This means that the smugglers
must hide their cargo in the inn and wait for the boat to arrive in
the morning. With an ordinary cargo, this wouldn't be a problem,
but their contraband is human. He is Josef Aufwiegler, an agitator
from Altdorf, wanted for inciting rebellion. He was treated with a
coma-inducing drug, and the smugglers are disguised as Initiates of
Morr, ostensibly taking him home for burial. The drug was timed
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to wear off once he was safely on the boat, but because of the
delay he will wake up during the night.

Plot 6 - A Fistful of Gold Crowns

Ursula Kopfgeld, a bounty hunter, is following the smugglers. She
was very close to Aufwiegler when he ‘died’, and is convinced that
something fishy is going on. She has followed the smugglers to the
inn, and is waiting for the chance to act.

Plot 7 - You've Got To Pick A Pocket Or Two

To add to the confusion further, Glimbrin Oddsocks, a Gnome
thief, is visiting the inn, and will attempt to steal anything he can
during the night. Some of his movements are set down in the
Events section, but any time you don't know where he is, he’s all
yours to use...

EVENTS

This is roughly what will happen during the night. Remember,
though, that the course of events laid out here can be disturbed by
what the adventurers do and where they are at any particular time.

And, of course, they will also be disturbed by what you want to
happen. Feel free to tweak, bend, stretch, or mutilate these plots
as much as you want. After all, who's going to know?

9:00pm

The adventurers arrive at the inn.

Bruno is seated at table @, arm-wrestling with one of the men-at-
arms. Others are gathered round the table, drinking and shouting
encouragement. Bruno defeats his opponent easily, and will accept
a challenge from anyone for stakes of 1GC or higher. Rules for
arm-wrestling are given at the end of the adventure.

There are a few of the Gravin's men-at-arms and servants
generally milling about in the bar-room, and they may be
persuaded to mlk to the adventurers by a few drinks or a
successful Fel test. They know that the Gravin is going to
Kemperbad to deal with some legal matter; any servant or man-at-
arms who fails a Ld test will further reveal that the matter has to
do with the death of a guest at a party held by the Gravin's aunt,
the Countess Bmmanue:ﬁc von Liebewitz of Nuln.

The adventurers are permitted an Int test to have heard of the
Countess’ legendary parties; Nobles and characters with Etiguette
skill make the test at a +10 bonus. If the test is made by 30 or
more, the adventurers will already have heard some gossip about
the incident, which took place about 2 month ago. The deceased
was Baron Sigismund von Dammenblatz, an elderly minor noble
from the Dunkelberg area. He was found dead, face down in a
punch-bowl, and now his son, Baron Eberhardt von Dammenblatz,
is accusing the Gravin of causing his father's death through
poisoning or witchcraft.

Nobody in the Gravin's party believes the accusation - the
general concensus of opinion is that the Baron drank himself
unconscious, and then slumped comatose into the punch-bowl,
where he drowned.

Also in the bar-room is a grinning Halfling, who sits at table b
toying with a pack of cards. He will be willing to play with
anyone who offers, for stakes of a shilling a game.

9:10pm

Three travellers come in out of the rain. They take off their heavy
cloaks and hats and hang them up by the fire to dry, then book a
double room for the three of them and order three hot meals.
They go and sit at table ¢, and keep to themselves, trying not to
become involved in conversation with anyone. These are the
cultists of the Ordo Ultima (see Plot 3 above).

9:15pm

A Gnome arrives, books a single room, and sits down to play
cards.

9:20pm

A servant in the Gravin's livery comes downstairs and speaks to
Bruno, telling him that the Gravin wants him to stop the arm-
wrestling in case he injures himself. Anyone at the same table or
an adjoining table can overhear what he is saying, and characters
with Lip Reading skill and a clear line of sight can also ‘overhear’.
Bruno stands up abruptly, towering over the servant, and tells him
in no uncertain terms to mind his own business. The servant
retreats upstairs.

9:25pm

The Gravin comes downstairs, accompanied by three servants. She
goes to Bruno’s table, and orders him to his room (room d). He
obeys sulkily. A servant orders supper for the Gravin's party. The
troops and the bulk of the servants eat in the bar, and meals for
the Gravin, the champion, and half-a-dozen servants are sent
upstairs.

9:30pm

A small boat arrives, carrying four people: a well-dressed couple in
their early twenties, and two boatmen. A room (room j) is booked
in the name of Johann Schmidt, and the crew of the boat are put
up in the common room. The couple disappears upstairs without
supper or even a drink; it is clear that they only have eyes for each
other. The boatmen stay in the bar, sitting at table a, and will be
happy to chat and swap yarns with anyone. If questioned about
their passengers, they will say that they are Herr and Frau Johann
Schmidt, a newly-wed couple from Grissenwald. The boatman are
aware of the couple’s real identities, but have been well paid to
keep quiet; they will reveal the truth if successfully Bribed, but
they have a +20 modifier to their WP to resist bribery, and will
require an offer of at least 10GCs.

9:35pm

A coach arrives from the north, bearing the livery of Cartak Lines
of Altdorf. It has three passengers, all in the black robes of Morr,
who ask for a double room (room f) for themselves and their
charge. They are conveying a body for burial, and ask to be
allowed to keep it in their room. The barman is uncertain, and
calls the landlord. He doesn't like the idea, but some gold
discreetly changes hands and they get a secluded room, well away
from the Gravin's party. They head for their room immediately,
carrying a coffin and telling the landlord not to worry if there is
any noise from their room, as they are required to pray over the
body from midnight until dawn. The two coachmen stay in the
bar-room for most of the evening, before retiring to the dormitory;
their keep is paid by the coaching company, which has a regular
arrangement with the inn.

9:50pm

Ursula Kopfgeld arrives at the inn on horseback. After seeing her
horse stabled,she enters the bar-room and books a single room
(room r) for the night. Despite her appearance, she seems friendly
enough, and will converse happily with anyone. If she is
questioned about her business, she will claim to be working for
the Kemperbad town council, taking a message to Nuln. She will
not reveal any details about her supposed mission, saying that it is
confidential.
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At some time during the early part of the evening, you might 10:10pm
have one of the minor male NPCs - a servant or man-at-arms -

make an improper suggestion to her. She flattens him quickly and Bruno Franke returns to the bar-room, grinning broadly and

. . . looking around with exaggerated caution to make sure that none
;{f::?;]gh:ngrﬁz l:;ﬁﬁ:ﬂ;ﬁp;;ie? at:lr?u‘:;:o;gn ;:li:lzst‘l'tlisn 8 of the Gravin‘slpart)’ .is still tly:rg. He orders a mug of ale, tcl!iﬂg
comment to her first, she will react in the same way, using all of (1€ barman to ‘keep ‘em coming', and sits down at table a with
her skills which relate to unarmed combat. She will not draw a the two boatmen, who are still there. After a few minutes an arm-
weapon, and the landlord and staff of the inn will step in after D4 wrestling contest starts again. Ursula watches for a while, and then
rounds, 2ided by as many of the inn’s other patrons as are challenges Bruno, putting five Crowns on the table.
necessary.

10: Uopm Bruno demurs for a few moments, but then accepts the

challenge. A small crowd gathers as the contest begins. First,
A liveried servant comes downstairs from the Gravin's rooms, and  Bruno’s arm begins to go down - he was being gentle with the
orders all her party to retire for the night, since they will be lady - but he quickly applies more of his strength and the contest
starting at first light tomorrow. Reluctantly, the various servants begins in earnest. Neither contestant moves - a sheen of sweat
and men-at-arms finish their drinks and drift off to the dormitory.  breaks out on Bruno's forehead, but it is an even match. Then

. s Ursula’s arm wavers, and Bruno - no longer the gentleman - pours

At about the same time, ‘Schmidt’ comes down to the bar-room
for a bottle of wine. As he is on his way back to his room, he is Om%l;hc powee and forces her acm slowly but surely down 10 the
approached by one of the Gravin's servants. A heated but inaudible ’
exchange takes place, and Schmidt hurries back upsmirs, looking
very angry. The servant heads off to the dormitory. Characters Although he has won, Bruno looks at Ursula with a new respect,
with Lip Reading skill may be able to discover that the servant is  and the two of them spend some time talking and drinking
threatening to tell someone something about ‘Schmidt’, but that is  together. Bruno will not accept any more arm-wrestling challenges
all. tonight.
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A few minutes later, a tray of fresh drinks is taken to Bruno.
There is nothing unusual in this - ale has been going steadily to his
table since he sat down - but one mug of ale is drugged. It is
intended for Bruno, but you should take care that he doesn't
actually drink it, since he has things to do later on. Instead, a
minor NPC or one of the adventurers should pick it up. The ale is
laced with 3 doses of Oxleaf, giving a base 15% chance of
detecting the poison. If an NPC takes the drink, all three doses
take effect and he suddenly slumps unconscious over the table. If a
PC takes the drink, follow the normal rules for detecting poisons,
and make Pofson tests normally.

If and when the victim of the drugged ale passes out, Bruno
will make some comment about people not being able to hold
their drink, and if any of the adventurers are looking in the
direction of the bar, a successful Observe test will reveal that one
of the staff suddenly looks worried and leaves. If the adventurers
pursue this individual, you should ensure that he gets away in the
darkness of the courtyard.

10:15pm

One of the ‘initiates’ comes down and speaks to the landlord. On
a successful Observe test, a few Crowns will be seen changing
hands, and a successful Int test by a character with Lip Reading
skill will reveal that the ‘initiates’ are ing a boat to arrive at
some time during the night, and that the landlord is to tell them
the moment it arrives. The ‘initiate’ returns to their room.

As soon as the ‘initiate’ is out of the bar-room, Ursula goes to
speak to the landlord - successful use of Lip Reading skill will
reveal that she is asking the landlord about them, and that he is
telling her what they told him. A few more coins change hands,
and Ursula goes back to Bruno's table.

10:25pm

One of the Gravin's servants comes down and orders Bruno to
bed, saying that the Gravin has checked his room and found him
missing. He goes sheepishly to his room.

10:40pm

Gustaf Rechtshandler comes down to the bar-room, dressed in a
nightshirt and a silk dressing-gown. As he does so, one of the
three cultists leaves the table and heads upstairs. Rechtshandler
orders a brandy, and takes it back to his room (room ¢). A few
minutes later, the other two cultists go upstairs to their room
(room b).

10:45pm

One of the cultists goes to Rechtshandler’s room. He knocks on
the door, and the lawyer answers it after 2 moment. There is a
brief exchange of words - too low to hear - and the cultist is
admitted. A minute or so later, raised voices can be heard
(counting as a normal noise for listeners in the passage or in
adjoining rooms, and as a /loud noise for characters listening at the
door): Rechtshandler’s voice saying that he will not submit to
blackmail, and the other’s saying that he has no choice. Abruptly,
everything goes quiet.

10:50pm

Rechtshandler opens the door of his room quietly, and looks
outside. If there is anyone in the passage, he will remark that he
thought he heard something outside, and close the door, checking
the passage again five mintues later. If the coast is clear, he will
drag the cultist’s body into the passage. If the PCs are not in their

room at this point, he will deposit the body there - completely by
chance - if not, he will leave it in the store cupboard.

11:00pm

‘Schmidt’ comes downstairs, looking drawn and worried. If the
PCs are still in the bar-room, he approaches them, and asks one of
them to take a message to the dormitory for him, offering 10GCs
for the character’s trouble. The job is to tell one of the Gravin's
servants'- a Hans Erpresser - that Schmidt wants to see him. If the
PCs are not in the bar-room at this time, ‘Schmidt’ will hire one of
the boatmen or coachmen to carry the message. Having paid the
messenger, ‘Schmidt’ returns to his room.

11:05pm
Erpresser goes to see ‘Schmidt’. He knocks on the door, and is
tted straight away. There is a single thump from within the
room (counting as a normal noise for listeners at the door, or a
soft noise for listeners in the passage or adjoining rooms) as
‘Schmidt’ kills the servant. A few moments later, ‘Schmidt’
cautiously opens his door to see if the passage is clear, and will
attempt to dispose of the body in the same way as Rechtshandler
(see 10:50pm above).

11:15pm

A message is delivered to the PCs by one of the Gravin's servants,
requesting them to visit the lawyer's room. He explains that the
travellers in room b are blackmailing him, and offers the PCs
250GCs to dispose of them. While Rechtshandler is talking to the
PCs, Ursula Kopfgeld leaves the bar ‘to check on her horse’ -
actually she is spying out the room used by the smugglers.

If the PCs accept Rechtshandler’s offer, they will find that the
cultists’ room is not locked, since the two remaining cultists are
waiting for their companion to retumn - they have not yet become
concerned about his long absence. The first attack made on each
cultist is at 2 +10 bonus (cumulative with any charge or other
bonuses), since they are not expecting to be attacked. If any noise
goes on for 3 rounds or more, guests from adjoining rooms will
come to investigate, spending one round knocking on the door
and then entering the room to see what is going on.

11:30pm
There is a great hammering on the inn's main door. The landlord
refuses to open it at first, but it seems that the knocker is prepared
to break it down if necessary. After a few minutes the door is
opened, and in comes a well-dressed - but fairly drunk - young
man and three large and aggressive-looking thugs. The young man
demands to know whether a Friedrich von Pfeifraucher is here,
asking everyone in the bar-room in loud and angry tones. When
everyone has told him that there is no-one staying in the inn under
that name, he pauses for a moment.

“Well, his boat's moored outside,’ he says, ‘So I suppose we'll
just have to go and look for him. Gentlemen?' He waves his three
thugs upstairs, and a brawl breaks out as the staff try to stop him,
aided by several of the inn's patrons. Whether or not the PCs are
in the bar-room at this time, you should arrange for the brawl to
reach them, and for one of the PCs to lose a dagger in the
confusion - this will be important later on.

If Thomas Prahmhandler - for it is he - makes it upstairs, he will
systematically break down every door until he is stopped or until
he finds von Pfeifraucher. If he succeeds, there will be a terrible
and noisy scene as two of the thugs hold the noble down and
Prahmhandler horsewhips him. The third thug holds the weeping
young woman and forces her to watch. At some time during this
event, Ursula will return to the bar-room. She will automatically
investigate any disturbance. If the brawl reaches the upper storey
and lasts for more than three rounds up there, D6 of the Gravin's
men-at-arms (unarmed and unarmoured, of course) will come to
investigate, and will join the staff and other patrons in trying to
put down the disturbance.

11:50pm

If the two remaining cultists are still alive, they will visit the
lawyer's room, where a violent argument will take place. By the
time anyone comes to see what is going on, Rechtshandler will be
dead and there will be no-one else in the room, which is bolted
from the inside. The cultists left via the window, and spend about
five minutes on the roof making their way back to their own
room.

Meanwhile, Ursula Kopfgeld goes to her room, locking the door.

Midnight
There is a tremendous shouting and scuffling from the smugglers’
room. The landlord tries to prevent anyone going in, explaining




vhat the ‘initiates’ told him about their needing to conduct
ervices over the body throughout the night. However, after a few
ninutes he decides he must speak to them, and will be glad of
mnyone’s company. As he approaches the door of the room,
«verything suddenly goes quiet. One of the ‘initiates’ opens the
loor when the landlord knocks, and apologises for the noise,
romising to try to be quicter during the rest of the night. In the
oom, two ‘initiates’ can be seen sitting firmly on a third. The one
t the door explains that their brother sometimes has these
pasms, being particularly sensitive to vibrations on The Other
ide. It makes him a first-class priest of Morr, but can be
nconvenient. The landlord goes away, puzzled.

The noise was caused by the smugglers’ charge waking up as the
ffects of the drug wore off, and their efforts in keeping him
[uiet. If the PCs accompany the landlord to the room, they may
calise that there are now four ‘initiates’! If they mention this, the
andlord will tell them that they must be mistaken, and will be
ery unwilling (-20 modifier to any Fel tests) to go back to the
oom or to allow anyone else to do so. If anyone does go back to
he room, they will find three ‘initiates’ there; the smugglers have
nocked their charge unconscious and hidden him under a bed.

2:10am

‘he Gnome heads for the dormitory, and the Halfling asks if
nyone else wants to play cards. If not, he also heads for the
lormitory. The boatmen and coachmen also retire.

2:20am

‘here is a loud female scream from the Gravin's wing. When the
Cs arrive on the scene, they find a number of servants and others
rowded round the door to Bruno's room - he has been found
cad, with a dagger embedded between his shoulders. Everybody
i roused from their beds and summoned to the bar-room - at this
oint, ir will become obvious that other people are dead or
Aissing.

The innkeeper, by this time, has managed to convince himself

at there is a2 murderer on the loose, and advises everyone to lock
emselves in their rooms and not move until daylight, when he

n send for the Roadwardens and/or the River Patrol.

Before everyone goes back to bed, the Gravin displays the

gger with which Bruno was killed; it will look strangely familiar
the adventurers, since it is the one which was stolen from one
them about 20 minutes earlier. If the owner of the dagger does
it own up straight away, one of the inn’s staff (the one who stole
naturally) will say that he remembers seeing an identical dagger
the character’s possession. The PC will then be challenged to
oduce the weapon, but will, of course, be unable to do so. An
ainous murmur develops in the room, and you should do your
st to convince the player that his character stands a good chance
being lynched. If the character tries to talk his way out of

»uble by claiming that the dagger went missing during the brawl
midnight, make the usual Fel test, with modifiers for Public
eaking or any other skill that you judge to be relevant, but

pose a penalty of -20 - people prefer the simple explanation that
¢ character murdered Bruno.

After all the accusation and protestations of innocence have died
wn, the Gravin rises.

'l am authorised by my aunt,’ she says, ‘To exercise her Imperial

‘ht of dispensing common justice, and it seems as well that I

ould do so here, especially since I am the most prominent

‘onged party. Therefore, I rule that this group shall be locked in

tir room until the morning, when I shall decide further. All

:apons and equipment shall be removed from the room, and I
post a guard at the door and beneath the window. You,
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however,' - she points at the stongest-looking warripr-type PC - ‘I
sentence to replace my murdered champion until it shall please me
to decide otherwise’ A murmur runs round the bar, but no-one
questions her ruling.

The body is handed over t the ‘initiates’ by the Gravin, who
requests them to look after it until dawn. They agree to do so, and
it is taken to their room, wrapped in a blanket, as are any other
bodies that have been discovered so far.

The PCs will be locked in their room, with two of the Gravin's
men-at-arms outside the door and another two beneath the
window. You should make it clear that there are too many people
in the bar for them to be able to escape at this stage. All their
weapons and other equipment are removed by the Gravin's men-at-
arms. The character whom the Gravin has chosen as her new
champion is taken to Bruno's room (room d) and locked in.

After about half an hour, everyone goes back to bed.

1:20am

A servant comes to the PCs’ room to say that the Gravin wants to
talk to them. They are taken to her room (room @) by four of the
men-at-arms, stopping along the way to collect the new champion.
The Gravin is waiting for them, still fully dressed. After ordering
the men-at-arms to wait outside, she speaks to the PCs.

‘I'm sorry it was necessary to have you locked up, she says, ‘But
it seemed to be the only way to calm everyone down. I believe
you are innocent - no-one would be so stupid as to leave his own
dagger behind as a clue. Anyway, we have until dawn to discover
who actually killed Bruno. I'm sure that Dammenblatz is behind it
all - I'm going to Kemperbad to fight a lawsuit against him. If I'm
right, then his agents will try to kill my new champion’ - she
favours this character with an ironic smile - ‘But this time you will
all be waiting. The guard will be left on your room for the sake of
appearances, but you will spend the rest of the night in Bruno's
room. One weapon of your choice will be returned to each of you
- no, no more than one I don't want you trying to make a break
for it. Well, then, let’s get moving - there isn't much of the night
left.

The PCs are each given one item from their weapons and
equipment, and locked in Bruno’s room. The men-at-arms return
to their posts guarding the PCs’ room and Bruno's room. There is
to be no light in the room, so the PCs are obliged to sit in the
darkness, waiting for something to happen. Each character should
make a WP test. Each character who fails the test falls asleep
before the next event happens.

2:00am

A soft scraping noise comes from the chimney. Any character who
is still awake has a 30% chance of hearing it, with the normal
modifier for Acute Hearing skill. Sleeping characters have a 10%
chance of being woken by the noise.

If the PCs rush to investigate or give any other indication that
they are awake, the noise will stop abruptly. If they keep quiet,
someone will come down the chimney and into the room.
Characters with Night Vision will recognise the figure as one of
the inn's serving staff. The servant, who can barely see in the
darkness, will creep carefully towards the bed, relying on memory
and care to avoid falling over anything. If he is attacked, the
servant will attempt to escape through the window or up the
chimney, and the two guards posted outside the room will come
in at the first sound of any disturbance. Characters who are asleep
when the servant enters the room can do nothing during the first
round, and suffer a -20 penalty to all dice rolls.

If the servant is captured, the guards will bind and gag him, to
await the Gravin's pleasure in the morning.
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4:30am

Dawn breaks. The Gravin calls everyone down to the bar-room
again, but there is no answer to the landlord’s knocking on the
door of the smugglers’ room. The door is forced open, and a
scene of carnage is revealed. All three ‘initiates’ are dead, and the
coffin with which they entered the inn has been broken open and
conuains a freshly-dead, headless body. Ursula Kopfgeld is also
missing, and her horse has been taken from the stables.

Once everyone has assembled, the Gravin brings out the servant
captured by the PCs, and explains that he was in the pay of Baron
von Dammenblatz, and is responsible for Bruno's murder as well
as the attempted murder of her newly-appointed champion. She
rules that the servant is to be locked up and handed over to the
Roadwardens or River Patrol at the first opportunity, and then
everyone goes on their way. It's been a busy night, and one that
no-one will forget in a hurry.

CONCLUDING THE ADVENTURE

Experience points should be awarded for the following:

30 points each for any PC who actively helps catch Bruno's
murderer;

10 points for each character who helps dispose of the
cultists;

5 points for beating Bruno at arm-wrestling;

10 points for each PC who takes direct action to stop
Prahmhandler before he reaches Pfeifraucher.

There are many other things the PCs can do to bring the
adventure to a satisfactory conclusion, far too many to list here.
For the remainder of the adventure, allow 10-50 points for
quality of role-playing per individual PC (intelligence, wit,
amusement value, diplomacy and tact, etc.) and 30-70 points per
PC for group attainment of goals in the adventure.

What Next?

If you want to get on with the main adventure, the Gravin might
allow her new ‘champion’ to go on his way, explaining that he was
only intended as bait to trap the murderer and she can do a lot
better for a champion anyway... She will, however, give the party
50GCs each for their assistance, and might prove to be a useful
contact in the future.

On the other hand, you could develop the adventure by having
her insist that her new champion accompanies her to Kemperbad.
He will be paid 5GCs per day plus keep, with a bonus of 250GCs
if she wins the case. The rest of the party can join her escort,
being paid 1GC per day plus keep. They can travel in their boat
while the Gravin's party take the riverside road. The journey to
Kemperbad will be uneventful - unless you want to have another
of Dammenblatz’ agents make an attempt on the champion’s life at
another inn - and the Gravin's presence will ensure that the
adventurers are not troubled by the River Patrol or other officials.

When they arrive at Kemperbad, the ‘champion’ will be placed
in the arena with one weapon and one suit of armour of his/her
choice, to face von Dammenblatz’ champion (use the profile for a
Pit Fighter). The combat is to first blood, so the first character to
lose W points loses the bout - and the case. As soon as one
combatant is wounded, the soldiers overseeing the trial will rush
to separate them. If the adventurer wins, Gravin Maria-Ulrike will
be delighted, and will buy him anything he asks for on the day
after the trial. If the PC loses the Gravin will be fined, and the
adventurers will be dismissed from her presence. A swift exit from
Kemperbad may be a good idea...

NON-PLAYER CHARACTERS _
Gravin Maria-Ulrike - Noble

M (WSIBS|S | T |W |1 [A Dex{ID |int [l WP [Pel
4 (31333 |8 [4]1 [41[s1[31 [41[31 [4

Skills: Charm, Etiquette, Luck, Public Speaking, Read/Write,
Ride, Wit.

Possessions: too numerous to mention.

Bruno Franke - Judicial Champion

51

" g
41 |31 |31

Skills: Disarm, Dodge Blow, Ride Horse, Specialist Weapon - Fencing
Sword, Specialist Weapon - Fist Weapon, Specialist Weapon - Flail
Weapons, Specialist Weapon - Parrying Weapon, Specialist Weapon
- Two-handed Weapon, Street Fighting, Strike Mighty Blow, Strike to
Injure, Strike to Stun.

Possessions: Horse, full plate armour, sleeved mail coat, normal
sword, two-handed sword, left-hand dagger, rapier, flail.

Gustaf Rechtshandler - Lawyer

[ M WS
4 [ 3

)

w

1

A

31

3

3

8

41

1

x {LD
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31

41
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61

1

51 |51 |41

Fel

Skills: Etiquette, Law, Public Speaking, Read/Write, Secret Language

- Classical, Secret Signs - Lawyer.

Possessions: Wig and gown, jewellery worth 250GCs, 750GCs in

cash.

Servants

ImiwsiBs|s [Tiwi1la LD [int {C1 (WP [Pel |
4 |33t 3 [ 3|7 41 [31[31 [31 |31 [31 [3

Skills and Possessions: as you see fit. The Gravin's servants all wear
her livery.

Men-at-Arms
M (WSIBS|S |{T |W |1 |A LD ilnt | Cl Fel
4 141 (41|33 |8 |42 |30 [41]3 |3 |3 [n

Skills: Disarm, Dodge Blow, Street Fighting, Strike Mighty Blow.
Possessions: Spear, dagger, mail shirt, shield.

Coachmen
(M wsiBs|S |T [wi1 |A Dex|ip [int |1 [WP [Rel |
4 a1 a3 |38 [41]1 [31]3n [3 [41 ][5 [3

Skills: Animal Care, Drive Cart, Musicianship - coach horn, Ride Horse,
Specialist Weapon - Firearms.

Possessions: Blunderbuss, sword, dagger, mail shirt.

Boatmen
M|WSIBS|S |T |W|I |A Dex|LD |Int [Cl WP |Fel
4 |41 (313 3 | 8 |41 |1 [31 [31 [31 [41 [31 |31

Skills: Fish, Orientation, River Lore, Row, Sailing.
Possessions: Passenger boat (see Death on the Reik), leather jack,

sword.

‘Initiates of Morr' - Smugglers

M (WSiBS|S |T |W/|I|A DexiID lint {C1 WP [Fel
4 |41 413 [3[8 4|1 [31]31]31 [3 [3 |3

Skills: Secret Language - Thieves' Tongue, Silent Move Rural, Silent
Move Urban.

Possessions: Robes of Initiates of Morr, dagger, 3D6 GCs.
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Ursula Kopfgeld - Bounty Hunter o

M(WSiBS|S |T (Wil |[A LD Int {C1 [WP |Fel
4 [41 |41 |4 |3 [8 [41 |1 [31 [31 |31 |41 |31 [31
Skills: Follow Trail, Marksmanship, Shadowing, Silent Move Rural,

Silent Move Urban, Strike Mighty Blow.
Possessions: Crossbow and 20 bolts, sword, leather jack, 50GCs.

Baron Friedrich von Pfeifraucher (Johann Schmidt) - Noble - ;
(M iwsiBs|s [T w1 |A DexiD lint Fel
M (WsiBS|S [T W /¥ |A Pex/p tnt jc1 fwplrer| [4 [31]31]3 |3 [6[31]1 [31]31 |31 31 [31 |31
4 f4a1fa1]3[3[8[41[1 4141 |31 [31 [31 [4 Skills and Possessions: As you see fit.
Skills: Blather, Charm, Consume Alcohol, Etiquette, Luck, Read/Wrrite,

Ride Horse, Specialist Weapon - Fencing Sword, Wit. Cultists of the Ordo Ultima
Possessions: Rapier, jewellery worth 250 GCs, 200 GCs in cash. e — -

M WSBS!S |T |W 1 |A Dex|iD [1nt [t fwp [Fel
1

4 313 ]3[3]6 |3 31 [31 |31 |31 |31 |31

Thomas Prahmhandler - Merchant Skills and Possessions: As you want; few will come into play here.

= : S R RS G B r— All the cultists have the symbol of a letter O enclosed within a letter
MIWSBS' S |T (W It A Dex/LD |Int [Cl WP [Fel U tattoed on the left breast.
4 |41 |31 |4 |4 |8 |51 |1 |41 |31 [41 [31 |31 |31

Skills: see the WFRP rulebook; none of his skills are ]oscf Aufwicglcr - Agitator
particularly relevant to this adventure. : s

This NPC will probably not take any active role in the adventure. If
Possessions: Horsewhip, dagger, 56GCs. necessary, refer to WFRP, p21.

Thug

: _ _ Glimbrin Oddsocks - Gnome Thief
M (WSIBS|[S |T W I |A x |LD {Int {Cl WP [Fel e e e — _ —
4 |51 )31 |4 |3 |8 |41 ]2 |31 |31 |31 |31 [31 |31 M WSIBS|S |T !W it |A DexiID lint [CI [wp Fel |
Skills: Street Fighting, Strike Mighty Blow, Strike to Stun. d(3ja)3 13 ([8 411 [41[3 |31 |31 ‘31 41
Possessions: Leather jack, sword, club. Skills: Concealment Urban, Pick Lock, Pick Pocket, Secret Language

- Thieves' Tongue, Secret Signs - Thieves, Silent Move Rural, Silent
Move Urban.

Possession: 2 daggers, lock picks, leather jack, sack, 150GCs in
jewellery (stolen), 25GCs in cash.

Dammenblatzs Agent - Bounty Hunter

(M {WS|BS{S |T |Wi1 |A Dex/ID [Int (Cl /WP [Fel
4 (41 |31 |3 |3 |8 [41 |1 [31 |31 [31 [31 |31 |31
Skills: Follow Trail, Shadowing, Silent Move Rural, Silent Move Urban.

Possessions: Dagger, 3 doses of Manbane blade venom, 6 doses of
Oxleaf.

e

ARM WRESTLING RULES

Since the PCs have the opportunity to try a bit of arm-wrestling in
this adventure, here is a simple set of rules.

Arm-wrestling is a feat of strength, so both characters make a
Strength test once per round. If one character succeeds gnd the other
fails, the successful character has won the match. If both succeed or
fail, neither has won, and the match proceeds to a second round.
Optionally, if both characters make successful Strength tests in a round,
they add the amount by which they made the test as a bonus in the
following round only.

M wsiBsis |T | wii|a

Skills and Possessions: As you feel appropriate. Graeme Davis IMustrated by Jamie Sims
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THE AFFAIR OF THE HIDDEN JEWEL

Adventure Summary

The PCs find posters advertising excellent rewards for
capturing brigands which direct them to the Crossed Lances
inn. There they meet Lauengram, agent of Count van
Drakensberg, and the Count himself. They are offered the
job of bringing back, dead or alive, the infamous villain
The Black Arrow (Annalisa Kessler). However, this requires
travel to the Castle of the Black Arrows, and the brigands
could be forewarned, since Lauengram is their agent and
rides over to warn them of the PCs imminent arrival.
Bombs, dodgy bridges, and desperadoes are just some of
the perils the PCs have to face!

Enemy Within Campaign Notes

This is best set in Death on the Reik, where there are two
options. First, the adventure can be set along the River Stir
well before the Narn flows into it. There is enough
unmapped territory in this area to allow you to place the
Castle of the Black Arrows to the north, and you can locate
the Crossed Lances and the toll bridge on a road parallel
to the Stir itself. The alternative is to place this entire setting
somewhere along the Altdorf to Middenheim road in Power
Bebind the Throne; this road is many scores of miles long,
and there is plenty of room for these locations.

Restless Dead Campaign Notes

The Crossed Lances is located on the Delberz-
Schoppendorf road on the Campaign Map. The Castle of
the Black Arrows is also shown, but the scale of the distance
is slightly truncated from the original adventure - otherwise
the castle would be improbably far into the Howling Hills,
a hideously dangerous and grim place indeed. Not even
the desperadoes in the Castle would be likely to live there!

The poster is best displayed at the Crossed Lances itself,
with a second nailed to a tree a mile east along the road,
so that the PCs can’t miss it. The first reaction of the PCs
to seeing the Count’s poster may be one of *'so what, we've
got other stuff to do”. Whether or not this is the case, Johann
will appear again and clap his hand to his brow (insofar
as an ethereal creature can do such a thing). ““The Black
Arrow! Of course! I was on the trail of the brigand!"". You
can now role-play one of those ‘‘win one for your poor
dead friend’’ scenes with a nice corny edge to it - this is
a rather corny adventure after all, and this is in keeping
with the atmosphere of it. The Affair of the Hidden Jewel
gives the PCs a last chance at having a little fun and
merriment (although they will have some fighting as well)
before the oppressive horror of The Ritual and The
Haunting Horror to come.

The scenario gives no rules for whether the PCs can catch
Lauengram on horseback without going over the Chasm
Bridge. Their chance of doing this is 50%, minus 2% per
minute they set off after Lauengram. So, if they started 10
minutes later, they have only a 30% chance of catching up
with him. If they do catch him, they will do so some way
along the road. That distance will be (100 - pursuit
chance)% of the way. For example, if the PCs set off 15
minutes late, they have a 20% chance of catching up. If
they do catch up with Lauengram, it will be 80% of the
way along the road to the Castle. The Campaign Map will

allow you to approximate where this is. If the PCs go over
the Chasm Bridge they will automatically apprehend
Lauengram unless they set off at least 30 minutes later than
he did.

Later, when the PCs are in the close vicinity of the Castle
of the Black Arrows, Johann's hand (from which small
gobbets of flesh are beginning to flake away by now) will
animate, emerge, and point towards Delberz - but now, of
course, Delberz is almost south-west as opposed to almost
due west before. It should be clear that Delberz is the
location the PCs seek after they have concluded their
business in the present adventure.

Finally, you should give Annalisa Kessler a magical weapon:
a Sword +5, +1 Damage is suggested here. The user of
this sword can claim a +5 bonus to WS when using this
weapon, and a hit from the weapon adds +1 to any Wounds
inflicted. A PC with Magical Sense will know this weapon
is magical if he or she touches it, and a Detect Magic spell
(see Arcane Mysteries later in this volume for new spell
details) will also reveal the item to be magical. Having a
magical weapon will be very important when the PCs come
to The Haunting Horror, and Annalisa - as the leader of
a bandit group - is a good candidate for possessing one!

An Additional Meeting

After this adventure has been concluded, you may consider
having the PCs meet someone they have seen before on
the road heading west: Ursula Kopfgeld, the Bounty Hunter
from the inn of the Three Feathers. She will be polite, a
little cool, but will ask the PCs if they are still looking for
Johann - she has a slight soft spot for him, they did once
work together after all. She has heard an odd story from
a bandit she found lying delirious and dying by the roadside
a few miles further along (his body will have been removed
by the time the PCs get to the place). The delirious fellow
rambled about ‘‘rat men’’ and claimed that a small group
of them were carrying a corpse along the road. They set
upon the bandit viciously, then suddenly ran off after their
leader towards Delberz, leaving the bandit for dead, and
taking the body with them. The bandit noticed that the
body was of someone who had died some time ago, had
one hand missing, and that there was a marked forearm
scar (just like Johann's, which is what made Ursula think
of him). The story puzzles Ursula, but it seems to her as
if Johann is dead, and she does not much fancy following
rat-men. Anyway, she has work which is taking her back
east, and cannot accompany the PCs, but wishes them well
before she leaves.

Johann'’s hand will animate and go through the routine of
pointing towards Delberz shortly after this. If anyone
mentions ‘‘rat men’" while the hand is animated, it will
suddenly break into a frenzied high-speed tatooing,
drumming out an angry rhythm with the fingers, sending
small fragments of decaying flesh in all directions - a
distasteful and disturbing sight. Then it will quieten down,
and become inert once more.

However, before the PCs get to find all this out, and close
in on the mystery in Delberz, they have to deal with the
adventure of the Black Arrows - one which is light-hearted
in tone but still dangerous!
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THE AFFAIR OF THE
HIDDEN JEWEL

A Melodrama with a Thick Plot by Lewis Page

The Affair of the Hidden Jewel can be played in a setting along
any long stretch of road running through the forests of the
Empire, although to make best use of the maps the northern
side of the road should be bare of major towns, important
villages, etc., for some 30 miles or so. It is best to run this
adventure when the player characters are travelling without
any element of time pressure forcing them onwards, since they
may well need to make a significant detour from their intended
route.

hEROES wanted

Wherever the PCs are, they should be looking for a job (or
probably looking for easy money, knowing most PCs, but that’s
just tough). And have we got a job for them! Intrigue, blood,
fear ... but we mustn't get ahead of ourselves.

The GM should arrange for the PCs to see the two notices given
below. They could come across them nailed to trees along the
road; they could find them at an adventurers’ notice-board
(such as the Deutz Elm at Nuln); or they could simply find
them blowing in the wind. The author’s preference is to have
a man stagger up to them and collapse, dead, revealing the
papers pinned to his back by a dagger - but how is immaterial.

The first notice reads as follows:

“Reward! Three hundred crowns to whoever can
bring the head of the dastardly brigand known as
the Black Arrow to His Grace the Count Amadeus
von Drakensberg. His Grace has means of
detecting substitutes.”

Any PC passing an Int check will remember that the Black
Arrows are a band of outlaws who have been plaguing the
countryside for some years; so called due to their habit of using
only black arrows. The Black Arrow is their leader. If the test
is passed by 20 or more (10 if the PC is noble) the PC will also
recall that Count von Drakensberg’s holdings are far from the
Arrows’ area of depredation.

The second notice is likewise interesting:

“Heroes Wanted to go on quest for Hidden
Treasure. Some danger, great reward. Contact
Wolfgang Kellermann at the Sign of the Crossed
Lances.

If the PCs are able to Gossip, they will discover that the Black
Arrows’ raids have been more frequent in that very region than
anywhere else.

at the sIGn of the CROSSED lances

If the PCs wish to go to the Crossed Lances inn (and they ought
to), they can get there easily enough by road. They should
have an eventful journey (you may care to throw in the odd
horde of Beastmen or Goblinoids if things get too quiet, but
no human reavers - the PCs may think that they are Arrows
and get sidetracked). They will most probably arrive in the
evening. Use the plan and notes at the end of the adventure
to describe the place to the PCs.

The bar, at this hour, will hold the usual mix of customers
for a coaching inn - travellers, coachmen and teamsters, a
Roadwarden or two, perhaps a gambler or a Raconteur, and
maybe a Pickpocket if you feel mean.

In addition, there are a bunch of hard-looking men-at-arms
seated in one corner. These are retainers of Count von
Drakensberg, who is staying here incognito: he will remain
in his room. The Gossip in the bar is that they are mercenaries
and the Count their captain.

WOLfGaNG and the BLUE flame

If the PCs ask the bar staff for Wolfgang Kellermann, they will
be told that he is the owner, and taken to his room. At their
knock, the door is opened by a lean, scarfaced man with a
drawn sword in his hand. He eyes them suspiciously and says,
“Well?”

If the PCs explain that they came about the job, a voice will
call from behind him. “All right, Lauengram, let them in - but
keep an eye on them.” The scarfaced man steps aside, revealing
a table placed in the centre of the room. Behind this are sitting
two men, one fat and bearded and the other muscular and
with an air of command - and 2 wooden peg where one foot
should be. The room’s shutters are closed and bolted.
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Lauengram shuts the door after the PCs and stands behind
them. Then the one-footed man speaks again. “I am Wolfgang
Kellermann,” he begins. “I have a job for you . But as you may
have guessed,” here he eyes the shutters and Lauengram, “I
would be most unhappy were the details of it to be made
public. Therefore I must insist upon the utmost secrecy.” He
pauses to let this sink in.

“The job involves finding and bringing to me a certain gem,
a diamond named the Blue Flame. This was stolen more than
twenty years ago and has not been seen since, but I have
information that would enable you to find it. I would pay you
200 crowns each for its recovery. Do you want the job?"

If the PCs say yes, and they should, he goes on. “Very well.
I will tell you how the stone may be found, but first a little
background is necessary.

“The man who stole the Blue Flame was a thief called Otto
Kessler - now deceased. He hid the jewel after the theft, and
supposedly never told anyone where. But Bruno here,” he
indicates the fat bearded man, “has cast some doubt on that
idea.

“Until recently, Bruno was chief Torturer to a certain Count
von Drakensberg, whose men recently captured one of Otto
Kessler’s oldest companions. Bruno interrogated him - but he
did not pass the information on to the good Count. And it
seems from what the wretch said that Otto Kessler had a
daughter called Annalisa, to whom he passed the location of
the Blue Flame. Nowadays she is better known as the Black
Arrow.

“And this is why Bruno came to me. Until this happened,”
Kellermann gestures toward his missing foot, “I led the band
now known as the Black Arrows. And so I know exactly where
their hideout is, and how it can be entered in secret.

“The place is an old castle, deep in the forest; nobody knows
of its existence except myself and the Black Arrows. But what
even they do not know is that there is a secret passage into
the keep from the outside which you, my friends, will use
to gain entry. Once inside you will find out from the Kessler
girl where the Blue Flame is - she probably keeps it somewhere
in the castle. You will then recover the jewel and bring it to
me here, when I will pay you.

“The castle lies thirty-five miles north of here. There is an old
stretch of road leading to it, which begins a few miles before
you get there. The entrance to the secret passage is in a hollow
oak a hundred yards from the gates, and it emerges on the
dungeons. You can have a room here tonight. I wish you every
chance of success.”

Unless the PCs have anything to say now, Lauengram shows
them to their room.

the plot thickens

What Kellermann doesn’t know is that Bruno did not defect
from his master. He was sent. Von Drakensberg in fact had all
the information from Otto Kessler’s erstwhile crony, including
the somewhat bizarre method that Otto used to pass on the
location of the Blue Flame. This was to tattoo it on his
daughter’s scalp when she was a baby, without telling her about
it later. He would just tell her to use her head when she asked
where it was.

Odd, yes? But fun!

We, of course, being GMs and thus omnipotent, know that
where old Kessler actually hid the jewel was in the cellar of
the Crossed Lances. But nobody else does, at least not yet.

The ex-crony also knew that Annalisa was the Black Arrow,
and even that Kellermann was the man she had replaced after
his injury. But he knew nothing of how she might be found.

So the Count had a problem. He didn’t know where the Black
Arrow was, or how to catch her. He tried posting a bounty
(thus the notice the PCs saw - attached to one of the bounty
hunters). So he decided to let Kellermann believe that she had
the location of the gem - he was sure to come up with
something.

Bruno reports to the Count soon after the PCs leave the room.
The wily Count, perhaps a bit too fond of a cunning scheme
for his own good, decides to let the PCs go ahead. When they
find that Annalisa doesn’t have the faintest where the gem is,
they’ll decide to make the best of a bad job and bring the head
to him to get the bounty. However, it might be a good idea
to remind them about that bounty ...

The Count Steps In

An hour or so after their interview with Kellermann, the PCs
are approached by one of the “mercenaries,” who says that
his master would like 2 word with them in his room. Assuming
they agree, he takes them up.

In the Count’s room, another four men-at-arms are positioned
round the walls, while the Count leans agianst the front of
his table.

He looks the PCs over coolly, and then speaks. “Permit me
to introduce myself,” he says, bowing with a flourish. “I am
Count Amadeus von Drakensberg; I'm travelling incognito,
but I'm sure you won’t abuse my confidence.” He smiles
winningly.

“The reason I asked you all up here,” he goes on, “was that
you look like a capable crew, and I thought I'd aquaint you
with an opportunity to make some money. There's an outlaw
band in this area known as the Black Arrows, and their leader,
rather unoriginally I thought, is known as the Black Arrow.
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“I am offering a bounty of three hundred crowns for this
person, but if you people undertake the job, it is raised to five.
I want his head on a silver platter. In fact,” he snaps his fingers
and one of his men passes him a small silver platter, “I'll even
provide the platter.” He tosses it to one of the PCs. “Just
remember,” his voice turns cold and hard and he stands. “Bring
me the head of the Black Arrow!”

Dramatic, huh? Anyway, with that the interview is over and
the men-at-arms show the PCs out. (The platter is solid silver
and worth 50 GCs, with encumbrance 15).

The Plot Becomes Unpleasantly Sticky

What even wily von Drakensberg doesn’t know is that the
Black Arrows also have an agent on the scene - none other
than the scarfaced and suspicious Kaspar Lauengram,
Kellermann's bodyguard/bouncer.

After Kellermann lost his foot in a fight with the Roadwardens
and Annalisa took over, he (Kellermann) obviously could not
continue with the band. So he bought the Crossed Lances and
settled down.

But Annalisa and the Arrows knew that he knew where their
hideout was; and although he'd sworn never to reveal it, they
didn’t feel happy staying there unless they could keep an eye
on him. They sent Lauengram to infiltrate himself into
Kellermann's household and act as their watchdog, as well
asa general spy to inform them of coach timings and so forth.

Lauengram, having heard Kellermann’s briefing of the PCs,
has decided to report to the Arrows as soon as possible - he
will leave two hours before sunrise. He has also decided to
see if he can’t eliminate the PCs first, or at least slow them
down.

things that Go kasooomm!!
In The night

Very early next morning, Lauengram will bring his horse from
the stables and leave it at the front of the inn. He will then
climb onto the roof and scramble up to the chimney of the
PCs’ room to which he will tie a rope. He will then drop a
litbomb down the chimney, with a cry of “Ha ha, my friends,
your time has come!”

After this he will abseil down the rope onto his horse and gallop
off. Note that the GM should alter this plan if for some reason
the PCs have a fire burning.

The shout is a Loud noise and thus has a base 80% chance
to awaken each sleeping PC. If Lauengram misses his Hit roll
use the normal rules for missed bombs, but if the die roll
indicates that the bomb moves through the wall it remains
in the fireplace. The bomb is fused to go off 1 round from
when it hits the fireplace.

The PCs are likely to be in a state of confusion, but even if
the room is completely dark they will be able to see the bomb
due to its sputtering fuse. It will require an Initiative test for
a PC to reach the bomb before it goes off (+ 10 if the PC was
not asleep); what the PC does then is up to her or him. Pinching
the fuse out will require a test against Dex +20; throwing
its is handled as though the PC had Bomb skill but with a -20
to BS unless the PC does have that skill. Ignore misfires; if
that didn’t occur when Lauengram rolled, it won't now.

If the bomb goes off and blows up the PCs, remember that
use of a Fate Point allows a PC to escape unharmed. If all the
PCs within the blast radius use Fate Points, the bomb doesn’t
go off; otherwise such PCs will stand up amid the wreckage
after the explosion and dust themselves off, unharmed, or find
themselves draped over the inn sign, equally unscathed.

The inn will be somewhat dented if the bomb goes off inside.
The place should not burn down, however; the main effect
will be the wrecking of the room the PCs were in.

ThE PURSUERS?

One way or another, the PCs will now be headed for the Black
Arrows’ castle. They may well be pursuing Lauengram,
particularly if they have Follow Trail skill or were quick off
the mark. If they are close behind him, or if they checked who
had left the inn, they may know who he is. Lauengram will
not expect pursuers unless the bomb failed to go off; in that
case he will be alert. He will hurl bombs freely to hinder
followers.

The woods through which the PCs will be travelling count
as Difficult Ground for mounted travellers but not for those
on foot (though there are Obstacles if such folk Run). They
are impassable to wheeled traffic. They also give soft cover
to missile-fire targets at nearly any range, and sometimes hard
cover (as when hiding behind tree trunks).

Thirty miles north of the inn a great chasm crosses the PCs’
route, carved by the river flowing along its bottom. It is 50
yards deep and 12 yards wide, and bridged by a very old single-
arched stone bridge built by who knows whom. An old, paved
road leads from here to the Castle.

The bridge will take the weight of up to three characters afoot,
but has a 50% chance to collapse each time that heavier
weights (such as a horse and rider) are placed upon it. It will
take 1 round to do so, and so those who went across at speed,
or passed Initiative tests when it began to crumble, get off
it in time. Note that there is sufficient room for a run-up to
attempt Leaping the chasm on horseback.

It is possible to go around the chasm to either side, travelling
an extra 6 miles. Lauengram will do this unless the PCs are
hot on his trail, in which case he will gallop his horse over
the bridge, dropping a bomb as he goes. This will destroy the
Bridge unless the bomb misfires.

i "

}hi
ol




ﬁ THE AFFAIR OF THE HIDDEN JEWEL
at the castle

Whether the PCs catch Lauengram or not, they will eventually
wind up at the castle. They will presumably try to enter the
place in order to speak to Annalisa Kessler, but their success
will depend a good deal on what has already happened.

If Lauengram reached the castle before them, he will have
warned the Arrows about the secret passage, and they will
have discovered the exit and set up an ambush in the dungeons.
If the PCs found out that the bomber was Lauengram, however,
they will hopefully not be silly enough to use the passage. What
happens will depend on what they do do. If they get caught,
they will probably be seized by the outlaws. If not, they will
probably seize Annalisa. In either case Annalisa should reveal
to them that she doesn’t know where the Blue Flame is; all
?er father would say was that if she used her head she could
ind it.

The PCs will eventually be flung into the dungeons if captured,
pending a decision by the outlaws about what to do with them;
if they seem to be stuck here (although most parties will be
resourceful enough to escape somehow) the outlaws’ captive
halfling cook, Sleeves, will free them. As he will have to tell
the guards that the Arrow wishes to speak to them when she
doesn’t, the alarm will soon be raised. Furthermore, the GM
may care to reduce the PCs’ EP awards if this becomes
necessary.

The Pursued?

Presumably the PCs will eventually leave the castle and make
for the inn. They may have discovered where the Blue Flame
lies, they may be bringing the Arrow’s head to von
Drakensberg, or they may simply be running away. The Black
Arrows pursue if necessary, but give up the chase a few miles
from the inn, if they are still with the PCs by then.

SO, Count, WE MEET again

Back at the inn however, things have been going on. Count
von Drakensberg decided that Kellermann's usefulness is at
an end, and had him killed by Bruno, who then departed. The
inn staff are as yet unaware of the murder. The Count is now
waiting for the PCs to arrive. Unless they come stealthily, he
will know of their arrival and be watching them.

If they come to his room, with a head for him, he will ask
them to wait outside while he checks it. A brief shave, and
if the head has directions tattooed on it, he lets them in, pays
them and sends them on their way.

However, if the PCs go to Kellermann’s room they find the
door unlocked and the occupier lying dead on the floor.
Moments later, the Count, along with his men-at-arms, will
come on the scene.

The Counts and his boys will also appear dramatically if the
PCs go to get the gem without being suitably circumspect,
stepping out of the shadows with appropriate comments just
as the PCs unearth their prize.

WRAPPING Up
Award the following experience points to the PCs:

20 points for any PC stopping the bomb going off;

20 points each for stopping Lauengram reaching the Castle;
40 points each for capturing Annalisa;

20 points each for discovering the location of the Blue Flame;
20 points each for getting the bounty from the Count;
20-40 points per PC for good role-playing.

Treat these awards as maximums. If the PCs are captured by
the bandits and have to be released, EP awards should be
reduced by around 25%.

Note: If the PCs manage to get their paws on the Blue Flame,
you might decide to make a further EP award, since this is
no easy task. Its value is some 400 Gold Crowns per surviving
PC, but they will probably get no more than a third of this,
since the item is ‘hot’ and will have to be fenced. Even finding
a fence ready to buy the item could be an adventure in itself.
In short, the PCs really are better off just telling the Count
where the thing is and collecting their bounty.

the castle of the BlACK ARROWS

The Black Arrows’ castle stands in a roughly circular clearing
approximately 100 yards across. This entire clearing is visible
to the outlaw lookouts during the day and on moonlit nights.
A road runs straight out from the gates.

One hundred yards from the castle by the east side of the road
stands a hollow oak whose trunk is a shaft leading to the secret
tunnel into the castle (see No 4 below). Standard doors (as
shown on the map of the castle) have Toughness 5, Damage
12 and (if locked) Lock Rating 20. Non-standard doors have
Toughness 8, Damage 22 and are always bolted. Walls are solid
stone. The chandeliers marked on the map are wagon-wheel
type affairs each mounting 15 or so candles, which cast light
as a Torch. There are 5 yards between floors.
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1 THE GATEHOUSE

This area of the castle is devoted to the security of the main
gates. Two guardrooms flank the main gates, and each holds
2 outlaw guards. The room above the gates contains the winch
controlling the portcullis (which is normally raised but can
be lowered with a crash from here), as well as a murder hole
(a trapdoor) useful for dropping things into the space between
the first and second gates. On the nearby table D8 Incendiaries
are placed ready.

2 THE STABLES

Each of these rooms is furnished with 6 horseboxes, and a
loft above holding a good supply of fodder. Normally each
stable holds 4 Riding horses which are occasionally used by
the outlaws. Lauengram’s horse will be here as well if he has
arnved. Also kept here are saddles, bridles etc.

3 THE KITCHEN AREA

The three rooms in this section of the castle are the pantry,
kitchen and well. The pantry and the well are just what they
seem (the pantry holds 10 Iron Rations among its stores; the
well is 30 yards deep). In the kitchen there are numerous
Knives and several Hand Weapons (cleavers and such), as well
as Sleeves, the outlaws’ captive halfling cook. He sleeps on
the floor.

4 THE DUNGEONS

This room is equipped with six barred cells (bending the bars
is 2 -20 Strength feat, and the locks are Value 30) into which
our heroes may well be thrown, bound hand and foot and
disarmed. If this happens they will have two outlaw guards
sitting at the table outside the cells; otherwise the place is
unoccupied, except for a hungry Carnivorous Snapper. This
lives in an 8’ deep pit set in the floor, with a hinged grating
over it (the grating's bolt is accessible to a character in the pit,
and it is easily lifted). One of the 2’ x 2’ flagstones of the pit's
floor can be pushed/lifted up, to reveal the Secret Tunnel
beneath.

Carnivorous Snapper

5 THE STAIRCASES

These are regular staircases, except for one thing; they have
red stair-carpets on them.

Swashbucklers may wish to pull the carpets in order to upset
enemies who are on them,; this requires a check against twice
the character’s Strength, minus 10 per person on the rug. All
those on the rug must then check against Initiative or be felled
and only able to parry for D4 rounds.

6 DORMITORIES

These long barrack rooms each hold six beds, distributed
among which will be found 12 sleeping outlaws, weapons and
equipment lying ready to hand.

7 THE GREAT HALL

This vast chamber, lit by a roaring blaze, wall torches and
chandeliers, will typically contain 12 off-duty outlaws,
revelling round the long table. Two of those may be posted
to guard the PCs in their dungeon. The room’s pillars and
gallery create useful shadows.

8 WATCH TURRETS

Manned by archers in the event of an attack, normally most
of these small, arrow-slitted towers are empty. The upper four,
however, always contain solitary outlaw lookouts.

9 THE ARROW'S TOWER

Accessible from the Hall (No 7), this tower is ascended by
clockwise spiral stairs (an extra -10 to WS for right-handed
fighters battling someone higher up the stairs than they; ditto
for left-handers fighting down). Two guards are posted at the
bottom of these stairs. The locked room at the top is the
residence of Annalisa Kessler, the Black Arrow. It holds a
double bed with a feather mattress (x2 cost and encumbrance)
and a table. Under the table is a chest holding the equivalent
treasure of a Large Hoarding Monster (see WFRP page 110).
"The chest is locked (same lock as the doors) and weighs 600
enc. An interesting feature of the room is the curtained-off
shaft down which runs a slope which supports the central
chandelier in the Great Hall (No 7). Annalisa may slide down
the rope if she needs to escape.

10 THE BATTLEMENT PATROLS

The areas of battlement indicated are patrolled each be a single
outlaw following the dotted line. The guards take 1 turn and
1 round to complete 1 circuit.
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LAUENGRAM The Single Agent
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noN-player CharACTERS
fOR The affaIr
ANNALISA KESSLER The Black Arrow
| M (WSIBS| S | Ti{W |1 |A Id |Int| Cl WP/ Fel

4 [46/66] 3 |3 |8 [57]| 2 ]26]52/40]40]35] 42

Skills: As Black Arrow outlaw below, plus: Follow Trail,
Marksmanship

Trappings: Leather Jerkin, Black Hood, Sword, Knife, Normal
Bow and Quiver (20 Black Arrows)

Annalisa can be run a number of ways. She might simply be
another enemy - an Outlaw Chief pure and simple. She might
be a Robin Hood type, fond of a laugh and an intriguing
situation. She might fall in love with one of the PCs with or
without effort on the PC's part.

BRUNO The Double Agent

Bruno does not interact much with the PCs and so his stats
are not given; run yourself up a quick Torturer if you feel the
need. He is best played as a dour, taciturn type.

COUNT VON DRAKENSBERG The Rakish Villain

| M | s|T I L@.u;m Cl [WP/|Fel"
4 165[25]1 313 [10[54]21[39(66[57/59]37]50

Skills: Blather, Charm, Etiquette, Read/Write, Evaluate, Luck,
Ride, Disarm, Dodge blow, Specialist Weapon - Rapier

Trappings: Best quality clothes, Rapier, Knife (hidden), 200
GCs

The Count is a character everyone knows; smooth, suave, with
a sinister rakish elegance. He is as swift and deadly as the rapier
at his side. Run him as a Basil Rathbone type arch-villain.

27 |1 26
Skills: As Black Arrow Outlaw (see below) plus:
Specialist Weapon - Bomb, Flee!, Read/Write, Silent Move
Urban
Trappings: 2D4 Bombs, Tinder Box, 10 yd Rope, Large Black
Cloak, Dagger (under cloak), Black Mask, Tall and wide-
brimmed Black Hat

Lauengram should be viewed as a kind of crazed Guy Fawkes.
He is given to prowling, suspicious stares, evil chuckles,
lurking, and best of all, sputtering bombs. During the night
before he bombs the PCs you may like to have him indulge
the former tendencies, perhaps when they visit the Count.
There may be chances for him later at the castle, as well.

THE MEN AT ARMS The Count’s Spear-Carriers

M (WSIBS|S |T|WIiI|A 1d | Cl {WP| Fel
412502503 |13 ]4({30]1[29(29[29/29]29]29
Skills: Dodge Blow, Strike Mighty Blow

Trappings: Mail shirt, Helmet, Shield, Spear, Sword

These boys, too, are well known. They are the chaps who
materialise in droves when the Count snaps his fingers at
opportune moments, and are cut down by the heroic PCs,
while their master heaps scorn upon them.

Unsurprisingly (for they seem to have divined their lot in life
somehow) they are a surly lot. It is suggested that the Count
have 12 of these men with him. (Such fellows traditionally
have weight of numbers).

THE BLACK ARROWS Outlaws

M |WSIBS|S | T|W|I1/|A 1d |Int| Cl |WP |Fel"
4 13335/ 3 [3 (830 1]29[29[29]2929]29

Skills: Concealment Rural, Dodge blow, Scale Sheer Surface,
Silent Move Rural, Stike Mighty Blow, Strike to Stun, Ride.

Trappings: Leather Jack, Black Mask, Hand Weapon, Normal
Bow and Quiver (3D6 Black Arrows).

The way these characters are to be played will depend upon
the way in which Annalisa is. They may be Merry Men, they
may be a wild and savage crew of cutthroats, or they may be
ice-cool professionals. In any case, they are not pushovers.
If the PCs are outnumbered by them, they will probably try
to stun the PCs, not kill.

SLEEVES The Captured Halfling Servant

M|WSIBS|S |T | W|I|A Dexild|Int|{Cl
31271321213 |7 /43[1({29]24[30]30

Skills: Dodge Blow, Cook, Etiquette
Trappings: Depending upon circumstances.

With Sleeves, the GM has a number of paths open to him. He
may not, of course, come into the adventure at all. He may
be an impeccably-polished butler, a chef who has spent many
years abroad (and aquired an entertaining accent) or any
character the GM feels is called for. He will be at his best if
played for comic relief.

WP |Fel"
43 | 43

WOLFGANG KELLERMANN The Man With A Past '
Kessler should not interact too much with the PCs so his stats
are not given. He is basically a source of information, plotwise,
but as regards character he is probably best done as a brooding,
angry sort o' chap.

The astute reader of this section will have noted that all the
characters are stereotypes. Well, so what? This is a me