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Background
A Traveller From Saphery

A High Elf Mage Lord is travelling from Saphery to the Lustrian coastline. There are a number of rare plants that he requires for various studies or to gather for his fellow mages but his primary objective is to acquire a living specimen of a Coatl. Through various researches, he has learned of two Pygmy tribes near the mountains outside of Port Heldenhammer. They have an unusual trait in that they each have only one Witch Doctor instead of the usual two. This is because each tribe is aligned to the pygmy deity of either Beesbok or Brobat, and somehow they are kept in peace by their joint worship of a Coatl that dwells in a cave between their tribes and creates this strange balance. This is the easiest and most assured way to acquire what he wants but he has no wish to stomp through the jungles to get it.


Lord Bathryll is coming to Port Heldenhammer to hire a group of locals to gather the plants and if they prove they have the rudimentary intellect to handle this task, he will offer them the true quest.


Bathryll has no idea that the Coatl is the neutral mediator who teaches the Witch Doctors and guides the tribes, maintaining peace and ensuring prosperity with its wisdom.

The Mediator and Saviour

The Coatl realised some time ago that the glory of the Slann was ending because of the machinations of humans and Skaven and it knew that the protection of those who held it sacred was going to become limited and then vanish. It has been hunted several times by those seeking the power of its feathers so it sought a refuge.


It came across two pygmy tribes that had suffered some sort of spiritual schism, splitting them into factions devoted to only one side of what was once two. The embracing of these mentalities had brought them each to the brink of extinction as it has all tribes who suffered this quirk. Its power and abilities of mediation guided them, and allowed them to co-exist, prosper, and devote themselves to the strictures of their chosen deity.

Part 1: A New Arrival

A sleek ship of white wood and silver with strange flickering runic symbols cruises calmly into port. It moves swiftly but has no sail and no oarsmen. Standing like sentinels on deck are a number of armoured forms. They are clad in elegant gleaming scale and plate, and each of the High Elf warriors wears a tall helm with a pale mane of hair spilling from the summit. Each of them grimly holds a gloriously crafted greatsword in their gauntletted fists.


The vessel moors itself on the riverbank and a platform extends from the side to reach the grass. A High Elf in flowing pale robes that are embroidered with many intricate and eldritch sigils saunters forth with four of the warriors around him. He marches straight into the middle of the port and speaks with a soft but powerful voice.


‘I am Mage Lord Bathryll. I have come from Ulthuan and I seek a small and competent group to enter the jungle and retrieve for me certain specimens that I require for my own purposes.’

No one else wants to work for the uncertain goals of a High Elf and there are no rivals for the job. If the party do not accept, he turns, boards his ship, and heads for another settlement to seek recruits.


If the party come over and accept, he will ask them as to what passes for decent accommodation in this ‘port’. Because the only place is the Magnus and Dragon, he expresses his wish to relocate there to talk in private and shade. He brusquely demands the best three rooms they have, drops a purse of gold on the counter, and is quickly shown up.


Once they are inside, he offers seats and then tells them what he wants.

 ‘I have travelled far to seek certain specific species of flora (that would be plants if you were wondering) that are indigenous to this area of coastline. I have presented an image of them along with pertinent details that I have done my best to translate into your simpler language. Everything you need to assist you in finding them is on these parchments. You can read, can you not?’

If they affirm this, he presents handouts 1 to 6 and a backpack containing the necessary equipment. If they lack the skill, he sighs and explains somewhat slowly what each of the handouts say and how each needs to be gathered. He will them quiz them several times to ensure that the information has actually sunk in. Bathryll needs specific items and if the party cannot even read their own language, then he must make sure that their brains can hold accurate details.

‘You will need to head deep into the jungle to stand any chance of finding them. I will be here to accept what you find, and if you manage to acquit yourselves and actually prove competent I have another more pressing task that carries great rewards.’

Equipment: A slightly slick canvas bag with a drawstring top (enc: 5). A wooden box (enc: 20). Twenty leather satchels (enc: 1 each). Sack (enc: 5) and a saw (enc: 10). Leather bag with netting interior (enc: 10), small shovel (enc: 15), two leather bags (enc: 5 each).

Payment: Bathryll seems almost surprised when this subject is broached. He is used to having everything done eagerly by others and he has grown accustomed to it that way. Recalling that he had made such provisions already, he has one of his guards produce a box. He lifts the lid and within it are six phials.


‘Those of your profession often find yourselves in mortal jeopardy where you cannot afford to be slowed or enfeebled by injury and do not have the luxury of time or hedge wizardry to heal yourselves. These potions will be worth more than gold in such circumstances and can restore the full measure of vitality to a mortal being even if they are on the very verge of death.’

If they want hard currency, he offers another derisive tut and a two purses full of gold instead.

The potions: They are standard healing potions.

20 x Swordmasters of Hoeth

High Elf Warrior

Utterly fanatic warriors who will give their lives without hesitation to protect their charge.
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Skills: Acrobatics, Disarm x 3 (-30 on the Dex test to resist their disarm, and even if the target has disarm, a Dex test is still required to resist), Dodge blow, Excellent vision, Lightning reflexes, Nightvision: 30 yards, Specialist weapon – fist, two handed, Street fighter, Strike mighty blow, Strike to injure, Strike to stun, Weapon mastery – two handed sword (no I penalty, cannot be disarmed), Wrestling.

Possessions: Sleeved mail coat, coif, helm, breastplate, backplate, plate legs, gauntlets, greatsword (ultra sharp and superbly balanced, +5 WS, +3 D).

Bathryll

High Elf Mage Lord

Persona: He has studied for decades and is a master of many things. Even the best human scholars seem a little backward to him and he sometimes lets this arrogance slip through. He will apologise for causing any offence, but this is done out of pity rather than genuine regret. He is dedicated to learning and the furthering of sorcery to protect the High Elves.
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Age: 96





Alignment: Neutral



Skills: Arcane language: Elf, Magick, Necromantic, Astronomy, Cast spells: Petty, Battle level 1 – 4, High magic level 4, 5, Chemistry, Daemon lore, Evaluate, Herb lore, History, Heraldry, Identify magical artefact, Identify undead, Magical awareness, Magic sense, Manufacture magical items, Manufacture potions, Manufacture scrolls, Mediation, Metallurgy, Public speaking, Read/write, Ride, Rune lore, Secret language: Classical, Scroll lore, Speak additional language: Reikspeil, Breton, Theology.

Magic Points: 62

Petty
Curse, Glowing light, Open, Produce small animal, Protection from rain, Remove curse, Sleep, Sounds.

Battle
Level 1: Cure light injury, Detect magic, Enthuse, Enfeeble, Flight, Hammerhand, Strength of combat, Wind blast.

Level 2: Aura of protection, Lightning bolt, Rally, Zone of sanctuary, Zone of Steadfastness.

Level 3: Animate sword, Cloak of darkness, Curse of arrow attraction, Dispel magic.

Level 4: Aura of invulnerability, Cure Severe Wound, Blast, Reverse spell, Stand still, Strength of Mind, Zone of missile protection.

Amethyst
Level 4:

Iyrutu’s Embrace (8 MP’s, allows him 1 auto hit in hand to hand, +d6 S, ignores non-magic armour).

Wild Kin of Zandox (10 MP’s, 3d6 rounds, WS: 50, S: 5, 3 x attacks by shadow hounds on any enemy within 4 yards).

Level 5:

Caress of Laniph (18 MP’s, 48 yds, 1 target, 2d6 S: 6 hits ignoring armour).

Amaranth (12 MP’s, 12 yds, 2d6 turns, x2 toughness, max of 10).

Fate of Bjuna (15 MP’s, 48 yds, one target or group, magic test or 2d6 hits at their own strength).

Possessions: Robe of toughness +3, Energy ring: 5 MP’s, Amulet of thrice blessed copper.
The Pahna’hee’twthwa

The Elven ship is enchanted so that it uses elemental forces to propel itself on the water. It is about the same size as a medium riverboat.

M: 5, T: 6, D: 60.

Part 2: Herb Hunting

The party must have travelled at least ten miles from the port or settlements to allow the environment to be untouched enough for these rare species to have a chance to prosper.


By looking around for 10d10 turns modified by the plants time modifier, a character is allowed a test to locate the plant. A test is required on the average of Initiative and Intelligence is required, +5 ranger, +25 for herb lore, +40 for identify plant, and further modified for the species itself. Success locates the listed number of plants.

Purple Tethronitate (x20 time, +10 locate, enc: 50)

Success locates one of these rare plants in the sunlight and it will be 6” + d12” tall. It must be carried and protected from damage while travelling.

Denith Root (x7 time, -5 locate, enc: 10).

Success locates a patch of 3d4 roots in the shade of ferns. Each will have a crop of 2d4 nodules of the correct size. A Dex test +30 (+20 herb lore, +25 manufacture drugs: herbal) is required to remove each from the root without bursting it. Once they are in the box and cushioned with the soil they are quite safe from further damage.

Lily Blossom (x25 time, +10 locate, enc: 2 each)

Success locates d10 blossoms in areas of weeds and each of them will have d4 + 6 blooms of the correct size.

Chuzwazzah (x5 time, +5 locate, enc: 110 with the section of branch)

Success locates one that is 1’ + 4d6” long.

Trumpet Weed (x10 time, -10 locate, enc: 5 each)

Success locates a patch with d10 x 6 weeds of the correct height.

Serpent Root (x20 time, -10 locate, enc: 15)

Success locates one and an initiative test is required to get the bag over the plant and not let any spores escape. If this test is failed, some were inhaled by those around it. The character must make a poison test against one dose of deleriant that will make them drowsy if they fail. However, a character that suffers this exposure and fails the test will now have +5% on all magic tests. The effect is not cumulative with further exposure.

Returning to Port Heldenhammer: The party can either return each time and drop off what they find, or stay out there and locate the lot before heading back. Bathryll remains in the Inn and accepts each correct find with ebullience before calling for new equipment from the boat so he can start research and experimentation right away. The room in the Inn starts to become more of an eerie sorcerous laboratory with each plant they bring back.

Part 3: Catch The Coatl

The party have successfully completed the first stage of their assignment. Bathryll has all the plants and is absolutely ecstatic. He hands over the box and he asks if they are up for more.

‘I am very, very pleased with your efforts. The secrets locked within these species are more than I could have possibly hoped for. It will advance my researches and projects ten fold. All I need now is one final thing. Are you still in the market to offer your services?’

The party can quit now with the potions/pay, or they can listen to his offer. If they leave, he thanks them again, gives them a fifty gold crown tip for sterling work, and heads off to another port to locate those who will successfully capture the Coatl.

‘I don’t know how much you know about the indigenous races of this land but there are those called Pygmies. They are a strange race that only worship two deities. Brobat is a devious entity of subterfuge, and personifies their darker traits. Beesbok is their more jovial deity, a being of amusement and leisure. Now, most tribes have two Witch Doctors who each worship one of these entities and for some reason they do not even acknowledge the others existence. But, I have found tales of a unified pair of tribes in this area of coastline and they have a unique permutation in their structure. One entire tribe is devoted to the dark deity, and the other is utterly loyal to the more benevolent deity with one Witch Doctor presiding over them. They live on either side of a small swamp at the base of the mountains and this odd balance is caused by a creature that lurks in a cave and is sacred to them. It is some sort of flying snake called a Coatl, and by feeding it, and protecting it, peace is maintained. Now, the matters of two insignificant tribes of primitives mean nothing compared to the vaulted rewards that can be reaped if half the possibilities associated with the capture and analysis of a live specimen of this particular genus are true. So, I want you to capture it, and bring it back to me alive. I will need a few days to properly prepare these plant specimens for travel, giving you a period to rest and recuperate.’

Payment: He will buy a large riverboat and stock it for the voyage with sixty days worth of provisions and twenty wounds worth of materials in case of damage. If they really need one, he will hire a local sailor to pilot the ship for them. Once they have successfully completed their task, they get to keep it. If they fail, he will sell it back to the shipyard and give the party the five hundred gold crowns resale value for it.


A live Coatl will also earn them another box with two potions of strength and two potions of toughness in them.

Equipment: On board his ship he has an enchanted metal box. It has an encumbrance of eight hundred and anything locked within it will be placed into a magical form of stasis. It will not harm the beast, merely keep it frozen in time until he has adequate facilities to contain and look after it.

Additional Information

Where is it?: Somewhere between the two tribes. Handout 7 provides direction to get there. They should either search for it, enquire where it is, or use surveillance, because the Witch Doctors or people who feed it must head there on at least some sort of regular basis.

Why do you want it?: The plants are vital to a project he is working on involving the ability to disrupt and destroy chaotic power, including that loathsome material Warpstone that so many fell beasts exploit for evil. The creature is highly magical but is not aligned to any specific branch of magic. It’s very neutrality in the spectrum of the Winds of Magic mean that it might provide the key to everything that he and his team in Saphery are trying to do.


This is fairly true. Lord Bathryll and several other Mages are researching into the ability to harness Dark magic and to increase their own energies. If they are able to use Dark magic, even on a rudimentary level, they can either find its weaknesses or the means to counter its more virulent applications, or harness it against their ancient enemies the Dark Elves.


The innate powers and vast magical reserves of a Coatl may also allow them to learn the means to mimic that power and thus allow High Elf Mages the ability to utilise unlimited magic points and to cast safely without ingredients. 


The potions the party have earned will obviously assist them in reaching and retrieving the beast. Having them work for him and then use their pay to negate the need for him to give them the potions anyway was his intention from the start.

The Language Barrier

There are two options regarding the problem of communicating with the tribes if they do not have access to someone with gift of tongues and do not intend a smash and grab raid.


They can try to hire someone in the village to come with them, in which case, there is a translator who is often found drinking in Lustrian Joe’s. He spent time amongst the pygmies after having been employed by an anthropologist who was studying them. He picked up their language and some of their culture.


The other alternative is to have the same character still present in the tribe of Beesbok when they arrive. The anthropologist succumbed to fever and died and when the others left, the Brobat tribe killed them. To his horror, some of their tortured bodies were dumped in the village to be eaten by the people they had been studying. He is now terrified to leave because otherwise the Brobat will torture and butcher him before he gets clear of their territory. He does not know where the Coatl is and is afraid to ask lest he banished for prying to deep into the tribes affairs. He is trying to survive on vegetation and the odd animal that the Brobat bring in but he knows that in order to keep on living he must inevitably turn to cannibalism, or help the party when they arrive so that they will take him with them before this happens.

Diel Klieter

Appearance: A short tanned man with cropped brown hair and dark green eyes. He wears loose pale clothing and has a machete at his side.

Background: A fairly dim student who spent some time studying in Bretonnia in the hopes of finding something he was good at. He became interested in anthropology but when he involved himself in Lustria, he found that he had a talent for the native tongues there and for the ways of the jungle that he swiftly picked up from others.
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Age: 28



Alignment: Neutral

Skills: Concealment: jungle, Cook, Consume alcohol, Dodge blow, Excellent vision, Identify plant, Scale sheer surface, Speak additional language: Breton, Pygmy.

Trappings: Machete, purse 28 GC 44/- 10d.

A Little Breather

It will take Bathryll a few days to sort out the plants and then another day or two to get the boat and have it loaded up. In the meantime the party can do as they wish, sell their loot and what not.


Gunner Meinhardt is about town because he has been at a loose end since Holst has immersed himself in his tablets. He has been passing some of the time looking around, he got a tribal tattoo on the side of his head, and he has been enjoying some duels and other friendly bouts with Geschenk from Happy Mary’s. He will invite the party for a drink to ask what they have been up to, and what the Elf wants.


Holst is getting excited because he may have the location of another ruin, one that seems to refer to a different race that he has yet to figure out the identity of. The connection between the Slann and this new species might be really important so another expedition might be coming soon.

Part 4: Journey to the Land of the Two Tribes

It is around 480 miles to the swamplands, which will take about seventeen days to cover depending on weather and sailing skills. When they reach the border of the swamp they will see…

The river seems to creep into the jungle up ahead and silvery pools can be spied amongst the sodden undergrowth that swiftly becomes dark and laced with twisted vines and ragged tufts on uncertain growth. A steaming mist crawls through the scene and the croak and chirp of swamp life replaces the normal jungle sounds.


Hanging from the gnarled trees that drape their branches into the river are numerous strange fruits. They are dark and withered and as the boat draws closer, you see that they are actually small and distorted heads that hang by a short mane of hair. Their eyes, nose, and lips are stitched shut, as is the stump of their neck. They have been daubed with strange sigils and runes and release a pungent, acrid stench.

If they acquire one, heal wounds or surgery will reveal that the head was once almost normal sized but has somehow been shrunk down and then stitched shut.


Because the Brobat have no missile weapons they do not bother with the river. However, during the journey they will hear occasional distant squealing and screaming as the Brobat torture an unfortunate captive.


Should they move by land to the villages, there is a 15% chance per hour, day and night, of encountering Brobat prowling and seeking foes to subdue and torture to death or if the foe prove too hardy they will seek to kill them.

D100
Brobat type

01-05
1 x Scout

06-15
d8 x Impis

16-40
d4+4 x Warriors

41-00
d8 x Braves

The Land of the Two Tribes

There is a six-mile stretch of swamp directly between the two tribal villages but west of this, the land is open grasslands and hills that rise toward the mountain range. Near the base of the mountains, some fifteen miles west from the villages is the lair of the Coatl and due to the lack of visitors and because the beast is self-sufficient, there are no trails to follow to locate it. The entrance is small, discreet, and lodged amongst the lower peaks so finding it will take a long and protracted search.

Part 5: The Tribe of Brobat

The tribe that have devoted themselves to the worship of Brobat have become a representation of all that the deity stands for. At first, this was merely devious behaviour and a dedication to subterfuge in all its forms. They shed conscience and moral restraint, they craved power and used any means to get it. They went to elaborate means to protect themselves from those around them and the chaos and viciousness that possessed the tribe almost resulted in their eradication.


The Coatl has guided their malevolence into new avenues and they have become a dark and savage warrior breed who prowl the jungles hunting other pygmies whom they torture, mutilate, and finally devour alive in sadistic and insane ceremonies. The jungles and mountains all around the swamps have become a zone where all others fear to tread and numerous twisted images terrify and intimidate.


The tribe’s thirst for slaughter and mayhem is more than sated in the attacking of other tribes and also results in considerable excess. The pygmy stricture of leaving no resource unused causes them to present all this excess to the other tribe as was arranged by the Coatl. They are fine with this arrangement because it gives them an excuse to embrace their violent aggression in full and not worry about leftovers.


The Brobat tribe have given up with the use of poison because it is too quick. They like to see their prey suffer and poison can rob them of their fun or dull the senses of their toys. Likewise, missile weapons are not used because they prefer an up close and vivid despatching of their quarry.


In unarmed combat, they have -20 WS, -3 D but because of their sharpened teeth, this is no longer to stun.

Brobat, Scout.
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Skills: Cook, Concealment: jungle, Dodge blow, Follow trail, Heal wounds, Identify plant, Game hunting, Marksmanship, Orientation, Prepare poison, Silent move: jungle, Set trap, Specialist weapon-Thrown, Spot trap, Strike mighty blow, Strike to injure, Torture.

Trappings: Alligator skins (1AP head and body), 2 x Stout wooden rods (clubs), 2 x Obsidian daggers.

Brobat, Impis
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Skills: Concealment: jungle, Cook, Disarm, Dodge blow, Heal wounds, Marksmanship, Prepare poison, Row, Silent move: jungle, Spot trap, Strike mighty blow, Strike to injure, Strike to stun, Torture.

Trappings: Alligator skins (1AP head and body), 2 x Stout wooden rods (clubs), 2 x Obsidian daggers.

Brobat, Warriors
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Skills: Concealment: jungle, Cook, Dodge blow, Marksmanship, Prepare poison, Row, Silent move: jungle, Spot trap, Strike mighty blow, Strike to Stun, Torture.

Trappings: Alligator skin headdress (1AP head), Stout wooden rod (club), Obsidian dagger.

Brobat, Braves
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Skills: Cook, Concealment: jungle, Dodge blow, Silent move: jungle, Strike mighty blow.

Trappings: Stout wooden rod (club), Obsidian dagger.

The Leadership of the Children of Brobat

Duhmdilliay
Brobat, Chieftain.
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Skills: Cook, Concealment: jungle, Disarm, Dodge blow, Follow trail, Heal wounds, Identify plant, Intimidate, Game hunting, Luck, Marksmanship, Orientation, Public speaking, Silent move: jungle, Set trap, Specialist weapon - thrown, two handed, Spot trap, Story telling, Strike mighty blow, Strike to injure, Torture.

Trappings: Alligator skins (1AP head and body), Two handed club, 2 x Obsidian daggers, 2 x small gourds, one contains a potion of strength, the other a potion of toughness.

Googoogadjoo

Brobat, Witch Doctor

3rd level
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Skills: Astronomy, Blather, Cast spells- petty, clerical level 1 and 2, Cook, Divination, Herb lore, Identify plant, Immune to poison, Magical sense, Manufacture drugs (Natural drugs only), Manufacture potion, Meditate, Night vision: 10 yards, Prepare poison, Silent move: jungle.

Magic Points: 18.

Spells

Petty: Curse, Gift of tongues, Magic flame, Produce small animal, Protection from rain, Sounds.

Battle
Level 1: Fireball, Flight, Hammerhand, Leg breaking, Strength of combat.

Level 2: Aura of protection, Lightning bolt, Zone of Steadfastness.

Level 3: Arrow invulnerability, Cloak of darkness, Dispel magic, Enfeeble, Magic bridge, Subvert weapon.

Trappings: Staff with shrunken heads hanging from it (the previous Witch Doctors), Obsidian dagger, Headdress of rainbow coloured feathers (thirty Coatl feathers, and each one will act as an ingredient for any spell).

The Village of the Brobat

The swampy ground rises a little from the weeds and the trees part to expose a large clearing. There are numerous small wooden huts and the ground is stained a rusty hue from spilt blood. From the roofs of the huts and on stakes all around the village are hundreds of shrunken heads. A number of campfires have a few pots bubbling over them, others have roasting humanoid figures impaled on spits and slowly turning above the flames. There are many humanoids present, some wearing alligator skins. They are about four feet in height, and are short and squat with lean and wiry frames that are painted jet black and have white bone tattoos following their limbs and presenting the image of exposed ribs. Their faces are tattooed with a skull design and their teeth are sharpened to needle points. Some are sharpening obsidian daggers or carving wooden clubs, others are devouring chunks of undercooked or raw flesh.

The Brobat Tribe

The party will be eyed with suspicion as they pass through the village but they will not be attacked unless they cause trouble. If they sit by a campfire, they will be offered some of the boiling stew on offer. Closer inspection will notice the heads of other pygmies or of Slann in the large pots.


If communication is possible, the pygmies are very drawn on all topics and will demand that the party eat with them to show their good intentions and to help with the recycling process.

Brobat Information

The Past

They were overcome by the ‘mind sundering’ that left them confused and consumed by their own weaknesses. There was no balance and they were dying. Then they were sent a messenger from Brobat to restore balance and offset the need to return to unity.

Their Actions

The jungle is not wasteful. Everything must be used. They must harvest the denizens of the land and make sure they are made useful to. This pleases Brobat and makes the tribe strong. Their prosperity is a sign that the messenger from the sky was true and that they are truly the favoured of Brobat. Unity is a prison that the other tribes foolishly embrace. It is up to them to show the way.

The Beesbok Tribe

What was one was broken into two and the two should have died, but they were proven right because they thrive, and so do those who follow Beesbok. The slovenly ones help recycle what they cannot. They harvest for Brobat, and their brothers recycle for Beesbok. Nothing is wasted and both tribes flourish.

The Coatl

They do not know the word, but the winged messenger from the gods came to them in their darkest hour and now they listen to his words because they are known to be true, to be wise, and to be from the very lips of Brobat and Beesbok. Only the Children of the Jungle who have proven themselves to both tribes may set eyes upon it and it is a glorious sight indeed.

If they express any intent to see the Coatl, the Witch Doctor and Chieftain will turn up. The right to see the messenger must be earned from both tribes and because their skills are so contrasting, this is rare. Only the Witch Doctors have unreserved access and even they only use this privilege rarely.


To gain the blessing of Brobat, a candidate must face several trials, most of which involve the holder of the sacred necklace, which is a black stone with a white curve on it whose points face downward.


The candidate is brought to the area of the village where these feats are held and the tribe gathers to watch. Only one candidate may take the tests, if they fail at any stage another may start the process from the beginning.


No clothing or possessions of any kind may be worn during the testing. The Coatl knows about magic items and has expressed this as an essential facet of the trials.

Kalapokettle

Brobat, Impis, Holder of the Sacred Necklace of Brobat
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Skills: Concealment: jungle, Cook, Disarm, Dodge blow, Heal wounds, Marksmanship, Prepare poison, Row, Silent move: jungle, Spot trap, Strike mighty blow, Strike to injure, Strike to stun, Torture.

Trappings: Obsidian dagger, Sacred necklace of Brobat.

Trial 1: The Feat of Might

The candidate must lift a large rock over their head and hold it there. The tribe then rhythmically stamp their rods to the soil, counting off the seconds as they stare grimly forward. If the character has a strength and toughness of at least eight (Dwarves may add 25% to this value), they can hold it up long enough for the tribe to holler and cheer and wave their clubs to announce success. Losers will be mocked and the Brobat’s will be pick up peddles and imitate the character struggling beneath them before falling over.

Trial 2: The Feat of Endurance

The candidate is taken to a tree where there is a wooden pole hanging from ropes much like a trapeze. They are expected to take hold of the pole and then their hands are tied to it. The holder of the sacred necklace comes forth and performs one unarmed attack on them, each round, for ten rounds. If they are still alive at the end of it, they are cut down and revived with a bucket of water and if any of their comrades wish to perform any healing or first aid, this is acceptable.


Unarmed: -20 WS, -3 D, stun only, additional damage is applied straight to wounds.

Trial 3: The Test of the Spirit

The candidate is placed in a small hut draped with many skins and the door shut. The interior is very hot but there are plenty of gourds of water available for them. A day and a night spent in here will allow the spirit to quieten, to test their patience, and more importantly, allow the candidate to try to heal any wounds lost in the previous trial.


That night another feast is held, and a large pile of wood is prepared with an oversize spit above it. The holder of the necklace performs a series of ritualistic manoeuvres with two obsidian daggers while the tribe watches.

Trial 4: Last Man Standing

The holder of the necklace is brought forth and must defend his earned privilege to go and see the messenger.


The crowd move in and create a circle that is fifteen yards wide. They ready their clubs and will happily bludgeon anyone who comes within their striking distance, which makes winning and losing vital because it may drive a combatant into the crowd. Two obsidian daggers are cast to the floor and the fight is to the death. The warrior will fight without mercy because after winning the necklace of Beesbok, he was permitted to see the glorious visage of the messenger and wants to again.


The loser is immediately collected and tied to a spit for roasting. Their head is cut off so that it can be shrunk and then presented as a trophy to the victor. The party will be expected to sit and partake of the victory feast.


If the loser is a player character, then the tribe will fight en masse to ensure that the body is taken for eating. If a fate point was used, they regard their survival as a sign from the messenger and while they are not deemed to have passed the test, they are allowed to live.

If the character has the sacred necklace of Beesbok, rafts are prepared and they alone are taken over the river before a journey west takes them to the base of the mountains. Then they are escorted to the cave by the Witch Doctor, Chieftain, three scouts, and eight Impis. The rest of the party must stay in the village under guard and will be attacked if they try to leave.


The bearer of both necklaces is shown in, still without any possessions and clothing and when they leave, they are expected to leave the necklace of Beesbok behind. This is so that the village of Beesbok may come and collect it, and then hold their own contests to award it to a new warrior, but one who can only defend it and not visit the messenger unless he takes the Brobat necklace first.


If the sounds of combat are heard, the Brobat’s charge in to assist.

Part 6: The Tribe of Beesbok
The tribe that devoted itself to the worship of Beesbok stopped tending the land and started indulging their gluttonous side. They simply lazed about all day and ate whatever was around them, including each other. Crops were not planted and a mixture of starvation and desperate cannibalism started to threaten them with extinction. Fortunately, the Coatl arrived.


The tribe of Brobat now bring them regular plunder in the form of slain foes, animals, and pillaged harvests and crops. They prepare them when they can be bothered and continue to indulge their hedonistic gluttony in complete peace. They simply lounge around all day eating and drinking as the mood takes them. The tribe of Brobat have an insatiable need to butcher and maim, and they cannot possibly use all that they gain from such activity, resulting in a transgression against their ancestral compulsion for recycling and maximum use of all resources. The tribe of Beesbok is an ideal solution to their problem.

Beesbok, Impis.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	1
	33
	15
	2
	6
	16
	30
	2
	39
	59
	39
	69
	12
	69


Skills: Consume Alcohol x 2, Cook.

Trappings: Gourd of Alcohol, Club.

Beesbok, Warriors

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	2
	23
	15
	1
	5
	15
	20
	1
	39
	49
	29
	69
	10
	59


Skills: Consume Alcohol, Cook.

Trappings: Club.

Beesbok, Braves

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	2
	13
	5
	1
	5
	15
	10
	1
	29
	49
	29
	59
	5
	59


Skills: Consume Alcohol, Cook.

Trappings: Club.

The Leadership of the Children of Beesbok

Flibbadobdib

Beesbok, Chieftain

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	0
	43
	35
	3
	6
	22
	30
	3
	39
	79
	49
	89
	29
	89


Skills: Consume alcohol x 3, Cook, Identify plant.

Trappings: Club

Hurgh’haw

Beesbok, Witch Doctor

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	1
	33
	15
	2
	6
	19
	40
	1
	59
	79
	59
	89
	49
	89


Skills: Astronomy, Blather, Brewing, Cast spells – Petty, Clerical level 1 and 2, Elemental, Consume alcohol, Cook, Cure disease, Divination, Herb lore, Identify plant, Magical awareness, Magical sense, Manufacture drugs (natural drugs only), Manufacture potion, Meditate, Public speaking, Silent move: jungle.

Magic Points: 18.

Spells

Petty
Gift of tongues, Produce small animal, Protection from rain, Sounds, Zone of tastiness.

Battle
Level 1: Cure light injury, Fleetfoot, Flight, Hammerhand, Mystic mist, Strength of combat.

Level 2: Aura of protection, Luck, Rally, Steal magical power.

Level 3: Corrode, Dispel magic

Elemental
Level 1: Breathe underwater

Trappings: Wooden staff, Obsidian dagger, Headdress of rainbow coloured feathers (thirty Coatl feathers, and each one will act as an ingredient for any spell).

The Village of the Beesbok

The swampy ground rises a little from the weeds and the trees part to expose a large clearing. There are numerous small wooden huts and everywhere are corpulent figures. They are about four feet in height and most are wider than they are high. They lay about eating from the piles of meat around them, drinking from gourds or just lying unconscious. Some of the slimmer forms tend large pots and cauldrons that reside over fires, and others crawl or waddle to the river to acquire water.

The Beesbok Tribe

The party will be ignored as they pass through the village. If they sit by a campfire, they will be offered some of the boiling stew on offer or drink from the many gourds lying about. Closer inspection will notice the heads of other pygmies or of Slann in the larger pots. They have several crude stills that are manned by the Witch Doctor and this sacred duty ensures a massive quantity of what they require. The drink is made from the fermentation of bone marrow and synaptic tissue. It is potent, sickly sweet, and results in a feeling of mild euphoria.


If communication is possible, the pygmies are very drawn on all topics and will demand that the party eat and drink with them to show their good intentions and to help with the recycling process.

Beesbok Information

The Past

They were overcome by the ‘mind sundering’ that left them confused and consumed by their own weaknesses. There was no balance and they were dying. Then they were sent a messenger from Beesbok to restore balance and offset the need to return to unity.

Their Actions

The jungle is not wasteful. Everything must be used. The Brobat harvest much more than they can handle and so the Beesbok must utilise it all. This pleases Beesbok and makes the tribe strong. Their prosperity is a sign that the messenger from the sky was true and that they are truly the favoured of Beesbok. Unity is a prison that the other tribes foolishly embrace. It is up to them to show the way.

The Brobat Tribe

What was one was broken into two and the two should have died, but they were proved right because they thrive, and so do those who follow Brobat. They harvest for Brobat, and the Beesbok recycle for their jovial lord. Nothing is wasted and the tribes flourish.

The Coatl

They do not know the word, but the winged messenger from the gods came to them in their darkest hour and now they listen to his words because they are known to be true, to be wise, and to be from the very lips of Brobat and Beesbok. Only the Children of the Jungle who have proven themselves to the tribes may set eyes upon it and it is a glorious sight indeed.

If they express any intent to see the Coatl, they will be referred to the Witch Doctor and Chieftain. The right to see the messenger must be earned from both tribes. Only the Witch Doctors have unreserved access and even they only use this privilege rarely.


To gain the blessing of Beesbok, a candidate must compete with the holder of the sacred necklace. The sacred necklace is a white stone with a curved design on it in black that looks a lot like a grin. A hideously fat pygmy whose legs are hidden beneath his folds of fat wears it.


The tribe slowly gather over the period of a few hours and form a bloated cordon around the testing area as the Witch Doctor fills gourd after gourd from the stills and sets them in the arena.

Balleehooo

Beesbok, Impis.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	0
	45
	15
	2
	6
	18
	5
	3
	39
	59
	39
	69
	19
	69


Skills: Consume Alcohol x 1, Cook.

Trappings: Sacred necklace of Beesbok.

Trial 1: The Feat of Drink

The candidate must enter a drinking contest with the Impis, whose abilities to consume are not what they were due to overindulgence and organ deterioration. They are sat before each other and gourds of alcohol handed to them. Each gourd holds six units of drink. The first one to pass out loses.

Trial 2: The Test of the Spirit

The candidate is placed in a small hut draped with many skins and the door is shut. The interior is very hot but there are plenty of gourds of water available for them. Three days and three nights spent in here allows the spirit to quieten, to test their patience, and to allow the candidate to process all the drink they have consumed. The primary test here is only for the pygmies of Beesbok because during this time, those Beesbok who are still fairly mobile begin cooking up vast quantities of food. They walk around the village and kick some of the unconscious forms, when they find someone who has expired they cut him up and put them in the pots as well.


The smell of endless cooking and the three-day fast is a terrible ordeal for the corpulent Beesbok. A willpower test +50 is needed to hold out (-25 Halfling, -50 Beesbok Pygmy). When the character emerges, the tribe will be very impressed with their inhuman levels of willpower.

Trial 3: The Feat of the Feast

The Witch Doctor casts a spell, creating a zone of twelve yards where all food tastes utterly exquisite. This is not really a contest but rather the two just sit and devour the meat and stew that is steadily handed their way. This feat is just to prove that they have the spirit of Beesbok within them and they can stop whenever they are done. The more they have eaten, the more impressed those watching the contest will be.


It is up to their companions whether they tell them the source of some of the dishes.

Trial 4: The Blubber War

A fight to the death is arranged for the candidate. It is an unarmed bout where the ability of the pygmy to soak up punishment is set against the strength and speed of the candidate. When two pygmies fight it is generally a wrestle and suffocation duel and so because of their bulk a non-pygmy candidate has a distinct advantage, but it just may take a little time.


If the pygmy stuns the candidate, he drags himself over onto them to smother them with his bulk.


The loser is immediately collected and cut apart for cooking. The party will be expected to sit and partake of the victory feast.


If the loser is a player character, then the tribe will fight en masse to ensure that the body is taken for eating. If a fate point was used, they regard their survival as a sign from the messenger and while they are not deemed to have passed the test, they are allowed to live.

If they have the sacred necklace of Brobat, the Witch Doctor gets a raft and provisions and with two of the more mobile Impis they are taken across the river. Then they are escorted west to the base of the mountains and to the cave. The rest of the party must stay in the village.


The bearer of both necklaces is shown in and they are expected to leave the necklace of Brobat behind so that the village of Brobat may come and collect it and then hold their own contests to award it to a new warrior, but one who can only defend it and not visit the messenger unless he takes the Beesbok necklace first.


If the sounds of combat are heard, the Beesbok’s make for the tribe of Brobat to warn them and gain the tribes virulent commitment. Rafts are prepared and the tribe will chase and hound the party all the way home.

Part 7: The Cave of the Coatl

The Coatl chose this location because once it entered, it found water and after using raze to breach the roof and allow light in, the pygmies brought earth and plants to create a lush private domain with two escape routes should the need arise.


Accessing the breach from outside will require scale sheer surface and because of loose stones it will alert the Coatl who will be ready for them and will either seek to fly out and get help or escape through the underwater stream with use of breathe underwater. It may even raze the lip of the opening. This results in a fifteen-yard fall, but a fate point drops them safely in the pond instead.

1/ Two boulders are situated on either side of the cave entrance. One is painted black with a white curve whose ends point down, the other is white with a black curve whose ends face upwards.


A rough natural cave starts to wind forward and down for about five hundred yards. If they enter in the day, then soon after entering a dim light can be seen coming from up ahead and this grows in intensity as they continue.

2/ There is a magic alarm spell cast ten yards into the tunnel and the Coatl will be alerted that someone is coming if it is triggered. It will assume that they are tribe members but will take cover and prepare all its defences just in case they are not (plus it likes to make grand entrances).

3/ This large cavern is about thirty yards wide and has a waterfall cascading down the far side to feed a small pool. The roof is about fifteen yards up at its highest point and it has been broken open at the apex to create a large breach. The interior has numerous ferns covering the floor and there are a couple of small fruit trees.


The Coatl has a hide of 133 minus the observers initiative.

The Stash: Behind the waterfall is a small cave in which lay 360 gold coins from various nationalities, 272 silver coins, 52 brass coins.

4 x gold goblets (5 enc each) worth 30, 35, 60, 100 GC

1 x necklace worth 120 GC (enc: 7)

12 x rings worth 8, 10, 12, 15, 18, 20, 25, 28, 30, 40, 45, 60 GC

50 x uncut diamonds worth 5 GC each with a total enc of 10.

62 x uncut emeralds worth 4 GC each with a total enc of 15

The Pond: There is an underground stream that reaches out and back to the river.

The Coatl will emerge and communicate with anyone bearing the two necklaces. If they do not, and if they are armed or there is more than one, it will start to cast defensive spells without movement or invocation (it draws upon the environment to ensure that it passes the magic test –20 to perform this feat) and then flies up into the air to talk with them. If the are aggressive it will start lightning bolting them until they calm down and agree to a peaceful discussion about what to do.


It will ask why they are attacking it, what they want, what the party are being paid, who their employer is, and why he wants to capture a Coatl and so on. The Coatl is frank and open about its past and motivations for coming here and doing what it did.


In the early days before they became fully absorbed with their worship, the pygmies brought it many gifts of gold and gems to pay homage to their saviour. Rather than pander to the uncertain whims of a High Elf, whose researches into Dark magic are assured to be catastrophic because the Coatl power is innate and cannot be acquired, transferred, or used for that purpose, perhaps the party would like to help themselves to this treasure and go back. It is willing to surrender this wealth if they will tell the High Elf and any others seeking to come here that the Coatl was killed and eaten by the tribes in a bid to try to acquire its magical powers. All that is left is a crude stone statue that they worship in its place. The treasure lies in a small cave behind the waterfall.


If they persist with violence, if it does not believe them (judge for yourself as GM, the Coatl is very old, and very smart), or if it is being harmed, it flies away and seeks to rally the Brobat tribe for war.

Ssth’ss’iss’thth’sss

3rd level Coatl

Appearance: A large snake with a head like that of a dragon and large feathered wings that are a rainbow burst of colour. It radiates power and does not even seem truly real, rather a manifested dream conjured from wondrous energy.

Persona: Calm, peaceful, eager to continue living and not be hunted down for its feathers or to become a stuffed trophy for some human. It likes the pygmies, it likes their simplicity and resourcefulness. It is reasonable and would prefer to talk its way out of a situation but it is smart enough to know when those before it are readying to attack and it will show no mercy in its assault.


The Coatl has saved the tribes and even though their behaviour is a little odd, they are doing very well because of its guidance. Without it, their actions could become far more destructive and far reaching.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	2
	57
	0
	4
	5
	3
	60
	3
	0
	43
	43
	43
	43
	29


Special Rules: Fly as a swooper. Upon seeing it a willpower test is required or stand awestruck (treat as a fear test), poisonous bite, snake venom.

Skills: Arcane Language: Elemental, Magick, Pygmy, Slann, Cast spells: Petty, Battle level 1 – 3, Elemental level 1, Concealment: jungle, Magic awareness, Magic sense, Meditate, Silent move: jungle.

Magic Points: Unlimited

Spells
Petty
Gift of tongues, Magic alarm, Produce small animal: mouse (which makes it self-sufficient), Sounds.

Battle
Level 1: Cure light injury, Enthuse, Fireball, Hammerhand, Raze, Strength of Combat, Wind blast.

Level 2: Aura of protection, Lightning bolt, Mental duel, Mystic mist, Smash, Zone of sanctuary.

Level 3: Arrow invulnerability, Cloak of darkness, Dispel magic.

Elemental
Level 1: Assault of stone, Breathe underwater.

Trappings: None.

Defensive Preparations (in order of casting): Gift of tongues, Breathe underwater, Strength of combat +1 T, Aura of protection +2 AP, Enthuse +10 Ld, Cl), Hammerhand (+2 S, x2 A), Arrow invulnerability.

Part 8: When Two Tribes Go To War

The party will need to subdue and bind the Coatl so that they can get it back to the boat. It will cast without invocations and gestures and seek to kill them every time it comes round if it is stunned. Blindfolding it is the best solution because this creates a tricky situation for the beast because if it casts lightning bolt it may end up in the blast zone. If it cannot target, it will not fight them and will hope to reason with the High Elf, be rescued, or forge an escape later on.


As soon as the lid is shut on the box, the Coatl is safely contained.


Each of the tribes will blame the other for the loss of the Coatl and will ready their forces for war against each other. The Brobat initially try to find it while taking their hatred out on other tribes, giving the Beesbok time to prepare and sober up.

Part 9: Coming Home

The room at the Inn is full of strange apparatus and devices that are bubbling and crackling. The High Elf is absorbed in the research of the plants and will glad to see that they made it back alive before he enquires about his prize.


If they have the Coatl, Bathryll verifies its presence in the box with magical awareness, then pays them and heads off back to Ulthuan with his prize. If they failed, he is irritated but understands that they probably tried their best. He will seek to find another group to handle the task unless he is led to believe that the Coatl is dead, in which case he returns home empty handed and starts researching where another might be.

The campaign continues in ‘The Crimson Cutlass’

Part 10: Experience Points
Herb Hunting

The rewards depend on providing specimens of the correct of size, amount, and that are undamaged. They are given with regard to the time needed to stay in the jungle facing its dangers so that the plant may be located.

Purple Tethronitate
30

Denith Root 

12

Lily Blossom 

15

Chuzwazzah 

5

Trumpet Weed 

20

Serpent Root 

30

The Two Tribes

50

Gaining the sacred necklace of Brobat

50

Gaining the sacred necklace of Beesbot

25

Seeing the Coatl

50

Bringing the Coatl back alive to Bathryll

50

Striking a deal with the Coatl and Bathryll leaves thinking it dead

Part 11: Drinking Rules!!!

Quantity
An average character can drink half their toughness in units of alcohol before the effects of drinking new units begin to have results that diminish their abilities. Consume Alcohol trebles that value. Those whose lives are dedicated to alcohol often acquire the skill more than once. A second purchase quadruples the value, a third multiplies it by five, a fourth by six, and so on.


If they are eating on a decently full stomach, this amount is increased by 50% but they will have to make a toughness test when they clear it or succumb to vomiting.


However, you may choose to modify this amount if a character has not had any access to drink or indulged in several months because their tolerance will have dropped. Consequently, if a character has been drinking regularly for some time, they may have added tolerance, that while not equal to consume alcohol will still allow them to handle drink better than someone coming out of the wilderness after a two year campaign where there was not one sip of beer available.

Time
Each unit is processed in about ten minutes and its effects pass an hour after it was finished.

Effect and After-effect

Units that are in effect cause a cumulative penalty of 5 WS, BS, Int, Dex, Wp, Fel and I. For those with consume alcohol, they require two units before they take the penalty, and every subsequent purchase of the skill adds another unit.

If any characteristic reaches zero they will pass out until such time as all their characteristics are back in the positive. Such persons will also suffer a hangover that inflicts a cumulative penalty of 1 WS, BS, Int, Dex, Wp, Fel and I per total number of units consumed when they come too. These fade at the rate of one point per hour.

Poisoning
If any characteristic reaches a negative value, equal to its normal value this results in a poison test or they will die from alcohol poisoning.

Psychology
Due to factors such as having to save the Empire the next day, or having nothing better to do, or knowing ones limits, there is no willpower test required to stop drinking. However, there are role-play considerations to take into account. When the effects of drink start to hamper characteristics, the level of penalty is from blurred vision, awkwardness, loss of inhibition, slurred speech and so on. The character may have their present mood exaggerated or reversed. Warriors may become aggressive or boastful of exploits, with challenges to wrestling or the starting of a bar fight. Rogues may decide on impromptu thieving sprees of useless items. Rangers may want to take a wander in the nearest body of nature or pass out under the stars. Academics may just drink until they pass out or throw off their civilised nature with exposure, riotous behaviour, and even violence.


These tendencies are often recurring and become predictable. They form part of a person’s psychological makeup, the same as a phobia, an alignment, a career class, and so on. Those who become rowdy with drinks in them, usually do, as will those who tend to become morose and despairing. The level that this tendency controls their actions will become more pronounced the lower their characteristics get.


They may also be relevant to one type of drink. Kvas may make a person aggressive and violent, red wine may make them more emotional and prone to melancholy, and Brandy may seem to have no affect on their moods until they just pass out from it.


The exact effect is up to the player, and it should be made known that EP’s are on the line. If a player does not want to face the challenge of playing their character drunk or sticking to a trait that tends to arise when they drink, then perhaps as with the real world they should know when to stop before it effects their behaviour.
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