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Background

Holst Geller, the explorer who found the ruin of Kwetzelle Sakatananga has translated the tablets acquired from the burial site and has found a rather interesting reference. Within the tales of the Toad Slann there are some cryptic mentions of a Pygmy Witch Doctor of great power who seemed to have assisted the Slann for a short period but was ultimately brought down by his own people. Through research into the finds of other explorers, he believes he may have triangulated the final resting place of this very interesting character. Holst mounted an expedition to go there because the link between Slann and Pygmy might open up entire new avenues of learning.

Bee'obotik'nha

This was an ancient and exceedingly infamous Pygmy Witch Doctor who was obsessed with death and was finally seduced into the art of Necromancy. He turned renegade and offered his services to the Slann in their war against the Skaven. He employed his undead to great effect but before he could sway the war in the Slann’s favour, he was captured and killed by his own vengeful people.


They refused to eat his flesh lest it spread his mental contamination to the rest of the tribes and so they left him to rot in a sealed vault where his powerful spirit still lurks. A relic was placed in the vault, one whose influence kept him trapped in spirit form and denied him the chance to use any spells and especially to escape through use of life in death. It also anchored him in place and kept him present and aware both night and day. The idea was to doom him to eternal spirit form and rely on his evil and ability to cause fear and terror to attack anyone who tried to access the vault. Over the centuries though, he has learned access the very power that condemns him and this allows him to wander and use spells in the vicinity. By tapping the vast well of energy in the relic, it also allows him to cast without ingredients.

The Locals

A small contingent of Pygmies willingly relocated into the area so that they would always stand ready to stop any force from trifling with the vault and allowing the spirit to seek a host vessel. Unfortunately, this dedication has faded with time and they will only defend the vault as a by-product of defending their territory.

Strange Occurrences

Soon after Holst’s team arrived and began to dig and unearth the vault, strange noises, and breakages began to occur and then there was a string of minor accidents. The expedition is getting worried and to soothe their frayed nerves, Holst is sending someone back to hire protection. The adventurers are known to be genuine and so they are the prime candidates.

The Witch Doctor’s Scheme

Bee'obotik'nha is merely venting his vicious streak. He is refraining from using his fear and terror causing abilities because he is focusing on getting free. If he can keep his evil in check and let the group open the vault, he can exploit the situation and use life in death to acquire a host body and finally be free to start a new reign of terror and revenge.

Part 1: Blood Beach

The Kraken of the Gromril Coast has been prowling these waters while it is being goaded into a direct assault against the port (see the Curse of Port Heldenhammer). It has assaulted a Norse raider and the wreck of this ship drifts ashore.


Initially, a commotion begins to occur as fishing boats and divers from the sea come pouring back into Port Heldenhammer. People quickly tie up their craft and start to rush back to the beach. Apparently, there is some sort of vessel washed up on shore and everyone wants to see if there is anything salvageable.

A small squad of Imperial soldiers have emerged and are marching along the beach towards a longship that is beached a short way to the south. Its bow has a carved dragon design that creates a rising ferocious head with its fanged maw stretched wide. The single mast is splintered and crooked and the red and white striped sails are in tatters. Oars jut from the sides, and these to have been broken or snapped clean off. Debris washes up with the surf all around the boat and more wreckage dots the length of the beach. The fishing boats that decided to approach immediately are noticeably hanging back because it is clear that the interior of the boat is painted red with blood.

The troops just monitor to see if anything occurs, and the people of the port are wary to approach just in case whatever is responsible for the carnage is still lurking inside. The general consensus is ‘what by Sigmar’s holy trousers could have done that to a Norse raider?’


Investigation of the interior reveals that arterial spray decorates almost every surface but there is no sign of any bodies or limbs.

I test (+20 sailing, +10 excellent vision): There are traces of a strange gelatinous slime on many of the areas of structural damage. Where an oar is splintered, where planks are shattered, viscous sludge coats the broken portion.

Heal wounds: The blood is about two to four days old. A successful Int test (+20 Surgery) will reveal that there were about thirty crewmen and around half were torn apart on deck. The others either jumped or were taken overboard.

Follow Trail: The attack occurred around three days ago. A successful Int +20 test will detect that there are numerous weapon blows but they are from the crew, fighting defensively and when they missed, their axes and swords hit the ship. They were fighting a foe that attacked from all sides near simultaneously.


Another Int test will discern that the slime has traits similar to thick animal saliva.

There are no other clues below decks, just blankets, weapons, shields, provisions, and several sturdy chests of loot. Once the party initially emerge from below decks and thereby verify that there is no danger, the people will storm the ship and seek to grab what they can. Therefore, whatever they are currently carrying will be the limit on what they can keep before others grab what remains.

A wooden chest banded with iron. Enc: 100, it contains a lot of gold coins of various nationality and some silver and brass

156 GC, 62/-, 25d (enc 61).

A small iron chest with riveted bands. Enc: 175, it contains gold and jewellery.

92 GC, 3 x necklaces worth 10 GC each, 4 x necklaces worth 5 GC each, 10 x bracelets worth 1 GC each, 12 x earrings worth 2 GC each, 2 x chokers worth 5 GC each, 16 x rings worth 2 GC each, and a tiara worth 15 GC (enc 32).

A large wooden chest. Enc: 225, it contains sets of elaborately engraved silverware.

6 x silver plates worth 6 GC each, 6 x silver goblets worth 8 GC each, 8 x sets of silver cutlery worth 5 GC each, 3 x ornate silver candlesticks worth 4 GC each. (enc 115)

A sturdy iron chest. Enc: 250, it contains gems.

6 x cut sapphires worth 12 GC each, 10 x cut sapphires worth 2 GC each, 15 x emeralds worth 4 GC each, 9 x diamonds worth 7 GC each, 22 x opals worth 2 GC each, 2 x rubies worth 22 GC each (enc 6).

Imperial Taxation

When anyone heads back to port, the soldiers stop them and levy an Imperial salvage fee that will equate to around 10% of what they are carrying. Resistance will prompt a warning and the soldiers ready their weapons. The other people of the port will suggest that they just cough up and let them all be on their way, the port struck lucky today, why spoil it?


Physical aggression or resistance will result in a bellowed command. Crossbowmen immediately appear on the walls of the fort and they ready to cut down the offender. The fee is raised to 50% and they are sent on their way amidst tuts of sympathy and scorn from the other people of the port who readily hand over the fee.

The ship is stripped of everything even vaguely valuable and then Wenzel hires a few people to help clear it out and drag it into his yard for repair. The hull is still intact and most of the damage is superficial so he intends to repair it and then maybe sail it up to some Norse colonies for resale.

Part 2: A Message From The Jungle

A medium riverboat owned by Captain Bach comes from upstream and moors on the riverbank. The captain of the ship begins to take on new provisions and has one of Geller’s porters – Gerber, locate the party. If they can read, he offers them handout 1, otherwise he relates the information verbally.


If they accept, the captain will carry them to the head of the river, whereupon the porter will show them through the jungle and to the dig. If they decline, then they will not see Holst until he is brought back to the Port possessed, whereupon Gunner will try to hire them to provide assistance.

The Captain: He was commissioned to take Geller and his party as far as he could up one of the northern branches of the river. He dropped them off, they went into the jungle, and a couple of weeks later Holst, Gunner, and a couple of porters came out with the news that they wanted to hire the party. He took on one of them and off he went.

The Porter: Gerber has a backpack and slingbag with provisions and a three-man tent to accommodate the party on the trek back. If questioned, he can reveal that they reached the area of the dig fairly easily and after a few token excavations, they finally found the correct spot in a clearing where the plant life was somewhat sparse. They began digging but strange noises like hisses and murmurs in the night started to unnerve the workers. Rather than waste time comforting them, Holst decided to send for some ‘reassuring and trusted presences’.

The River Journey: Seven days will take them upstream and south of the location. The captain drops them off at the shore and then heads back into the middle of the river to drop anchor and stay there for safety.

The Jungle Trek: The dig lies about thirty seven miles northwards and so it will take just over three days at standard rate. If they have lost the ability to move safely at such a speed then it will take just over six days. This assumes an unencumbered move of four.

Holst Geller

Servant, Thief (embezzler), Student, Scholar, Explorer.

Appearance: 5’ 2”, this slender man is slightly tanned and he has a mane of light brown hair that is tied back with cord. He wears loose pale clothing with sturdy scuffed boots. A machete lies at his side, as does a fine sword, a pistol, and several pouches.

Background: A common serf to a noble house, he had dreams of becoming rich and famous and refused to do nothing about them. He knew that he would require an education to get ahead in life and his servant’s wage was not going to pay for it. He started removing and selling the odd valuable item from his aging employer’s home but this was still not adequate for his needs so he started to embezzle. The family fortune was quickly appropriated and he moved to Altdorf with his riches to start over with the new identity of Holst Geller. He became a student and later sold his skills as a scholar. History and the lands beyond the Old World fascinated him and eventually he managed to convince various college sources to fund expeditions to foreign lands to unearth their secrets. He has made three trips to Lustria and has located a number of small ruins and artefacts that have warranted a fourth expedition.

Persona: Ruthless with regard to acquiring what he wants. He has made a very comfortable living for himself and is well regarded in many circles. He has left his criminal past behind him and he now works to learn and expand both his wealth, knowledge, and the respect afforded him from his discoveries. He does not like fighting and will stay behind Gunner. Protection is the job of the party.
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Age: 37


Alignment: Neutral

Fate Points: 2

Skills: Arcane language: Magick, Slann, Astronomy, Blather, Cartography, Concealment: rural, Dodge blow, Drive cart, Follow trail, History, Heraldry, Identify plants, Lightning reflexes, Linguistics, Luck, Magic sense, Orientation, Palm object, Ride, Read/write, Rune lore, Secret language: classical, thieves tongue, Secret signs: thieves signs, Silent move: rural and urban, Super numerate.

Trappings: Machete, Sword, Pistol (BS: 10), 2 x Waterskins, Slingbag, Storm lantern (fully fuelled), Blanket, Oilskin, four pouches of Middenheim containing shot and powder for eight more shots, a tinderbox, small knife, telescope, notebook, small quill, pot of ink, six feet of cord, a whetstone, and a compass.

Gunner Meinhardt

Watchman, Judicial Champion

Appearance: A squat, burly man in sturdy practical clothing. He has a shaven head and several scars. At his side are a curled net, a sword, and a dagger, and in his hands rests a two handed axe with a finely carved mahogany haft,

Background: A member of the Altdorf Watch for several years, he was growing tired of the monotony when a cutpurse struck near to him. Gunner caught the thief, who pulled a knife to fight him off. Gunner’s swift dispatching of the criminal caused the owner of the purse to offer him employment as his personal guard. He has been Holst’s armoured shadow ever since.

Persona: A resolute individual who has little talent save for his combat abilities. He likes his scenery to change and is fiercely loyal to his employer because he takes him on trips all over the world. He will not leave Holst because his job is to protect him, while the adventurer’s job is to protect them all.
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Age: 33


Alignment: Neutral

Skills: Dodge blow, Specialist weapon: lasso, net, parrying, two handed, Strike mighty blow, Strike to stun.

Trappings: Two handed axe, Sword, Shield, Dagger, Net, Pot helm, Purse 42 GC 22/-, 10d, Pouch with whetstone and tinderbox, 1 x Waterskin, Crossbow, Quiver, 10 arrows.

16 x Porters/workers

They have a vague awareness of some fruits that are safe to eat and can supplement their own rations with this, collecting as they march and gathering during the day to extend their rations by an extra week.
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Skills: Dodge blow, two of them have identify plant (gaining two meals of vegetables at the end of each day, and another has set trap and eight wire snares (eight chances at 58% per night to catch a small animal that is worth one meal).

Trappings: Shovel or Pick, Hand axe, Dagger.

Part 3: Dig It

The trees quickly thin and the undergrowth becomes more sporadic until you emerge onto a large clearing. There are a number of three man tents dotted around campfires and in the central area are a number of men excavating the earth under the guidance of Holst. Gunner stands to one side with a loaded crossbow and he keeps an eye on the tree line.

Holst will be very glad to see the party and will invite him over to his tent for refreshments and a chance to sit down. He orders the porter to set up their tent for them and look after their baggage.


Over brandy, he will answer their questions and explain the situation.

He translated several of the tablets that concerned a non-Slann who assisted in the fight against the rodent aggressors from below. It seemed that this was actually a rogue Pygmy Witch Doctor named Bee'obotik'nha. He was exiled and spurned by his own kind and so he sold his skills at sorcery to Kwetzelle and proved most useful in several engagements. He was however, hunted down, and killed by several united tribes for this transgression and his remains along with certain mystic artefacts were interred here. It is hinted at that Bee'obotik'nha was corrupted because of certain knowledge he came across and such knowledge may have been buried with him to keep the situation from repeating. The Pygmies removed all trace of this fact from their own records, but Kwetzelle ensured that it was preserved in the tablets in gratitude for the assistance he provided the Slann.


There were several points of geological reference and by tracing them, he managed to locate the general area. The expedition arrived and the clearing was obviously the most likely place because the decomposition and decay of the bodies and other items is what was obviously stunting the growth of the plants.


They started the dig and discovered some minor Pygmy artefacts such as pots, weapons, and so on, suggesting that they camped here for some time after burying the Witch Doctor, probably to perform burial rites and so on.


There have been some minor noises at night, at best its nothing, at worst it is Pygmies trying to scare them because they lack the strength to engage and use force. In either eventuality, it is irrelevant but it is making the workers uneasy and when they are uneasy, they don’t work as well, as quickly, and can be clumsy, which may end up destroying something of great significance.

Magical Awareness: There is some sort of magical presence in the area, but it has no definite single location, rather it seems to be a blanket effect.

Magic Sense: The vault is not magical nor is anything else in the area.

Part 4: Work Continues (Day 1)

Digging continues and the party are expected to stand guard in shifts night and day. As evening approaches, the snares are checked and food is prepared. Holst, Gunner, and the party dine together, and the porters/workers do the same.


At this point, the local Pygmy tribe detect the presence of the dig when their snares start turning up empty and this points to another source stealing from their land. Several scouts are despatched to locate the intruders and when they see the dig, they head back to inform the tribe and muster a war party.


That night, the spirit of Bee’obotik’nha continues to tease the people of the dig.

Sounds: You start to hear a rustling coming from the treeline and there is also a strange whispering murmur.

Marshlight: Around twelve small pale blue light sources appear about ten yards into the treeline. They remain static for a moment and then lower before they start to slowly circle the camp.


If they are moved upon, they turn red and start to back off before they vanish.

Butterfingers: A Dex test is required when this is cast on a non-magic using character or they will lose their grip on a weapon or lantern.

Part 5: The Discovery (Day 2)

The dig reaches the top of the vault, whereupon Bee’obotik’nha casts zone of cold.

The sound of earth being dug up is interrupted with a deep and heavy tone.


‘Herr Geller, we’ve hit something! Come quick!’ announces one of the diggers and the crowd start to congregate on the site. Holst rushes over and starts to brush the loose earth away with his hands to reveal stone.

Any party member who enters a twelve-yard area centred on Holst will experience…

Suddenly the temperature plummets. An icy chill descents and embraces you. The diggers suddenly spasm and shiver as their breath emerges as a visible plume. Holst’s hands jump back off the stone and he rubs them together while looking around for the source. The eerie effect vanishes just as quickly and the humid sweaty heat of the jungle returns.


‘This place is cursed!’ hisses a trembling worker.


‘Nonsense, an unexpected breeze, that’s all. Now start getting this cleared off!’ growls an irritated though obviously somewhat rattled, Holst. Gunner puts down his crossbow and draws his sword while eyeing the area with suspicion.

Holst dismisses all supernatural rationales. He is too excited and too close to finding out what is in the vault to be distracted by trivialities now.


The workers go about unearthing the top of the vault and then Holst has them start to clear away the earth to find the sides and then start going down to find an access point.


The top is covered in ancient Pygmy text. Holst orders a porter to go and get his book chest. The porter complies but when the chest arrives, Holst finds that his key does not work (magic lock).


The spell will be ended if someone is about to do magic sense on it, otherwise Holst blames it on the heat and breaks it open with a crowbar. He then employs the books within and feverishly starts working on translating the glyphs.


He initially figures out that it is indeed the resting place of the Witch Doctor and there are several inscriptions pertaining to his evil nature and fell powers.

Part 6: Translations (Day 3)

As the sides of the vault are exposed, Holst discovers that the Witch Doctor had the ability to make the dead rise and obey his commands. It is written that the co-operating tribes countered this power and his existence was ended before he could do any more to aid the Slann. All that was his, was buried here to avoid the spiritual contamination of the tribes through the reuse of his flesh. A relic was also placed with Bee’obotik’nha to safeguard it by punishing the wicked soul and condemning it to wandering the earth without form or flesh. This doom would ensure that no one would reclaim the artefact because the evil one would ignorantly protect the source of his own curse.


During the night Bee’obotik’nha perpetrates some more minor mischief.

Magic Flame: There is a shout of alarm from Holst’s tent and the sounds of frantic motion and pounding. One of his books caught fire on the edges. He supposes that he had left it too close to the lantern. They are very old and dry after all.

Part 7: More Mischief Begins (Day 4)

As the workers continue to excavate the site, Bee’obotik’nha continues his petty reign of terror.

Curse: A worker gives a yell as his hair starts to fall out. He is convinced that he is diseased and that the vault is the source. He grabs his gear and leaves. Holst promises him no payment at all if he deserts his duty, but the porter does not care. He is going to wait on the boat until they see sense and agree to leave this place.

Produce small creature, snake: movement in their bedding will awake one of the party. If they investigate, they will find a large snake slithering within the blankets. It is non-poisonous and will flee if it can.

Move Object (innate ability): One of the tents collapses of its own accord when the pegs are uprooted and the poles pushed over.

Part 8: The Guardians (Day 5)

The local tribe have gathered and moved into the area and during the day, they will commence their attack. They leap from the jungle and ready their blowpipes for a fatal barrage of poison darts.


Bee’obotik’nha will not allow them to be victorious and one of his first defensive actions will be to cast curse of arrow attraction on a Brave to ensure that all poisoned darts are taken of.


If a character is in serious trouble, leg breaking or sleep are useful interventions.


When all their darts turn in mid air and congregate on the hapless Brave, the Pygmies change to hand weapons and attack. Gunner defends Holst as they stand atop the semi-exposed vault gaining the advantage of ground, and everyone else defends the site as best they can until the enemy are driven off. The Pygmies are protecting their land and know and care nothing of the vault, hence they will not fight to the bitter end against clearly stronger foes, not when they can just retreat and when the chieftain is informed, they will simply move their village.

Pygmy, Impis
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Skills: Concealment: jungle, Consume alcohol, Cook, Disarm, Dodge blow, Gamble, Marksmanship, Prepare poison, Row, Silent move: jungle, Specialist weapon: Blowpipe, Spot trap, Strike mighty blow, Strike to stun.

Trappings: Blowpipe, Club, Flint Dagger (-1 Damage), Poison (Snake Venom) d6 doses, Shield.

Pygmy, Warriors. 
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Skills: Concealment: jungle, Cook, Dodge blow, Marksmanship, Prepare poison, Row, Silent move: jungle, Specialist weapon: Blowpipe, Spot trap, Strike to stun.

Trappings: Blowpipe, Club, Flint Dagger (-1 Damage), Poison (Snake or Scorpion Venom) d6 doses, Shield.

Pygmy, Braves.
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Skills: Cook, Concealment: jungle, Dodge blow, Silent move: jungle.

Trappings: Club, Flint Dagger (-1 Damage), Shield.

Once they are defeated, any dead workers are buried by the tree line and dead Pygmies are just hurled into the jungle to rot.

Part 9: Malevolent Attitudes (Day 6)

The sadistic nature of Bee’obotik’nha overrides his previous good sense and he starts to use his spells to kill and cause strife, despite the risk of driving off all habitable bodies. He meditates between applications so that he can enhance the effects and cause more fear amidst the workers.

Cause Hatred: A worker is subject to a five magic point enhanced spell (magic test -25) to turn them against those who are supposed to be protecting them. They will bellow imprecations for a round or two and eventually attack with a shovel until the effects wear off (3d6 rounds).

Cause Stupidity: A party member is subjected to a ten magic point enhanced spell (magic test -50).

Leg breaking: A porter is attacked with this spell. If they have a toughness of four or less they must make a magic test (–25 due to enhancement) to resist, otherwise their leg snaps with a sickening crunch.

That night, once he has recovered his magic points, he hand of dusts a porter.

A squealing shriek of anguish rends the night and it devolves into a deep gurgle before vanishing. Two workers suddenly run screaming out of a tent and charge headlong into the jungle.

Investigation of the source will find…

Lying in the blankets is a contorted form. Its hands are clenched into claws and its skin has been sucked to the bones as though all fluid has been extracted. The eyes are rolled back and are white, and its lips are stretched tight to reveal a frozen bared scream.

Heal wounds: An Int test (+30 for surgery) reveals no medical explanation for the death.

The two workers do not return and he is buried the next day. Three more workers take the man with the broken leg and leave on foot that morning.

Part 10: Attack of the Leftovers (Day 7)

Raise dead: The bones of the animals that have been eaten by the camp are subjected to the spell.

Screams go up and you see that from the tree line are emerging a number of skeletal forms. The polished or well-gnawed bones of the small animals and game that have been consumed since the camp was established have gathered an awful semblance of life and are haphazardly lurching from the trees and into the camp.

Gunner will defend Holst as the undead simply scamper around and do not attack or defend themselves. Workers squeal and beat them with shovels and picks until they stop moving.

Undead Leftovers
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Special Rules: Subject to Instability. 10% cause infected wounds.

Three more workers leave on foot to head to the port. They are not even going to wait on the boat, they just want out.

Part 11: The Grand Opening (Day 8)

In the mid afternoon, the remaining workers uncover a stone panel that Holst translates the engravings of.

‘The servant of evil, Bee’obotik’nha, must not be released, so say we of the Sta’heet tribe who have ensured the defence of this nightmare and his commitment to the defence of our treasure. His flesh is tainted with the vile sickness of his soul and many dread forces have been conjured at his behest. To disturb the final prison of the beast will invoke the wrath of Beesbok and Brobat. Beware the fiend and trifle not with this doorway to doom.’

Holst is not about to pay attention to Pygmy superstitions and orders it opened. The workers warily obey and while they are doing this, Bee’obotik’nha casts Gift of tongues and then Life In Death so that he can possess and acquire flesh to operate from. He has 2d4 rounds to find someone who fails their willpower test to deny him. His first target is Holst, then Gunner, then porters, then party members.

Inside The Vault

Wrapped in cloth is a diminutive skeletal form in strange bone amour. Beside it is a cylindrical black metal drum that is covered in dust. When anything is removed, or if the drum is taken away from the body, everything succumbs to age and crumbles.

The Drum: It has an encumbrance of 40 and is completely immune to spells and damage. It has no markings and no seams are evident. It is identical to the two drums found in ‘the Map’.

Metallurgy: They are comprised of a substance of unknown origin. It is some sort of metal but it is harder than anything you have ever encountered.

Magic Sense: The drums are charged with magical energy but there are no abilities or properties.

Possessed

If someone falls under Bee’obotik’nha’s domination, he roars his delight and swears to turn the whole land into a charnel house of death that will dance to his tune before turning it on the rest of the world.


An attempt to subdue and restrain the victim should be encouraged and conducted, and Bee’obotik’nha will not use magic because he intents to save his energies for Raise Dead.


If he is subdued, the group will have to try to figure out what to do. The final decision is to take the victim back to the Port to see if any of the priests or the wizard can help. During this time, he meditates if he can.

A Final Curse: Before they can leave, he will use all of his spare magic points (four plus whatever he has regained from mediation) to cast without gesture or invocation and use Raise Dead to animate the slain porter and any Pygmy casualties from the attack.


This requires a magic test –20, with all his extra magic points offsetting this penalty and enhancing his chances of success if he can.


He laughs manically and struggles to get free as he controls the dead and uses them to try to kill everyone present so he can get free and escape. He declines Ghouls in case he loses control and they eat him (it has been awhile and he’s not one hundred percent on all his old abilities), and zombies are too slow, so he goes with skeletons.


The bodies burst from their shallow graves or rise from where they were dumped as their flesh dribbles from their bones. The skeletons grab fallen tree branches or their weapons if they still have them and mount their attack.


If the vessel of Bee’obotik’nha is rendered unconscious, then the control over the skeletons fades and they become subject to stupidity as normal.

Skeleton
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Special Rules: Subject to Instability. Cause fear in living creatures.

Part 12: Did You Think To Save Your Friend The Priest?

During the trip back, Bee’obotik’nha uses his magic points to create snakes if he can just to annoy and intimidate while he mumbles strange lines of arcane gibberish even if he is gagged. He uses his spiritual abilities to knock things over, push things around and so on before letting his body heal. He will accept food and water to keep the host alive.


Back in the Port, the only person with the ability to handle the task of exorcising the victim is Waltraud Hannicke, the Cleric of Sigmar. He will want to know everything he can about the spirit and the victim and all of what happened. The process to expel such a malignant spirit is difficult and can be hazardous so he will require help and protection during the battle. If he is possessed, he has no wish to exist in such a state and has ordered his Templars to kill him.


If he fails the first time, he will offer a favour and ask Balthazar Huber, the Cleric of Manaan to assist and by use of pool power (1 magic point), he can access the cleric’s eighteen magic points to use in defeating Bee’obotik’nha’s resistance.

Bee’obotik’nha is not going to risk his mind by casting without ingredients now that he is in a mortal shell, so he will stick to spells that require none. He will produce snakes while thrashing and trying to break free and finally will cast Raise Dead before the ritual begins.


Skeletons will rise from the graveyard and wander out of the river to converge on the temple and try to thwart the ritual and set the victim free so that Bee’obotik’nha can escape.


If he is expelled, and fails to find a host, his spirit dissipates amidst howling shrieks of choler.

The Spirit of Bee’obotik’nha

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

	4
	53
	27
	0
	4
	15
	60
	1
	18
	54
	45
	50
	52
	4


Alignment: Evil

Special Rules: A living creature struck by him must make a Cool test or flee (a pygmy will be subject to terror instead). Anyone who fails this test but is prevented from fleeing (e.g. is physically restrained) must make a second Cool test or die from heart failure.


He cannot be wounded by non-magical weapons and cannot cause damage except through spell use. He may move small objects as per the Elemental Spell Move Object, but lose two Wounds each time he does so. He may not move the remains of dead pygmies, but he can move any single item with ten encumbrance points or less. He can use this power to make thrown weapon attacks with daggers, small improvised weapons such as rocks in which case he uses his BS score.


He does not require ingredients, gestures, or invocations while he is in spirit form. If he adopts flesh, then he requires them as usual.

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: 14 yards, Prepare poison, Silent move: jungle.

Magic Points: 27

Spells

Petty: Butterfingers, Curse, Gift of tongues, Magic flame, Magic lock, Sleep, Sounds, Zone of Cold.

Battle

Level 1: Cure light injury, Fireball, Flight, Hammerhand.

Level 2: Aura of protection, Cause animosity, Leg breaking, Lightning bolt.

Level 3: Cause stupidity, Dispel magic.

Necromantic

Level 1: Hand of death, Summon skeletons, Summon skeleton champion.

Level 2: Control undead, Hand of dust, Stop instability, Summon skeleton minor hero.

Level 3: Life in death, Raise dead.

Waltraud Hannicke

Marine, Initiate, Cleric level 1, 2, 3

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

	3
	41
	40
	4
	4
	9
	45
	2
	54
	51
	50
	54
	63
	46


Skills: Ambidextrous, Arcane language: Magick, Cast spells: Clerical level 1, 2, and 3, Consume alcohol, Cure disease, Disarm, Dodge blow, Heraldry, Identify undead, Law, Luck, Magical awareness, Magic sense, Manufacture scrolls, Meditate, Public speaking, Read/write, Row, Scroll lore, Secret language: Battle, Classical, Strike mighty blow, Strike to stun, Swim, Theology.

Spells
Magic Points: 29

Battle

Level 1: Cure light injury, Fireball, Hammerhand, Pool power, Steal mind.

Level 2: Aura of protection, Enthuse, Zone of sanctuary.

Level 3: Animate sword, Dispel magic, Rite of Exorcism.

The Rite of Exorcism

Magic points: 15

Range: special

Duration: special

Ingredients: Salt, quantity of own blood, religious symbols, a possessed victim

The victim must be securely bound and laid in a circle of pure salt. Praying and mediating before the ritual adds 1% to all the Cleric’s tests for every hour spent doing so (max 10%). The twelve runes of exorcism must then be painted on their bare flesh with the blood of the cleric performing the ritual (3 Wounds worth and a successful Dex +30 test. If the victim is conscious and struggling, this test is only at  +5. Failure means more blood and starting again).


Each attempt of the ritual takes 6 hours as they invoke spirits and divine aid. At the end of this time, an Int test is required to have recalled and performed everything correctly.


Failure – the control remains. The ritual must be tried again but accurate runes remain useable.


Success – the possessed character is lambasted with arcs of power that cause intense pain. D6 wounds and d3 insanity points are sustained by the host. The invading spirit must make a magic test or be expelled from the body and the Cleric may use their own magic points to hamper this. Also, certain precautions and situations make this more difficult for the spirit.




Location


Level of Cleric




Shrine
Temple

3
4

Neutral Deity
-10
-25

-
-5

Good Deity
-20
-40

-5
-10

Law Deity
-25
-50

-10
-15

Praying Clerics*
-5
-10

* In attendance for the entire ritual, penalty is for each one of level 1 or higher.

If the Necromancer is expelled from the body, they have whatever time was left between the original casting and the act of possession to find a new host. The Cleric is a viable target. If the Necromancer resists the spell, the ritual may be reattempted during which time the necromancer may recuperate their magic points unless somehow prevented.


Each attempt causes 1 insanity point to the necromancer and a successful expulsion forces the host body to make a T +20 test or die from shock.

Part 13: Aftermath

The Cleric of Morr will put the restless dead back in their graves and sanctify them. The clerics will soothe all concern by telling civilians and authorities alike that the possessed soul has been freed and that the fiend responsible has been dealt with and will never trouble the port again. The doctor approaches Holst (if he lives) or vice versa and offers him five hundred gold crowns for the drum. If he is in full possession of the other two, then he will be forced to rise to seven hundred. The party are given their share of this unless they want to pay more for it themselves.


Nothing of real value was gained from this expedition but the party helped Holst explore everything possible and defended them from harm. They may also have assisted in ensuring that the spirit was driven out of their employer or his faithful guard. Holst will give then one hundred crowns for their efforts and thank them for what they did. He will pack up and intends to take a riverboat up the coast to find a ship heading back to the Empire.


If Holst is dead, Gunner will sell everything not belonging to himself, pay for a decent funeral, and settle in the port to seek new employment.

Part 14: Experience Points

20



Investigating the deserted ship

30



Going to the Vault

20



Defeating the Pygmies

10



Defeating the Undead Pygmies and porter

50 +1 fate point

The vile spirit of Bee’obotik’nha is extinguished and a drum is liberated from its





resting place.

The campaign continues in ‘The Curse Of Port Heldenhammer’.

Greetings my trusted friends,

After having translated the hieroglyphic tablets from the final resting place of Kwetzelle Sakatananga, I have used this information to locate another important place. I am currently at this site and am trying to gain access because unfortunately there are a number of years of accumulated earth in our way. There have been a number of strange occurrences of little consequence but it has my workforce concerned. The captain of the ship has been told that should you wish, you can accompany him back and then be escorted to our current locale. The same share of whatever we find is offered for you to reassure my workers with your presence and protection.

Yours sincerely,

Holst Geller

Handout 1
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