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Background

Fritz Voller was a failing ironmonger in Weissbruck with a family and wife he could barely support. The situation became infinitely worse with the birth of twin daughters and more than once he considered suicide to escape the pressures of his life.


One night, he was visited in a dream by what he believes to be some sort of powerful demonic entity or minor dark god. The beast offered him a pact, that if he could find a healthy human adult every ten years and have them willingly accept sacrifice to it, it would grant him power and riches. He readily accepted and sold his business to move to the Gromril Coast, there he was to seek ‘the waterfall that does not move’. This was to the considerable chagrin of his family whom he left behind and who thought him mad, which in all likelihood he is (acutely so).


After much travelling, he finally found what he had been looking for. At the northern reaches of the inland mountain range, at the head of the river, there was a quartz deposit that ran down the side of a cliff. When it caught the light, it gleamed like water.


He began to panhandle and immediately found diamonds. With greed possessing him, he refused to hire others to assist and sent for his family, who promptly told him to leave them alone and never, ever, contact them again. Their mother had died since he deserted them and they were impoverished and desperate. A satchel of uncut diamonds soon regained their paternal love and loyalty.


The family began to work the area but still, they only reaped a fraction of what a professional operation could produce.


Fritz began to purchase slaves from the port and set them to work. The jungle is lethal if one is ill equipped, and so there was nowhere for them to go. At first, they were treated well and promised their freedom once they had mined enough gems for the family.


The operation began to yield ever greater profits and so Fritz started to buy more slaves, and hire guards to keep them in place. The colony started to appear and profits continued to spiral upwards.


Greed continued to drive Fritz and he started to place bribes in the port to ensure that the colony acquired convicted felons and those who became destitute. He disliked paying Horff so much and so regularly, and he also suspected him of helping escapees for his own profit (an untrue supposition). Therefore, Fritz started to use some of his more nefarious guards to kidnap colonists. The bounty he offered for a kidnapping was a fraction of that required in purchasing a legitimate slave.


When he encountered buccaneers and pirates, he made the same deal with them, and when such criminals grew tired of their hazardous vocation, they were all extended a guaranteed post as one of his colony guards.

The Colony

The Voller’s live in splendour and delight in their elevated roles, especially after all the poverty and hardship that led to this opulence. The things they see each day have slowly burned out their conscience so now they are a pitiless and heartless bloodline that merely sees suffering as the way to make money and acquire the little luxuries in life.


The mining and panhandling slaves work tirelessly under the iron fist and savage whip of the felons, pirates, thieves, thugs, cutthroats, and murderers that have ended up as the Voller’s private army.


New arrivals in port Heldenhammer are swindled into being driven to the place where they are enslaved. Bribes to the port keep this from being stopped and also a significant bounty on the recapture of escapees makes sure that there is no way to flee the coast.


Rejects from Korff’s are purchased cheap, and the work of pirates and kidnap squads further bolster the work force.


The guards have small farms and cabins that their families work to provide food and a comfortable living as well as a cordon to help thwart an escaping slave.


Fritz is nearing the time of his fourth sacrifice and in the bowels of the Voller residence he has a number of slaves that are being systematically tortured, brutalised, brainwashed, and threatened, in order to gain their committal to the ritual.

The Rebels

In the mountains, safe from the bounty hunters and guards, are a number of escapees who have pledged themselves to the death of the Voller’s and the destruction of the colony. Consumed by their hatred and loathing, and unable to escape because they believe that the port will just overpower them and hand them back, they mount guerrilla raids and scheme for their final retribution.

The Eldest

Gustav Voller is the oldest son and he is growing ever more tired of his father’s lunacy. He wants to end all this nonsense with rituals and pacts and concentrate on making as much gold as he can. He is sick of Lustria, having had several bouts of painful fever here. He wants to go back to the Empire or Lothern and manage the affairs of the colony from there. In addition, despite his firm intention of tolerating no further uprisings, if one should come, he does not want to be around to get an arrow in the throat.

The Outraged Son

Deil is the youngest son and has had enough of the situation. His father was insane, and then became greedy, but now he is just plain evil. Even without Deil’s moral objections to his family’s reprehensible actions, there are plenty of other dangers to warrant stopping it.


There has already been one massive uprising that while suppressed revealed that something had to change else it repeat. Kurg, the Dwarf mercenary/tracker/assassin from the port led this revolt and there are fears that he may return some day. This has caused all of them to shun contact with the port and only ‘recruitment’ missions to gather settler fools from a new colony ship are risked. During these visits, they take the opportunity to bribe the relevant authorities.


Deil believes that eventually some power is going to take offence to what they have been doing and act against them. Such retribution will be swift and exceedingly harsh. If they curtail the abductions and other vicious excesses, then they may be left alone to continue in peace.


He knows that his father is going to start executing slaves until the rebels either give up or surrender, and he fears that this will prompt the very fate he has been trying to avoid. Butchering slaves will draw too much attention. His father has to be stopped.


However, his older brother has more authority, and it will take time to wrest influence away from him and set himself up as heir. Unless the rebels stop, he may never get that chance.

The Sly Daughters

Having been raised in the environment of the colony, Fritz’s twin daughters Marlene and Gretal have cruel and cold hearts. They have inherited their father’s greed and want control. The sons are fools, one is a coward the other a weakling. They want to exploit the growing uneasiness of their siblings to ensure that it is they who end up with sole control of the family business.


The plan is to side with the younger but only so they can make a gift of the rebels to their father after exposing his eldest’s plans for a takeover.


In addition, they have more than a touch of their father’s insanity. They want to kill him at the ceremony and gain the patronage of the daemon for themselves. They know the mines are running dry so they need a new venture to bring them wealth and power, just as was done for their father.


The family have always been present at the ritual and have never seen the daemon during these sacrifices. The brothers just humour their father to ensure good positioning for inheritance, but the sisters believe in it wholeheartedly. The gods have not been seen wandering the Empire, but that does not mean that both they, and their influence are not tangible and real.

The Buried Secret

A large chunk of the Pygmy craft that crashed on the coast lies under the current mines. It holds power cells and a cargo container of dormant seeds of the hostile alien plant genus as well as the emergency pathogen required to wipe them all out in the event of premature release from bio-stasis.


A local Pygmy tribe resides in the area and they have a legend that ‘should the coffin from the heavens be found and opened, then the jungle will come alive and be filled with an unquenchable hatred’. When a scout spots the unearthing of the container, they quickly muster for an attack to stop this from happening.

Another Problem

Because the diamond harvest is starting to dwindle, Fritz is delving ever deeper into the mountains to keep the flow of gems going. Despite the fact that some seismic disturbances have prompted cave-ins and a great many deaths, he wants them to persevere. If his employees think that the colony is spent, he will lose everything very quickly.


This rash over mining is about to punch a hole into the Skaven tunnels whose creation has been the cause of the disturbances. The Clan Skryre forces are secretly moving into the area so they can hunt for and capture the lost Skaven tribe. Not all the Skaven of Lustria arose to form Clan Pestilens, some were left behind, and one such nest exists on the Gromril Coast. The basic lore and powers of pestilence that were later refined and bolstered to fill the sickly Clan’s arsenal may be the key to undoing it. In the event of another confrontation with the plague priests, the warlocks want to have the ability to undo and thwart the machinations of their hated rivals.

Oh, And One More Problem For The Road

On the other side of the mountains, there is a river that leads to the sea. This river has been the secretive trade route that gets the diamonds out without the port ever finding out just how much money they are making, and also allows pirates and other reavers to bring in fresh caches of slaves. Where the Crimson Cutlass does not attack Imperial vessels, others are not so picky, and Imperial captives cannot be brought through the port else everyone turn on the slavers.


Where this covert route has been a blessing, it is also about to be a curse. A Dark Elf raiding fleet has seen what is happening and after realising just how many slaves are present at the colony, they have decided to commit themselves to a massive raid. After all, these slaves are already nice and psychologically broken, defeated, and accustomed to their lot - perfect material that would fetch a grand price indeed.

Part 1: The Expedition

Through various secret researches, a team of learned Imperial experts in Slann artefacts and technology have found a valuable piece that they want to employ in a radical test. They have pulled some strings and have managed to convince some Electors to permit a crusade to Lustria.


They have found details of a Slann city and several references that suggest that the item in their position has some vital part to play in the relics that they hope are still present there. Under the pretence of a military action to overthrow Slann dominance on the Gromril coast, an expedition has been sent to take the city and hold it. At the head of a regiment of Reiksguard is Klaus Winterstein, a respected and trustworthy captain.

Bells start to ring out from the fort and people emerge from their buildings and start to move towards the riverbank. In the distance can be spied a sail coming this way over the horizon.


‘Imperial vessel to the east,’ comes the cry from the fort lookouts.

People wonder if it is another colony ship, but the use of telescopes reveals that is some sort of small warship.

The ‘Eternal Torch’ has the Imperial flag and another crest fluttering from its masts. There are a number of armoured figures on deck with the same heraldry as well as a number of men in plain but expensive city attire.

Heraldry: The troops and the ship are clearly under the command of the Reiksguard knights, the personal army and bodyguard of the Emperor himself. As an Elector, the Emperor also has direct command of his own provincial army – the Reikland regiments. The Reiksguard forms an elite core of highly trained, expensively equipped troops who are loyal to the Emperor in person. All those of noble birth are allowed into its ranks regardless of what province they hail from and such is the prestige and power of the Reiksguard that many of the sons of the greatest noble houses and even the Electors themselves can be found under its banner.

The ship drops anchor and longboats start to come ashore. The captain at the head of the group takes a dead breath of the jungle air and looks around with a wry smile.


‘So, this is what Lustria looks like. Not bad. The hedges could do with a trim though.’


A thin man in smart clothing strolls up to his side while diligently mopping his brow with a handkerchief.


‘Captain, I must protest again. You are under orders to accompany us on our mission, not to take holidays here in this backwater…town.’


‘You forget, I grew up in far worse than this, not some pampered university dorm and do not presume to ever question my loyalty again, sir! My men have spent a long time cramped up in that ship listening to you and your men prattle on about nothing. They need some time to relax, otherwise their sword arm may be just a little slow in guarding you.’


‘You mean they-’


‘I mean, give them a day or two, then we’ll set off. Besides, you look like you need some time to acclimatise as well. You’ll collapse before the hour is out should we leave now. Besides, I want to do some reconnaissance and find out what we can expect from these jungles. You value wisdom? So do I. You want yours? In order to get it for you, I need to get mine.’


The officer turns to the arriving boats of weary looking troops.


‘Stretch your legs men, get a drink, get a meal, we’re taking a break. Oh, and make sure you all get some good honest and comfortable sleep at yonder Imperial inn - on me,’ he declares and tosses a purse of gold to the troops while indicating the Magnus and Dragon. Great smiles break out on the knights and they salute and give hearty thanks to the captain before they start to wander into port.

The academics return to the ship to continue pouring through maps and ancient books. The knights immediately start to fill the bars after checking into the inn. The captain enters the fort to reveal in secret what the mission is, and to ensure that someone else knows what is going on. For the next couple of days they relax from the journey and ask about what they might encounter in the depths of the jungle. They will not say what their mission is, because it is classified. They conduct some sword practices, test the local fruits and foods, and generally try to get to grips with the heat and the environment.


Additional funds, Imperial communiqués, barrels of gunpowder, some new initiates, and a few soldiers depart and enter the forts and temples. Letters back and other despatches are readied and taken to the ship.


Klaus is likely to seek out the adventurers wherever they are. He is cordial, friendly, and open about himself and his past. He should be a likable character that the party regard as honourable and good. He will not reveal what the mission is, only that he is to escort the academics into the jungle to a certain location and that he is a little dubious about whether any of them are going to be coming back. He is interested in finding out about the dangers, hazards, and environment of the jungle, what he can expect, tips on survival, and so on. He will wait for them to bring up the topic of the Slann and will then conduct as much enquiry about their encounters with them as possible - tactics, strengths, weaknesses, armaments, and so on. He will also ask the same on Pygmies to try to cover his tracks.


Klaus also saw that another set of colony ships were being prepared when they were leaving Marienburg. He heard through a few naval friends that some sort of experimental warship was going to be accompanying them for possible permanent stationing here at port Heldenhammer.

Captain Klaus Winterstein

Pit fighter, Judicial champion, Templar, Reiksguard Knight.

Appearance: A tall and strongly built man with a shaven head and a slim moustache. He has several mild scars and the symbol of the twin-tailed comet hangs from his left ear.

Background: Born in poverty in Nuln, Klaus made his way through life in the vicious and lethal pit fighting dens. He earned a fearsome reputation and became a recognized face in those circles. A local noble who was also an avid fan decided to offer Klaus a position as his judicial champion, thereby capitalising on Klaus’ reputation to ensure that he was never trifled with. It was through this noble that Klaus first heard the words of Sigmar and he was greatly moved by them. His faith grew and he started to become more and more intrigued by the church, so much so that he finally resigned his position and entered the cult as a templar. His former barbarous life and his redemption was a source of much attraction and he often accompanied clerics on pilgrimages and missions to both inspire and protect. Through valiant action and deed, he proved himself more than just a source for sermon, and eventually he came to the attention of the Order of the Reiksguard Knights. Somewhat irritated by being constantly used as a source for sermons about turning ones back on evil and becoming faithful, he accepted a position with them and swiftly acquired renown, respect, and authority.

Persona: He has lived in squalor and is not ashamed of who and what he was. He is a decent man who made his way through life on his own terms. The inspiration of Sigmar’s example and legacy were the lure that attracted him to the cult and caused him to take up the faith. He believes strongly in Sigmar and his dedication to the Empire is now presented in his devotion to the order of knights.
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Alignment: Good






Age: 34

Skills: Ambidextrous, Disarm, Dodge blow, Luck, Read/write, Ride, Secret language: battle, Secret signs: templar, Specialist weapon: fencing, fist, flail, lasso, net, parrying, two handed, Strike mighty blow, Strike to injure, Strike to stun, Very resilient, Very strong.

Possessions: Breastplate +2 AP’s, Pot helm +2 AP’s, Warhammer +2 damage, Buckler +10 WS, protection +1 AP, Amulet of thrice blessed copper, Ring of protection versus Slann.

When the morning of departure comes, the knights attend the temple of Sigmar for a final prayer service. Afterwards they muster, meet the academic team, and start to head south west to reach the southern edge of the mountain range before they start to comb along it in search of the Slann city.


The crew of the Eternal Torch ready to set sail, take another day to relax in port and then set off back for the Empire the next morning.

Part 2: Old Shipmates

Pieter Leonhardt has been keeping low since coming to port Heldenhammer. He has done some odd jobs here and there, conducted a few risky enterprises, dealt with other locations and is finally ready to make his move. He has decided to break the monopoly of the Treasure Trove and open a rival. This will follow his plan as a front for fencing because he has made contact with the Vollers and their pirate allies and can now provide an invaluable outlet right under the nose of the Imperials. Drucker has noticed this and has delved into his background. He has called in favours and discovered Pieter’s secret from some contacts in Marienburg. Hans immediately passes the information onto a local bounty hunter who arrived on the same vessel as the adventurers. Ludwig comes to the port to take the final head that will gain his retirement.


When the party are next in the port, they see a new building going up opposite the Magnus and Dragon. The construction is occurring at a fevered rate under the eye of Pieter whom the party may recognise as the entrepreneur from Run Through The Jungle. Hans Drucker is watching the situation with a sour face that brightens when a small riverboat draws up in the dock.


From the boat steps the aged visage of bounty hunter Ludwig Immelmann. Drucker nods in the direction of the construction and the man draws his sword and starts to march towards it.


Everything that transpires depends on whether the party intervene or not. Without involvement, the events unfold as follows.

Ludwig: ‘Herman Than! Come forth and face justice for your crimes, Chaos lapdog.’

Pieter: ‘Sergeant Streckmann! Drucker’s paid an assassin to stop me opening a rival business. Isn’t this port a haven for free enterprise? Should it be allowed to degenerate into everything we left the Empire to avoid?

Drucker: ‘Don’t listen to that Chaos filth. He’s wanted for being in league with Chaos cultists. The blood of innocents stains his hands.’

Pieter: ‘Lies! He’s using that word to whip up hatred without cause. I’m innocent.’

Ludwig: ‘The bounty is just. You meet the description and Drucker has confirmed it.’

Pieter: ‘You see! He made it up! Assassin! Assassin! A hundred crowns to each man who stands with me against this injustice! Drucker wants to keep his monopoly, and he’ll run anyone out of business who threatens his profits!’

The workers perk up and a number of the labourers take up pickaxes, hammers, and wooden beams before descending down to block access to their employer. Ludwig draws his net in his other hand and starts to edge forward towards them. Drucker bellows back into the Treasure Trove and the smiths and assistants emerge with swords in hand but they do not leave the property.


Streckmann just looks very worried and bemused as sweat wells on his face from actually having to have to make a decision here or perhaps even intervene.

Ludwig will attack and fight to the death and he will assail anyone who stands in his way. The labourers will fight him until they lose more than half their number or the party join against them at which point they back off or flee. Pieter will scream for justice, aid, and mercy. If Ludwig advances on him, he will holler that the Vollers are on his side and that Drucker will pay for trifling with them.


Ludwig will try to kill him while Pieter seeks to use his flee skill.

Ludwig dies: Construction continues. Drucker’s stranglehold on port produce is offset by the fact that Pieter will be buying from outside sources to supply the colony with luxuries and raw materials.

Pieter is killed: Ludwig presents the bounty poster to Streckmann to claim his reward of 600 GC before seeking to sell his boat and settle here in port. Drucker confirms that it was the right man after having checked with his contacts in Marienburg. He swears to this validity and Streckmann accepts his word.

Ludwig Taken Alive: If he is stunned or otherwise captured, Streckmann will search him and call in Drucker to reveal what he knows. In the mean time, Pieter fears that this will lead to his arrest and flees into the jungle. Ludwig will then seek to pursue him on foot.

Pieter Taken Alive: The same occurs and when Drucker confirms his guilt, he is hung immediately and the bounty is split between all those involved with a three share portion going to Ludwig because he did after all, do all the leg work.

Pieter escapes: If he is alive, Ludwig enters the jungle to hunt him down. Pieter makes for the colony and it is there that the situation will be resolved. At the colony, he will seek the backing of the Vollers, who up the percent they will be taking from the business for this sanctuary and support. The guards are ordered to kill Ludwig if he is seen and then Pieter is escorted back to the port and given guards to keep him safe while construction continues on their mutual investment.


Pieter and then Ludwig arrive at the colony when the party are there. The exact time is left to your discretion. He is overpowered and readied to be executed. If he escapes, he will seek the aid of the rebels to hit the prey when he is next in the port (about thirty days later). Ludwig is going to settle in the port, and a friendly ear there would be invaluable to the rebels and so they assist in killing the lapdog of the Vollers and the guards situated with him. With the death of their investment, the Vollers back off.

Ludwig Immelmann
Background: An aging bounty hunter who is seeking to get the drop on a last few high paying bounties so he may retire. There are some very vicious criminals that he has brought to justice in his long career and some managed to get a jail sentence rather than execution. If they get out one day, then they will definitely want revenge. Lustria is a place far enough away that he need never worry about then finding him. He had posters for six men, all wanted on charges of murder, rape, robbery, and other hefty crimes. The fact that they have not been found in a good long while in any civilised country suggested that in all probability they have left the Old World. He found a few clues that suggested Lustria. He has taken five heads, and Pieter is the sixth.
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Alignment: Neutral






Age: 49

Skills: Ambidextrous, Follow trail, Luck, Marksmanship (included in profile), Shadowing, Silent move: rural and urban, Specialist weapon: lasso, net, Strike mighty blow, Very strong.

Possessions: Sword, Net, Hand axe, Dagger, 10 yards rope, Backpack, 3 x manacles and keys, 1 weeks iron rations, lantern, tinderbox, whetstone, oilskins.

River boat: 4000 GC in gold and gems hidden in the bilge.

Wanted poster, describing ‘Pieter’ and offering 600 GC for his death because of involvement with the minions of Chaos. The poster was issued by Imperial magistrates in Marienburg and is legitimate.

Pieter Leonhardt

Thief (general, pickpocket), Fence.
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Alignment: Neutral





Age: 24

Skills: Concealment: Urban, Evaluate, Flee! Magic sense, Palm object, Pick pocket, Read/write, Secret language: thieves, Secret signs: thieves, Silent move: rural and urban, Super numerate. 




Possessions: 

Decent clothes, Dagger, Purse 80 GC.

Labourers
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Skills: Scale sheer surface, Carpentry, Drive cart, Very resilient. 




Possessions: Sturdy clothing, Improvised weapon.

Part 2: A Job Offer

After this incident, Hans Drucker sends one of the smith’s apprentices to fetch the party for an audience and a job offer. He takes them into his back office and offers them a drink, fresh fruit, and a seat in one of his luxurious armchairs.

‘The man who is supposedly called Pieter mentioned the Vollers. Now, I am not sure if you are aware of this but they run a diamond mine up north at the end of the mountains. Quite lucrative I’m told, although they don’t seem to ship their products out through the port. They use slaves as a labour force and Korff had a lot of dealings with them way back, but not so much these days. Anyway, as you can probably guess, an operation worked by slaves means armed guards, and I just want to make sure that the Vollers are okay with everything. Just a precaution you understand. So, if you would head up that way as my, er, representatives and make sure that all is well. If not, if you could see what could be done to smooth relations between us, I’d be exceedingly grateful.’

Pieter is dead: They are to ensure that there will be no repercussions, and if the Vollers are infuriated by the killing, what can be done to ease tensions and get everything back to normal.

Pieter fled: They are to see what can be done to either buy out Pieter or have the Vollers rescind their investment in him, or failing that to ensure that hostilities end now, and both the Treasure Trove and Pieter’s establishment are allowed to co-exist in peace as rivals but ones where bloodshed is not necessary.

Payment: 100 GC each, or 250 GC in goods. He will also arrange for a boat and competent sailors to take them on a nice leisurely cruise up river and then back again. Food and drink will also be provided.

Part 3: The Journey To The Colony

At the start of the sixteenth day of travel, the ship moves into an area of thick swampland. The trees are crooked and festooned with lines of slime and wet clinging vegetation. The air buzzes with insects and the croak of amphibians. Lurking amidst the tangled muddy jungle floor can be spied a large number of crocodiles. They hiss and prowl along the banks while many more hover in the river.

The next day a tremor runs through the jungle. It causes birds to take to the wing, the crocodiles to roar angrily, and the ground to visibly quiver.


A number of mosquito bites will be acquired during this time and the boat leaves the area early on the eighteenth day. No fever or other debilitating effects other than annoying itching are acquired.

Part 4: The Colony

The jungle thins and then parts to reveal areas of lush farmland. Small cabins and barns sit amongst fields of crops and there are minor herds of cattle, fowl, and swine. The farmers look up and wave as you pass. They seem friendly and content enough but they are almost all women and children and all of them are armed. No matter what they are doing, each wears a sword or axe, or has a bow or crossbow nearby.


The sound of picks and digging start to rise in volume and the smell of smoke starts to saturate the air.

The crew know nothing of the colony and suppose that there are Pygmies or them ‘frog things’ hopping about in the area to necessitate armament.


Guards are paid 5 GC a week and are given a plot of land here for them and their families. It is a very close-knit community where every one knows and assists each other a great deal. Outsiders are viewed with extreme suspicion. They help each other construct homes and make repairs, harvest, and plant crops. They work together to hunt out escaped slaves (which earn a nice 50 GC bounty dead, 100 GC if relatively alive). The families distrust the port and new guards often find a bride in the form of the daughters of the veteran guards, which make the community even more incestuous.

Late into the nineteenth day of sailing, the farmlands give way to a brief barrier of untamed jungle, then this parts, and you emerge into a huge cleared area that stretches up to a set of low cliffs which in turn feed into the mountains. The zone of bare earth that stretches before you has occasional clumps of grass but little else. Near the treeline are a number of squat guard towers that have been constructed from wooden beams. The small huts that rest atop the scaffolding have several men with crossbows peering inward towards the cliffs.


Closer to the cliffs are a large number of wooden barracks that rest on squat legs. Amidst them can be spied wretched figures dressed in rags with brief chains linking their manacled feet.


Along the cliff face are a number of mine entrances from which emerge more dreary figures who stagger under baskets of rocks. These are dumped in great piles and then other workers start to process them. Everything occurs under the watchful eye of men and women dressed in leather jacks with pot helms who bear a whip, sword, and knuckledusters. Others stand atop outcrops and cradle crossbows.


A little way north is an area of cliff where a number of veins of quartz lay exposed. The crystals gleam and glitter in the warm tropical sunlight and at first glance it almost appears as though it is a waterfall. Sitting above this strange sight is a massive three-storey mansion. It hangs on the edge of the cliff and overlooks the entire colony. It has large balconies and patios and a significant number of smartly uniformed servants can be seen in attendance.


After leaving the jungle, the river starts to rapidly thin and there is a small set of docks situated between two of the towers. There are three sets of gallows nearby and executed bodies dangle from their nooses. There is a small building next to them and a modest warehouse behind these lays adjacent to a set of stables and a row of some ten large carts.


On the other side of the river is a dense and crude graveyard with piles of rocks and simple wooden markers. Several manacled figures are in the process of burying six bloodied sacks that clearly contain cadavers.

The Docks: The boat ties up and the party may enter the building. Inside is a dour faced man toiling over several ledgers that have coded details about slave shipments in, and gems out. Rene Tibbit is a simple clerk who finds the work here a challenge and the pay adequate. He has no qualms about the business he is involved in.


‘People break the law, can’t pay, or cross the wrong person. Slavery is not illegal, and better they work and earn their food rather than rot in some stinking jail at the expense of your average citizen.’

 
As to abductions and imposing slavery on innocents, he has little compassion for those who wander into the world without adequate precaution or defence. He feels that it is better they are taken out of the way before they put decent people in jeopardy.

The bodies: There was a cave-in, which is a natural enough hazard when mining, although they have been occurring more regularly of late, probably due to the tremors.

The executions: Escaped slaves who have been strung up to teach a lesson to the others.

Seeing the Vollers: Rene will call a guard from the warehouse and instruct them to take them up to the mansion. A winding road leads up to the building and the elaborate garden that lies behind it.


A servant appears and enquires as to their purpose and will ask them to wait in the gardens while he sees if the master of the house is available. Small grass paths wind amongst many beds of exotic flowers and meticulously tended hedges. There is a gazebo with some chairs at the heart of the garden.

Part 5: The Twins

Marlene and Gretal Voller approach the party. Both women are in opulent finery comprised of pinks and whites. They have lace parasols over their shoulders and bear considerable diamond jewellery. They are dressed so identically that they almost seem to be mirror images of each other. Two servants in smart uniforms follow dourly behind them.

Marlene and Gretal Voller

Artisan’s Apprentice, Artisan, Prospector, Slaver 

Appearance: Tall with slender faces and equally lithe physiques. They have a cascade of brown hair that is expertly arranged and tended. Their skin is pale considering the climate and there are few blemishes.

Persona: Cruel, spiteful, greedy, ruthless, manipulative, treacherous. They are serpents dressed as meek lambs. They affect an elite and feminine façade, acting like prissy noblewomen but ones with icy hearts and a razor intellect lurking beneath.

Background: Born in poverty, they were raised in the shadow of two brothers. Too poor to marry higher than their station, the colony has thrown them leagues above anything they could have ever dreamed about. They worked hard in those early years and now enjoy the fruits of that labour via the sweat of others. They will not see the situation reverse.
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Alignment: Evil






Age: 40

Skills: Animal care, Carpentry, Cartography, Drive cart, Fish, Game hunter, Luck, Metallurgy, Orientation, Ride, River lore, Smithing, Speak additional language: Breton, Strike to stun.

Possessions: Expensive dress with dagger underneath, Parasol, Jewellery, Purse, 20 GC, 20/-, 20d.

The women introduce themselves and sit down in the gazebo after asking the party to join them. They call for wine and enquire as to profession, and the reason for the visit. While drinks are served, they ask as to the fashions that have last been seen in the Empire or in Lothern, and of recent goings on in the Old World. They also ask as to Prim Platen’s because they are thinking of calling her out again to work on some new dresses and hats.


The women ask as to exploits and feign aghast and exaggerated expressions wherever appropriate for a timid and innocent woman of breeding. They are seeking to gauge the party’s metal and stance for their own purposes. To unearth the strength of their morals and conscience, they begin to talk of the colony.


“Have any of them considered taking a guard post? It pays well and the accommodation is good. The plots that help provide food for the colony also form a decent cordon to prevent runaways. They are also the homes of the guards, and their families run many of them. It is a good life.”


If things start to get heated or if the conversation is drying up, there is a sudden brief rumble and then a commotion from down by the mines. The women seem unflustered by the piercing screams and anguished hollers.


If asked as to what has happened they reply…

‘Oh just another cave-in. Father has been pushing deeper and with a little too much haste and not enough care. The tremors we have been experiencing do not help matters. Still, one needs ones diamonds and digging is the only way one can acquire them. Don’t worry, the guards don’t go in the mines so it was only a few worker that got squished.’

If the party head around the house, they will be accompanied by the women because they will want to see the party’s reaction to the carnage. If they are heavily anti-slavery then they will obviously be viable contacts for Deil. They know of their brother’s disgruntled attitude and they want to manipulate it. If the party become his agents, then they should be kept an eye on. If the PC’s look down, they will witness…

Clouds of dust are billowing out of a mine entrance. Slaves are staggering from the cloud and are coughing and hacking. Others are seeking to drag the wounded free. They are covered in dust and rock fragments and bleed from fierce wounds. The guards start to whip them and demand that they get back to work. They assess the wounded at a glance and those with broken limbs or severe injuries are run through with a sword on the spot. The others are unceremoniously dragged or shoved to one side where a diminutive figure appears. He has a medical bag and begins to offer cursory attention.

The women know that this is a man simply nicknamed ‘sawbones’. He is some broken down doctor that their father picked up to tend the slaves.

Part 6: The Master Of The House

A servant arrives and informs the party that the master of the house will see them now. They are shown into the mansion and through the halls where a large number of servants are polishing and cleaning with frantic and dedicated haste and care. Many bear scars that testify to them being former miners. They are brought to a study where Fritz sits behind a massive mahogany desk and Gustav stands behind him. There are a number of large armchairs arranged before the desk and massive windows span the wall behind him. These look down onto the colony and let sunlight wreath the Vollers and fall on those sitting before them. Servants bring in fruit, cigars, pipes, and drinks for the party.

Fritz Voller

Artisan’s Apprentice, Artisan, Prospector, Slaver

Appearance: A tall and elderly man with a weathered and haggard face. He has a strong build but the muscles of earlier years have clearly been allowed to wither away. He is almost completely bald and only a few white wisps remain. He wears dark clothing with a black leather jerkin and white ruff. At his side is a sword and dagger in dark scabbards that have been studded with diamonds.

Persona: The strains of his early life brought about the development of Delusion, and the belief in the daemon that guided him here (he was in a bar and unknowingly overheard a porter who was fresh back from Lustria talk about the ‘frozen waterfall’ amongst other things. His subconscious kept this dream and nurtured it, and then his disorder devoured it whole and offered it as his Promised Land and salvation). His dedication to the daemon allowed him to overcome conscience and reason, and act contrary to his nature, thereby achieving a level of success in life that he could not otherwise accomplish.


He is a shell of man whose hollow interior is filled to the brim with unquenchable greed. Everything comes second to the acquisition of wealth. He appears calm, stern, and fierce unless the possibility of jeopardising his operation or deal with the daemon comes out, in which case he becomes hysterical, chagrin, and berserk.
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Alignment: Evil/Insane





Age: 62

Insanity points: 4

Skills: Animal care, Carpentry, Cartography, Drive cart, Fish, Game hunter, Luck, Metallurgy, Orientation, Ride, River lore, Smithing, Speak additional language: Breton, Strike to stun




Possessions: Expensive dark clothing, Rune sword, scabbard with 60 GC’s worth of gems on it, Rune dagger, scabbard with 20 GC’s worth of gems on it. Master key to the mansion.

Both weapons were commissioned from Eckhart at great expense and were investments to protect his find. They are high quality and both have a Klauser rune of Cutting and Smashing, Swiftness, and a Spell rune of Cure Severe Wound.

Gustav Voller 

Artisan’s Apprentice, Artisan, Prospector, Slaver 

Appearance: A tall and lithe man with subdued muscles and a balding head of grey hair. He wears a bushy moustache and has a kindly, serene face that is marred by several scars on his left temple, cheek, and jaw line. He wears dark and sombre clothing with a pair of fine swords in jewelled scabbards.

Persona: He is his father’s son, almost a reincarnation of him. He is looking forward to taking over, but Fritz just keeps getting older and more senile. His patience is eroding his love for his father, and the greed that has been cultivated in him is likely to turn Gustav into Fritz’s own Frankenstein.


Gustav does not fully believe in the daemon. He has attended the rituals but they have not shown him anything save a willing sacrifice and a happy blood-soaked father. Still, he will honour the tradition when he inherits the colony because it keeps the family bound together, and well, you never know. Stranger things exist in this world after all.

Background: Born in poverty and then left to help his mother when Fritz ran away, he initially despised the man, especially when she died, and he was left to take care of the impoverished family all on his own. However, the call to Lustria, the gems, and then the rewards of life on the Gromril Coast proved his father’s wisdom and that the period of extreme hardship earned them great rewards. He looks on this as a metaphor for life. Many of the slaves were once better off than the Vollers had been or were properly wealthy, now they are suffering the downturn that permits balance. It is their turn to work their fingers to the bone for others and receive only pennies, scraps, and derision, just as he did in Nuln.
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Alignment: Evil



Age: 48

Skills: Animal care, Carpentry, Cartography, Drive cart, Fish, Game hunter, Luck, Metallurgy, Orientation, Ride, River lore, Smithing, Speak additional language: Breton, Strike to stun.



Possessions: Expensive clothes. 2 x swords, each with a scabbard with 30 GC in gems on it. Keys to all locations except Fritz’s wing.

Whether Pieter is dead, or making his way through the jungle towards the colony, the responses are generally the same.

Pieter’s Connection: He came to the Vollers with a proposition. He wanted to become an outlet for their wares in port Heldenhammer and they were receptive to this. Negotiations for funding and percentiles of the profit were brokered and the monies handed over to let him commence work.

His True Identity: They knew Pieter’s real name through contacts and intense conversation. He was Herman Than, an accomplished fence in the Reikland but one who accidentally conducted a covert sale of some very valuable artefacts that later turned out to be objects of Chaotic origin and purpose. The burglar was later killed by the cult he had unwittingly stolen from and then they began to seek out their looted treasures. Pieter detected their pursuit and afraid to go to the authorities, he fled the Empire under an assumed name. Unknown to him, the cult placed a bounty on his head.

Ramifications: The bounty was an honest one, despite it coming from chaos worshippers of the most fell kind (another symptom of Imperial life). The family have invested in Pieter and they do not back down when profit is on the line.


He is dead: ‘However, with his death, the venture died also. We bear no malice towards Drucker. He came here to succeed as well, and has done so at the expense of others. We cannot begrudge him this and have no further plans to expand our operation to the port. You may congratulate him on the efficiency of his information network and offer him our reluctant respect, but also advise him that while this accidental crossing of paths is forgivable, direct action against our operation would be considered a far less trivial matter.’


He lives: ‘Should he make it to the colony, he will be given safe haven as befitting a valuable employee and investment opportunity. Should his pursuer arrive, the matter will dealt with here. We will offer him compensation to forget the matter, because after all, he is merely showing such zeal to ensure his retirement, an easily enough understood trait. However, should foolish notions of justice cloud his reason, he will be retiring in the mines or the graveyard. Pieter will be escorted back to the port with guards, and no further interference in our plans tolerated. No action will be taken against Drucker unless he involves himself with our affairs and we can assure him that the Vollers would view such a transgression most dimly indeed.’


It is at your discretion whether Ludwig accepts the 1000 GC payoff and retires, or sticks with his morals and persists.

Questioning the illegal/immoral: They take this in their stride. This is the Gromril Coast, not Altdorf. Freedom exists just so long as it can be held. After all, is anyone in the Empire free? Nobles and authorities can take all you have on a whim. You can be framed and executed to let some blueblood strut free from his grisly deeds. The gold coin is the shackle that imprisons the citizen, and the cities are the jails in which they rot and strive endlessly just to earn the privilege of continuing to exist and carry on toiling for the benefit of the wealthy. Besides, how many things have the party done on the Coast that if perpetrated back in the Empire would have had them dangling from a noose or tied to a stake by now?

During the meeting, the head of the guards is announced by a servant. Fritz tells him that he is busy, but the servant insists that it is important. Fritz apologies for the intrusion and grants an audience.

Captain Pablo Arturo

Master of the Compound

Pirate, First mate, Captain, Jailer.

Appearance: A squat and wide man with large hands and a short head of dark slick hair. Scar tissue runs down the left side of his face and leaves the eye a tattered white orb. 

Persona: Slow-witted but resolute when given a direction by someone he believes smarter than he. His pirate life has erased all conscience and morals and he now acts as the Vollers right hand man in the colony.

Background: Pablo was born in Sartosa and drifted into piracy. He was never very smart and his slow wits often led to ridicule which brought viciously violent outbursts on his behalf. This slaughter soon earned him a place under the captain’s wing as a brutal enforcer with no aspirations of taking his command. Unfortunately, when the captain was killed in a fight with a Bretonnian frigate, Pablo ended up in charge. He acquired a few lucky victories and dim as he was he knew that his luck would not hold forever. The previous captain had been trading loot and slaves with the Voller’s and so he accepted the post of Master of the Compound for an easier, safer, and longer life.

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

	3
	66
	11
	6
	4
	9
	52
	3
	41
	44
	33
	36
	34
	35


Alignment: Neutral






Age: 31

Skills: Boatbuilding, Consume alcohol, Dodge blow, Numismatics, Row, Sailing, Scale sheer surface, Specialist weapon: fist, Speak additional language: Reikspeil, Story telling, Street fighting, Strike mighty blow, Swim, Very strong. 




Possessions: Leather jack, Pot helm, Sword, Axe, Knuckledusters, Master keys to colony doors and manacles.

Pablo eyes the party with open contempt and suspicion. He announces to the ‘Boss’ that a farmer has caught the escapee. He has been brought back and Fritz tells him to give both parties the usual reward.


Pablo then leaves and the party are offered a night in the guest rooms because it is too late for them to start the journey back. Even if they wish to, the crew of the boat are unwilling.

Part 7: Execution

Food is served in a guest dining room by servants who say nothing of their past or their employment, no matter what the bribe. Whipped to death or being taken into the master’s lair never to return are not fates that gold can overcome. Besides, where can they go? Jungle, swamp, crocodiles, Pygmies, Slaan, monsters, bounty hunters, armed farmers, and then a port that will just hand their exhausted and near dead body back for execution is all that lay around them.

As they relax on a balcony, in a tub, or in their room, the party detect more commotion from down below. The slaves are being gathered into one large regiment by a cordon of guards whereupon a bruised and battered figure is brought out and tied to a post. The Vollers gather on a higher balcony and then the slave is flogged to death with obvious relish by Captain Pablo. The escapee is exhausted and weak and lasts perhaps thirty minutes. Afterwards, Fritz delivers a speech with a somewhat deranged edge in his voice.

‘This is the fate offered for betrayal. Your lives ended when you came here. Your continuing existence is guaranteed only through hard work and loyalty. Defy that and you defy the Voller family. We give you purpose and shelter, and yet you bite the hand that holds your fate within it. The Vollers do not accept wavering fealty. Time is upon us and is of urgency. We demand toil, shiny diamonds, and your commitment to my colony. There are commitments to be met, and met they will be. Such a crime carries only one sentence, and it will be handed out with impunity.’

The body is then strung up on the cliff face to provide a reminder for the next few days.


A short time after, Gustav pays them a visit.

‘As you can see, my father is getting a little extreme in his old age. He is working the slaves to death and that’s not good for them, or for business. Quite clearly, he has to go, but he is still fit and spry. Even though I am next in line of succession, I guess I will just have to be patient. Anyway, to other matters. I think it somewhat unfair that you take this long and arduous journey without recompense. Unfortunately, I could not pay you the five thousand crowns I would like to, not unless I became head of the family. But that would mean my father passing away during the night. Anyway, ah well, goodnight.’

He will not elaborate further and Fritz will not see anyone tonight. He is locked in his room on the ground floor and has six guards outside. He has entered his secret chamber and is working on his next sacrifice.

Part 8: Ambush

The rebels in the mountains have seen the execution and their animus gets the better of them. They form into groups and begin to move in towards the towers. Each tower will come under bow fire from the treeline that is intended to suppress rather than kill.


Yells and shouts go up as the guards try to mobilise. The rebels run through the camp throwing brands onto guard barracks, the piles of baskets, and on tool sheds. The servants cower, and the guards in the mansion take up defensive positions.


As the guards start to form into coherent units, the rebels flee back into the jungle. By the time the party get down there, the rebels are gone. A couple were killed and slaves are quickly allocated to fire fighting.

Murder In Mind: If the party try to use this as an excuse to hit Fritz, they find the guards on his door (T: 3, D: 6, CR: 30) gone, but the expansive rooms are empty. His lounge, private study, dining room, library, bedroom, bathroom, privy, and music room are all devoid of servant and occupant. Before a proper search can be conducted, the attack ends and the guards come back. If they are still inside, they will be asked what they were doing, but any half professed excuse about protecting the master of the house will be swallowed. They are not bright, but they know they deserted their posts.

Aftermath: Fritz emerges from his wing and there are flecks of blood on him. The returning guards ask if he encountered trouble because of this gore. He asks what they are talking about. When they inform him of the attack, he rambles somewhat quickly ‘Oh…yes…of course. The attack. Yes. Trouble from that. But I dealt with it. They fled.’

Injuries: If anyone was hurt, they send for Sawbones.

Doctor Paulus ‘Sawbones’ Melhindler

Physicians student.

Appearance: A small and hunched figure with a morose face and a head of curly brown locks.

Persona: Quiet, withdrawn, shy, and distant. He rarely speaks and even then only in a barely audible whisper under his breath.

Background: The son of an accomplished but abusive physician, he was constantly berated and scorned, something that caused him to withdraw further into himself. His lack of social skills obviously prevented him inheriting the practice and finally, after years of callous treatment, he took a purse of gold and fled to a faraway land to start again. He was recruited in the port by the Vollers and has tended the slaves ever since. He has no pity for them because they had a decent life and then either squandered it or let it be lost. He never had such fortune and therefore cannot pity them their fate. He is happy here and has even been wooed by the daughter of a guard, something that has brought a little joy to his saturnine heart.
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Alignment: Neutral






Age: 34

Skills: Cure disease, Read/write, Heal wounds.  




Possessions: Clothes, Medical bag.

Typical Slave
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Alignment: Neutral, Evil, or Good

Age: Various

Skills: None

Possessions: Fetters, Rags.

Part 9: Another Brotherly Visit

The next morning, Deil visits them over breakfast and after some pleasantries, he starts to ask about what they think of the operation. Even vague pauses about agreeing with what happens here will cause him to extend his offer.

‘I do not hold with the tactics that my father and my older brother employ. Abductions, trickery, buying kidnapped Imperial citizens off pirates, it led to one uprising, and is leading to another.


Legitimate slaves are one thing, enslaving colonists and travellers is quite another. Sooner or later, what is going on here will come out and then offended nations will act against us and use it as an excuse to take the mines. I want to stop this, to step back from the brink my father has placed us on. I need to ensure that I inherit the colony, but to do this, I need time to convince my father, and with the rebel attacks, he will not be receptive to my words.


Therefore, I need them to stop, to hold off, just for a while. Then, I can prove to my father that a gentler hand is needed, and that with adequate safety and care, we won’t have such a high turn over of slaves. If there are fewer deaths, then we won’t need to abduct or deal with looters and pillagers.


Once convinced, I’ll be the inheritor. Gustav will only make things worst. He has too much of my father in him, and our childhood in Nuln has made him bitter, whereas I barely remember those dark days and can think with a clearer and more compassionate head.’

The deal: Fritz is about to make them an offer. They should accept it. If the shipment is taken, he will be furious and it will make the job of turning him from oppression even harder.

Background: He will happily tell them about their humble beginnings, but will omit all mention of the daemon.

Previous Uprising: Kurg from the port escaped and came back to gain his parents. The colony managed to recover from the experience but it made his father all the more callous and savage towards the slaves. Kurg’s sister was missed during the uprising, but she escaped soon after and is involved with the rebels. Several times, a female Dwarf child has been seen involved in the attacks.

The rebels: They live in the mountains and raid whenever they can. They watch from hidden places and when they see escapees, they try to help them and recruit them. This has negated any chance of infiltration. It is only a matter of time before Fritz exploits their loyalty to the slaves and starts executing them until the rebels surrender themselves.

The pirates: Over the mountains there is a river. It leads out to sea and Bretonnian, Tilean, Estalian, Norse, and Arabic pirates and slavers sell their captives to the colony. Pieter was also negotiating to be their fence in the port, selling their booty while the colony takes their slaves. Of course, for funding him, they would have taken a decent cut of the proceeds.


There is a shipment of diamonds due to go over the mountains and meet with a Bretonnian corsair called the Rapier. The pirates will hand over their captives for a large payment, and then ship the rest to the Vollers holding company in Lothern for a percentage. The rebels are bound to attack such a target and his father will want the party as added protection because even they have heard of the groups reputations all the way out here.

Payment: a 1% share each in the profits when he takes over. This is a prosperous diamond mine and they do not have to pay the workers. The guards that every mine would have to pay for whether slave or worker based, are here to keep things running, and as they can imagine, the mines make a very, very lucrative trade.


He will go up to 1½ with some hard bartering but no higher.

Enter Some Eavesdroppers

Marlene and Gretal have been standing outside and have overheard the entire thing. They enter at an appropriate point, probably when the party accept the deal.


‘Well, well, well, little Deil is scheming like a true Voller. Who would have thought it?’


Before anything else can be done, they tell everyone to relax because they agree with him. They want the mine to continue running and with Fritz or Gustav at the helm, they are assured of a bloody revolt, or invasion from an outraged foreign power. They know that Deil is a much safer choice to ensure their continued prosperity. They also worked hard in those early days and have no wish to go back to them. The twins promise to assist in swaying their father’s favour away from Gustav.

Deil Voller

Artisan’s Apprentice, Artisan, Prospector, Slaver.

Appearance: A tall and lithe man with a thinning head of light brown hair. He wears a slim moustache and has a kindly, serene face. He wears dark and sombre clothing with a fine sword in a jewelled scabbard.

Persona: Crafty, careful, intelligent. His desire to see the lot of the slaves improved is motivated by self-preservation and greed, nothing else.

Background: He scarcely recalls the days in Nuln, but worked hard here on the coast to get the operation running, at first, he was at ease with the slavery, but the excesses of late are putting everything they spent so many days toiling to create at risk.
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Alignment: Neutral





Age: 48

Skills: Animal care, Carpentry, Cartography, Drive cart, Fish, Game hunter, Luck, Metallurgy, Orientation, Ride, River lore, Smithing, Speak additional language: Breton, Strike to stun.



Possessions: Expensive clothes. Sword with a scabbard with 20 GC in gems on it. Keys to all locations except Fritz’s and Gustav’s quarters.

Part 10: A New Job Offer

While the party are readying to leave, they are asked to come to Fritz’s study. Pablo, Gustav, and two guards also present as well as a few servants.

‘I have a shipment of diamonds that are supposed to be taken over the mountains and to a vessel that will exchange them for workers purchased in slave markets of the Old World. These labourers are then to be brought back here. However, as you can see from last night, a small group of escaped and disgruntled criminals have decided to try to take our operation from us by force. I have heard that you are expert warriors and wise in the ways of the jungle. The eyes of my guards are dull and their reflexes just as timid, and so I would very much like to commission you as escort for the shipment.’

Payment: 5GC a day with food, water, and transport provided. An extra thousand in gems should the slaves make it back to the colony, and a hundred crown bounty on every rebel head they bring back with them. He will lift his price by 25% but no more.

The Convoy: 10 carts with uncut diamonds in crates pulled by two draft horses with 20 guards armed with crossbows.

Timetable: One day to cross the mountains. Two days of travel along an overgrown track. Maybe a day or two spent waiting if the boat has not arrived yet.

Standard Overseer
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Alignment: Evil or Neutral



Age: 16 to 50

Skills: Immunity to disease, Immunity to poison, Strike to stun, Specialist weapon: fist, whip.


Possessions: Leather jack, Pot helm, Whip, Knuckledusters, Sword.

Part 11: Another Ambush

The rebels are not going to wait to attack. If they hold off until the convoy is returning, they can indeed liberate slaves but they have no way to house, feed, or assist them. Also, they may end up killing people in the crossfire. If they take the diamonds, they will anger the pirates who will now have to take their slaves elsewhere. If the rebels can do this enough times, the pirates will end their deal with the Vollers and the mine will slowly starve because of lack of fresh workers. Due to the importance of the assault, the leader of the rebels is going to involve herself in the mission.

The carts are rumbling through a ravine early on the second day when rockslides at either end block easy passage and then arrows start to shower down on them from on top of a cliff face. The guards are their primary targets and d3 of them will be cut down per round. When more than six guards have been killed, the offer of surrender is extended and they accept. The rebels want hostages in case Fritz starts executions, because then they can retaliate with enemy demoralising executions of their own.


The rebels will fire on anyone who does not surrender.

Cover: Crawling under a cart renders a character immune to fire. The guards fire back as best they can and do not seek shelter. There are about thirty-five rebels who will concentrate fire on the guards they despise unless party members start to try and escape or reach them.

Rebel position: They are in hard cover (-20 BS) and have the sun behind them to dazzle the senses of those trying to shoot back (minus another 15 BS). They are at short range.

The terrain: The steep slope can only be ascended by someone with scale sheer surface. It will take three rounds and each round requires a dexterity test or they fall two yards per round spent climbing. The test receives a penalty of five per wound and impact they take and d4+1 rebels will target each character every round.

Escape: The easier slope on the other side takes two rounds to scramble up. There is little cover after this but they can run down the other side and flee. The rockslides are difficult ground and take two rounds to cross before they are free of attack. Ten rebels will fire on those seeking this route and their shots will be divided amongst the total number of characters.

Surrender: Everyone has their arms bound behind them, their feet manacled, and then they beaten viciously down a few wounds. The diamonds, food, and weapons are taken and fastened to the horses. The dead guards are strung up and the carts set fire to. If there are escapees, a number of rebels take up concealed positions and keep an eye on things.


The guards are then led away into the mountains and to the rebel camp. The heavily laden horses and swift route make their tracks exceedingly obvious and although these traces will soon be obliterated by the jungle they are obvious for at least the next day.

An intelligence test (+40 follow trail) will track them to the general location in five hours. For every ten points or part thereof the roll is failed by, another hour is spent retracing their steps and picking up the trail again.

Captured player characters are treated with the same level of disdain as the guards because after all, they are in effect working for the hated Vollers. Even if they offer convincing arguments, they will be struck to shut them up until they reach the camp, which they will reach in the late afternoon.

Gryndle Ironbrow

Slave, Outlaw, Outlaw chief

Appearance: A slender Dwarven female with dark ragged hair and piercing dark eyes. (those who have met or been around Kurg are allowed an intelligence test (+30 Dwarf) to recognise the distinct family resemblance to her brother). 

Persona: The Vollers have taken everything from her - pride, honour, freedom, an upbringing, her parents, even awareness of what race she is and who her people are. She lives only to see them dead at her feet and the colony raised to the ground once and for all. She has no idea of what she will do afterwards because her every thought is locked on this quest. However, she cannot accomplish this if she is dead or caught due to being rash, stupid, or foolhardy. She is patient and intends to ensure success.

Background: When Kurg was freed from the colony, he was unaware that his mother was pregnant. His parents could not bear to have both children enslaved and so Kurg was smuggled out alone. Because of her condition, the mother would hamper their escape and so the father stayed with her. Gryndle’s birth weakened her mother to a point where she died and her father followed soon after from a broken heart. Kurg failed to see or liberate her during his attack but she affected her own escape shortly afterwards. Having lost all and unaware of her brother’s existence, she began her own campaign against the colony. Gryndle does not speak Khazalid, has no idea what a goblin or elf is save from the homesick saturated tales of fellow slaves, and has little care for who and what her race are.

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
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	Cl
	WP
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	3
	65
	56
	5
	8
	11
	41
	3
	23
	76
	37
	56
	50
	15


Alignment: Neutral





Age: 31 (early teens for a Dwarf)

Fate: 2

Special Rules: Subject to hatred against a Voller.

Skills: Concealment: jungle, Disarm, Dodge blow, Follow trail, Identify plant, Marksmanship (included), Nightvision, Scale sheer surface, Set trap, Silent move: jungle, Sixth sense, Spot trap, Strike mighty blow, Very resilient, Very strong. 


Possessions: Leather jack, Pot helm, 2 Axes, Shield, Bow, Quiver, 30 arrows, Dagger, Telescope.

Escapee/Rebel

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

	3
	33
	38
	3
	3
	8
	30
	1
	32
	33
	33
	43
	33
	25


Alignment: Neutral, Evil, or Good

Age: 14 to 28

Special Rules: Almost all of them are subject to frenzy against a Voller and most are also subject to hatred of a guard.

Skills: Concealment: jungle, Scale sheer surface, Set trap, Silent move: jungle.

Possessions: Rough clothing, Hand weapon, Shield, Bow, Quiver, 15 arrows, Dagger.

Part 12: The Rebel Base

There is a permanent cordon of rebels hidden behind rocky outcrops and in bushes. They each have a total hide of 103, plus an extra 10 because of the specifically created camouflage. If they see a stranger, they fire a signal arrow into the sky. A strike force is then quickly mobilised to move on their flank and the rest of the camp readies to flee.


Those who lower weapons and ask to see the rebels will be told to stay where they are and will then be escorted at arrow point to see Gryndle.

The camp itself is little more than rough shelters with blankets, backpacks, and campfires. They are always ready to move deeper into the mountains at a moments notice because they know bounty hunters and perhaps the guards may move on them at any time.

The party: If they were seen with the guards and escaped, or if they were captured, Gryndle questions why they are working for the Vollers. She will examine their story and seek the truth. The rebels have had a few dealings with some of the more sympathetic members of the port and have learned much about what the party have been up to since they arrived in port. Whether she believes that they are against the colony, or just mercenary to the core, she has access to these people who dwell in the midst of the enemy and she can either hire or exploit them.

The dark truth: She will ask the party if they saw anything strange in the mansion, especially with regard to Fritz. Her reasons are explained that there is some sort of underground structure beneath the house. A small number of slaves who were better than average miners were commissioned at various times to work in the house. They were executed afterwards so the truth of what they were up to has never been known. However, ever since the colony was founded, every decade, a number of slaves are taken into the house and are never seen again. A few months ago, ten of the more subservient and compliant slaves were forced in and have not been seen since. Fritz has been spending more and more time in his quarters - a sure sign that something important is going on.


They have one clue as to the location of the entrance to this secret lair. The rebels have twice managed to send an infiltrator into the house. Every room has been searched using the pretence of cleaning but the one room that is always locked and has never been accessed is the privy.

Deil’s deal: If they mention Deil’s and/or the sisters’ desire for change, she scoffs at the notion. The Vollers are black-hearted fiends with the glare of a diamond where their morals used to be. The day she believes that a Voller could show mercy is the day she weds a Slaan.

Her brother: If informed that she has a sibling, she will be initially dismissive and tell the party that they will not win her over by lying and exploiting her past. If they persist, she will be confused and somewhat disturbed by the emotions this brings out. She excuses herself to regain her composure and returns to continue discussing the plot. She needs her hate focused to acquire revenge and cannot afford to be distracted at this time. She tells them never to bring it up again while a Voller draws breath.

Gryndle’s Plan: The party have been in the house and she wants as much information about the layout as possible. Where guards were stationed, how many servants, how did they react during the raid the other night and so on. She wants the party to assist in an attack to finish the Vollers and free the slaves.

During the conversation, one of the sentries brings in word from the colony. Apparently, the rebels that keep an eye on the place saw a bolt fire from a window during the day and arc into the jungle. The bolt looked odd so they investigated. It took awhile to find it but when they did, they found two documents attached to it.


There is handout 1 and a map showing a small lake at the base of the mountains and a date that is a day and a half away.


Gryndle is suspicious, but will decide to attend and asks the party to come with her. If they have mentioned Deil’s sympathies and intent to change the regime, she will be less wary.


Gryndle gathers twenty rebels and heads to the meeting.

The fate of the Rapier: Two days after the ambush in the ravine, the Rapier arrives. It sits in the water for another day and is then attacked by Dark Elves. They assault the ship at night, kill the crew, take command, and send a signal for their ships to come and collect the booty. They solidify their position and begin to send out scouts to check the colony and report back their findings.

Part 13: The Meeting

The bolt was fired by Gustav and was a ruse. Marlene and Gretal blabbed about Deil the moment the party left the colony. Their intention was to provoke and exploit their brother and with any luck have both rebels and firstborn killed in a virulent exchange.


Gustav arranged for guards to prepare for an expedition into the jungle and then arranged a fake note. He knew that the colony was under observation and when he fired the bolt he knew that these eyes would momentarily ‘blink’ and then perhaps retrieve the arrow. The poised guards then rushed into the jungle and were not seen leaving.


He has set up an ambush at the lake and intends to win his father’s favour for the last time by crushing the rebels. If the note was not found, he intends to seek the camp and wipe them out there.

There is a clearing of sandy and dry soil before the lake and there are ten guards hidden in the undergrowth along with Gustav himself. They have a hide of 59 and so it is likely that they will be spotted at which point they open up with a round of crossbow fire before they drop them so as to begin a hand-to-hand assault.


When Gryndle sees Gustav, she will bellow that fact, and the rebels will then decline the option for flight and instead fight to the death to ensure they kill him. Their frenzy and hatred will serve them well in the fight. The party can act as they wish. The guards take in the frenzy in the eyes of the rebels and dare not flee lest they be cut down or hunted down by jungle skilled homicidal ex-slaves.


Gryndle will not allow Gustav to live. If he is stunned or incapacitated, she chops his head off on the spot and roars dedication to the memory of her mother and father. She brooks no condemning of her actions. The party never toiled in the mines and so they have no idea what they are talking about should they complain.

A new plan: Gryndle has tasted vengeance and has found it most pleasing and very inspiring. The rebels will dress as guards and the rest of them will pose as slaves. They will pretend to be the returning convoy and hope that the absence of carts does not raise too much suspicion. They return at night and when they are in the camp, they attack with complete surprise. The rebels have a quantity of gunpowder that was purchased at extraordinary cost from the port and then hidden in the jungle. They will create bombs to hurl into the guard huts while the slaves are released, armed, and join them in destroying the colony.


While this plan is prepared, they should personally check on the place to ensure that all is well. Gryndle intends to lead this mission and the party are welcome to join her providing that they did not switch sides in the previous fight.


She will sit at the colony and in four days, the entire force of the rebels will have had time to muster, change, and reach their allotted position. That night, she will meet them on the track that leads to the river and they will march in and begin the assault.


Time is important because if the Vollers suspect that the shipment has been taken then they may up defences, instigate precautions, and start executing slaves in retribution.

Part 14: Revenge Stalled

It takes a day to reach the colony from the ambush site. When they reach the edge of the jungle, Gryndle draws her telescope and examines what is going on. She starts to grind her teeth and comments that everything looks normal, then a fresh commotion erupts near the mine entrances.

The guards are bellowing orders and from a widened entrance starts to emerge teams of slaves. They are hauling at ropes and a dull grinding scrape starts to become steadily louder. Guards rush up to the house and escort Deil and his sisters back down. The slaves continue to struggle and the guards employ their whips to bolster their efforts. From the opening emerges a strange and very large metallic object. Chunks of rock still cling to it, but the dark smooth structure within is unmistakable.

Gryndle will want to see what they have found and settles in to watch. The slaves hack away the stone and even when their picks strike the substance it fails to even scratch it. Slowly, a large metallic container of some sort is revealed with one of its square sides shorn open. The edges of the ripped end have been subjected to impossible heat and have a molten quality to them.


Deil steps forward and looks in before summoning some slaves who freeze in their tracts. A couple of guards shove them forward at sword point and then they meekly enter. A few minutes later, they emerge carrying three dark metallic drums and several translucent boxes that appear to contain large oval seeds.


Deil examines them with obvious befuddlement and then orders them taken into the house for further examination and they are left in the main hall. The guards begin to force the slaves back into the shaft and tell them to keep digging down to find the rest of it.

Initiative test (+20 excellent vision, +20 if the player has been showing apparent disinterest in what the container is): You see a sudden furtive movement from the treeline opposite. A small dark form ducks back into deeper cover and vanishes from view.


If the test was passed by more than 20, they recognise it as a Pygmy, and if the test was passed by more than 40, they caught a look of utter chagrin on his face while he stared at the container before fleeing.


Gryndle knows that there is a tribe somewhere around here but they are furtive, even for Pygmies, and despite some attempts to encounter and befriend them, they have only ever been glimpsed and never truly seen.

Gryndle sees no reason for them not to continue as planned, even if the party relate what they know about the container. If anything, it proves that they should act now before the Vollers find something to make their position stronger. It also means that they are distracted and even more vulnerable than ever.


She intends to watch the colony during the day, retreat, and camp in the jungle, and then head to the rendezvous. However, trouble will strike before the day ends.

The Pod: The material is the same indestructible material as used for power weapons and arcane rods. Inside the container is a small room with a rack on one side that held the drums and on the other are sets of shelves that held the boxes. On the far wall is a small door with a strange symbol on it. Beneath this hatch is a collection of small buttons each with another smaller ideogram on them. It is clear that there is another small room beyond the hatch.


Arcane Pygmy: They are the basic numerals of the language and are set in ascending order.

It is impossible to access the storage compartment for the pathogen without the fifteen-digit code.

Part 15: The Children of the Horned Rat

The slaves dig deeper as instructed in order to find more of the wreckage but instead they strike the Skaven tunnels that Clan Skryre is having constructed in order to move on the Skaven renegades.


Stormvermin and Clanrats pour up and assault slaves and guards alike to buy time for the Warlocks to place mystic explosive charges. Warplock Jezzail teams rush up through hidden shafts and take up positions on the cliffs. Their sniper activity permits a swift retreat and then the tunnels are collapsed to prevent anyone accessing the Under-Empire.


Gryndle has no wish to jeopardise the plan and sees these strange rat creatures as a further means to weaken the enemy prior to her own assault. The party can of course act as they wish.

Stormvermin

	M
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	W
	I
	A
	Dex
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	Cl
	WP
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	5
	41
	25
	4
	3
	7
	50
	1
	24
	24
	24
	18
	29
	14


Skills: Disarm, Dodge blow, Nightvision: 30 yards, Street fighter, Specialist weapon: two handed, Strike mighty blow, 35% cause infected wounds.

Possessions: Sleeved mail shirt, Breastplate, Pot helm, Bastard sword, Hand weapon, Dagger.

Clanrat

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
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	5
	33
	25
	3
	3
	7
	40
	1
	24
	24
	24
	18
	29
	14


Skills: Disarm, Dodge blow, Nightvision: 30 yards, Strike mighty blow, 35% cause infected wounds.

Possessions: Mail shirt, Pot helm, Hand weapon, Dagger.

Jezzail team

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

	5
	33
	39*
	3
	3
	7
	40
	1
	24
	24
	24
	18
	29
	14


Skills: Disarm, Dodge blow, Marksmanship (*included, +10 with Jezzail), Nightvision: 30 yards, Specialist weapon: Warplock Jezzail, Strike mighty blow, 35% cause infected wounds.

Possessions: Mail shirt, Pot helm, Hand weapon, Dagger, Jezzail or Weapon rest, powder and bullets for twenty shots.

	
	Point Blank
	Short
	Long
	Extreme
	Load/fire

	Warplock Jezzail
	3/6
	36/5
	72/5
	400/4
	2 load/1 fire


The Warpstone enhanced bullets cause 2d6 wounds and ignore 3 points of armour, even if it is magical.

In the morning, Gryndle heads for the rendezvous.

Part 16: Night of the Ritual

The rebels arrive at the road on time and when Gryndle meets them, they camp for the night in the jungle and then begin the one days march across the mountains to enter the colony just after nightfall. This is also the night when the ritual is to occur and even as the rebel force move in, the Dark Elves are marching along the same road towards the colony, save that where the rebels want to free the slaves, the Dark Elves intend to take them all. 

The Rebel Attack: Those dressed as guards attack the sentries and quickly overwhelm them. Those posing as slaves break into two units. Half of them light and throw bombs into guard barracks. The others break into slave barracks and start to free them. Gryndle makes straight for the mansion and the secret door with the form intention of butchering every single Voller she finds.

There are six overseers at the start of the road leading up to the mansion and six more with captain Pablo are at the main doors. These guards will fire one round of crossbow fire at approaching hostiles before engaging them in hand to hand combat.

The House: The servants are all in their quarters and there are no guards. A search of Fritz’s privy will find a secret trapdoor and a set of spiral stairs that bore down five stories and access an underground chamber with a large and heavy wooden door in each wall.

Unlocked doors

T: 2, D: 10. 

1: This large underground hall has ten small cages and cowering wretched figures occupy nine of them. The naked forms quiver and stare vacantly forward. They offer only the odd mumble and gibber. They are bound hand and foot and the cages sit over soiled holes in the floor. A set of keys hangs on the wall next to a small well with buckets piled next to it.


The slaves are now completely insane and withdrawn. They bear numerous scars from torture. The holes access an underground stream that they freely defecate in. The same stream offers buckets of water that are thrown on them to enhance their ordeal and clean them. It also accepts the dead.

2: This large underground hall has a table at the centre that bears restraints and it is encrusted with blood. Shelves hold instruments of torture that have clearly seen much use. There is a small rudimentary stove with a pile of firewood next to it. Beside it are shelves with pots, pans, jars, and sacks along with branding irons and pokers.


The stove accesses the chimney of the house and provides food that the sacrifices earn through suffering and obedience to Fritz and his desire to make them willing to offer their souls to the daemon.

3: This large underground hall has a golden pentagram occupying much of the centre. Spread-eagled and held by manacles in the centre is a passive figure with a sedate smile on his lips. The man is wretched and thin and bears many scars.


Fritz and all his children are clad in red robes and stand around him. Fritz holds a dagger and all of them are chanting softly. If alerted, the children seek to flee or surrender, but Fritz will endeavour to attack the party and drive them away or kill them while bellowing for the dark one to give him power. The sacrifice pleads for them to leave because he wants to ‘become one with the dark god’.


Alternatively, the daughters draw daggers of their own and stab the father before screaming demands that the dark one accept the blood of their father and become their patron. They swear eternally fealty and a willing soul every five years for this. Of course, the daemon does not exist, and perhaps the sisters then blame each other for its lack of attention. If only one of them can benefit, each wishes to be that individual and a lethal cat/knife fight ensues between them. 


If freed, the captive will joyfully kill himself at the first opportunity.

Dark Elf Assault

They spread around the colony and then come in from every direction. They strike to stun and seek to entangle and subdue. They quickly bind the captives and start to link them into lines with rope about the neck.


The scouts use their crossbows to suppress resistance and act as skirmishers to protect the reaving forces. When the assault begins, both slaves, rebels, and guards seek to flee into the jungle and escape. This includes Gryndle who sees that even if some Vollers have escaped, they will now know what it is to be a slave, save that it will be in a place that makes the colony look like paradise.


Once the majority of the colony has been caught, the scouts head out to hunt down the slower escapees. A quarter of the Dark Elves see to taking the strings of captives back to the boats, while the others fan out and move in to repeat the assault on the lands of the families and farms.


By daybreak, almost every human being in and around the colony will be in the hands of the dark kin of Naggaroth. Because of their abilities to move quickly and hidden in the jungle, most of the rebels will make it back to the camp and avoid the slavers.

Dark Elf Scout

	M
	WS
	BS
	S
	T
	W
	I
	A
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	Ld
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	Cl
	WP
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	5
	41
	53*
	3
	3
	7
	60
	1
	66
	43
	66
	66
	43
	43


Special Rules: Hate Elves.

Skills: Concealment: rural, Disarm, Dodge blow, Excellent vision, Follow trail, Identify plant, Marksmanship (* included, +10 extra on specialist weapons), Nightvision: 30 yards, Read/write, Secret language: Dark Elf Battle tongue, Set trap, Silent move: rural, Specialist weapon: whip, buckler, two handed, net, Spot trap, Street fighting, Strike to stun, Strike mighty blow, Swim.
Equipment: Sleeved mail coat, Mail coif, Knights Helm, Breastplate, Bastard sword, Dagger, Buckler, Repeating crossbow (the first six bolts of the magazine each have one dose of manbane on them), three extra magazines.

Dark Elf Slaver

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

	5
	41
	34
	3
	3
	7
	60
	1
	66
	43
	66
	66
	43
	43


Special Rules: Hate Elves.

Skills: Disarm, Dodge blow, Excellent vision, Nightvision: 30 yards, Read/write, Secret language: Dark Elf battle tongue, Specialist weapon: whip, buckler, two handed, net, Street fighting, Strike to stun, Strike mighty blow, Swim.
Equipment: Sleeved mail coat, Mail coif, Knights helm, Breastplate, Bastard sword, Dagger, Net, Buckler, 6 x manacles, Backpack, Ten yards of rope.

Emergency measures

If the party are in real trouble during this part of the adventure or if you just want to add to the unmitigated chaos, the Pygmy tribe who fear the opening of the coffin pour from the jungle in suicide waves. They to try to deal with the Dark Elves whom they mistakenly believe to be evil spirits that have poured from the container and must be despatched before they spread and awaken the jungle.


They all holler in Pygmy: ‘Death to the evil-heavenly spirits who will make the jungle hateful. Smash the star coffin.’


They stand no chance against the Dark Elves, but can allow party members chances to escape.

Pygmy, Scout.

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

	4
	53
	55
	3
	4
	9
	60
	2
	49
	29
	39
	39
	39
	29


Skills: Cook, Concealment: jungle, Dodge blow, Follow trail, Identify plant, Game hunting, Marksmanship, Orientation, Silent move: jungle, Set trap, Specialist weapon: Blowpipe, Thrown, Spot trap, Strike mighty blow.

Trappings: Blowpipe with darts, Bola (BS, entangles legs as a Whip), Fire-Hardened Javelin (-1 Damage), Poison (Snake or Scorpion Venom) d6 doses, Water gourd.

Pygmy, Impis.

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

	4
	55
	35
	3
	3
	9
	55
	2
	39
	39
	39
	39
	29
	39


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: Gourd of Alcohol, Obsidian Dagger, Obsidian-tipped Spear, Blowpipe, Club, Flint Dagger (-1 Damage), Poison (Snake or Scorpion Venom) d6 doses, Shield

Pygmy, Warriors. 

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

	4
	44
	35
	2
	2
	7
	41
	1
	39
	29
	29
	39
	29
	29


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.

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

	4
	34
	25
	2
	2
	6
	31
	1
	29
	29
	29
	29
	29
	29


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

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

Part 17: Aftermath

The colony is finished. The wealth of the Vollers is largely in Lothern and the heisted diamond shipment will be divided amongst the rebel survivors to let them start new lives here or head back to their homelands.


If she lives, Gryndle will go alone and see her brother. Gryndle is offered a place with him and after they reunite and catch up, she begins training as an assassin to join him as a partner in his work. He pays for a couple of magic items to be manufactured to assist and defend her. After learning that he has family after all these years, Kurg is going to do his best to ensure her survival. When news of the colonies destruction spreads, the bounty for escaped slaves is dropped. Hans honours his deal with the party and is glad that he has nothing to fear from the family any more.


If Deil survives, he goes to Lothern and takes over the business holdings there before investing in enterprises that are a little more mundane.


The campaign continues in ‘Plague Storm’.

Part 18: Experience Points

10

Intervening in the conflict between Pieter and Ludwig

25

Going to the colony

10

Meeting Fritz Voller

10

Accepting Deil’s deal

20

Accepting Fritz’s job offer

10

Reaching the rebel base as a prisoner

30

Reaching the rebel base without being caught

25

Going to the ambush

50

Killing/defeating Gustav Voller

75

Seeing the discovery of the pod

10

Seeing the pygmy scout

75

Killing/defeating Fritz Voller

20

Killing/defeating a daughter

50

Escaping the Dark Elves

Part 19: Handouts

My father and brother have no intention of alleviating the suffering of the captives or the ending of the abductions. I wish to end this regime but need your help to do it. I propose a meeting under a flag of truce to discuss my plans.

Handout 1

Part 20: Effective Initiative with Primary Weapon

Old Shipmates

Ludwig Immelmann – 1
45

Pieter Leonhardt – 1


42

Labourer – 1



24

The Colony

Captain Pablo Arturo – 1
52

Sawbones – 1




42

Captain Pablo Arturo – 2
34.6

Overseer – 1




28

Slave – 1





25

Captain Pablo Arturo – 3
17.3

Another Ambush

Gryndle Ironbrow – 1

41

Rebel – 1





30

Overseer – 1




28

Gryndle Ironbrow – 2

27.3

Gryndle Ironbrow – 3

13.7

The Meeting

Gustav Voller – 1



42

Gryndle Ironbrow – 1

41

Rebel – 1





30

Overseer – 1




28

Gryndle Ironbrow – 2

27.3

Gustav Voller – 2



21

Gryndle Ironbrow – 3

13.7

The Children of the Horned Rat

Captain Pablo Arturo – 1
52

Sawbones – 1




42

Stormvermin – 1



40

Clanrat – 1





40

Jezzail team – 1



40

Captain Pablo Arturo – 2
34.6

Overseer – 1




28

Slave – 1





25

Captain Pablo Arturo – 3
17.3

Night of the Ritual

Fritz Voller – 1



65

Marlene Voller – 1


62

Gretal Voller –1



62

Captain Pablo Arturo – 1
52

Deil Voller – 1



45

Sawbones – 1




42

Gryndle Ironbrow – 1

41

Captain Pablo Arturo – 2
34.6

Fritz Voller – 2



32.5

Rebel – 1





30

Overseer – 1




28

Slave – 1





25

Gryndle Ironbrow – 2

27.3

Captain Pablo Arturo – 3
17.3

Gryndle Ironbrow – 3

13.7

Dark Elf Assault

Fritz Voller – 1



65

Marlene Voller – 1


62

Gretal Voller –1



62

Captain Pablo Arturo – 1
52

Dark Elf Scout – 1


50

Dark Elf Slaver – 1


50

Deil Voller – 1



45

Sawbones – 1




42

Gryndle Ironbrow – 1

41

Captain Pablo Arturo – 2
34.6

Fritz Voller – 2



32.5

Rebel – 1





30

Overseer – 1




28

Slave – 1





25

Gryndle Ironbrow – 2

27.3

Captain Pablo Arturo – 3
17.3

Gryndle Ironbrow – 3

13.7

Emergency Measures

Fritz Voller – 1



65

Marlene Voller – 1


62

Gretal Voller –1



62

Pygmy scout – 1



60

Pygmy Impis – 1



55

Captain Pablo Arturo – 1
52

Dark Elf Scout – 1


50

Dark Elf Slaver – 1


50

Deil Voller – 1



45

Sawbones – 1




42

Gryndle Ironbrow – 1

41

Pygmy warriors – 1


41

Captain Pablo Arturo – 2
34.6

Fritz Voller – 2



32.5

Pygmy braves – 1



31

Pygmy Scout – 2



30

Rebel – 1





30

Overseer – 1




28

Pygmy Impis – 2



27.5

Slave – 1





25

Gryndle Ironbrow – 2

27.3

Captain Pablo Arturo – 3
17.3

Gryndle Ironbrow – 3

13.7
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