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Background

The Sigmarites that conducted the pilgrimage to the mission of the Hallowed Hermit left others in the Empire who were just as eager to go but who had been deemed to inflammatory and extremist to the coast to be considered for the journey. Some of them refused to accept this decision and chose to band together and purchase passage on a ship. With additional funding from some interested witch hunters, they have disregarded the orders not to go and have set sail. They believe that they are on a holy crusade and intend to either educate or eradicate the heathen peoples of the Gromril coast. Sigmar’s peace must be brought to the unfettered chaos that rules the wilderness and the settlers there must not be allowed to forget the word of almighty Sigmar.

Part 1: Arrival of the Kittiwake

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.


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

The merchant ship ‘Kittiwake’ is here from Lothern to deliver sheep, chickens, and pigs, as well as other supplies not easily come by in Lustria such as gunpowder for the firearm store, latest clothing, books, writing material, and medical supplies for doctor Beil. They are going to pick up wares from Eckhart, the Treasure Trove, and various other local businesses and farms for distribution and continued passage into and out of the High Elf city.


Word is quickly sent out to the outer lying settlements so that people can reach the town before the ship arrives. Locals start to congregate either to collect or unload their wares, or just to see if there are any new arrivals of interest.


Amongst the first things off the boat are the missionary passengers. They march into the settlement and stand as one unit whereupon they eye the scene with veiled animosity. One of the clerics comments that ‘despite the lack of zeal in their eyes, at least I see no festering Ulrican sores blighting this place.’


The group are not pleased that despite the port bearing the name of the great and all-powerful Sigmar, the people have not erected a better temple, placed statue and sign everywhere, and do not even wear the symbol openly and proudly, as they should.


The whole force will stay in the same guest room at the temple.

The Rejects

Albert Hauser, Gustav Sonnefeld, and Hans Wagner.

Level 1 Clerics of Sigmar

They are angry fanatics that have been thwarted in advancement because of their extreme attitudes. Civilisation is holding them back and so they wanted to get to grips with the wilds of Lustria. Despite being refused a place at the mission, they decided the calling was strong enough for them to come anyway. They are puritanical in their attitudes and brook no wavering fealty to what they see as the one true faith.
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Skills: Arcane language: Magick, Cast spells: Clerical level 1, Cure disease, Mediate, Public speaking, Read/write, Scroll lore, Secret language: Classical, Theology.

Magic Points: 9

Spells (number of ingredients possessed indicated in brackets)

Battle

Level 1: Aura of resistance (6), Cure light injury (8), Fireball (5), Hammerhand (3), Immunity to poison (10), Steal mind (5).

Possessions: Sturdy clothing, Symbol of Sigmar, Warhammer, Shield, Dagger, Bow, Quiver, 30 arrows, Backpack, Oilskin, 2 x weeks iron rations, Blanket, Tankard, Wooden cutlery, Tinderbox, Lantern, 1 x oil pint, Pouch of ingredients, Waterskin.

Paulus Immelmann, Friedrich Kiefern, and Adolfus Schroder

Initiates of Sigmar

Anxious to become full clerics, they are tired of study and toil and want to plough into the faithless with sermon and warhammer. Sigmar is a god of action, and action is what will please him and earn them the right to wield his divine wrath. They follow the clerics without question and are fanatic in the cause of their lord.
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Skills: Read/write, Scroll lore, Secret language: Classical, Theology.

Possessions: Sturdy clothing, Symbol of Sigmar, Warhammer, Shield, Crossbow, Quiver, 20 bolts, Backpack, Oilskin, 3 x weeks iron rations, Blanket, Tankard, Wooden cutlery, Tinderbox, Lantern, 1 x oil pint, Waterskin.

Ralf Kanz

Templar of Sigmar

He is an overtly strict templar whose physical chastisement of his fellows and even congregation members caused relocation to a solitary post. When he heard of the main mission to Lustria he eagerly applied but was denied based on his past actions. He discovered that others were refusing to accept this and were going anyway, so he readily signed up.


The cleric is the holy representative of Sigmar on this world and he will act instantly to any threat and obey any order without question as though the words were issued by Sigmar himself.
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Skills: Disarm, Dodge blow, Read/write, Ride, Secret language: Battle, Secret Signs: Templar, Specialist weapon: lance, Street fighting, Strike mighty blow, Strike to stun, Very resilient.

Possessions: Warhammer, Machete, Shield, Breastplate, Pot helm, Crossbow, Quiver, 30 bolts, Sturdy clothing, Backpack, 4 x weeks iron rations, Blanket, Tankard, Wooden cutlery, Oilskin, Tinderbox, Lantern, 1 x oil pint, Waterskin.

Dieter Beier, Manfred Dietz, Gus Klipstein.

Witch Hunters

Typical cliché witch hunters. They have each suffered some tragedy at the hands of Chaos, wizard, or greenskin and now follow a homicidal path of vengeance against that force wherever they see it, or feel its presence. They have come to Lustria to purge the wickedness here largely because their actions in the Empire have cleared the acceptable and become criminal. Each of them was mere moments away from finding a bounty on their heads. The lawless lands of the jungles may better suit them, and their xenophobic murderous vendetta.
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Skills:  Disarm, Dodge blow, Marksmanship (* included, +10 extra with net and lasso), Public speaking, Silent move: rural and urban, Sixth sense, Specialist weapon: net, lasso, throwing weapon, Strike mighty blow.

Possessions: Handweapon, 4 throwing weapons, Net, Breastplate, Pot helm, Sturdy clothing, Symbol of Sigmar, Backpack, 4 x weeks iron rations, Blanket, Tankard, Wooden cutlery, Oilskin, Tinderbox, 5 yards of rope, Lantern, 1 x oil pint, Waterskin.

After entering the port, they start to familiarise themselves with the layout and the people. Several incidents can draw the party’s attention.

1/ Call Yourself a Cleric?

One of the clerics goes to Waltraud Hannicke with the templar in tow. He begins to berate Waltraud about the lack of pious reverence in the port, the absence of deified images, and the general slovenly attitude to worship that prevails here. The people seem happy and content, but the faithful of Sigmar should not be so mindlessly complacent. Fear is needed to remain strong and it seems the fat of laziness has corrupted this port. He begins a virulent tirade that draws attention and then he starts to become violent. One of Waltraud’s initiates tries to intervene and is slapped down by the templar for daring to interrupt the voices of Sigmar because even if they are in dissent, a mere initiate should know their place as one of silence.


If anyone else intervenes, the templar retaliates as appropriate. If the person has a weapon, he uses his own, otherwise the fight is unarmed. During the combat, the witch hunters appear and draw weapons if they are evident. The sheriff arrives and tries to break things up, but the witch hunters threaten him to mind his own business. Basically, events will continue to spiral until someone is taken down or wounded, in which case people start to cool off and back away, promising further retribution on those that have involved themselves in the matters of their all-powerful god.


The conflict will not result in any deaths, if one side or the other starts to sustain injury, the clerics will demand that they halt. The templar and witch hunters will do so immediately, and if being assaulted will reserve all their attacks for parry and dodge while backing out of the fight. If the party are not likely to stop, steal mind will be used to try to calm the situation, and then the threat of fireballs.

2/ Where’s Your Symbol?

After the above event, one of the initiates will find some local who irks them and starts to berate them about how they refuse to wear the symbol of Sigmar even though they live in a port that bears his name and dwell under the shadow of the hand of his divine protection.


Esmeralda Braun (see The Power and the Glory) is a good person to have chosen as the target, and Floyd will intervene on her behalf. They have come into town for supplies and her husband’s defence will again draw the aggressive actions of the witch hunters. They instantly gang up on him and if the exchange becomes violent, the witch hunters may certify their intent to carve the symbol into his forehead to make sure everyone remembers what it looks like. This time Streckmann is less keen to get involved.


Again, if combat seems likely or if wounds are taken, the fight will have to be diffused by the clerics as above.

3/ The Sermon

The people of the port collect money and drop of their wares, they hang around so they can look at new merchandise and clothes, have a few drinks, chat, and generally take a break. This prompts the fanatics into new action.


The clerics clamber onto the gallows and begin a sermon while the witch hunters move around and grab people. They shove them towards the site and demand that they pay attention. The clerics bellow about the lack of faith here, that Sigmar is all mighty and should be feared. They say that the temple is spit in his eye because of its unimpressive nature and that Chaos will claim them all unless they start to show more devotion to the cause. They demand contributions to make the temple glorious and the templar, initiates, and witch hunters start to rough people up, seeking their purses, which they then extract and toss onto the platform. Those who complain that they cannot afford this are threatened.


Should intervention occur, the fight will be more virulent this time and the whole group will involve themselves. Just as the use of spells is imminent, the captain and soldiers from the fort emerge to break it up. They will attack anyone who refuses to sheath weapons and back away.


Captain Wiessback allows the people to take back their money, but many people are too scared and just leave. The captain warns the new group that regardless of their status as priests, he will imprison the lot of them if there is one more incident. The cleric declares the port a haven for corruption and decadence, and that Sigmar will blight it for such grotesque insubordination and heresy. They then voice their intent to enter the jungle and fight the threats in person, and that when they have cleansed the jungles, they will be back to ensure the cleansing and salvation of port Heldenhammer.

Part 2: A Warning

There is a massive explosion just before dawn and a holler of ‘All sinners will perish in flames. Sigmar’s justice cometh!’ echoes through the air. The clerics have used fireball on the gallows where they were humbled and the group have quickly stomped into the jungle. The blaze is put out and everyone breathes a sigh of relief that the zealots have departed. In the aftermath, Waltraud is a lot more visible than usual and is often seen helping out as he tries to erase the stain of association with the bigots.

Part 3: A Summons To The Fort

A soldier from the fort approaches the party and asks them to come and see the captain at his request.


He is on his patio and is enjoying a new Halfling invention. A patty of minced wild boar meat is covered in melted cheese and along with lettuce, tomatoes, mushrooms, and onions are placed between two bread buns. It has been named after Stomper’s father – Maxwell. The Big Max is catching on fast in the fort and the captain offers each of the party one.

Wiessback is concerned that the new ‘missionaries’ are going to cause problems. If they start rampaging within the jungle, attacking tribes or even worse converting them, aggression and violence will start to spread through the region. He has nothing against the faith and is a lay member of the church of Sigmar himself, but the dangerous fanatics are clearly not part of the assigned forces and are here to cause trouble. His post at the fort is to stop that occurring, but to act against the clergy of the Empire’s faith may not be a wise move. Due to this quandary, he would like to offer the party a promotion to senior Colonial Imperial Agent status and a raise of an extra crown a week, if they would act in the port’s best interests and see to it that the ‘missionaries’ are not heard of again.


If they seem aghast at the possibility of assassination, he will quickly cover his words by telling them that he would never sanction such activity, rather he is suggesting that the jungle is dangerous and that they are probably going to get killed anyway. Should the party approach them and perhaps lead them to a nest of evil doers and fallen Imperial citizens that are a lingering threat against port Heldenhammer such as say Dead-town, then all their problems will be solved.

Part 4: The Hunt Is On

A character with follow trail will easily be able to track the group as they hack a route into the jungle. If they do not have the skill, then it will take d3+2 days of wandering and homing in on the sounds of them hollering pious imprecations to locate them.

During the search for the missionaries, the party will come across several migrating war hosts that are heading inland and north to answer the call to arms of the Toad-Slann - Tblop’pppll. The warlord is preparing to try to take back Kthwaopnit’pho (see the Silent City).


The forces are either a Warband or Wartribe and are not actively seeking conflict. The party will easily hear them coming and can hide to let them pass. They will generally have a couple of scouts at the front and rear. If they are attacked, they fight to the death. The fall of the city has shown them that the dry skins are taking over and they can no longer afford to give ground to them lest their race pass from this world.

Warband

8+2d4 Slann from Spawn Bands, d3 Sergeants, 1 Captain.
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	Captain
	4
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	49


Skills: Dodge blow, Silent move: jungle, Strike mighty blow, Swim.

Trappings: Hand weapon, Breastplate, Pot helm, Shield, d3 spears.

Wartribe

6+d6 Slann Jungle Braves, 1 chief (25% chance they are a warchief).
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	Slann
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	Warchief
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	41
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Skills: Dodge blow, Swim.

Trappings: Club, Shield.

Slann, Scout
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Skills: Concealment: Rural, Dodge blow, Follow Trail, Identify Plant, Game Hunting, Marksmanship, Orientation, Silent move: rural, Set Trap, Spot Trap, Strike mighty blow, Swim.

Trappings: Handweapon, Shield.

Part 5: Confrontation

The party will smell smoke and hear shrill screaming from up ahead. They encounter the missionaries as they deliver divine justice to a small tribe of pygmies.

A small pygmy village occupies a meagre clearing next to a stream. The bodies of numerous braves, women, and children litter the ground and blood is splashed across almost every surface. The cluster of small huts have been broken down and used to create a pyre upon which have been tossed the bound bodies of the denizens who now shriek while they are burned alive. The Sigmarites are wandering the scene despatching the wounded or throwing the last of the bound prisoners onto the fire. One of the clerics continues to conduct rites for the salvation of these vile cannibalistic heathen souls.

If they are attacked, they stand and fight to the death, otherwise the party

will need to convince them to go to Dead-town, but this is easily done because even if they suspect a trap they intend to show their strength by crushing it and then turning on those responsible for such treachery. They believe they walk in the path of Sigmar and thus fear no evil, they cannot be stopped because righteousness is more invincible than Gromril.

Part 6: Dead-town

When the Sigmarites make their presence known, the meta-toxin victims immediately charge. The group will stand and fight, bellowing praise to Sigmar as they seek to despatch the cursed vile beasts of undeath but they will be overwhelmed, brought down, and torn apart.

Part 7: Aftermath

The captain is true to his word and will secretly congratulate them on a job well done if they return successfully. The campaign continues in ‘the Unveiling’

Part 8: Experience Points

0 – 30 
Defending people of the port

75

All the fanatics are dead at the end of the adventure

Part 9: Effective Initiative with Primary Weapon

Witch hunter – 1
61

Templar – 1

49

Witch hunter – 2
40.7

Clerics – 1

40

Intiates – 1

30

Templar – 2

24.5

Witch hunter – 3
20.3

The Hunt Is On

Captain – 1 
50

Sergeant – 1
40

Captain – 2
33.3

Scout – 1
30

Slann – 1
30

Sergeant – 2
20

Captain – 3
16.7

Warchief – 1 
50

Chief – 1
40

Warchief – 2
33.3

Scout – 1
30

Slann – 1
30

Chief – 2
20

Warchief – 3
16.7

