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Background

The Lost

Over four thousand years ago, there were many migrations out of Skavenblight. One such expedition arrived in Lustria and a great many of these pioneering Skaven died of disease and sickness soon after entering the jungle. Only the strongest survived and they began to harness the powers of pestilence and use their former bane as a friend and weapon.


The empowered forces stormed a Slann temple-city and took it for their own. They entrenched themselves and thrived before finally becoming that terrible force known as Clan Pestilens. The Clan sent forces to take their rightful position in Skavenblight and this started a civil war. In the hatred and confusion that followed, everyone forgot about those few Skaven that had refused to leave their jungle nests and had remained where they were. Over the centuries, these Skaven settled and became a moderately powerful and highly secretive tribe.


They know that Clan Pestilens has become a major force in Skavendom, but they do not want to return and be part of the Under-Empire. Those that left Lustria did so to return and seize control while these renegades want no part of such actions and prefer to live above ground where they have found peace.

The Children of the Horned Rat

Another time of great change is coming. The Skaven can feel it as the Warpgates grow. The time for the ascendancy of the Children of the Horned Rat may be at hand, and when it occurs, Clan Pestilens wants to be riding high. The other Clans know this, especially their archrival, Clan Skryre.


It is known that their only weakness is their origins because the basic mastery they achieved in those early years could be used to undo all their powers if it is captured and scrutinised. The temple-city is virtually impregnable and an attack there could start another civil war, but recently, the existence of the splinter tribe has become known.


Clan Skryre now want to try to capture these Skaven and learn their secrets so that should their enemies seek dominance again, they will be able to counter and undo their entire pestilent arsenal.


Clan Pestilens has learned of this quest and wants to wipe them out and hide all their origins lest their secrets be uncovered and used against them by the other Clans. Both Clans are moving into the area of the Gromril Coast. The warlocks tunnel to hide their numbers and deployment, and the priests conduct a surface search.

The Rat Friend

Deep in the jungle is a small and private village called Zedar enge Bucht. Holst Bendow was an old man who enjoyed long walks and game hunting and during his years, he encountered the renegades several times. He traded with them, discovered a little of their language, and died several months ago.

Village Zero

Clan Pestilens came across the village and saw several ancient shields on the Bendow residence. These shields bore the mark of the Horned Rat and so they assumed that the village knew where the primary renegade nest was. A token force entered the village and demanded the location, but this information had died with Holst.


The priests did not believe them and swore that there would be repercussions. One night, a Clan Pestilens operative snuck into the area and spiked the water source with a new and experimental pathogen that is a ghastly merging of jaundice and haemorrhagic fever.


As the numbers of afflicted started to rise, the Skaven extended the bogus offer of a cure for the information, which again, the villagers could not give.


There is indeed a cure to the ‘Rupture Blight’, but the Skaven have no intention of giving it the villagers because they want to see the final results.


Help was sent to the port and Clan Pestilens is following these messengers to see what can be discovered. They cannot rule out the possibility that these agents may be seeking others who are to warn the renegades or shield them from slaughter.

Part 1: The Survivor

Wherever the party are, one of the villager’s stumbles from the jungle and collapses unconscious. He is covered in sweat, his skin is pale and cold to the touch, and he has a fever. If sent for, the doctor will come immediately.

Cure disease: It appears as though he has some sort of affliction, perhaps the early stages of malaria or flu. Bed rest and plenty of clean water would seem to be a good first step in treatment. Intelligence test: However, there are traces of some other sort of ailment. The yellow hints suggest it might be some sort of jaundice.

The patient will come round in a few hours and will be a little more coherent.

Karl Hohenburg: A young farmer who was born in the village and who grows wheat and vegetables. His parents are ill with the disease and he is desperate to get back and save them. He volunteered to try to reach the port and suspects that he may have been followed. His immunity to disease, toughness of four, and the fact that he had only just contracted the blight allowed him to reach the port. No others made it and he himself will die four days after entering the port.

The situation: Hideous rat creatures that were almost rotting on their feet marched into the village and demanded to know where ‘the nest of the others’ was, the ones like them. When they told them that they did not know what they were talking about, they pointed to old man Bendow’s cabin and said they could see that the village had suffered dealings with them and that unless they were told where the nest was, there would be consequences. Soon after, people started getting sick. The rats returned and offered a cure for the information but the village just could not tell them. That was when a number of them decided to try to reach the port and get help.

Bendow’s Cabin: He thinks that the rats were pointing to some shields Bendow acquired from some Pygmies in the jungle. They all had a triangular symbol set on them. Bendow spent a lot of his life deep in the jungle and may have encountered these ‘others’, but he died a few months ago and so his secret died with him.

Port Heldenhammer Reactions

The Fort: If hostiles are moving about in the jungle, the men of the fort will need to be in place to defend the port should they mount an assault.

The Clergy: They grieve for the villagers but the plague cannot be brought into their midst. Hohenburg should be isolated and those who have been in contact with him should be quarantined to make sure they are not carrying the virus. Brengt Breull of the temple of Morr goes pale as he here’s the details because this event is too close to the tragedy that caused his downfall. After any meeting where he learns of the plague stricken village he immediately enters the Emperor’s Arms and drinks himself into a stupor. He continues to do this until news of the village’s destruction is brought back to port.

The Sheriff: His jurisdiction and responsibility centre on the port, not the jungle depths. The villagers are on their own.

Part 2: Humanitarian Aid

Gustav Beil will hear of the event if he was not summoned and will investigate. When he examines Karl he suspects that it may be a new strain of pathogen, one that could threaten the port and surrounding area, especially if those responsible for it decide to use it against them. By investigating and gaining information at the source, he might be able to develop a vaccine or cure which will be easier to accomplish in advance, rather than when everyone on the coast starts dropping like flies.


From his investigations into the daemonic, occult, and forbidden (see the adventure Shadowgrounds), he knows about Skaven and their penchant for introducing disease before an attack. A cure will not only be precious in ensuring that the port can defend itself, but would also be a valuable commodity from which he can earn gratitude, allies, and cash. In addition, he is interested in taxing his skills and intellect by pitting his talents at curing against the masters of causing.


He sends word and asks the party to visit him at his surgery where he is packing up supplies, medical instruments, herbs, and chemicals. A few porters are standing outside having also been summoned.


Gustav professes that he wants to hurry to the village and help the poor unfortunates while the affliction is still in its infancy. He needs escort to protect him from the creatures that caused it, and would like to hire the party to do this.


If they are reluctant, he will inform them that it is not only the right thing to do but if the agencies behind it suspect the port knows of ‘the others’ they may use the disease here to force the information out of them. A vaccine or cure is imperative for the survival of everyone, and that includes the party.

Payment: 100 GC each, or 300 GC in medicinal goods and services when he gets back to the port alive. He will pay for porters to carry the food and water that he will provide for the party.

Gustav Beil
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Age: 45






Alignment: Neutral 

Skills: Animal care, Arcane language: Magick, Slann, Blather, Charm, Chemistry, Cure disease, Etiquette, Heal wounds, Heraldry, History, Hypnotism, Identify plants, Law, Luck, Magical awareness, Manufacture drugs: herbal and chemical, Musicianship, Numismatics, Prepare poisons, Read/write, Ride, Speak additional lingual: Breton, Secret language: classical, Scroll lore, Surgery, Wit.

Trappings: Clothing, Ring: protection from Daemons, Dagger: Klauser rune of cutting and smashing, Klauser Spell rune of Cure light injury, Klauser Rune of protection.

Rupture Blight

Once consumed, the pathogen entrenches itself in the victim and starts to spread. Once enough of it is present, it starts to destroy the host. After their toughness in days (+5 for immunity to disease), the effects begin to manifest. The victim’s toughness is multiplied by three (by five if they have immunity to disease) and each stage will manifest after this number of hours.

Stage 1: Skin pales and shaking begins as a light fever sets in (-10 initiative, dexterity).

Stage 2: Lesions start to appear, fever intensifies, skin takes on a yellowish tinge (-1/10 all characteristics).

Stage 3: Skin starts to tighten causing intense pain. Pustules start to well, haemorrhaging causes gums, eyes, and other delicate membranes to bleed (-2/20 all characteristics, cool test or 2 insanity points). Curing at this stage leaves the permanent loss of 1 strength and 1 toughness as well as 2 wounds.

Stage 4: Haemorrhaging intensifies, massive organ damage. Skin tightens to an extent where it starts to split causing excruciating pain (-3/30 all characteristics, cool test or d3 insanity points). Curing at this stage leaves a permanent loss of 2 strength and 2 toughness as well as 4 wounds.

Stage 5: Organs liquefy and the victim expires.

Part 3: Heading to Zedar enge Bucht

The location of the village is known because they sometimes enter the port for essentials and supplies as well as to trade. It is a journey of nine days due north and during this trip, the party are intercepted by Clan Pestilens.

The dense fronds of the jungle undergrowth part and you find yourself face to face with a ghastly sight. The creature is a humanoid rodent some five feet tall and it is swathed in ragged robes. The thick cloth is stained with mouldering pus and encrusted with spatters of blood. Its fur is wet with fevered sweat and the pelt parts in places to expose fat angry boils and ranks of clustered sores. Its blackened gums recede from its chisel incisors and a thick ichor stretches from its swollen and cracked lips. It lifts its crooked hands and extends the clawed gnarled digits to show that there is nothing in them. It then gives a sibilant throaty gurgle before speaking in an uneven tone.


‘Peace. Want talk. No-no fight.’

Plague Priest
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Skills: Concealment: Jungle, Disarm, Dodge blow, Frenzied attack, Immunity to disease, Nightvision: 30 yards, Scale sheer surface, Silent move: jungle, Strike mighty blow, 50% cause infected wounds, 10% cause black plague, 5% cause red pox.

Possessions: 2 x Daggers.

The priest will draw daggers from within his robes and fight to the death if attacked. The creature introduces himself as ‘Clag-hurgh’, a messenger from forces who wish to remain anonymous for now.


He and his fellows are seeking ‘the others’ and know that the village is aware of their location. They ask the party if they have seen others of his kind in the jungle during their travels and if they have, it would be wise for them to tell him where they were seen.

Reason: He bluntly explains that they are a threat to everyone on this coast and must be exterminated. They feign primitive status and open friendliness but truthfully, they are massing for sudden and catastrophic expansion across this land, which threatens human and Skaven alike. Despite the feud between the species of manling and ratmen, they must regrettably cooperate on this matter.

They refuse or feign ignorance: The creature merely states that the validity of their words will be verified soon enough.

They confess: If they met the renegades in ‘the Power and the Glory’ and reveal the location, the creature coughs, splutters, and explains that they should show him to that place and if they do, they will be rewarded.


If they agree to this, a Jezzail takes out the priest a few days later and Clan Skryre emerge to offer their own deal. See part 6: Heading home.

Part 4: Village Zero

The trees part and reveal a monstrous sight. The rank stink of decay that pervades in the deep jungle surrenders to the sickly sweet tang of rotten flesh, fevered sweat, and pestilent death. There are several fires upon which charred corpses smoulder and everywhere there are bodies. The cadavers are contorted and riddled with pustules. Their skin seems to have shrunk until it split, creating horrific shreds all over them that expose raw meat that weeps milky white ooze as well as trails of blood.


The village itself is comprised of a number of cabins clustered around a central area and a small creek runs passed to the north.

Cool test or 1 insanity point. Toughness test (+20 cure disease, +10 heal wounds, +30 surgery) or retch and vomit for 2d4 rounds.

The porters: Scream, retch, drop their packs, and flee into the jungle.

Gustav: He is appalled but decides that he must persevere. There is little to fear at the moment because if the disease were airborne, then everyone would have come down with it at the same time. If it were transmitted by contact, then again, the spread would have been far quicker than is apparent. Clearly, the infection was passed on by a narrower medium. There may also be some villagers still alive in the cabins and every effort must be made to find them and trace this terrible blight to the source.

Cure Disease: From the tissue damage and intense bleeding the victims died from some virulent form of haemorrhagic fever, however, the epidermal damage suggests a potent sub-strain of jaundice. Intelligence test: There is massive internal damage and clearly the disease spent time spreading and entrenching throughout the body before it started to cause damage. As soon as the symptoms started to appear, a victim had perhaps two to four days to live.

Survivors: In the cabins are a number of people in various stages of the affliction. They are bedridden and delirious. The doctor insists that the party start to gather water for them so he can ask them questions and begin treatment and research.


The victims can reveal nothing more than what the messenger did and the last of them will die in three days, during which time the doctor toils endlessly.

The Creek: As soon as they reach the lethargically moving creek they will see small fish floating in it. They are ruptured and their scales are split. Their bodies are riven with signs of the disease.


Clearly, the entire stream cannot be infected because the water is in motion. By heading upstream, they will catch a glint of something in the creek. A heavy peg has been stabbed into the bank and it stretches a length of chain into the water. At the end is a metallic ball with numerous small holes in the sides.


The cultures sealed inside have been steadily seeping out to create constant streams of infection. However, they have all been expended and no traces remain of the agent. This means that the disease is passed on through consumption of infected water and therefore treatment and handling of the victims is safe.

Bendow’s cabin: There are six wooden shields above the porch, each with a slightly rusted and tarnished triangular symbol made from riveted metal strips.

Acquiring a specimen: If the party do not think of this, Gustav will. The creatures that engineered this pathogen must be vaccinated against it. If they were not and it entered their ranks, they would be just as dead as those they sought to slay. The beasts are rank and riddled with disease, but the sheer lethality of this strain means that a vaccine or cure has to exist. It is delivered by water but could mutate without warning, necessitating prevention precautions. Also, it seems that the village was not just punished for lack of assistance, but was also a testing ground for the strain. This means there may be observers in the area and that means possible captives. To avoid accidental contamination, they may have the cure on them as a precaution.

Part 5: Pestiferous Monitors

There are three jungle experienced plague priests prowling the area and keeping a discreet eye on events in the village. Every six hours they come forth and take a look at the progress of their creation. When this occurs, they can be spotted in the treeline and they have a hide of 94 (+20 for the thick cover, -20 if the party have located their favoured spots – see below).

Follow trail: They generally appear in one of three vantage points and a search of the village perimeter and an intelligence +20 test will discover the tracks of three humanoid rodents and sporadic spots of pus, spittle, and blood. This can lead the party to the small clearing where they nest. If discovered, they fight to the death. Their frenzy prevents them fleeing and warning the Clan that the cure may be compromised.

Plague Priest
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Skills: Concealment: jungle, Excellent vision, Disarm, Dodge blow, Frenzied attack, Immunity to disease, Nightvision: 30 yards, Scale sheer surface, Silent move: jungle, Strike mighty blow, 50% cause infected wounds, 10% cause black plague, 5% cause red pox.

Possessions: Mail shirt, Pot helm, 2 x Hand weapons, Dagger, Phial on chain around neck.

The phials: These contain a foul smelling green liquid. If this is given to Gustav, he will want to leave the village, head back to his lab, and start working on breaking it down and finding out what it is and how he can duplicate it.


It will take him two weeks to find out that it is made up of two local herbs specific to Lustria and several chemical compounds. Once ingested, the liquid halts the progression of the blight and reverses the effects in the same duration as they were caused. He will be able to reproduce the cure at the rate of ten doses every three days.

Part 6: Heading Home

A clearing becomes evident and suddenly from the opposite side emerges a swarm of dark-clad figures. At their head stands a rodent humanoid in ornate eldritch amour that flickers with riots of black light. It wears dark purple robes that are etched with intricate symbols and a curved sword resides at its hip. On either side of it are tall black furred forms in equally sinister amour with serrated bastard swords and shields that bear a triangular symbol. Between some of these are pairs of creatures that hold massive firearms and at the wings are two teams who carry either a large barrel that gurgles and spits occasional arcs of black energy or a steaming muzzle that connects to it by several dense lines of cable and piping.


‘You run, we kill. You attack, we kill. You stay, we talk-talk, find way to stop plague brethren from spread skin-rip disease.’

Skirrikk

Warlock Master 
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Skaven

Level 1: Favour of the Horned Rat, Putrefy, Scorch, Skitterleap.

Level 2: Bless of the Horned Rat, Dispel magic, Pestilent breath, Warp lightning.

Level 3: Delusion, Madness, Reverse spell, Wither.

Skills: Astronomy, Cast spells: Skaven magic level 1, 2, 3, Daemon lore, Dodge blow, Engineer, Evaluate, Chemistry, Identify plant, Identify magical artefacts, Identify undead, Magic sense, Mining, Magical awareness, Meditation, Metallurgy, Nightvision: 30 yards, Orientation, Prepare poisons, Rune lore, Scroll lore, Smithing, Specialist weapon: two handed, Street fighting, Strike mighty blow, 35% cause infected wounds.

Possessions: Sword +10 weapon skill, bane versus Skaven, Dagger, 8 pieces of refined Warpstone. Warpstone Armour: Breastplate, backplate, plate sleeves, plate legs, helm. The armour gives 3 armour points on all locations that cannot be ignored by any means. It does not affect spell casting and any hit that fails to wound causes the energies to be redirected back at the attacker as a strength 3 hit.


Purse, 300 GC in rubies, and a potion of healing.

Power

Skaven magic draws from the Winds of Magic that blow from the Warpgates and issue from the Realm of Chaos itself. There will be 3d10 Power Points available every round in a 48-yard area. If there is more than one user of this force, they declare, begin casting, and at the end of the round, spells are released in the order of initiative. If this drains the area, then the spells that lack power do not come into being. Excess power does not carry over to the next round rather a new roll is made.

Warpstone

After consuming the solidified raw magic nugget they must make a willpower test with a –10% penalty per piece consumed within the last 72 hours. If they fail to control the energy, they are overcome by the welling force and suffer massive and catastrophic mutation.


The price of failure is the gaining of d6+6 Chaos Attributes and the loss of all spell casting ability as well as the destroying of their mind and sanity (subject to stupidity from now on).


Should they manage to control the power then they gain 6d6 power points that remain for 2d6 turns before fading.

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

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

4 x Jezzail teams
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Skills: Disarm, Dodge blow, Marksmanship (*included, +10 extra 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.

2 x Warpfire thrower teams
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Skills: Disarm, Dodge blow, Marksmanship (*included, +10 extra with thrower), Nightvision: 30 yards, Specialist weapon: Warpfire thrower, Strike mighty blow, 35% cause infected wounds.

Possessions: Mail shirt, Pot helm, Hand weapon, Dagger, Thrower or Barrel.

Warpfire Thrower: This nightmare weapon produces great gouts of a volatile mixture of chemicals, Warpstone, and magic. The mixture is stored in a specially treated barrel and is connected to the discharge nozzle by 2 yards of thick tubing. A Warpfire barrel has enc: 500 and the gun has enc: 300, thereby requiring two Skaven to carry and operate the weapon. The barrel must be kept steady and born smoothly lest the mixture prematurely activate.


Warpfire covers a 24 x 8 yard cone that can be placed up to 10 yards away so long as the ceiling is no lower than the desired extra distance because that will hamper the arc. If the firer misses, the furthest end of the cone is moved 2d6 yards in a random direction. The point of the cone is always directed at the muzzle of the weapon. The cone cannot move back passed the firer and it will always stop at the muzzle. Any further deviation is ignored.


Anyone in this area will be hit. Those who are only partially inside the area will need to be judged just how far into they are immersed in the target zone and this will be used as the percentile chance that they are affected.


ES: 5, 2d6 wounds, ignores 2 points of armour, does armour damage as for a magic missile.

Misfires: If the weapon misfires, or if the bearer of the barrel is killed or the barrel is given a significant knock or jolt, roll d6.

1-2: There is a tremendous explosion and the weapon and crew vanish under a mushroom cloud of flame and sickly black smog. Anyone within 2d3+2 yards will be hit by Warpfire.

3-4: The fuel barrel catches fire. The Skaven beneath it runs in a random direction, consumed with fear, panic, and pain. The barrel explodes 1 round later, throwing Warpfire in every direction for d6 yards.

5-6: The nozzle blocks and squirts fuel over the crew who take a Warpfire hit.

Player Options

Flee: A round of Jezzail fire is their reward and then the Skaven retreat back into the jungle.

Fight: Jezzail and Warpfire throwers start the fight. The Stormvermin protect the Warlock who uses his magic unless he is threatened in which case he uses skitterleap. Captive party members are bound and talked to as though they had accepted the following option.

Talk: They represent the true power of the Skaven but there is a faction who is constantly seeking dominance in their society and has twice caused civil war. They have an insane creed that wants to see plague and pestilence rampant, even amongst the Skaven. This latest invention of theirs could tip the fragile balance and if they ascend to power, no one will be safe. They acquired their mastery of plague here in Lustria, and a small remnant from those early days still remains. This forgotten tribe have the basic key, the foundation that is the basis for all their weapons of war. If they can find them, and capture them, this secret could unravel their foes and stop them from ever acquiring control over the Skaven and the unleashing of plague across the globe.


The warlock wants to know what the plague priests said to them and offered them, what they have found out about the pathogen, and of course, if they know where the renegades might be found.


The warlock is willing to pay for the information because the sooner they deal with this situation, the better. His primary form of bribery is to toss them the rubies and then if they still hold out, to offer them the healing potion.

If the party reveal that they have had contact with Clan Pestilens, then he has a further deal for them for which he is willing to offer a favour. If they wish to call on his aid at some point in the future, then they should etch the symbol of his people on a tree on the western edge of the port. He will then meet them in secret and see what he can do with regard to wealth, information, services, or support.


He also issues a warning that he cannot elaborate on.


“Watch skies. Skaven rise soon. Watch skies. You will now what mean when see-see. When do. Run-run.”


The party should continue their trek back and should they encounter the agents of pestilence again, they should volunteer new data on the location of the nest. The party should demand payment as they see fit and then lead the force of Pestilens to the Slann ruins north of the port (the ruins of Kwetzelle Sakatananga). The Pestilens once had access to the place but forsook it decades ago, making it a prime locale for the fake home of the renegades. The Pestilens also cannot rise unopposed from the ruin because of the lizardman and cold one presence that occupies the lowest levels of the place. This will force them to march on the location.

Another meeting: When the party are a couple of days from the port they will indeed be met again by representatives of the Clan and information will be petitioned else they threaten port Heldenhammer meet the same fate as the village.


If the three monitors were killed, the Pestilens have investigated the area when they failed to return or show up at a prearranged rendezvous. If the bodies were disposed off, then the Pestilens suspect that the party have the cure. If they did not, then the lack of the cure on the dead bodies causes the priests to inform the party that the second strain is ready to be deployed, one that is far more infectious and immune to the primary antidote (a complete fabrication).


The clan will agree to whatever the party demand but will only hand it over when the renegades are dealt with.


The actions of the party will now determine what happens here in Lustria.

Part 7: Warning The Renegades

Should the party desire to warn the renegades they will have to head out to the area in which they were encountered and begin a search. No one else in the port will be willing to do this and after d3+1 days (-1 day if they have follow trail), a small scout force will approach them and enquire as to just what they are looking for in this part of the jungle.


If they are warned, the Skaven reveal their gratitude. The ability they once had to manipulate disease has almost become forgotten, but they will send a representative to Clan Skryre with what they have and offer it in exchange for continued peace and isolation. The warlock will accept this and will turn to dealing with the Pestilens in the area before they can return and expose that Clan Skryre has the information. The more time that the warlocks have to work on the knowledge and develop countermeasures the better, and if the Pestilens force in the area informs their Clan of the warlock’s success, it could even spark another civil war.


When this change in the Skryre tactics and their subsequent withdrawal from Lustria is noticed by the Pestilens, the priests realise what has happened and now forsake the extermination of the renegades because they must concentrate on countering or retrieving the information that the warlocks gained.

Part 8: Ambushing A Clan

In either of these two eventualities, the party will largely be ignored by the Skaven whose animus towards each other will of course take precedence over avenging themselves on those who betrayed them. However, a steady flow of individuals or small groups to keep them busy or hamper an escape is advisable as spells and devastating war machines rip through the ranks all around them. Fake rolls to see if they are hit by stray high level area effect spells, Warpfire, globes, or Jezzail rounds will also assist in keeping the tension high.


Typical near misses will come from Crack’s Call, Plague, Warp Lightning, and Poison Wind. Vermintide and Scorch are two spells that may be used to run over or affect the party because of their low damage.

Betraying the Warlock: If the party tell Clan Pestilens about the ambush, then they gather their full forces. They profess that they will leave the port alone and exit the area in addition to providing any other services and payment the party have demanded. The priests want them to lead a token force of Pestilens into the ambush whereupon their main reserves will assault Clan Skryre from behind after the first volley of Jezzail fire has been discharged. This leads to a massacre of the warlocks, and then the Pestilens continue the search, find the renegades, and slaughter them.

Siding with the Warlock: Clan Pestilens gathers its full might and follows the party straight into the clearing, whereupon jezzails, Warpfire, poison wind globes, arrows, and spells rain into them. The frenzied monks fight back and to the last Skaven, but they are doomed to slaughter. Clan Skryre will then continue the search in peace, find the renegades first, and abduct a great number of them before returning to the Under-Empire.

The Forces of Clan Pestilens

Plague Monk

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

	5
	33
	25
	3
	4
	7
	40
	1
	24
	24
	24
	18
	29
	14


Skills: Disarm, Dodge blow, Frenzied attack, Immunity to disease, Nightvision: 30 yards, Strike mighty blow, 50% cause infected wounds, 5% cause black plague.

Possessions: Mail shirt, Pot helm, 2 x Hand weapons, Dagger.

Plague Priest

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

	5
	49
	43
	4
	5
	11
	40
	3
	29
	29
	29
	24
	43
	18


Skills: Disarm, Dodge blow, Frenzied attack, Immunity to disease, Nightvision: 30 yards, Strike mighty blow, 50% cause infected wounds, 10% cause black plague, 5% cause red pox.

Possessions: Mail shirt, Pot helm, 2 x Hand weapons, Dagger.

Plague Censer Bearer

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

	5
	41
	0
	4
	4
	7
	40
	1
	24
	24
	24
	18
	29
	14


Special rules: Subject to frenzy and hatred.

Skills: Disarm, Dodge blow, Immunity to disease x 2, Nightvision: 30 yards, Specialist weapon: flail, Strike mighty blow, 50% cause infected wounds, 10% cause black plague, 5% cause red pox.

Possessions: Mail shirt, Pot helm, Plague censer.

Plague censer: A hollow spiked metal ball that is attached to a long chain. A plague infested shard of Warpstone burns within and the fumes cause sores and blisters to erupt across a victim as their insides liquefy under the onset of sorcerous pestilence. It takes one round to light the censer and then over the following round, a noxious cloud begins to surround the entranced and ecstatic bearer.


When the cloud is fully formed, it inflicts a –10 penalty to missile weapons. The censer itself counts as a flail, and anyone in combat with the Skaven bearing it when it is lit and fully operational must make a disease test each round or suffer d6 wounds irrespective of toughness and armour. The bearer is not immune to the fumes and must test also but their bonus of +20 on the test generally allows them to last longer than their foes.

The Forces of Clan Skryre

Chieftain

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

	5
	61
	45
	5
	4
	11
	70
	2
	34
	34
	34
	30
	39
	14


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

Possessions: Sleeved mail coat, Breastplate, Backplate, Pot helm, Bastard sword, Shield, Hand weapon, Dagger.

Stormvermin

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

	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, Shield, Hand weapon, Dagger.

Clanrat

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

	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, Shield, Dagger, Bow, Quiver, 30 arrows.

Poison Wind Globadier

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

	5
	33
	35*
	3
	3
	7
	40
	1
	24
	24
	24
	18
	29
	14


Skills: Disarm, Dodge blow, Marksmanship (*included, extra +10 with globes), Nightvision: 30 yards, Specialist weapon: Poison Wind Globe, Strike mighty blow, 35% cause infected wounds.

Possessions: Mail shirt, Pot helm, Hand weapon, Dagger, Filter mask, 2 slingbags, 15 poison wind globes.

Poison wind globes: These are fragile glass spheres that are filled with noxious and lethal vapours. They each have an encumbrance of twenty and break very easily.

	Missile weapon
	Short
	Long
	Extreme
	ES
	Load/fire times

	Poison wind globe
	2
	6
	10
	Special
	1 per round


A misfire indicates that the globe broke in the caster’s hand and they become the centre for the effects. When a globe lands it breaks and affects a group causing d6 wounds that ignore toughness and armour. An initiative test is permitted to evade most of the curling vapours and half the damage.

Warplock Jezzail team

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

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


Skills: Disarm, Dodge blow, Marksmanship (*included, an extra +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.

Warpfire thrower team

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

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


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

Possessions: Mail shirt, Pot helm, Hand weapon, Dagger, Thrower or Barrel.

Warlock Engineer 

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

	5
	43
	25
	3
	4
	9
	50
	1
	34
	24
	34
	28
	39
	14


Skaven

Level 1: Putrefy, Scorch

Skills: Cast spells: Skaven magic level 1, Dodge blow, Identify plant, Magic sense, Mining, Nightvision: 30 yards, Orientation, Rune lore, Scroll lore, Smithing, Street fighting, 35% cause infected wounds.

Possessions: Robe of toughness +1, Handweapon, Bow, Quiver of arrows, Dagger, d3-1 pieces of refined Warpstone.

Warlock Champion 

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

	5
	43
	35
	4
	4
	10
	50
	1
	44
	34
	44
	38
	49
	14


Skaven

Level 1: Putrefy, Scorch, Skitterleap

Level 2: Bless of the Horned Rat, Dispel magic, Warp lightning.

Skills: Astronomy, Cast spells: Skaven magic level 1, 2, Dodge blow, Evaluate, Chemistry, Identify plant, Magic sense, Mining, Magical awareness, Meditation, Metallurgy, Nightvision: 30 yards, Orientation, Prepare poisons, Rune lore, Scroll lore, Smithing, Strike mighty blow, Street fighting, 35% cause infected wounds.

Possessions: Robe of toughness +2, Handweapon +1 damage, Bow, Quiver of arrows, Dagger, 2d3-1 pieces of refined Warpstone.

Warlock Master 

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

	5
	53
	35
	4
	5
	11
	60
	2
	54
	44
	54
	48
	59
	14


Skaven

Level 1: Putrefy, Scorch, Skitterleap

Level 2: Bless of the Horned Rat, Dispel magic, Pestilent breath, Warp lightning.

Level 3: Delusion, Madness, Wither.

Skills: Astronomy, Cast spells: Skaven magic level 1, 2, 3, Daemon lore, Dodge blow, Engineer, Evaluate, Chemistry, Identify plant, Identify magical artefacts, Identify undead, Magic sense, Mining, Magical awareness, Meditation, Metallurgy, Nightvision: 30 yards, Orientation, Prepare poisons, Rune lore, Scroll lore, Smithing, Specialist weapon: two handed, Street fighting, Strike mighty blow, 35% cause infected wounds.

Possessions: Handweapon +2 damage, Bow, Quiver of arrows, Dagger, 3d3-2 pieces of refined Warpstone (2d6 power, d3 wounds each). Warpstone Armour: Breastplate, coif, sleeved mail shirt, mail legs, helm. The armour gives 3 armour points on all locations that cannot be ignored by any means. It does not affect spell casting and any hit that fails to wound causes the energies to be redirected back at the attacker as a strength 3 hit.

SKAVEN MAGIC SPELLS

LEVEL 1

Favour of the Horned Rat

Type: Aura

Power: 2

Range: Touch/personal

Duration: 1 hour per level

Effects: The caster or one willing recipient is rendered completely immune to disease and plague while the duration of the spell lasts. Those ailments already in effect are not cured, rather they are halted while the spell lasts. This spell also bestows a 50% resistance to Nurgle’s Rot

Plaguebite
Power: 3

Range: Personal

Duration: d6 rounds per level, or until passed on.

Effects: The Skaven causes cultures of virulent plague to well within their saliva, giving them a bite capable of passing on one of several magical diseases. The caster must cause a wound to pass on the disease, and may affect the victim's toughness test to resist it with power as though it were an enhanced spell. The Skaven may pass on one of the plagues listed under Gifts Of Nurgle (pg. 52 Realms of Chaos: Lost and the Damned) or if you do not have access to this supplement, you can substitute Black Death, Red Pox, or Tomb Rot. The spell effects are permanent, and run their course as normal.

Putrefy

Power: 2

Range: 48 yards

Duration: 1 round

Effects: This spell can be cast on any one group within range that is already engaged in hand-to-hand combat. They target’s receive a magic test to avoid the effects which will cause them to see any corpses in the vicinity start to swell, split, and spew forth a ghastly deluge of maggots, insects, foul ichor, and viscous slime. The putrid sludge and wriggling insects push out eyes, pour from nose, ears, and mouth, break teeth, and shatter skulls. As the stench of the opened carcasses assails them, they must make an immediate leadership test or flee in abject panic. They may attempt to cease their flight once per round with another leadership test and those who succeed suffer a –10 penalty to leadership for the whole of the subsequent round.


This spell cannot work unless the corpses are in view of the target.

Scorch
Type: Magic missile

Power: 3

Range: 48 yards

Duration: Instantaneous

Effects: The Skaven points a clawed finger at a group or area within range and flames suddenly flash across it. Each animate target within the area has a 20% chance of suffering d6 wounds that ignore toughness but not armour.


Flammable targets and terrain such as woods, timber buildings, and dry vegetation have a 65% chance of being ignited (modified at your discretion for other considerations such as dew, rain, drought, and so on).

Skitterleap
Power: 5 + 2 per additional creature

Range: Personal

Duration: Instantaneous

Effects: This spell affects the caster or a single group (d3/level) of willing recipients within 6 yards. The target/s leap into the air and disappear amidst a rolling ball of sulphurous smoke. The recipients instantly reappear at a destination specified at the time of casting. This area must be within sight (limit of 1000 yards), or a place that is intimately familiar to the caster. Each target can only carry their normal encumbrance capacity, if any excess is present the entire spell fails to work.

LEVEL 2

Bless of the Horned Rat

Type: Aura

Power: 5

Range: Touch/personal

Duration: 1 turn per level

Effects: The caster implores the Horned Rat for aid and summons curling black energy that settles upon themselves or a willing recipient. The target receives 2 armour points on all locations. Their mental resolve and physical prowess are also enhanced and they gain +1 move, strength, and +10 willpower. The spell lasts until ended by the caster, it is nullified, or the duration elapses.

Death Frenzy

Type: Aura

Power: 3 

Range: 12 yards

Duration: 1 hour per level

Effects: This spell is only useable by Grey Seers. The Seer incants and calls forth waves of Warpstone gas that waft over an individual and willing Skaven or group of Skaven within range. Unwilling targets receive a magic test to resist the effects.


The targets are enthused with boundless energy and a maniacal psychotic rage. All recipients of this spell double their movement and attacks. However, they must charge into combat as soon as possible in order to sate their sorcerously imparted bloodlust. They will pursue fleeing foes regardless of the consequences and every round after the first, each affected recipient will sustain d3 wounds from extreme over exertion and physical stress. These wounds ignore armour and toughness and will inexorably kill all those affected by the magic. Killing the caster ends the effects of the spell.

Dispel Magic

See the level 3 Battle Magic spell of the same name (Restless Dead, page 93).

Pestilent Breath

Power: 4

Range: Special

Duration: Instantaneous

Effects: The Skaven opens their jaws and a black pestilent stream of vapour spills out. The caress of the grisly gases cause flesh to blacken and slough away in untidy lumps.


The breath affects everyone within a cone that is five yards long and has a two-yard diameter circle at the tip. Anyone touched by this area has a 50% chance of sustaining d6 wounds that ignore toughness and armour.

Poison Wind

Type: Magic missile

Power: 4

Range: 48 yards

Duration: Instantaneous

Effects: The caster gestures at a targeted individual or group within range and the ground cracks beneath them allowing thick greenish gas to spill forth before being whipped up around them by a ghostly moaning wind. The sporadic pockets of gas cause instant and terrible internal trauma.


Those inside this area have a 35% chance of being affected by the terrible vapours that cause 4d6 wounds that ignore toughness and armour. 

Vermintide

Type: Maintain

Power: 4

Range: 1 yard

Duration: 1+ rounds

Effects: A heaving squeaking horde of black furred rodents appears out of nowhere. Their eyes glow a sinister red and they consume all in their path. The Vermintide is 2 x 3 yards in size and appears within 1 yard of the caster.


The mystic creations immediately move 6d6 yards in a direction nominated by the caster and move on the same trajectory every round at the rate of 6d6 yards.


Anything overrun by the tide is subjected a strength 4 hit to a random location that will ignore one point of armour.


The swarm is completely immune to all damage and cannot be harmed, only dispelled.

Warp Lightning

Type: Magic missile

Power: 3

Range: 48 yards

Duration: Instantaneous

Effects: The Skaven raises their hands and chants shrill incantations that cause black arcs of electrical energy to play along their arms. With a final triumphant squeak, they unleash a blast of opaque lightning that stretches forth and strikes the first nominated individual or group in range.


The eruption affects 2d3 characters per level and causes d6 strength 5 hits to each target.

LEVEL 3

Delusion

Power: 6

Range: 48 yards

Duration: Instantaneous

Effects: Powerful magics of hallucination and deception pour unchecked into the mind of a single target within range. Unless they pass a magic test, they will immediately believe that their flesh is filled with insects and bloated wriggling maggots. They will become hysterical to a point where they will claw and stab at their flesh to get the imaginary creatures out.


They will immediately enter frenzy and will levy their full quota of attacks against themselves with any weapon smaller than a shortsword. If they have no such weapon, they will deliver the equivalent of improvised weapon attacks with hilt, haft, a rock, shield, or whatever solid object is at hand.

Madness

Type: Maintain

Power: 6

Range: 48 yards

Duration: 1+ rounds

Effects: This spell is only useable by Grey Seers and targets a single individual within range. It fills their mind with potent magics of insidious corruption and brutal control. The target receives a magic test to resist, otherwise they will completely succumb to the control of the caster.


The affected victim will not perform any actions that are clearly suicidal but will freely attack comrades if ordered to do so. The victim receives a new magic test each round to throw off the effects and both parties may enhance or debilitate this test if they can and/or wish.

Plague

Power: 7

Range: 36 yards

Duration: 1 round

Effects: This spell affects one target within range and they are permitted a magic test to resist the effects. Should they fail, their anatomy is riven with a horrendous and supernaturally virulent plague of sorcerous origin. Their joints swell, they shake, sweat, and collapse when their strength fails them. Their flesh and organs literally liquefy and their skin rots and melts away.


Those affected by the spell sustain 2d6 minus their toughness in d6’s of wounds that ignore both toughness and armour.


If the victim perishes, then at the start of the next round, the Skaven may move the effects onto another target within 8 yards who will be affected as above if they fail to resist. The Skaven may apply power to thwart their resistance and does not have to pay the casting cost again.


This process of fatal infection continues each round until there are no targets within range, the spell is resisted, or if it is ended or nullified.

Reverse Spell

See the 4th level Battle magic of the same name (warhammer companion page 72)

Wither

Type: Touch

Power: 5 per touch

Range: Personal

Duration: Until wounded

Effects: The Skaven stretches out their hand and it overflows with sickly green incandescence. If they discharge the spell, the radiance pours into the flesh of the target and they receive a magic test to resist their imminent doom. If they fail, they will sustain d6 strength 6 hits that ignore normal armour. Magic armour provides one point of protection for each ‘plus’ it bears.


Should the victim die, they are shrivelled down to the size of a small twisted organic doll of desiccated flesh.

LEVEL 4

Cracks Call

Power: 8

Range: 36 yards

Duration: Instantaneous

Effects: The caster leans down and touches the ground whereupon a crack appears. The split widens and shoots forth like forked lightning in a 36-yard straight line. Anyone on its 1 yard wide path must roll against their initiative (+10 dodge blow, +20 lightning reflexes) to leap aside else they tumble into the crevasse.


The crack slams shut at the very end of the subsequent round, instantly killing all who fell in and remain there. Creatures such as ogres and monsters cannot fit in the crevasse, but a failed roll causes them to fall and leave a limb in the gap that will be amputated at the end of the round unless removed. Buildings and structures suffer 4d6 damage points.

Curse of the Horned One

Power: 10

Range: 24 yards

Duration: Instantaneous

Effects: This spell may only be used by Grey Seers. The Skaven screeches with unholy glee and cavorts back and forth while a foul darkness swirls about them. The Seer points to an individual or group within range and the dark shadows rush to envelop them.


Beneath the mantle of the shadows, the magic does its dread work. Unless they pass a magic test, they drop to all fours squealing as their flesh contorts. Their body ripples, bones crunch and reshape, and bristly fur rises across their body. Their spine elongates and becomes a tail and their face pushes out into a snout.


The target arises at the end of the subsequent round as a Skaven Clanrat (WFRP page 227) that is totally loyal to the Grey Seer that created them. The effects are permanent and only a blessing from a deity could counter the rule of the Horned Rat and restore them to their normal selves.

Summon Power

Power: 12

Range: Personal

Duration: d6 turns per level

Effects: The Skaven petitions the Horned Rat for aid and calls down a bolt of black lightning that streams into every fibre of their being. The sorcerer is sheathed in a malignant shell of blazing electrical energy that causes no harm to them but which lambastes and scorches their enemies.


The caster immediately doubles their strength, toughness (both to a maximum of 10), move and attacks.


The aura of the power causes a strength 4 hit to all non-friendly targets within 2 yards. An initiative test halves the damage.


Once the spell ends, the power ails and departs leaving the caster greatly enfeebled by the experience. They suffer –1 move, –20 weapon skill, dexterity, and initiative for the next 24 hours.

Vermindoom

Power: 9

Range: 48 yards

Duration:

Effects: A seething mass of dark furred vermin with glowing crimson eyes is called into being about a single individual within range and sight. The mass of claws and incisors rip into the target and devour flesh, shred skin, gorge on blood, and crunch bone to powder. Every time a vermin is slain or hurled away it dissipates and another is generated from within the churning mass of bristle-furred bodies.


The victim suffers 4d6 strength 5 hits every round and these are distributed equally upon all locations.


The affected target must make a cool –20 test every round to perform any coherent actions that are conducted at –10 weapon skill, and –20 ballistic skill, initiative, and dexterity.


Due to the nightmarish nature of the assault, a survivor must make 6 cool tests with a penalty of 10% for every round spent affected by the spell. Failure results in an insanity point and if a disorder is gained it will be phobia: vermin, which will cover rats, mice, Skaven, even gerbils.

Part 9: Aftermath

Once the situation has resolved itself, the struggle between the Skaven in this area passes. The doctor may continue to prepare some batches of the cure just in case and stockpile them in his home. News of the village’s destruction spread but no one wants to go there. After burying the deceased Hohenburg, Brengt Breull undertakes a solo trek to bury and conduct rites at the village. When he returns twenty two days later, he will have acquired Morr’s forgiveness and have the ability to cast spells as well as being bestowed 10 magic points. He seems like a new man and begins to take his duties a lot more seriously.


The campaign continues in ‘the Bretonnians are coming’.

Part 10: Experience Points

50
Going to the village

25
Finding the source of the blight

20
Killing the monitors

30
Acquiring the cure

10
Warning the renegades

50
Getting back to port alive

Part 11: Effective Initiative with Primary Weapon

Heading to Zedar enge Bucht 

Gustav Beil – 1 
64

Plague Priest – 1
60

Plague Priest – 1
40

Plague Priest – 1
20

Pestiferous Monitors

Gustav Beil – 1 
64

Plague Priest – 1
40

Plague Priest – 1
26.7

Plague Priest – 1
13.3

Heading Home

Skirrikk – 1

60

Stormvermin – 1
40

Jezzail team – 1
40

Warpfire thrower – 1
40

Skirrikk – 2

30

Ambushing the Clan

Warlock Master – 1

60

Chieftain – 1


60

Warlock Engineer – 1

50

Warlock Champion – 1
50

Stormvermin – 1 

40

Clanrat – 1


40

Poison Wind Globadier – 1
40

Jezzail team – 1 

40

Warpfire thrower – 1

40

Plague Monk – 1

40

Plague Priest – 1

40

Plague censer bearer – 1 
40

Warlock Master – 2

30

Chieftain – 1


30

Plague Priest – 1

26.7

Plague Priest – 1

13.3
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