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Background

The Next Generation

A Bretonnian buccaneer named the Rapier (see Colony of the Damned) was the primary nefarious power of that country in these waters and it tolerated no rival. Only the Crimson Cutlass could match it, and the two captains made sure to avoid one another’s path if they could. Dark Elves destroyed the Rapier and this has allowed a pirate vessel called the Persecutor to enter these waters and try to replace her. They have made contact with the Paradis Vert and a deal has been struck despite some dubiousness as to their competence. The Persecutor will assault all non-Bretonnian traffic at their leisure and will have safe haven and support from the Bretonnian port.


However, they have let this stroke of luck go to their head and they are planning a significant assault to impress their new backers and eclipse the name and reputation of the Rapier that currently overshadows them.

New Arrivals

A new batch of colonists is on their way to port Heldenhammer. They have had a tougher journey getting there but they do come with a prototype warship that should help keep the colony safe and prove the basis for an expanding indigenous naval fleet.

Everyone Loves A Carnival

A travelling carnival of unique and strange souls travels the Lustrian coast bringing cheer and a momentary diversion from the rigours of life and the dangers of the land. Jeordy Manarn’s Carnival of the Weird is coming to Port Heldenhammer.


Twenty days pass between Plague Storm and this adventure, giving the party time to remain idle or learn new skills.

Part 1: Fresh Meat

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 number of tall sails coming this way over the horizon.


‘Imperial vessels to the east. Ready the port to receive new colony ships!’ comes the cry from the fort lookouts.


The words have barely begun to fade before people explode into frenzied activity. Messengers sprint along the road out of port Heldenhammer hollering the news. The shops quickly start to apply decoration and arrange their finest wares at the forefront while also changing into their best finery. A detachment from the fort emerges and marches into the middle of the port before standing to attention. The sheriff steps forward, clears his throat, and starts running through his welcoming speech under his breath. Hawkers begin to congregate and money starts to change hands as everyone readies to try to announce themselves and their wares for the benefit of the new arrivals.

The party have a couple of hours before the ships arrive and if they have been a major force in the events of the port then places like the Treasure Trove or the Magnus and Dragon may want them standing in front of their establishment in full armament. For some free items/days stay, or 10 crowns, they will ask the party to sing the praise of the establishment because when the new arrivals start to learn who they are, the establishment will receive some of that glorified shine in the process.


If the party are not in the port, the messengers running by and yelling the news will alert them, and perhaps a representative from the above establishments will quickly come to try to hire them.

Showing off: The party will also be informed that the captain of the fort as well as several other port powers have asked a small favour. They would be grateful (but not to the extent of paying for it in gold) if the party would just hang around in port for a week or so. A number of local businesses have voiced a willingness to halloo and warmly greet the party when they enter, especially if colonists are in their establishment. They will offer then free drinks and food, or discount items in exchange for the pretence or display of similar affection.


The reason for this is simple. The adventurers are a shining example of what can be done with nothing after coming to the Gromril coast. The party are experienced veterans, skilled warriors, jungle wise, and have wealth and countless astonishing tales to tell. On top of this, they have the admiration, support, and favour of the denizens of the port.


The colonists may endure more hardships and setbacks with such an example in the back of their minds, because after all, did the adventurer’s of port Heldenhammer quit after one bad turn? In addition, they may associate a certain business with that adventurer and may drink, eat, or purchase with more gusto simply because the heroes of port Heldenhammer frequent that particular establishment and to sit or walk the boards where such types have done offers reassurance and sense of pride and awe.

There are two large sea vessels, both of which have clearly sustained combat damage. There are patched holes near the waterline and one of them leans heavily to one side. Sails have tears and scorch marks, and clusters of holes from projectiles adorn the timbers. Cruising at their side is a small Imperial warship that has several cannon jutting from the side and which has sustained only minor harm from whatever ill fate struck the convoy.


The people of the port give the odd gasp, some murmur at the sight of the damage, and others wonder as to what happened to them. Words are exchanged as to how the previous convoy was deemed to have done exceptionally well, and clearly, this fleet was a little more average with regard to its fortunes.

The port rapidly prepares to meet the new arrivals. The ships drop anchor and both boat and raft sail out to meet and help the people to shore. The new arrivals get the speech and start to head into the area, and if the party were involved in Colony of the Damned, the fact that none of them are falling victim to the slave gangs posing as friendly couriers is brought up and they are congratulated. The port did not like what the Vollers were doing but they were afraid of what the deranged family and their small army might do should their evil tactic be thwarted.


The warship drops anchor off shore and sends a small boat towards the fort.

The Barracuda: An Imperial clipper, she has four cannon on either side with two more facing forward and two more to stern. She also has one secret power that is a prototype invention being tested on several such vessels that rely on speed rather than brawn.


The same technology that powers the Imperial steam tank has been employed in the belly of the vessel. A set of propellers can be extended from valves just below the watermark to the stern and the steam engine can provide sporadic and brief bursts of great speed that do not rely on wind or oar and can allow the ship to position itself for broadsides or boarding before an enemy can react or redirect their fire. The design is a little too risky to employ at home, but is ideal to test in more expendable territories.


Captained by Hieronymous Finck, he has a small crew with some skilled boat builders and a squad of ten experienced marines at his disposal. Finck is a veteran of numerous sea battles but is getting old and is no longer as effective in heated combat against the fleets of a hostile country or enemy race. Semi-retirement to the Lustrian coast places an experienced leader in an area where there are isolated foes he can more readily deal with.


Finck is under orders to attach to the fort and provide naval protection. He is to see to the creation of a military docks, recruit new marines, new crew, and see to the construction of new ships to aid in the defence of this stretch of coast and the Imperial investments that have been made here.


After introducing himself to Captain Wiessback, he enters the port to familiarise himself with what services and skills are on offer. He starts to make enquiries amongst those who can supply lumber and tools while the boat builders and his crew begin to draw up plans.


The Barracuda has sustained some rudder damage as well as suspected hull fractures that require extensive work and checking to ensure her seaworthiness. A token force of marines and crew remain on board, the rest carry the arms shipment into the fort and then bunk there.


The Barracuda has brought gold, gunpowder and shot, and crates of Imperial Repeating Hand Guns and Hochland Long Rifles.

The colonists: They wince at the heat much as the adventurers first did, but they seem a little more dispirited and haggard than those the party arrived with. Some adventurer types may approach the party if they are visible and ask what sort of opportunities and dangers exist around here. They may take obviously experienced party members for a few drinks to try to discern as much as possible about this new land, learning from their experience rather than personally and the hard way.


Although there is the usual cross section of new arrivals from all walks of life, there is an above average contingent of people who have sold up their interests in whaling and its proceeds to relocate to the Gromril Coast. The Empire recruited heavily from the Imperial coast where the whaling fleets were starting to become more desperate. Not only was there the drain of numerous ships and many rivals, but also the expansion of the Warpgates has caused many natural beasts to retreat further and deeper to sea. Many whaling villages are falling upon hard times, and the promise of untamed coasts where the whales are plentiful and meek has lured many into accepting a berth on the ships.

This emigration was also facilitated by the promise of ships to assist them. Captains were approached and offered the chance to buy the colony ship upon which they sailed at a significant discount. Once they reached Lustria, the ships would be handed over, and they could then recruit crew, refit the vessel, and begin to hunt. The colony ships are to remain at anchor for repair and then the refit that will turn them into a pair of whaling ships.


The other colonists start to build homes and shops a short distance along the coast passed the Magnus and Dragon. Many of them are the whaler’s families and their businesses will deal in whale products and whaling merchandise.


The whaling ships will take time to refit, set sail, and gather their first harvests. These will be brought back to port where they will be rendered down into countless useful products.


When the fleet entered Lothern, the captains made contact with a number of merchants and informed them of what was being planned, therefore, these traders will start to make runs to the port to collect on these wares and transport them back to Lothern for quick sale and great profit.

The Barracuda

	Ship
	Move
	Toughness
	Damage
	Enc Capacity

	Clipper
	5/12
	8
	200
	100,000


Speed Boost: When employed, the ship reaches a move of 12. Every round that the steam engine is being employed roll a d6 and on the result of a 6, something has gone awry with the tenuous and unpredictable mechanism. Roll a d6 and add one for every round of continuous engine operation. These bonuses fade at the rate of one per full turn that the engine is left switched off and cooling down.

	Roll d6
	Effect

	1-6
	There has been a leak in the pressure system. Enhanced move is halved next round and then the fault is corrected.

	7
	Part of the mechanism seizes and the engine receives no power this round. Roll again on this table next round due to the pressure build up and add 2.

	8
	A pipe bursts and releases great gouts of steam that spew from the deck. All crew have –20 WS and BS this round due to the obscuring effects. The propellers run unevenly and there is a 35 % chance that the ship veers 90 degrees left or right (equal chance of each).

	9
	The boiler ruptures and all those on board take a strength 3 hit of steam damage that ignores all armour. It will take roughly eight days to repair the mechanism.

	10+
	The boiler explodes causing a strength 6 hit to all those on board. The damage cannot be repaired and a new boiler must be made from scratch taking a month and access to a decent forge.


Armament: 4 Starboard, 4 Port, 2 Stern, 2 Bow cannon.

	Weapon
	Short
	Long
	Extreme
	ES
	Damage
	Load/fire times

	Cannon
	50
	100
	500
	9
	3d4 that ignores armour
	3 to load, 1 to fire


Crew

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

	Captain
	4
	63
	52
	4
	5
	12
	50
	3
	63
	60
	48
	65
	55
	40

	Crew
	4
	39
	50*
	3
	3
	7
	40
	1
	39
	30
	37
	32
	32
	33

	Marine
	4
	48
	45
	4
	4
	8
	46
	2
	36
	35
	30
	44
	37
	28


Skills
Crew: Boat building, Carpentry, Dodge blow, Marksmanship (* included, +10 extra with cannon), Row, Sailing, Scale sheer surface, Secret language: battle, Specialist weapon: Cannon, Strike mighty blow, Swim. Four of them have Steam Engine Mastery allowing them to repair and construct parts for the engine.

Marine: Consume alcohol, Disarm, Dodge blow, Row, Scale sheer surface, Secret language: battle, Strike mighty blow, Strike to stun, Swim

Captain Finck: Boat building, Carpentry, Consume alcohol, Disarm, Dodge blow, Excellent vision, Numismatics, Row, Scale sheer surface, Secret language: battle, Specialist weapon: pistol, cannon, two handed, Street fighting, Strike mighty blow, Strike to stun, Swim.

Trappings
Crew: Handweapon, Leather jack, Pot helm, Knife.

Marine: Axe, Crossbow, Quiver 30 bolts, Grappling hook, 10 yards rope, Mail shirt, Shield, Pot helm, Dagger

Captain Finck: Bastard sword +2 damage, Breastplate +1 AP, Mail shirt, Pot helm, Sword, Shield, Dagger, 3 x pistols, 10 spare shot and powder, Telescope, Ring of protection versus fire.

The Tale of the Journey

The fleet left Marienburg and encountered fair seas for a while, but then a fierce storm struck and cost them a ship. Despite several bouts of budding uprising and demands to turn back, they reached Lothern without further incident or loss. After a stop to restock there, they continued to the coast, all the while convinced that someone was following them. Everyone kept weapons ready and feared that pirates had picked up their trail and were waiting just beyond the horizon for the opportunity to strike. However, it was not pirates that were secretly following them.


Terrible vessels of Naggaroth lanced from the northwest and began a lightning assault that they were powerless to resist. Many people jumped overboard rather than be captured, and another ship was claimed before they discovered that the force in their wake was a High Elf assault fleet, one that obviously suspected agents of their dark kin in Lothern and that these spies were leaking information on tasty human morsels to their reavers.


The hatred between the two sibling races claimed them and as they tore into each other with spell and war machine, blade and bow, the rest of the fleet managed to limp away and escape the clutches of assured doom.

Part 2: Jeordy Manarn’s Carnival of the Weird

The harsh journey and the things they have seen during the trek make the colonists less than ebullient upon their arrival. However, something is coming to port to liven things up after having been informed that fresh colonists were heading for port Heldenhammer.


Jeordy Manarn ran a small and quite unsuccessful travelling carnival in the Empire. After hearing tales of the amazing sites and the terrible dangers and hardships of the Lustrian coast, an idea formed, one that he decided to put into operation when he noticed that he was starting to mutate. He borrowed heavily and desperately under the pretence of expansion, recruited every impoverished performer he could find and delude with his tales, and then fled the Empire.


With his wealth and his fellows, he purchased a couple of riverboats and began to sail up and down the coast. The arrival of entertainers livens the spirits, brings joy and amusement, and they trade for food and what they need in addition to a little gold.


Settlements like to attract a visit from the carnival to raise morale and entrench the sense of community, so a purse of gold often awaits them just for turning up. Those who have not seen fortune since their arrival sometimes sign up with the carnival, opting for a migrant life as an entertainer and helper rather than be rendered destitute.


The strange oddities and wonders of Lustria have provided them with a range of unique shows, ones accentuated by those types that have sometimes tried to find succour on the coast. Also, by investing in the abilities of Theophilius Eckhart, the carnival exploits magic to accentuate its performances and reap greater profit.


Local businesses and farms that have done well recently, or are need of a break, trade wares with the carnival. Lumber, tools, services, food, and livestock are traded in for small wooden tokens. The carnival has eight different varieties that they change each visit to offset prediction and counterfeiting. A token is worth five shillings worth of carnival goods and services and is purchased with three shillings worth of settlement products. Because the carnival is largely self-sufficient and the entertainments use very little in the way of material objects, this is good for the settlement, and good for the carnival.

A few hours after the colonists arrive, four large river traders and two medium traders sail into port. They have bright banners fluttering from their masts and they bear equally startling sails. The people of the port know what the fleet is and quickly inform the new arrivals that the carnival is here. They also assure them that all their troubles will soon be forgotten.


After they arrive, they start to set up their tents in the middle of the port and make preparations. Criers march off to announce that the carnival is here for a three-day performance. Jeordy visits the fort and accepts the purse intended to encourage them back here, and then visits Eckhart to pick up two rings of protection from fire. These commissions will permit the first performance of the Incendiary Experience.


Once he has taken these back to the performers, he then starts to move amongst the port, telling salacious tales of what can be expected, and seeing if there are any goods, wares, or acquisitions that can be added to his carnival. Strange beasts, mutants, fugitives with unique talents, those down on their luck and in need are his goal, and while rare, when he finds them, they make sterling additions to his troupe.


Jeordy has blue skin and a prehensile tail that he uses to hold his long bone pipe. He is a cheerful and boisterous man who will buy people drinks and can astound whole audiences with tales of what they can expect from his marvellous troupe.

The weird in port: If there are party members with odd abilities or talents, or who are just ‘weird’ then locals may merrily try to goad them into displaying their talent for Jeordy. With a sense of the macabre or strange in the air, people want to see it again and show it off to the carnival. If it is indeed impressive, Jeordy may offer them a job with the carnival. Food and board, the chance to travel the coast and make ones living by simply displaying their talent is the offer. He can also help teach them tricks, talents, and to develop an act to enhance the appeal of their attraction.


There are no openings at present for non-weird party members and so if they do go with the carnival, they will be removed from play and this current adventure and campaign.


Obvious mutations, the assassin from ‘Spare the Rod’, the undeath plague from ‘Something Rotten in Kislev’, the taint of the Khornate werewolf from ‘the Tainted Heart’, and such are examples of what would be appealing to Jeordy.

Shows

These run hourly performances from 6pm to midnight. They require no fee but collections are taken at the end of each show. The shows inspire people to attend the other attractions where the carnival makes its real living.

The Thespian Elite

Two actors that found no future in the Empire, but who have exploited mutation and magic to find success here in the carnival. They enact classic scenes from some of the finest plays, ones that involve the fight to the finish between hero and villain. The fact that one of them has the mutation of instant regeneration, and that Manarn invested in a ring of enchanted jade for the other means that the fight they perform is so vivid and bone chillingly violent that it more than outshines their minor talent. Each takes a stern dose of a pain killer that numbs the skin and stops them feeling the full ferocity of their injuries.


The epic and brutal fight astonishes and mesmerises and leaves the audience aghast at how they managed to make it look so real and yet arise unscathed and unmarked after the lights come back up.

The Bone Marche

On their travels, the carnival came across a low level necromancer who had hoped to hide on the coast but was often persecuted due to fear or lingering hatred of his kind. Backstage, he raises undead whose ability to cause fear is completely tempered by the fact that they are clad in ridiculous garb and perform jester and clown antics, prat falls, and comic japes as part of a pantomime that trades on a settlement’s adversaries to mock and amuse. Imperials, Bretonnians, Dark elves, and pirates are favourites to insult depending on the location and the audience. Because of their ability to ease the tension of the people, the followers of Morr tend to keep out of the way and turn a blind eye to this travesty. Brengt Breull is still at the village after the events in Plague Storm. Before his rehabilitation, he usually just drank himself into a stupor when the carnival was here.

The Juggling Octopi Troupe

A pair of mutants, one of whom has two extra pairs of arms while the other has an extra head. They have employed their new additions to become some of the finest and most daring jugglers. They juggle firebrands, knives, and other dangerous objects, but the real gasps arise when they bring forth water filled barrels and sealed crates from which they start to juggle live scorpions by the tail, lobsters, and deadly sea serpents without sustaining single bite, nip, or sting.

The Sirens of Lustria

Six comely women of varied nationality whose singing voices range from the mediocre, to the passable, to the fair. They do however, have an impressive repertoire of the best songs gathered from their travels and encounters, and their risqué show is of a standard that would not be tolerated anywhere in any civilised settlement of the Old World. Depending on the audience, it can range from the erotic, to the pornographic, to the astonishingly twisted and perverse.


The agile and flexible performers make themselves available for individual attention afterwards, and the skills they displayed on stage make the fifty-crown purse they demand a very worthwhile investment.

The Incendiary Experience

Six fire breathers, walkers, and dancers, who build to a climax where two of their number walk calmly through fire and perform other feats with flame that no mortal could hope to achieve without serious injury or death.

Ziegman and Voy

Two lion tamers who work with a couple of leopards, but the star of their show is the tame sabre toothed tiger they raised from a cub and use to great effect in their show.

Stalls

The Tent of the Eternal Harvest

A magic ‘horn of plenty’ secretly provides the two cooks of the carnival with a glorious and cost free basic fare. This creates pies and soups that have a taste equal to none and even the most jaded palette cannot help but appreciate them. A large pie that would easily feed two people costs ten shillings, and a bowl of hearty soup costs five shillings.

The Tent of the Amber Broadside

A pavilion with a crown entrance fee that allows the customer to drink all they wish of the incredibly tasty and quite intoxicating rotgut that is on offer. The still is kept on one of the boats and is run constantly while they travel and remain at anchor. The base of the brew is the issue of the horn of plenty and so what should be a vile drink due to its quick preparation is actually quite divine. The high alcohol content and good taste ensure that people reach unconsciousness long before they have drunk their crowns worth.


There are two serving wenches and three discreet but effective bouncers to suppress trouble.

Lady Eternia’s Tent of Prognostication

Two women in revealing clothing that bear numerous arcane designs seek to convince people to enter and know their future. Lady Eternia is professed to be part Elf, three hundred years old, and blessed with second sight. What she sees, always comes to pass.


Lady Eternia is a normal but insightful and astute old woman in ornate robes whose tent is decorated with psuedo occult paraphernalia. With crystal balls, palmistry, and bones, she makes uplifting predictions as to a customer’s future. A reading costs five shillings and it is a convincing, rewarding, and elaborate affair that will leave even the most pessimistic customer wondering if she was right.

The Eldritch Pageant

A freakshow that costs ten shillings to enter. There are several captive pygmies in cages that while they offer the appearance of deranged and savage beasts that lunge and shriek hate at the passers by, they are actually orphans that were found by settlers, purchased by Jeordy, and are now active and willing members of the troupe. Raised by the carnival, this is now their home. In the cages, they are in exaggerated tribal attire. When they are on the boats or in tents they are dressed and behave normally. None of them can speak Pygmy, only Reikspeil, so the language they yell in the cages is gibberish designed to frighten and intimidate.


The anatomical nightmare is a man who goes by the name of Seymour and who has the mutation of transparent skin. He had hopes of moving to Lustria to avoid the detriments his mutation caused, but these were dashed when people just could not accept him in their midst.


There is also a selection of warped creatures that were picked up on their travels. This includes a two-headed boar, a monkey with the head of an ant, a sloth with tentacles instead of limbs, a two-foot long spider that has human fingers instead of legs, and a large frog with bat wings.

Games

Prize stalls

There are several stalls where energetic operators offer a range of games. Darts or hoops (improvised weapons) are hurled at targets and three projectiles cost five shillings. A contestant chooses what they are aiming for and must make the relevant ballistic skill roll to acquire it. The prizes appear to be high quality and are very polished and ornate. Unless a successful evaluate roll is made, they will always appear to be worth d6x20% more than the listed true value. The missile and melee weapons break if they cause additional damage, and firearms misfire on any double roll. The statues look like Slann or other valuable artefacts.

Ballistic skill –60: 20 tokens, two handed weapon, blunderbus, or small golden statue with gems (10 GC).

Ballistic skill –40: 10 tokens, handweapon, crossbow, pistol, or small golden statue (5 GC).

Ballistic skill –25: 5 tokens, shortsword, bow, or silver statue (3 GC).

Ballistic skill –10: 2 tokens, dagger, or small stone statue (1 GC)

Ballistic skill: A token, or small wooden statue (10/-).

Donnerkupel

Stompin’ Stef is a large and athletically built woman in penurious attire and she challenges all comers to an unarmed bout where tapping out, unconsciousness, or ejection from the ring results in defeat. A purse of twenty crowns or thirty tokens is afforded the victor, and participation costs ten shillings. She tries to string bouts out to entice participants, and prefers to use her wrestling skill to grapple people for a short time before their struggles ‘break’ her hold. This deliberate failing encourages them and allows her to continue the tactic. If the participant proves more skilled, she brings her full skills to bear in order to deal with them. The ring is six yards wide with eight posts that have three ropes stretched between them.

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

	5
	55
	24
	6
	6
	11
	41
	2
	45
	24
	23
	39
	33
	29


Skills: Street fighting, Strongman, Strike mighty blow, Strike to stun, Very resilient, Wrestling.
The carnival runs for three nights and then the next morning, they pack up, board their ships, bid a fond farewell to their gracious hosts and head back out to sea and towards the Bretonnian colony.

Part 3: The Persecutor

The carnival departs and that evening, the Persecutor comes in from the southeast and drops anchor down the coast. A small shock force boards a longboat and they row quickly north until they see the fort.


They proceed to come ashore and move into position. Eight of them take sniper positions in the treeline, and six more sneak up to the walls and then scale them.


The intruders kill the idle and hungover guards, spike the gunpowder, and then sneak out again. The Persecutor does not wish to engage the fort, just keep it disabled so they can get in and get what they really want.

The party are probably still hanging around in port and will find themselves with many an admiring colonist in whatever drinking establishment they care to visit. The drinks come free, but the purchasing by entranced colonists more than makes up for that fact. Unless they want to forcefully extract themselves it is assumed that they will be partying and revelling until the small hours.

A party member who is happily drinking away should be asked just how squiffy they intend to get – cruising, nicely toasted, tipsy, a tad wrecked, or totally blasted, or whatever string of words will make sense to them. This statement may result in penalties for the forthcoming fight that they should not be aware of and so the question should be delivered lightly so as not to arouse suspicion. Even if they have consume alcohol, the penalties will come from drinking enough excess to overcome the resistance and acquire the desired state of intoxication.

For example, when the attack commences, cruising will result in -5 WS, BS, Int, Dex, Wp, Fel and I, nicely toasted (-10), tipsy (-15), wrecked (-20), or blasted (-30).

If any characteristic reaches zero they collapse and flounder prone until they regain a positive number (about an hour), and if they attain negative numbers they will remain unconscious until that time has elapsed. Sobering up will take about an hour, but a bucket of water will knock of five points of penalty and total immersion in cold water will knock of ten.

Timeline of the attack

Just before dawn, the Persecutor hoists anchor, raises sail, and cruises into port just as the sun is about to rise.

The fort raises the alarm. The cannon are manned, but they fail to fire because of the spiked gunpowder. The troops muster and ready for a hand-to-hand engagement. Snipers on board the Persecutor open fire on the Barracuda to keep her marines pinned down and her gunners are presently in the fort.

Before the troops can emerge, the snipers start firing and keep the men of the fort pinned down and unable to emerge without exposing themselves to a long run into the port under a deluge of longbow fire. They try to man the walls to fire back with their own missile weapons but the snipers effectively prevent this.

The buccaneers row into the port from their ship and begin their attack. The sheriff fortifies his position and does not emerge while everyone else tries to keep out of their way or hide. Their main targets are the Treasure Trove, the gun shop, the bowyers, and the brothel to acquire captives. Geschenk gets everyone into a defendable room and her staunch protection of the place ensures that the reavers retreat and then avoid the location.


They do not trouble the whaling ships because when these vessels are finished and operational they will have something else to plunder out at sea.

Once they have pillaged to the observing captain’s satisfaction, they release a broadside at the fort. This is the signal to retreat back to the ship. The pirates yell lurid personal and cultural insults at the port and the Imperials, board the Persecutor, and set sail for the Bretonnian settlement.

If anyone sails after the Persecutor, they are fired on. If they swim for the Persecutor ship, they are shot at.


If the Persecutor is boarded, they seek to drive them off and fight to the last man because they know only shame and execution awaits them if they are caught.


Any pirate captives are executed immediately. There are no questions to be asked, it is clear that they are buccaneers, especially because they headed south after the attack.

Intervention

The above is how things would progress without any outside interference, but there are other factors that could change the course of events.

The adventurers: If they spot the initial insurgency, the snipers will try to silence them and thereby thwart them from spoiling the plan.


If the fort can retaliate without being pinned down, the pirates will have to retreat earlier than expected and with only a fraction of the spoils. The effectiveness of the adventurer’s actions in attacking the pillagers may also cause an earlier retreat than previously planned.

Eckhart: If he or a player character has the Kraken Node and control of the beast they can start to call it up. The beast assaults the Persecutor before it is out of sight and sinks it. If Eckhart does not have the Node, he holes up in his home.


The pirates know that to assault his abode will mean dealing with a potent sorcerer so they stay clear. If he has to get to the fort or another location to use the Node, he will not have time to rouse the beast and attack the ship before it is out of range. He will also use this event as a reason to ask for the item to be relocated into his care.

The Bretonnians

Sniper

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

	4
	38
	52*
	3
	3
	7
	35
	1
	42
	35
	26
	38
	30
	26


Skills: Concealment: rural, Dodge blow, Marksmanship (*included, they have an extra 10 BS with their longbow), Row, Sailing, Scale sheer surface, Silent move: rural, Specialist weapon: longbow, Street fighter, Strike mighty blow, Swim.

Trappings: Longbow, Quiver, 30 arrows, Pot helm, Breastplate, Hand weapon.

Infiltrator

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

	4
	45
	32
	3
	3
	7
	40
	2
	39
	35
	25
	45
	25
	24


Skills: Concealment: rural, Dodge blow, Nightvision, Row, Sailing, Scale sheer surface, Silent move: rural, Specialist weapon: fist, two handed throwing weapon, Street fighter, Strike mighty blow, Strike to stun, Swim.

Trappings: Bastard weapon, Leather jack, d4+2 Throwing weapons, Grappling hook, 8 yards of rope, Water flask.

Pirate of the Persecutor

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

	4
	39
	33
	3
	3
	7
	32
	1
	34
	29
	23
	30
	28
	30


Skills: Dodge blow, Row, Sailing, Scale sheer surface, Street fighter, Strike mighty blow, Swim.

Trappings: Hand weapon, Dagger, d4 rings (1d4 GC each), d6 bangles (d4 GC each), purse 2d4 GC, 1d2/-. Pot helm or mail coif, Leather jerkin, Shield.

First Mate Francois Peri

Seamen, Mate.

Appearance: A slender man with dark brown curly hair beneath a large velvet hat. He wears ostentatious clothing of velvet with lace trim and is missing his left eye. A velvet patch bears the embroidered image of a dove.

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

	4
	50
	20
	4
	4
	8
	43
	2
	45
	35
	33
	39
	29
	37


Alignment: Neutral



Age: 29

Skills: Ambidextrous, Boat building, Consume alcohol, Dodge blow, Row, Sailing, Scale sheer surface, Specialist weapon: pistol, Street fighter, Story telling, Strike mighty blow, Swim.

Trappings: Sword, 2 x pistols, Dagger, Breastplate, Purse, 50 GC, 3 x rubies (30 GC each).

Captain Francis Boulez

Seamen, Mate, Captain.

Appearance: A slightly overweight man with a rotund belly. He has a balding head of dark, slicked back hair and a large bushy moustache. He wears a large extravagant hat with large feathers and dresses in gaudy finery that employs lace and pearls wherever possible.

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

	4
	55
	45
	4
	4
	9
	49
	2
	35
	55
	36
	51
	43
	44


Alignment: Neutral



Age: 34

Skills: Ambidextrous, Boat building, Consume alcohol, Dodge blow, Excellent vision, Numismatics, Orientation, Row, Sailing, Scale sheer surface, Specialist weapon: pistol, rapier, Street fighter, Story telling, Strike mighty blow, Swim.

Trappings: Rapier, Left handed dagger, 2 x pistols, Telescope, Purse, 60 GC, 4 x sapphires 25 GC each, 3 x diamonds 40 GC each.

Part 4: Aftermath

Once the attack has passed, people try to repair and get back to normal. The fun of the carnival has been soured and people are angry at both the Imperials for their lack of protection and the Bretonnians for sponsoring pirates into attacking them. If the party were visibly instrumental in driving them away, the people will be grateful and will heartily thank them.


Captain Finck will want to get the Barracuda repaired and then mount a reprisal assault on the colony, something captain Wiessback forbids because it will start a feud that could continue for years. Finck reluctantly obeys and forces his men to work harder at their task and to hurry up and start constructing him a military dock for his boat. He starts to recruit militia/marines from the port and then tirelessly drills them in case the foe comes calling again.


Wiessback is not as calm and indifferent as he appears, rather he now plans to scout the colony and ready for a more coherent form of retaliation that will involve the adventurers in ‘Trouble in Dead-town’.

If the ship was destroyed by the Kraken or any other means, the mood will be considerably lighter. The fact that the pirates were slaughtered for their impertinence means that others will now be considerably less eager to repeat such a crime.

Part 5: Experience Points

0-50
Enjoying the carnival

25

The soldiers of the fort can emerge and attack

30

The pirates have to pull out early because of party involvement

25

The first mate is killed

50

The pirate captain is killed

75

The Persecutor is destroyed

Part 6: Effective Initiative with Primary Weapon

Donnerkupel

Stef – 1
41

Stef – 2
20.5

The Persecutor

Captain – 1
69

First mate – 1
43

Sniper – 1
35

Captain – 2
34.5

Pirate – 1
32

Soldier – 1
30

Infiltrator – 1
30

First mate – 2
21.5

Soldier – 2
15

Infiltrator – 2
15
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