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Background

Maultark
By using the stolen Watchstones from Ulthuan, Xakishia breached the walls of reality and created a stable tunnel through which to move her Castle. The entire Elven fortress along with its secret Slaan laboratory and minor Warpgate were extracted from the other side of the world and now stand just outside of Altdorf. The arrival of this fortress was instrumental in shattering the Imperial line and has now become the core of the Xakishian occupation.

The Empire

The conquered lands have been divided amongst the great Goblinoid Warlords who have retired to these provinces to rule in luxury. The Mages and Wizards of the occupation have created exceptionally potent magical artefacts and the greenskins have accepted them without reservation. Unknown to the Warlords, these items can be shut down with a single command phrase known only to the upper hierarchy of the Dark Elves. Should they turn on their Xakishian masters, their most potent defences can be negated with ease.


The swift routing of the armies, the appearance of the fortress, the fall of the capital, all has left the citizens disorientated and terribly afraid. No one is really sure what happened, what went wrong, and what will happen next, so instead they keep quiet and do as they are told.


The Emperor is in hiding as are many other leaders. An Imperial army is encamped deep in the forests of the east. Talabheim and Middenheim are still under siege.


With the thwarting of the Chaos Incursion, sabotage and terrorism could well be a threat when the followers of entropy seek to restart the event or avenge this denial. The alliance between the Warlords, the Humans, and the Dark Elves is fragile and could be easily broken up by ingenious acts on behalf of these well-established covert cults.


If the occupation turned on itself, it might inspire the disintegrating armies of Chaos to again unite in a common final thrust of conquest. If this occurred, Kislev would offer little defence, and divided, the Empire would easily fall against even a few legions of Chaos. Therefore, the forces of Xakishia are conducting a vicious purge of all Chaos cults. Those who were wealthy or of noble blood and were thus previously above suspicion in the Imperial regime are now stripped of this defence. Daily burnings fill the skies with clouds of reeking black smoke.


Prayers to Sigmar fill the night with a dull murmur all across the land, but as the Empire remains under enemy rule, and Chaos is visibly extracted from its midst, the less pious turn to the strictures of the Goddess that continues to defy Sigmar and tame the cults.

Chaos
The Great Incursion has been prevented. The Warpgates have been significantly reduced and this has stalled the final assault on the Old World, for now.


Xakishia is the only deity that can manifest her powers directly upon the material world because she alone has access to the minor gate in Maultark. The poised armies of Chaos have either broken up, turned on each other, or fallen on themselves in frustration and disappointment.

The Border Princes

As the Waaagh progressed north and the Empire fell, every siege force in the Border Princes steadily suffered the loss of many Goblinoid warriors and bosses as they quickly made for the conquered lands and a share of the greater spoils on offer. Consequently, some of the Princes have managed to defeat the Goblinoid forces that were besieging them. They are now starting to fight back against the greed-diminished forces that have been left behind.


As the lines at her borders thin, the Shadow Queen prepares to once more extend her realm and take the fallen provinces of other Princes. The lands of Prince Eisenfaust and Natarro are her primary objectives because they will secure another hold on a prosperous river system.

Bretonnia
The Skaven are starting to rise in force and rampage across the land. Whole towns are vanishing into the Under-Empire as the deliberately orchestrated contagion known as the Flesh Rot leaves the lands of the Bretonnians devastated and weak. The blight is passed on by intercourse or by fleas from carrier rats under Clan Eshin command. The Rot is designed to destroy Human immune systems and thus the Skaven are unaffected, allowing them to rampage with impunity as Bretonnian defences and citizens collapse and perish from even a minor ailment or trivial infection.


People have no clue as to what is causing such monstrous and unprecedented outbreaks of sickness that is now bolstered to lethal levels. Widespread terror and vicious paranoia is only assisting the Skaven cause.

Tilea/Araby/Estalia

The war is now a complete shambles. Communication and all coherent planning of battle and siege have been lost. Large sections of the upper echelons want to strive for peace but there is no way to approach or contact those of the opposing side. In Araby, the situation has become even more serious with the outbreak of several small civil wars as nobles strive and compete to take or defend the throne of the recently assassinated Sultan of All Araby.

Naggaroth
The appetite of the Chaos legions was firmly fixed on Ulthuan so they might destroy the great vortex and prevent the outpourings of the gates being siphoned back whence they came. This would obliterate any hope of ending the Incursion and allow the world to be consumed by Chaos.


The forces of Naggaroth were poised to exploit this situation and assault Ulthuan. With Chaos and High Elf enfeebled by their war, the Dark Elves could storm them both in their weakest moment and drive them out or destroy them. Finally Malekith could steal the throne that has eluded him for over five thousand years.


However, when the Incursion failed to manifest, the Chaos armies marched on the watch towers instead. Weeks of intense fighting ensued and the denial of the Incursion gave the hordes a desperate ferocity that helped them break through.


Enraged, confused, disappointed, betrayed, they rampaged and slaughtered to the last. Naggaroth has taken a serious blow and although the forces of Chaos have been repelled, the Dark Elves no longer have the might with which to start an effective campaign for Ulthuan. The Witch King now broods and again starts to mass his forces, promising unspeakable anguish to those of Ulthuan because of this vexing delay.

Ulthuan
With the threat from Naggaroth alleviated, the massed forces of the High Elves are clearing their lands of all insurgents. The War Crown of Saphery has been repaired/replaced and the rumours that Grom the Paunch is loose in the Empire has Eltharion raising a sizeable strike force to seek the butcher of Tor Yvresse and avenge the death of his family.


The Mages of Saphery have also discovered that the missing Watchstones now lie near Altdorf and they want to retrieve them. This is putting tremendous pressure on the Phoenix King to back an Imperial venture.

The Dwarves

With the Skaven concentrating their might in Bretonnia, and the Greenskins having left for the Border Princes, Empire, and Kislev, the brutal quest to reclaim that which was lost continues with the full fervour and stalwart vigour of the Dwarven peoples. The sight of hope and the chance to end the stalemate has brought even the most despondent and melancholy Dwarf into the heat of frenzied combat.


Already, they are calling this the year of Garaz Runk (a fearless and rebellious one-sided thrashing). Many believe that the Age of Gromril is dawning - a legendary and elusive time that is to be hard fought for, and like Gromril, it is difficult to find, extract, and work. However, with patience and determination it becomes flawless, eternal, and impervious.

Karak Azgal: Skalf Dragonslayer has retaken the entire stronghold. Engineers now throw up new and mighty defences and create war machines to ensure this situation continues. Runesmiths work tirelessly to add potent artefacts to assist this goal.


This stronghold was once a key part of the Dwarven Empire and many a jubilant Dwarf is eager to return and settle in a location that has for so long been denied them. The treasures of Graug the Terrible can be found in every passage and any Dwarf who wanders the reclaimed halls can emerge with armfuls of gold, jewels, and artefacts. As a consequence, the stronghold has retaken the original and lost name of Karak Izril (City of Jewels).

Zhufbar: A massive push of Iron Breakers and Tunnel Fighters has shattered the Skaven lines and the mines are once more the sole preserve of the Dwarves. The access of the Under-Empire is being cut off as walls and new lines of subterranean defence are created. The besieging forces have been broken and the water wheels power the efforts of the Engineers guild to supply monstrous shipments of arms, weapons, and other vital resources for this second Golden Age of the Dwarves.

Karaz A Karak: High King Thorgrim Grudgebearer has achieved a great victory. Karak Drazh, the massively depleted Orc Fort of Black Crag was assaulted by his army and fell in one day. One of the biggest entries in the Great Book of Grudges has been erased and he is fortifying his position to ensure it never falls again. A huge festival was held and noble, smith, and warrior alike gathered to watch him ebulliently draw a line through the entry in the Dammaz Khron.


The many Dwarves who dwelt in the dungeons of the fort have been freed. It has been said that King Kazador of Karak Azul actually smiled when he heard that so many of his lost kin have finally been found.


To the shock of the Dwarves, they have found that Karak Drazh has massive untouched mineral wealth beneath it. This is causing Dwarves to flock to the place and extract the riches that will ensure the fort becomes a true force to be reckoned with.

Karak Eight Peaks: Reinforcements fought their way in and massive portions of the city were reclaimed, fortified, and repopulated. The Dwarf Lord Belegar, descendent of King Lunn, has reclaimed his birthright from the remaining Goblins.

The Empire: The Dwarves have retaken their lands but the loss of so many Imperial Dwarves in such a dark time was clearly a serious detriment to the war effort of the Empire. To the Dwarves, it does not matter about Dragons and Elven fortresses, Goddesses, Waaaghs, and Dark Elves – they were not there when they were needed.


The Dwarven Empire is going to be stronger than ever before. Wealth, peace, and security have been established, but a sense of guilt exists with regard to obligations to the Empire.


Those powers that contest this are appeased with the knowledge that should the Empire retake its lands, the Greenskins will be back in force. So it is clearly better to head forth and butcher them in occupied Human lands, earn the gratitude and respect of the Umgi, and have a secure realm to withdraw to victorious rather than wait for the sea of green to once more splash against their new defences.


The genocide of the Orc and Goblin is being planned, and High King Thorgrim Grudgebearer is at its heart. His eyes wander from the Great Book of Grudges that has been at his side for so many years now and sometimes, just sometimes, they look from its pages and to the fire he dreams of tossing it upon when every grudge is finally accounted for.


Thorgrim has called on King Kazador to fulfil his vow. The King promised half his horde to anyone who could bring back the captives of Black Crag. The High King has asked for no gold, instead he wants warriors. Families who have seen loved ones emerge from the fort after thinking them dead or dying for years have eagerly rallied to this call. Their sons and daughters have been returned, the High King must be paid, and the Orcs will suffer dearly for what they did.


Ungrim Ironfist, the Slayer King of Karak Kadrin, has also sworn total commitment to the cause. Ungrim’s five times great grandsire, King Baragor, became a Slayer when his daughter died at the claws of the great Dragon – Skaladrak, when she was on her way to marry the son of the High King. This grievous loss almost took his sanity and the vow has been handed down through the generations ever since.


Word of Dragons comes from the Empire and once again, the High King’s son is betrothed to Ungrim’s eldest and fairest daughter. The King’s blood boils and his hand never leaves the Axe of Dargo. The fear that history may repeat and a Dragon may once again claim his daughter just before she weds into the lineage of the High King torments him. The Slayers are gathering and Ungrim intends to avenge a three thousand year old dishonour. His daughter will wed the heir of the Dwarven throne, Dragons will fall beneath his axe, and his life will be the dowry for this long overdue union. Finally, the Slayer Oath of his lineage will be fulfilled.

The Rebel Army

Praag has been liberated, and an army stands ready to begin the march southwards to liberate Kislev and then move into the Empire. Xakishia’s victory was acquired through surprise, by taking advantage of situations left by the Imperial civil war, and by exploiting the rising Chaos Incursion. Now that these factors are gone, the previously disorientated elements of the Imperial and Kislevite military can once more start to regroup and offer a more concerted and coherent effort to drive out the invaders.

A New Horror

Before the Incursion was thwarted, hundreds of thousands of bodies across the Old World were spontaneously animating and heading east. The plague victims of Bretonnia, the slain in Tilea, Estalia, the Border Princes, the Empire, and Kislev arose and marched day and night. When they collapsed from the rarefied onset of instability, they animated again soon after to continue their trek.


They have been flocking to Nagash. The Supreme Lord of the Undead is stirring.

NEWS AND RUMOURS

The Empire

1/ The Emperor and several Electors…


a) Have left Marienburg…



- bound for Ulthuan to seek aid from the High Elves.



- to raise an army abroad and return with it.


b) Have been captured and are being held in the dark fortress that stands near Altdorf.


c) Were slain after being betrayed by a traitor in their midst.

2/ Tilean refugees are flooding into the south. Their own lands have been devastated by the war with Araby and they are seeking sanctuary in the Empire. They have no idea what waits for them.

3/ Bretonnian refugees are flooding into the west to escape the plagues that are ravaging their lands. They are picking capture and service to the occupation rather than slow death by fell disease.

4/ The Imperial army in the east has…


a) Been attacked by the enemy. The few survivors have fled deeper into the forests.


b) Has eluded the enemy and constantly mounts attacks on them.

5/ Middenheim/Talabheim…


a) Has finally fallen to the enemy forces.


b) Has defied all attempts to take it. The city will hold out for years.

6/ Count Manfred Von Carstein has risen from his grave in Sylvania. The Vampire Count has reoccupied his castle and has…


a) Allied with the Dark Elves. They want his undead minions to kill all the Greenskins. Now that they have the Empire, they are a liability.


b) Turned on the Dark Elves. He wants to kill them all and use them to create an Undead Elven army of darkness to conquer the Old World.

7/ Sylvania has become a dark land once more. Even the forces of Xakishia fear to tread there. Some say that the Vampire Counts have risen again. Will they stand with the Empire, or the enemy?

8/ Evil things are abroad in Sylvania. The Dark Elves have revived the Vampire Counts to aid them. Undead legions are rising to destroy the Greenskins so that the forces of Xakishia can rule without them.

9/ The siege force at Middenheim found a way into the Fauschlag and started pouring troops into it. Nothing but screams and blood came out. There’s something even worse than Dark Elves and Goblins under that city.


a) And it was Ulric’s wrath. There is no way that the patron of that city will allow it to fall.


b) They say its teeming with Ratmen, but that’s probably just Chaos propaganda, because, come on, who believes in Ratmen.


c) Chaos hordes are waiting to spring from it when the Incursion begins.


d) Strange monsters with only one eye who copulate with Daemons and dwell in vile mists that spirit away young maidens to have their hearts cut out.

In truth, the siege force sent in a significant force after a few small strike units acquired some success in reaching the sewers. The mutants and monsters of the mountain soon met them and battle began. The Goblinoids overpowered and destroyed the threat but then the Skaven counter strike wiped them out before retreating deeper towards the Under-Empire. All attempts to access the city from below were given up until Night Goblins and Squigs could be brought in.

The Forces of Xakishia

1/ The Goblinoids and Dark Elves are all being recalled to Altdorf to form one huge army to stand against the rebels.

2/ The Imperial War Monsters from the Imperial Zoo of Altdorf have been magically beguiled to serve the forces of Xakishia.

3/ Terrible Daemons and other feel monstrosities circle and protect the fortress outside of Altdorf.

4/ Daemonic legions are massing in the fortress outside Altdorf.

5/ Hundreds of captives are being taken to the black fortress…


a) To be sacrificed and thereby strengthen their Goddess.


b) To be fed to the Daemon hordes to keep them strong.


c) To be killed and used as Undead.


d) To be magically charmed and join the ranks of the enemy.

Bretonnia
1/ The plagues that have decimated the population are…


a) Still rampant.



- They have started torching whole towns to try to stop the spread.



- Great clouds of carrion birds hang over every settlement.



- The cities are deserted, the people have all fled, and only the dead remain, lying unburied in the streets where they fell.


b) Finally passing.



- The Bretonnian physicians have developed cures.



- The Elves of Athel Loren have provided vaccines.



- They have made pacts with Nurgle to seek protection. The whole thing was a Chaos plot.


c) Getting worse. The settlements are devoid of life, and are filled with disease-wracked bodies.

2/ Hordes of ratmen have poured onto the land and are sacking the Bretonnian towns and cities. Immune to the plagues, nothing can stop them. Ah well, that’s life.

3/ The Bretonnian nobility lead armies of ratmen/foetid followers of Nurgle, they…


a) Sided with them to escape infection.


b) Started the plagues for the Chaos lords. They were in with them all along.

Chaos
1/ Chaos armies are said to be gathering in the north, readying to attack. The moon has stopped being strange, and this is the lull before the Incursion begins.

2/ The Incursion was stopped by…


a) The Gods. That was why they never helped us against Xakishia.


b) Chaos. The Lords turned on each other before they could start their assault.


c) The holes in our world that let them in were sealed.


d) Xakishia. The Goddess is more powerful than ever.

3/ The forces of Xakishia have been killing anyone even suspected of being in league with Chaos. Noblemen, rich merchants, none are being spared the purge.


a) Villages that complain of Beastmen get whole regiments rushing to their aid.


b) The Dark Elves are trying to rid the world of Chaos.

The War In The South

1/ The war has finally ground to a halt.

2/ The war has been reduced to mere skirmishes. No coherent armies remain, only roving bands of troops that are trapped on enemy soil.

3/ The leaders are recalling their officers to places of safety but are leaving their troops to fend for themselves.

Estalia
1/ Has withdrawn from the fighting. Its warriors are being ordered back to protect their homelands.

2/ Has made peace with Araby, agreeing not to aid the Tileans or attack Araby.

Araby
1/ The sultan of All Araby was murdered and a new Sultan has been appointed.

2/ The Sultan of All Araby has tried to make peace with Estalia. It is apparently working but he still wants the handing over of the Tilean Lords who had his predecessor assassinated. Until that happens, he will not even consider peace.

Ulthuan
1/ Dark Elf ships and floating fortresses drawn by sea monsters have been spied prowling the seas.

2/ Dark Elves are invading the north. The sorcerous battles are visible all the way out to sea.

Nagash
1/ The Liche Lord Nagash has arisen and is rampaging through the Badlands…


a) The beast is using all the dead from the wars to fuel an invasion of the Empire.


b) He seeks the multitudes of dead in Araby, Tilea, and Estalia to raise an army so huge he could take the whole Old World.


c) He seeks his crown. It is hidden in Altdorf and he wants it back.


d) He seeks to take revenge on Araby. They say he was an exiled Arabian noble.


e) He makes for Bretonnia, seeking vengeance on the ratmen who tried to kill him once.

2/ Nagash has risen and is gathering his strength and an invincible Undead horde.

Drachenfels
1/ The Great Enchanter readies to attack the Empire while it is still weak and the forces of Xakishia are still fortifying their hold.

2/ The Great Enchanter readies to attack Bretonnia while it is weak from plague.

3/ The Great Enchanter has risen and joined the forces of Xakishia.

PART 1: IT BEGINS

Handling the Adventure

This adventure involves significant battles between vast numbers of troops. There are several options as a GM.

Abstract: Handle the battles abstractly with the PC’s choosing who they will fight and stand with on the front line and then run the fight until the enemy crumble at the moment you decide. Because of their involvement, elite enemy may try to move on them and kill them during the fight.


There is little chance of their army losing a fight and so this is not a problem. The Empire was taken by two massive Waaaghs and an ambush from the rear. Since that time, everything has broken up into smaller, less unified forces that the Imperial/Kislev alliance can readily despatch. When a force is vanquished, the other rivals care not for that loss. The Warlords care only for their own territory and routed Greenskins will flee, then head back to their homelands rather than try and join a rival tribe.


Basically the player characters are taking on the enemy a slice at a time rather than the whole thing.

Simplified: See the Battle Rules. This makes the losses sustained during the adventure and on previous occasions important and makes every death valuable on either side. These rules make spells, artillery, and the actions of individual characters exceedingly important.

Converted: Turning it into Warhammer Battle and running it as such.

PART 2: ERENGRAD

The party have to get to the Blighted Isle and draw the sword of Khaine. The only feasibly place to gain passage there is in Erengrad. Unfortunately, the port is under occupied rule. The party have two options. One is a discreet entrance to book passage. The second is an assault on the city to free it and then acquire passage.


It will take time for the loss of Praag to filter to Korbash, and then more time for the Ogre Warlord to figure out what to do and then muster his forces. The Kislevite invaders have become complacent and lethargic on their spoils and will not gather quickly. The party has sufficient time to run their errand.

Covert Entrance
The Kaptains will try to get them to reconsider, or at least take the army with them. Losing the Generals so soon after their victory at Praag would be disastrous for morale. However, they will have to abide by any order the adventurers give.

Settlements: The towns and villages on the way are at roughly 25% of their usual strength. The usual rules apply with regard to occupied settlements, save there are no Dark Elves, and thus the usual gatehouse recruitment procedure no longer occurs.

	
	Ogres
	Humans
	Goblins
	Boss/Officer

	Towns
	3d4
	30 + 2d10
	4d4
	1 Ogre

	Villages
	1d4
	5 + 2d4
	None
	1 Human or Ogre


Encounters: Random encounters occur as usual.

Entering Erengrad: There are no Dark Elf warriors in the city. The Greenskins run the gates as usual but do not try to recruit, they just hassle people and steal with impunity.

Booking Passage: The docks of the city still conduct much trade under the supervision of the occupation. Ships leave for Ulthuan, the New World, Araby, Estalia, Tilea, and Bretonnia. Because of the global strife at the current time, much of the shipping is food, supplies, and arms. There are also a few military vessels heading south to Marienburg. It is easy enough to book passage to Lothern but the Blighted Isle is a far different matter.


‘Are you insane, mate? Those be evil waters, with sea Dragons, ships of Chaos and far worse. I’ll not sail there.’


‘You want to be captured and taken to Naggaroth in chains? Fine, but you find yourself another sap to sail ye.’


‘Anyone stupid enough to sail there would damn his crew and his soul for certain. I’m no dullard, find someone else.’


‘That’s damned land, my friend. You’ll not find anyone with few enough brains to attempt such a foolhardy trip.’

No amount of gold will change their minds. However, by simply enquiring as to whether there is anyone who would do it, they can locate a possible Captain.


‘Try Captain Arglist. To my mind, he’s the only one who might do it, for enough gold. His ship is the Meerherzogin.’

The Meerherzogin: This large sea vessel is currently loading supplies at the dock. Any of its crew will escort the party to the Captain’s cabin.

Captain Arglist: A large rotund man in gaudy finery sits behind an ornately carved mahogany desk. He is bald save for a long black ponytail at the back of his head. He is stern faced with piercing fierce eyes and a long thin moustache. His ears each bear six gold rings and an ugly squat reptilian quadruped rests on his shoulder.


The Captain is a moody, impatient, and angry man, but he will do almost anything for gold. Some typical opinions are…

Going To The Blighted Isle: Dangerous waters. Trips certain suicide, so trip’ll cost you dear, and then some.

Cost: First, you’ll pay what I want. Haggle and the deals off. Two hundred and fifty crowns there. Each. Two hundred and fifty back. Fifty crowns per day of hanging about waiting for you when we’re there. You don’t make it back in the agreed time, Blighted Isle’s your new home.

Time: It’s nearly two thousand five hundred miles, so a month there, a month back. Seems a good estimate.

Once the deal is concluded and the monies paid, he will want to leave at sunup. He will then head up on deck to tell the merchant about the change. The merchant in question is supervising the loading of his cargo.


‘You! Get that cargo off my ship. We’re going elsewhere.’


‘What? But I paid to go to Lothern! You can’t do this! I want a refund!’


‘I said I’d take you there and I will. When I get back.’


‘Robber! Thief! Pirate! Guards, kill him!’


Two guards storm forward. The Captain draws his cutlass and skewers one through the chest as his pet leaps onto the other. A brief bite to his neck causes him to jolt and collapse, the poison slaying him in an instant. The Captain then grabs the merchant in one hand and hoists him into the air.


‘Any more trouble from you and get the same. Now get to unloading.’


He then throws the man to the ground and stomps back to his cabin.

Assault
The Kaptains are in favour of this because taking Erengrad will further weaken Korbash and make him concerned as to the threat he faces, it will also bolster moral with a victory and acquire a vital sea port. Korbash will be given cause to pause for thought, and because he is an Ogre, that could take quite awhile.


Although much of the standing army in Praag still requires training, they have a large number of trained troops to call upon. Due to the vast reserve of materials, weapons, and armour stored and being made in Praag, they will all be heavily armoured (1 armour point on all locations). If they take more than 500 troops, they will need to proceed on foot because there will not be enough available vehicles and mounts. Once they have succeeded, the party are advised to return to Praag with the troops not only to offer significant escort for the Generals and their safety, but so that the army may collect those who been trained and armed at the city during their absence.


These figures are missing losses sustained in liberating Praag.

	
	Captain
	Sergeant

	1500 Spearmen
	2
	3

	750 Greatswords
	1
	4

	500 Swordsmen
	1
	2

	750 Crossbowmen
	1
	1


The army covers thirty miles each day, taking roughly fourteen days.

Settlements: All enemy troops will desert and flee towards Kislev as soon as the approach of the army is detected. When the army arrives, it will be to a rapturous reception by the liberated population. The local noble will probably be hanging from the nearest tree. Regarded as a quisling they will have been punished for being the lingering representative of the now absent invaders.


The people will cheer and thank the Generals, and 25% of the population will join them as extra troops, either as spearmen or crossbowmen. These troops will be available at Kislev but will not be ready in time for Erengrad.

Encounters: Random encounters will not apply because nearly everything will avoid confronting an army.

Enemy Forces At Erengrad

	Total Troop Numbers
	Boss/Sgt
	Big Boss/Cpt
	Warboss

	(30 wide, 5 deep) 145 Ogres with handweapon and shield
	3
	1
	1

	(7 x 6) 40 Human spearmen
	1
	1
	

	(12 x 9) 106 Humans with sword and shield
	1
	1
	

	(50 x 2) 98 Humans with normal bows
	1
	1
	

	(5 x 2) 10 River Trolls
	1 (human handler)
	
	

	(8 x 2) 16 Trolls
	1 (human handler)
	
	


Staging The Battle: Once the army is detected, the archers will man the walls. The Ogre Warboss ‘Grumboch’ is eager to smash these rebels and earn Korbash’s gratitude. Impatient for battle and unwilling to endure a siege, he quickly mobilises his forces and exits to engage the enemy.


When the Black Bishop realises what is going on, he passes all the data through the communication device and then mobilises his own forces. The clerics gather and head to the gates with their guards.

The city’s stone throwers are operated by human crews (effective ballistic skill: 59) and are mounted on wooden turrets. Those facing the enemy (five large catapults) commence bombardment the moment they enter extreme range. This causes the Ogres to begin their advance.


With both forces moving at standard rate toward each other, the battle line will be created four hundred yards from the city - well out of the range of the cities archers.


For every ten rebel crossbowmen who manage to get in range and fire back on them, the following casualties are caused per round, based on range.

	10 x Crossbowmen
	Casualties

	Short
	1.607

	Long
	0.75

	Extreme
	0.179


The Ogres lead the attack and move straight towards the rebels with Trolls to their left, and River Trolls to their right to ward against flanking attacks. The spearmen remain by the main gates to cover any retreat back into the city, and the swordsmen slowly follow the Ogres to intercept any flanking manoeuvre that breaks the Troll lines or if stupidity causes the Trolls to falter and open a hole for an attack.


Should Grumboch be killed, roughly half the Ogres will instantly flee south. These are Ogres who were not to fond of the Warboss and were just looking for a reason to desert.


If the Ogre line crumbles or is shattered, the swordsmen take stock of the situation if they manage to hold their ground. If they are outnumbered less than three to one, they stand and fight, expecting sorcerous backup that never comes. If they are outnumbered more than three to one, they still run for the city (even if they passed their rout test), whereupon the clergy demand that the gates be closed. Half of the spearmen manage to get back in before this happens, the others break and flee south as do the swordsmen when it becomes apparent that they are stranded.


If the swordsmen stand and fight, the spearmen move to assist them after also anticipating the emergence of the clerics.


If the gates are closed or the spearmen reach the rebel lines (in which case the gates are closed) the clergy flee for boats. At this point, 25% of the archers turn on their fellows, resulting in the destruction of both sides. Another 25% drop their weapons, strip off their uniforms and seek to merge back into the population. The remaining 25% open fire on their own forces out on the battlefield to try to prove new loyalty to the rebels.


The catapults are deserted and the crews seek to merge back into the city population.

MAJOR LOCATIONS

L . A large rock lobber on the walls with five Human crew.

S. A small rock lobber on the walls with five Human crew.

THE WALLS

50 Humans with bows are stationed along them and there are regular patrols of spearmen and soldiers. If an army is coming, the whole force of 100 archers fills the walls.

1. THE MAIN GATES

These are massive wooden gates that have been reinforced with iron. They have toughness: 8, damage: 30, +5 if they are barred, and 1 armour point. There will be a force of ten Ogres and ten Humans on guard here searching everything that enters the city.

2. THE PALACE

The King of Erengrad was executed by the Dark Elves. The palace and its surrounding barracks are now the centre of operations for the enemy. The gold in its treasury has been taxed from the population, the local area, and the shipping. Over one million gold crowns are present.


The large gates are always manned by 5 Ogres and have toughness: 7, damage: 20. If they are barred, they gain an extra 5 damage.

A) Royal Palace: An Ogre Warboss is in residence along with the officers of the army. In the event of significant attack, he emerges to join his forces by the main gates.

B) Human Barracks: The Human forces are stationed here. There are roughly one hundred and twenty people in here at any one time with the rest being on patrol or on sentry duty.

C) Ogre Barracks: Twenty Ogres will be in here at any one time.

D) Troll stables: The twenty-five trolls are kept here. They are plied with food to keep them resident and quiet.

Temples: All have suffered the customary conversion to the worship of Xakishia. The clergy of the Black Queen are still in residence and continuing to maintain their religious strangle hold. Each has a number of Human guards stationed within.

	
	
	Human
	
	
	Dark Elf
	
	
	Human

	Location
	Former deity
	Initiate
	1st
	2nd
	1st
	2nd
	3rd
	Guards

	3
	Manaan
	3
	2
	1
	2
	-
	-
	14

	4
	Morr
	3
	1
	-
	1
	-
	-
	6

	5
	Taal
	2
	-
	-
	1
	-
	1
	6

	6
	Rhya
	3
	-
	-
	1
	-
	-
	6

	7
	Ulric
	2
	-
	-
	1
	-
	-
	4


The temple of Manaan also has a Black Bishop in residence and he oversees the whole city.


It also bears one of the Xakishian communication devices. If the city gates are destroyed and the city is invaded, the Clerics will seek to flee in a boat and head for Kislev to join Korbash’s massing army. Any fatalities sustained here will be deducted from that force.

The City Is Taken: The population flood onto the street in joy, cheering, and celebrating with wild abandon. Grateful thanks are given to the troops and especially the Generals. The symbols of Xakishia are torn down, and a number of traitors lynched. The Goblinoid wounded and survivors are killed.

Booking Passage: With armed troops as protection, and a chance to enter the history books as the ship that bore the Generals, the party will have no trouble finding someone willing to take them to their destination.

PART 3: THE BLIGHTED ISLE

The Gods, fate, luck, or the GM extend what influence they can to keep the path of the party free of hazard and the weather good.


Because of the duration involved in the crossing, should any character be intent on learning magic or advancing, they would have done well to ensure a tutor or the written materials to continue their studies. Such things are easily arranged because the Generals are vital to the army, and Generals with sorcerous abilities look more impressive, offer more inspiration, and have a much better chance of surviving due to magic points to enhance magic tests, Hammerhands, and other combat enhancing spells at their disposal.

The journey is unnaturally quiet. The winds are fair and the sea is always calm. The crew is at a loss for an explanation but are clearly delighted. You are swiftly regarded as a source of great luck and the thankfully uneventful days trail lazily passed.

The party have 27 days to train, learn, and spend experience points. The Captain then calls them onto deck and points ahead of them.


‘There she be. The Blighted Isle. You’ll never spy a more wretched hive of pointless death and unavenged villainy.’


In the distance, you can see the hazy coastline of mainland Ulthuan. Small islands dot the horizon and remain near hidden beneath an ominous mist. The crew murmur prayers to Manaan when they see them.


‘Make ready the longboat!’ bellows the Captain.


As the crew comply, the ship draws closer to the dreaded islands. To the south lay the steamy jungles of northern Ulthuan and in the distance can be spied the Annuli mountains whose peaks glitter with subdued clouds of raw magic. To the north lies the Blighted Isle itself. The island looms out of the mist with a coastal graveyard of broken ancient vessels. The wrecks fill the beach and stretch into the water. Their masts, bows, and sterns create a deadly set of timber reefs and the crew of the ship tremble with anxiety and dread to see such destruction.


Fields of bones stretch across the land. Hills of skeletal remains that are bleached white with age. Across this ancient field of slaughter hangs a red tinted mist and through this sanguinary haze can be spied a distinct structure. The dark temple of Khaine has a terrible dark radiance pulsating at the summit.


‘Running shallow, Captain!’ announces a crewmen after leaning over the bow and peering into the waters.


‘Drop anchor. This is as close as we can get.’

The reefs are too dangerous and the water too shallow to get any closer. The party must row themselves ashore. It is about 1 p.m. and it will take two hours to row ashore (forty-five minutes if they have row skill). The longboat can easily negotiate a route through the wrecks and once they are on the shore, the shrine is 10 miles away.

The bone encrusted Blighted Isle is classed as difficult ground. Movement is halved and the various rates work as follows…


Cautious
- no penalty


Standard
- initiative test +10/hour or 1 wound from assorted scratches, grazes and knocks.


Running
- initiative test /round or 1 wound from cuts, falls, and knocks


Combat
- initiative test/round or stumble and lose all attacks that round and cannot parry. Dodging in this awkward state or a test failed by 30 or more means the character falls to the ground, sustaining 1 wound.

Fighting from the ground has a penalty of –20 weapon skill and –2 damage. A character can only gain the opportunity to rise by winning the combat. If they just want to get up, the attacker gets x2 to hit, and double the damage that gets through armour and toughness. These attacks cannot be parried and a dodge sends them back to the ground again.

The bones crunch underfoot and each step sends a brittle echo across the unnaturally quiet hills of barren death. A fine dust wafts up and settles on your body. It clogs your nose and mouth and irritates your eyes. The dust from countless slain warriors and beasts gradually paints you white with an accumulated layer of desiccated remains.


The shrine looms over you as you draw ever nearer. The carved columns and statues are of myriad design. A scorpion the size of an ox stands rigid, its exquisite manufacture almost making it seem real. There is a representation of a wounded warrior, a bull, and a swooping hawk. A set of stairs streak upward to the pinnacle where the terrible light waits. There is an expectant edge in the air, a tension, and more than a hint of fear.


The stairs are the only thing that is not midnight black, rather they are blood red. Huge hills of bones surround the building and many are of strange beasts. To one side, the ribs of a hundred-yard serpent form a small passage with a lance transfixing its awesome skull.


The steps are not of red rock, they are black, and blood flows down them like a river. The stench is dizzying and makes breathing unpleasant and difficult as the air clings to your throat and loiters in your lungs. Fonts and gutters carry the crimson life fluid from the pinnacle where it seems to originate. Ugly gargoyles and ghastly daemon-like statues perch on corners, and blood pours from their fanged maws into pools, or drools from their eye sockets and wicked claws.


There is a feeling of being watched, and sometimes, in the corner of your eye, the statues seem to move, twitch, or shiver.

Those who do not want to proceed may wimp out now. Everyone else may start up the steps towards the summit. A fear test is required and those who fail may try again in an hour.

The stairs are sticky and the blood clutches at the soles of your feet. A terrible wet crackling signals every footstep and a dull wet slap every footfall. Blood without end flows around your feet and the presence of something truly hideous is so strong that it is almost tangible. There is a nightmare presence here, something unspeakably old and equally vile of intent. The air is quivering, trembling, like an atmospheric earthquake. A heat is welling in the back of your mind.

At the halfway point a cool – 10 is required to continue else be too afraid to continue. This may be retried in an hour.

Atop the pinnacle, there is a black stone and there is a weapon imbedded to the hilt. It seems to be made of pure black light with furious red runes flickering along its length and these constantly change shape. The weapon radiates such power that it is difficult to make out its true contours. Blood condenses from the very air and trickles down its lengths in arterial torrents. An awful presence radiates from the weapon, a sentient power as malevolent and dark as it is potent. The sword starts to purr seductively.

Whoever saw the sword in Part 2, or has 6 or more fate points, or who approaches it first…

A sibilant whisper echoes in your mind. It is a sound that is shrill, wicked, and unspeakably evil, it is akin to malevolence incarnate save that such words fail to encompass a fraction of its diabolic fervour.


‘Yes. Draw me. I am the widowmaker, the sword of Khaine, the bane of all that bears the curse of life. I am death personified. Pull me from my temple, mortal. Wield me. I will vanquish your enemies. I have the power and I will give it unto you. I can make you invincible. We will bring carnage unto the Dark Elves, we will butcher every Goblinoid that draws breath, we will slaughter every traitor. But our work can be of a much grander scope than that. Oh yes, I have waited long for this day to come. Take me from here and I will help you cast down every Chaos worshipper, every follower, every Champion, every Daemon. Not one will be spared your vengeance. With me in your hands, every enemy you can dream up will die. I will pierce the dry soul of Nagash and leave him lifeless amongst his hordes. The masked face of Drachenfels will be taken by me, and never again will he stir. I shall pierce the black heart of Xakishia and end her existence. The Lords of Decay will collapse, ripped, and slaughtered, an appetiser to sate our thirst before my point gnaws into the flank of the Horned Rat itself and destroys it. I will free your lands of every threat, and then we shall cast down the Gods that seek your doom. Hunt them like stags, sunder their limbs, take their heads and their power. None shall stand in our way. Draw me. If you do not, your lands will fall. Since the day you first held a weapon, you hand has been waiting to embrace my hilt. Since first you slew, you have been destined to bear me into the heady glory of battle. Since that first droplet of life spattered you, you have been mine to drench in the blood of nations and Gods. There is no other way. I am your last hope. I am your destiny.

Give them time to consider, and all the time the sword continues to try to sway them, playing on their desires and ambitions. If anyone draws the sword…

It leaps from the stone and the black radiance flares like an opaque sun. Blood forms on your body and runs down in weaving steaming lines. A triumphant screech of unimaginable hatred and loathing pours across the whole Isle. Your will is crushed in an instant and a cold unquenchable rancour saturates your soul. Every cell of your being is consumed by a hatred that can only be appeased with butchery and carnage of the grandest scale. Unable to defy it, you announce a scream of power and pledge yourself to the singular crusade that is the sword’s gift to the world – the death of every single living creature, the destruction of every Undead, every Daemon, every deity, the destruction of existence itself. Not a plant, not a mould, not a fish, nor an insect will be spared. You feel the scope of the sword’s endless and unbound rage. You feel other worlds chafing its intentions, infuriating it with their continued presence. Entire planets that have the bane of life cursed upon them, and these the sword will find, and together the universe will be cast down. All creation will feel the glorious piercing of their heart and the rape of their soul by this blade, and then finally, when that last creature dies at your hand and all are dead and silence descents throughout the universe, the blade will take your life as well, and finally know the peace it has craved since before time existed. Nothing can describe the full extent of its omni-cidal purpose and you are sworn to that destiny with utter fealty.

The player may now elate or weep as they see fit. However, Xakishia is the primary threat and if the sword rampages now that goal could be thwarted. Alluminas uses his radiance to freeze the blade, suppressing its will to destroy until it is aimed at the right target.

A pure white light suddenly falls upon the sword. A mesmerising, static beam of total stability and order, of stagnation run rampant, and change forever thwarted. The beam envelops the blade and extinguishes the black aura. The blood ceases to flow and the unholy domination of the blade is ended. The light flickers across the blade, and a monotone voice of sedate tranquillity and peace echoes across the shrine.


‘Alluminas has frozen the widowmaker. The sword of Khaine will remain dormant until it is required. Go, and hurry, the sword fights the power of Alluminas, and if it is freed before you reach your destination, we are all doomed. Lead your armies, ensure success, and then together we shall achieve final victory at the unholy gate beneath Maultark.’

The sword may now be handled safely. It is considered non-magical but it is still indestructible. The party can now depart with the object of their quest.


When they get back to the ship…

The crew begin to make ready to sail as the longboat is raised. They look at you with disguised alarm as they see the bone dust that encrusts you and the gobs of congealed blood covering your feet and dotting your legs. Some of them cough and shield their noses as the stench of blood pours from you, a stink that you had become slightly accustomed to.

They may want to clean up. The ship raises anchor and twenty-seven days of uneventful travel pass quickly but not easily.

The cheer of the crew dissipates. People shudder for no reason and find it hard to maintain a smile. They can feel a disturbing presence, one that infects their dreams and thoughts, souring their mood. People hear sibilant murmurs in the night. Only when the cry of land ho goes up does a sudden burst of frantic cheer break the melancholia.

The city of Erengrad is much as they left it, except that if it was freed from the enemy, the flags have been replaced, there is a lot more trade, and the troops from the surrounding area have either fled with the forces of Xakishia or joined the rebel army.

PART 4: BACK TO PRAAG

When the party arrive, several new additions will have turned up.

Ecstatic cheers echo your arrival and your passage to the Royal Palace. All around the city, experienced troops are drilling the population who are now clad in new armour and wield freshly forged weapons. They seem eager to fight the foe that has for so long dominated their lives and threatened their future.


You are shown into the palace and the troops snap to attention and salute. Kaptain Karpov appears with a stack of reports under one arm. He is now in the native armour of Kislev with his rank and insignia displayed prominently.


‘Sirs, welcome back. I have much to report, but first you would probably like to freshen up after your long journey.’

Servants prepare baths, food, clean their armour, weapons, and clothes, and the PC’s are kept under guard at all times. The servants will ask if it they are permitted to enquire about the voyage of the Generals, where they went, why, and what they found. In return, the party can acquire rumour and news through the servants and catch up on what has supposedly been occurring around the world.


When they are shown to the throne room, there is a throne awaiting each of them and Knights of the White Wolf line the walls. The three Kaptains stand before them and each is in full Kislevite uniform.


‘Sirs, we have made extraordinary progress since your departure. It seems that we had a large number of engineers from the school of Nuln here in the city. They managed to keep their expertise hidden from the enemy so that it could not be used against their people. Consequently, we have channelled much of our effort and resources into artillery and we currently have no less than twenty Great Cannon, a staggering forty Mortars, as well as ten Helblaster Volley Guns. People have been flooding here from all over Kislev, troops in hiding, refugees, guerrillas, citizens, all seeking to join the army under your leadership. We have nigh on ten thousand men at your disposal.’

He presents handout 1.

Any losses sustained at Erengrad must be deducted from this amount.


The Kaptains know that the enemy are mustering at Kislev and begin to talk with the party about what to do. The military discussion will be interrupted by…

The doors open and a royal Kislevite herald enters and makes a bold announcement.


‘Her most serene majesty, the Tsarina of Kislev, Katarin Bokha.’


The Kaptains jerk to attention, as do the Knights of the chamber. Suddenly, the Ice Queen marches proudly in. Her robes glitter with ice particles and the terrible blade Fearfrost still resides at her side. There is a platemail-clad General at her right and Winged Lancers and Knights of the White Wolf surround her and the brief trail of Ice Mages that follow behind her. She halts before the thrones and salutes.


The party should respond in kind.


‘I extend greetings to you, honoured Generals of the People’s Army. I pledge the support of my Ice Mages and Knights to your cause, and give your crusade to liberate the Empire my blessing. I also come to offer an alliance between the royal House of Kislev and that of your own peoples.’


The party would be insane to refuse. The Ice Queen will thank them for what they have done, and hopes that this will start a new era of allegiance between her land and those of the Emperor. Katarin knows that the party are close to Heinrich, and if they save the Empire with Kislev’s help, the party could act as a very strong bond between both nations. This is why she does not try to wrestle control from them, merely gives them her blessing, and accompanies them. Also, the party have become the leaders of the army, so with their example at its head, they can retake the land more quickly than she can, and so she is resigned to a secondary roll.


She introduces her most trusted aid, General Meerov, and a discussion then follows, during which she can reveal the extensive knowledge she has acquired from spies and scouts.

Her Forces: She has over forty wizards comprised of Ice, Elementalist, and Battle Wizards, and she also has a contingent of Winged Lancers and Knights of the White Wolf. The Tzarina will discuss the possibility of ensuring that all those with Battle magic capability learn magic missile spells, cure spells, and dispel and reverse sorcery if they can.


Spellcasters are far from foolish and when the lands started to fall, they went into hiding lest paltry skills such as magic sense and magic awareness root them out. Now that there is a chance of victory, they are pouring out of the woodwork, so to speak.


She will see to it that as many Dispel Magic scrolls are manufactured as possible because Dark and Waaagh Magic are terrible forces that can cause massive harm to any army and so it must be thwarted. The establishing of several wizards in front line regiments to constantly employ the scrolls is a wise precaution. They may not be using their Fireballs and such, but they are stopping nightmarish sorceries such as Arnizipal’s Black Horror, Soul Drain, and Da Krunch.


Elementalists are well suited to this facet because their spells are exceedingly useful in the wilds but not so much on a battlefield. However, Clap of Thunder would be invaluable against Trolls, and Hedge of Thorns could be used to cover any retreat or block a charge. It would not be wise to summon Elementals in case the enemy take control of them, and also, instability will claim them before they can do much good. This is especially true since the Incursion was stopped because any magic that prompts instability is almost assured of success.


She has also ensured that her wizards all learn the most useful combat spells. 

	
	Level
	
	
	

	Type
	1st
	2nd
	3rd
	4th

	Ice Wizard
	10
	8
	6
	2

	Battle Wizard
	5
	4
	2
	2

	Elementalist
	3
	2
	1
	1


Scroll production: The 4th level wizards work tirelessly for twelve hours a day, using magic points to ensure success and then meditating to prepare for the next scroll inscription. Once the army is on the move, there will be no more time to sit around inscribing scrolls and so what is manufactured now, is it.

Ice Wizards: 3 x Colour Magic Dispel Magics, or 2 x Colour Magic Reverse Spells per day.

Battle Wizards: 2 x Battle Magic Dispel Magics, or 1 x Battle Magic Reverse Spell per day.

The Enemy: The Ogre Warlord has readied his army and lies in wait near Kislev. It seems that they are waiting to intercept the army of Praag rather than try to besiege the city. Korbash’s forces are comprised of the Ogres, and a great many Norse tribes as well as Kislevite traitors. They have a few Orcs and Goblins and probably no Dark Elf troops.

The Rest of the Enemy: Has not moved. They seem confident in the efforts of the Ogre Warlord to break the uprising.

The Empire: The various provinces have been divided up between the Warlords and Generals. Each rules as an individual. Grom holds Nordland, Middenland. The Black Orc, Morglum, holds Ostermark. The Orc Gorfang, holds Talabecland. The traitor, Haupt Andersson, holds Ostland and Hochland. The Night Goblin, Skarsnik, holds Stirland, the Moot, and Averland. The Black King rules from the fortress outside of Altdorf and governs the Reikland. The Orc, Skarrip, holds the Wissenland and Black Fire Pass. The Wastelands are unclaimed and many refugees have fled there, despite the fact that such inhospitable terrain offers them little hope of survival. Due to stirrings in Sylvania, that dark land has been decreed as forbidden.

Note: If any of the above are dead, their second in command has replaced them as the head of that tribal force. The data is summed up on Map 2.

Middenheim/Talabheim: Large siege forces under the command of a Black Knight are still assaulting them. Their current condition is unknown. The last reports indicate that Imperial War Monsters from the captured Altdorf Zoo have been magically charmed and sent to aid in the capture of the City States.

Marienburg: A huge naval and land based assault started back in late Sigmarzeit. As far as is known, the battle for the city is still going on.

The Emperor/Electors: No word has been acquired of their whereabouts or condition.

Reinforcements: Obviously, once the army is moving through the Empire, enemy troops will withdraw to join their own massing forces, thereby freeing settlements and swelling their numbers.


However, because of the intense level of persecution levied against wizards and clerics, it is unlikely that the army will find many spellcasters en route save at besieged locations. They are no doubt hidden deep in the wilderness or in places where they cannot be discovered by the hostile forces of Xakishia.

The Imperial Armies: The southern army was routed at Nuln but the fight allowed a great many people to flee the besieged city. The northern army was attacked and dispersed into the forests. The eastern army routed the Forest Goblins and after hearing of the situation it took refuge in the depths of the Great Forest.

Altdorf: The fortress still resides outside of it, and it is here that the traitor spellcasters of the Empire are in residence along with the bulk of the Dark Elf forces.

Conclusions
The Ice Queen, General Meerov, and the Kaptains then turn to what should be considered as their next course of action. If Erengrad has not been freed, the General enquires about the defences, troop numbers etc and then suggests an assault. Some are concerned about the forces of Korbash but they are fairly certain they can take the city, fortify, recruit, and still be able to tackle the enemy.


Some typical opinions of each power are as follows…

Tzarina: After breaking the Ogre Warlord’s army, we take the capital so that the army can be swelled with fresh troops. Then we march for Talabheim. The siege force should be easy to defeat and may even flee. Once we have united with the Imperial forces there, we head straight for Altdorf.

General Meerov: Agrees with the Tsarina but suggests a swift march for Middenheim instead. If the Talabheim force does not retreat, they may end up stuck between the Middenheim force and anything coming up from the south.

Kaptain Karpov: After Kislev, we divide the army into two forces and strike for Talabheim and Middenheim simultaneously. Even if the siege forces do not flee our approach, our forces, and those in the city will be able to defeat them and gain a large solid foothold in the northern Empire

Kaptain Krackovich: Attack the force at Talabheim. The enemy will probably assume we will make for the south but rather we march north to tackle the Middenheim force. With the City States on our side, we can then make for Marienburg. With Marienburg and Erengrad, we have total control of the coast.

Kaptain Gordyanoy: We split the army and head straight for Talabheim and Middenheim. The enemy will assume we are going to liberate them. Instead we charge past and stab straight for Altdorf. If we take the capital, the lands of the Empire may rise up and the Waaagh may break and flee.

The decision of the party is the one that will be followed, but whatever happens, the army must move on Kislev first to free the country, hasten recruitment, and allow better and safer lines of supply when they move into the Empire.

Production: The armourers and weaponsmiths of Praag will diligently toil to provide for the army and any new recruits. Three Great Cannon will be produced every 16 days. Shipping them by cart means that they will catch up to the army and arrive steadily every 16 days.


The creation of gunpowder and shot is conducted at even more frenzied rate and ensures adequate supplies for the army. Not enough to conduct any lengthy sieges, but enough to release a few volleys every battle.

Departure
The Enemy: As soon as the army leave Praag, the Warlord sets off and covers 30 miles every day towards them. If however, the army has not left within one week of the Tzarina’s arrival because it is hoarding the time for weapon and scroll production, Korbash looses patience and sets off to surround the city and just starve them out.

The Army: After leaving Praag the army can cover 30 miles each day. The party is settled in large luxurious tents with Knights of the White Wolf guarding them.

True Leaders: Those Generals who behave in the manner of a great commander can expect rewards on the battlefield. Those Generals who spend time amongst the troops will inspire loyalty and gain leadership bonuses in combat. Some typical actions that will be passed around the rank and file are talking with them, visiting the wounded and dying, hearing their stories, and generally going out of their way to ensure that the troops know that their lives and fealty have real value and is not taken for granted. The bonus will mostly be based on their recent activity, but past great deeds will still affect it. The leadership bonus is +/- up to 30.

Victory: winning a battle has a great effect on everyone’s morale. For each battle the party have led, the troops gain a bonus of up to 10 points of effective leadership (0 for a slim victory with heavy casualties, 5 for a clear victory, 10 for a resounding success or massacre).

General: Those appointed by the people to lead the army will have a temporary social standing of +5 after the first victory, and +6 for the most prominent party member.

EVENTS
During the march, the following events occur. Mostly they involve audiences that are conducted in a command tent with the Generals and Tsarina on thrones.

1/ Not The Done Thing: A major called Von Schmerz seeks an audience with the Generals to bring a matter of importance to their attention.


An extravagantly dressed noblemen with the Imperial insignia of a major marches forward and salutes.


‘Sirs, I have come to complain most strongly at the unorthodox methods of an elevated ‘commoner’, one Captain Steil. He has started to train his handgunners to stand six deep on the field of honour rather than in the proper and recognised way.’


Information on Steil: Any officer or commander knows that Steil was an enlisted sergeant who was elevated from the ranks for bravery and quick thinking. He was made a Captain after defending a village from two hundred Orcs with only twenty-five men. His use of manikins and dummies was hidden from dull Orc eyes and smoke from firearms. Accuracy, bravery, and leadership made the Orcs pay dearly, and when every ‘foe’ they shot down got back up and recommenced firing, they feared Undead snipers and finally ran.

Sending For Steil: He is a man of average height and build with cropped blonde hair. He salutes and asks what the Generals require of him. His explanation is as follows…


In this formation, the unit is ensured a steady rate of fire. Even in the best conditions, it can take twenty or more seconds to reload before firing a fresh volley. The enemy almost always charge during this period, safe in the knowledge that they cannot be harmed. This can break thinly spread ranks. I have made the ranks deeper to bolster their courage and also, I am training my men to operate in three separate ranks of two deep. The first man kneels, the second stands. The first pair of ranks fire and then they reload. The second pair of ranks fire, kneel, and does the same. Then the third rank fires and kneels to reload. By this time, the first rank has reloaded and continues the steady barrage.

The noble will be most angered if the Generals agree…


‘Generals, this is most unorthodox. I must protest. You are not true officers as I am. You are not noble born, and you must know that there is a ‘done way’, and this most certainly is not it. We must follow established code and tradition else the army become little more than a disorganised rabble of unwashed peasants.’


The party can do as they wish and get away with it, and the same practice can also be applied to crossbowmen, ensuring that front two ranks fire, kneel, and then the next two ranks can fire, thereby permitting a volley each and every round.

2/ Take Over: A small group of nobles think that the army should be led by real officers and not ex-adventurer scum.


A group of richly attired noble officers march into your tent and make it clear that they will not salute. The leader speaks in a reedy whine of a voice that drips with utter disdain.


‘I, major Alberecht Van Der Ubernatme do hereby call upon you “Generals” to resign from your self appointed and undeserved posts and relinquish control to those who by right of blood and legitimate commission truly deserve it. You will of course be conscripted as soldiers and placed as we see fit in the ranks after a public declaration of your support for us and your prompt resignation.’


The party can handle the situation in any way they wish. The nobles demand that they hand over all Imperial control to them. The Kislevites can follow the Queen, but Imperial troops need to be commanded by Imperial officers.


Any hefty insult to the nobles may result in a duel that the army will most eagerly watch. Fencing swords and a leather jack are the preferred methods, or sword and left hand dagger/buckler. If significantly wounded, the nobles will call for mercy and back down.

3/ Have I Got A Deal For You: A Knight informs them that a merchant wishes an audience and will speak only to the Generals. Apparently, it concerns a sale that he says will be of immense interest.


A tanned and thin man who is well groomed and well dressed enters and bows deeply. Upon his fingers are numerous fat gold rings and there is an illicit sparkle to his eye.


‘Generals and your Kislevite Majesty. I have an offer that would benefit us both most greatly. Hidden in a secret location near the city of Erengrad are one hundred and fifty of the finest Arabian Jezzails. As I am sure warriors of your calibre and experience are aware, the weapons have immense range and awesome stopping power. I’ll keep my pitch brief, as I know you are busy. One hundred and fifty thousand crowns and these unique and highly sought after weapons are yours.’

Payment: On delivery. He will need some help to get them and bring them back. He will even help train troops in their use.

Where Did He Get Them: They were purchased in Araby for a small fortune and he exported them from that war torn land at considerable risk.


The truth is that he looted them from battlefields in Tilea, smuggled them to Erengrad, and polished them up to look new.

Training: A commander will suggest talking to Captain Steil about training. He can pick the best shots, train them well, and create an elite Jezzail regiment. Steil promises to drill them personally night and day until they can release two shots per minute. Steil is true to his word and will have the troops lower their reload time from three rounds to just two, All his hand picked men have marksmanship, giving them the equivalent of BS: 65 (+10 with jezzails). By the time they reach battle, the troops will be ready.

Collection: At Erengrad, the merchant can collect his wares and proudly present them. He then expects payment. If the party simply confiscate them, he will swear that he will not tell one soul how to work them. The weapons require expert tuition to use otherwise misfires and barrel explosions will have them all destroyed before they even reach the battlefield. He is of course lying and Steil can get the men trained in them with ease.

In Battle: If used to fire on regiments, jezzails inflict the following casualties per ten men firing at the listed target.

	
	Point blank
	Short
	Long
	Extreme
	Load/fire

	Jezzail
	3/4
	36/3
	72/3
	400/2
	3 rounds load/1 round fire

	Goblin
	8
	6
	6
	4
	

	+ shield
	6
	4
	4
	2
	

	Orc
	4.29
	2.86
	2.86
	1.43
	

	+ shield
	2.86
	1.43
	1.43
	0
	

	Ogre
	1.18
	0.58
	0.58
	0
	

	+ shield
	0.59
	0
	0
	0
	

	Human
	5.71
	4.29
	4.29
	2.86
	

	+ shield
	4.29
	2.86
	2.86
	1.43
	

	Dark Elf
	2.78
	1.67
	1.67
	1.11
	

	+ shield
	1.67
	1.11
	1.11
	0
	


Alternatively, they can be used to target characters and individuals because the high ballistic skill of the troops make them decent shots and the range of the weapons makes them very effective in this capacity.

4/ Another Offer: A Knight comes to the tent and salutes. More Knights enter and take up guard positions. Hands are clenched to weapons.


‘Generals, we have a…a…person, requesting an audience.’

The reason for his concern is that the figure is hooded and cloaked and smells like the grave. Unless they specifically ask, the stranger will not be searched.


A tall figure in dark ragged robes that are covered in dust and earthen stains approaches. A heavy hooded cloak hides its features and four Knights stand all around it with weapons ready. The reason for their wincing expressions and occasional splutters is clear - the stench of death hangs upon the form that gives a slight bow and speaks with a desiccated rasp.


‘I bid you greetings, Generals.’

The Offer: I am a Lord of Necromancy. The animating of dead flesh is my trade, my raging passion, and my life. This has caused me problems in the past, but in this dire time, I believe we have more urgent concerns than squabbles over whose magic is ‘vile’. I am willing to loan you my services in return for several things. For every battle in which I fight, I will require a payment of 5,000 gold crowns. Second, all my Imperial warrants are to be quashed immediately. I want a complete pardon. Lastly, I want ten acres of land, placed discreetly in some lost portion of the Empire where I shall be immune to prosecution or persecution so long as I stay on that territory and do nothing to threaten anything outside of it. In short, I will commit to your cause, and pledge my life to it, in exchange for being able to keep that same life, afterwards.

His Reasons: I serve no one, and especially not some half-forgotten Elven deity, even though I was once of that race. I am here for myself, and myself alone. If Xakishia wins the day, I will be hunted down and killed for not allying with that power.

You’re An Elf?: Once, but I, like my brother, are now wearers of new flesh. We sought out and embraced the Necromantic Arts when vile aberrations of Chaos threatened our lands. We were shunned and expelled, despite our hand in the salvation of many a settlement, and now we seek to perfect our skills for it is all we have left.

Brother?: Call him Todherr. He allies himself with Prince Parillaud of the Border Princes (the party saw him at Blood River and can let him know as to the fate and status of his sibling).

What He Offers: (he becomes somewhat enthusiastic and passionate during this speech, and many people in the room shuffle and look somewhat repulsed and nauseous).


I shall raise skeletons and zombies to strike fear into the throbbing hearts of your enemies and thrust cold steel into their warm, moist bodies. I shall cause ghouls to scamper and dance, and paralyse them, devour them alive while they stand helpless and feel the rip of flesh from their bones. My mummies shall disease and terrorise, festering their meat, sloughing away their skin, and ending their accursed lives. Those dead that my children cultivate will be harvested, and I will raise them again, and again. My troops are already dead, so you need not concern yourself with their destruction. Regiments of soul numbing, blood chilling, cannon fodder, who feel no pain and will never break and run … well, such glorious beasts can give an army a nice … edge.

His Name: Call me Leicheherrscher.

The Necromancer will depart if his offer is not accepted. If they try to stop him, he can assure them that he has pre-summoned a number of rather virulent mummies and some particularly dirty ghouls that will attack in thirty minutes unless their leader is back and prevents this occurrence.


He has a covered wagon that acts as his home. It also contains three mummies and two major hero remains. After a battle, he will gather any Warlord or General remains and perhaps Big Boss and Captain cadavers to provide raw material for raising later.

Tactics: He uses his wand of jet and summons a major hero to lead the force, summons a skeletal horde, and casts stop instability on them. He will add as many major heroes and minor heroes as he can with his remaining magic points. With fallen foes, he asks them to be buried and if this is done, he then uses raise dead to deploy ghouls. He keeps adding more ghouls, but always keeps total control in effect with a casting every morning. It is advisable to keep him from summoning too many ghouls, in case he dies and they turn on the army.

Elven Necromancer








Wizard level 3, Necromancer level 4

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

	3
	42
	41
	4
	5/3
	9
	70
	1
	53
	68
	60
	66
	53
	27/7


Skills: Arcane language: Necromancy, Magick, Astronomy, Cast spells: Petty, Battle level 1 – 3, Necromantic level 1 –4, Daemon lore, Evaluate, Heraldry, Herb lore, Identify plants, Identify magical artefact, Identify undead, Magical awareness, Magic sense, Manufacture magical items, Manufacture potions, Manufacture scrolls, Mediation, Morbidity, Prepare poison, Read/write, Ride, Rune lore, Secret language: Classical, Scroll lore.

Disabilities: Cadaverous appearance stage 3, Toughness loss, Wound loss, Unpleasant odour stage 1.

Magic Points: 42

Battle
Petty: Gift of tongues, Produce small creature, Sleep, Sounds.

Level 1: Cure light injury, Flight, Hammerhand.

Level 2: Aura of protection, Lightning bolt.

Level 3: Curse of arrow attraction, Dispel magic.

Necromantic
Level 1: Summon champion, Summon skeletons, Zone of life

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

Level 3: Annihilate undead, Raise dead, Summon skeletal horde.

Level 4: Summon major hero, Total control.

Possessions: Robe of toughness +2, Staff: +3 damage, Protection: 1 armour point, Potion of healing x 2, Energy ring: 3 MP’s, Wand of Jet, Pouches of ingredients.

Ambushes
As the enemy move against them, the party may decide to mount some ambushes before they reach the field of battle.

During the hours of sunlight, the enemy army marches. Half of the wolf and boar riders form into patrols of 10 + 2d6. They precede the army and circle around it constantly. If they are engaged, several of them flee to get reinforcements. The army moves in a single column comprised as follows from front to rear.

Korbash and his Big Bosses

Dark Elf command group

Ogres

War Machines

Orcs

Goblins

Trolls

Human Clerics

Humans

Human cavalry

The rest of the Boar Boyz are spread in a long line along the right flank, and Wolf Riderz stretch along the left flank.

PART 5: THE BATTLE OF KISLEV

Terrain
Scouts immediately report that the army of Korbash is moving against the Kislevite force so the adventurers can choose any terrain they find agreeable before simply digging in and waiting. The party should state what they are looking for. The base chance of finding that type of location is 40% and each extra feature will reduce that chance. The roll is made once per day of full travel towards the enemy.

-5
for a stream

-10
for a shallow river

-15
for a bridge

-10
for a pond/small lake

-10
wall, hedgerow, fence

-10
a wooded area on the battlefield in which to hide troops. It will be d10 x 10 yards wide. Every 4 square yards can cover a Human, a horse needs 10.

-15
for a line of hills before an area of flat ground. It will be d8 x 4 yards deep, 4d10 x 10 yards wide, and d20+4 yds high. Half the depth can be spread along by archers, plus one rank on top, and another at the foot. If war machines are situated on top, troops cannot be within 12 yards of them due to noise, smoke, and general mayhem. The machines each take up five yards.

Defences
The party may order the construction of various defences to aid them against the approaching army.

Trench: Provides hard cover for any troops within it. With improvised equipment, 100 men can dig 400 yards of two-yard wide trench per day.

Foxholes: Holes that are dug and the excavated earth used to form a rough earthen wall. They provide hard cover for war machines and other large items. It takes ten men, three hours to fully prepare and set up a foxhole and war machine.

Fences: Spiked fences prevent cavalry and infantry moving across them. Infantry cannot cross them and cavalry must make an initiative test to vault them. Failure results in d3 strength: 5 hits. Artillery can breach fences as can an area effect assault. Fences have toughness: 4, damage: 8, per 3 yards. It takes 50 men two hours to create ten yards of fence.

Pits: 100 men can dig 200 yards of 4 yard wide pit per day. Cavalry cannot pass them and infantry take pits as very difficult ground. Spiking the pits makes them impenetrable to infantry as well. It takes 50 men 1 hour to spike the interior of 200 yards of pit. By spreading two lines of pits outward and leaving only a single gap, a bottleneck can be created to stall the enemy advance, allow animosity to spread, and to allow the artillery a longer time to shatter the foe (especially with regard to the Great Cannon on the Ogres).

The Enemy Arrive

When the forces of the Warlord reach the battlefield and his scouts have reported the position of the enemy, he will have his forces make camp about one mile away. Guards and sentries are posted and the army readies for tomorrows conflict.


This is an ideal opportunity for the party to increase their advantage. Sneaking in and assassinating and/or sabotaging is a good idea, as they alone will have the hide and combat strength to achieve it.


The Tsarina and General will advise against it. If they are caught or killed, it could seriously demoralise the troops. If the party insist, they can offer a supply of up to thirty bombs with 30-second fuses to facilitate their task.

The Camp

The troops are housed in large tents that surround the core of the army. They are distributed by race and the Ogres are placed in a central formation to stop friction between Orc, Goblin, and Human.

a) Command tent: Korbash and his concubines. He holds audience and resides here. There are always Four Ogre guards standing outside.

b) Ogre Big Bosses. Two Ogre sentries stand outside.

c) Ogre Bosses. Two Ogre sentries stand outside.

d) Black Bishop. Four Ogre sentries stand outside.

e) Dark Elf Clerics. Two Ogre sentries stand outside.

f) War machine crew tents. 10 in each.

g) Ogre non-combatants.

h) Goblin non-combatants and lesser goblin servants.

i) Orc non-combatants and lesser goblin servants.

j) Human Clerics.

k) Human officers.

l) Human officers.

m) Human officers.

n) Human non-combatants.

o) Empty carts and wagons.

Sentries: Despite the efforts of the Dark Elves to get Korbash to take this matter seriously, few sentries have been posted and they are generally quite far apart. This, combined with the trees, means that access is fairly easy from any number of vulnerable points. If the party walk in disguised, then the standard intelligence test is permitted to notice something suspicious (+20 if they are pretending to be Human, +30 if they were trying to sneak past). There will be eight Orcs around each campfire.

Drawing Out Sentries: A sentry who spots or hears something will go with his group and investigate after telling their neighbours that ‘I spotted sumfink. I’ll be back inna jiffy.’


When they are far enough from the fire, they will rely on their nightvision to conduct a brief search up to fifty yards away. If they manage to scream, shout, or fighting ensues, then the neighbours raise the alarm and come after them. They conduct a search and engage any trespassers.


If dealt with quickly and quietly, the neighbours will investigate in d3+1 turns, behaving as if they had seen something and are investigating. This process repeats until the alarm is raised.

Killing Sentries: Missile fire that fails to instantly kill or incapacitate them will result in screams and the raising of the alarm. The neighbouring sentries get an initiative test with the following modifiers to notice this event and raise the alarm.


+10 if those slain are within 15 yards of a campfire


-15 if they are 16 – 45 yards from the fire.

Diversions: The alarm is raised and most of the troops will fall for it and storm the most obvious source of noise and distress. The Dark Elves and Humans act more cautiously and after readying to defend themselves, they dig in.

Frontal Assault: The alarm goes up and the troops charge in.

Sneaking About: Once in the camp, most of the troops go to sleep after a hard days march. Hide rolls are made per 20 yards travelled/turn. If the alarm is raised, rolls are required every d6 rounds.

Typical Targets

Leaders: Sneaking under a tent is easy enough and acquires a prone target. Although he removes his armour at night, some of Korbash’s concubines are always awake. The Black Bishop is always armoured having bonded with his Dragon Armour. Both will be woken by the first hit and will try to grab a weapon and fight back.

War Machines: The two Doom Diver catapults are marked with an ‘X’ and reside outside of the tents. If they are destroyed, the Doom Divers are made redundant. With little combat training or equipment, they stay in the camp during the battle and try to find a way to fix the catapults or make replacements. A broken catapult cannot be repaired before the battle.

Mounts: Opening the gates and casting stampede on the wolves or boars will cause them to flee. Only 25% of these mounts will be recovered for the battle. Those riders without mounts will join a handweapon and shield regiment appropriate to their race. The horses are all tethered individually to pegs and trees.

Captured: They will be tortured for information. Each attempt takes 1 turn and causes d3 wounds. The Dark Elves are very good at this and the willpower test to resist is at –20. When a character is getting low on wounds, they will use cure light injury to ensure they can keep going. Typical questions are…


How many troops, units, numbers per unit, cannon, volley guns, mortars, wizards/clerics/Elementalists/Ice mages/Druids, what level, what spells? What is the most likely tactic? Any of the Generals or Tsarina’s family, loved ones present? What is each general vulnerable to? How many Captains, how many Sergeants? What magical banners are with each regiment?


They will then be crucified (d3 wounds) and raised up so that the army can see them. They lose 1 wound per hour and the army will suffer –20 leadership per displayed hero.

The Army of Korbash

Korbash, Ogre Warlord

(20 wide x 21 deep) 415 Ogres with handweapon and shield, 4 Ogre Boss, 2 Ogre Big Boss, 1 Ogre Warboss.

(15 x 13) 187 Ogres with two handed weapons, 5 Ogre Boss, 2 Ogre Big Boss, Korbash. Banner with a Battle Magic Rune of Warding (half effect magic)

10 Dark Elf Acolytes, 2 Prelates, 1 Bishop, 1 Black Bishop (minus any losses at Erengrad)

(23 x 5) 109 Orc Boar Boyz, 4 Orc Boss, 2 Orc Big Boss



Banner: Mork’s War Banner.

12 Human Acolytes, 2 Human Prelates, 2 Human Bishops (minus any loses at Erengrad)


(22 x 7) 149 Human Cavalry, 2 Sergeants, 1 Captains, 1 Human Prelate, 1 Dark Elf prelate. Banner with a Battle Magic Rune of Battle (5 theoretical kills per round with regard to winning and losing).

(27 x 25) 667 Humans with handweapon and shield

Comprised of 239 Kislevites, 425 Norse, 4 Sergeants, 1 Captains, 1 Dark Elf Bishop, 2 Human Acolytes.

(40 x 5) 197 Human Crossbowmen, 2 Sergeants, 1 Captain.

(60 x 10) 597 Human Archers

Comprised of 200 Kislevites, 397 Norse, 2 Sergeants, 1 Captain.

(25 x 22) 544 x Humans with two handed weapons





Comprised of 197 Kislevites, 347 Norse, 4 sergeants, 1 captain, 1 Dark Elf Bishop.

(10 x 10) 94 Wolf Riderz, 4 Goblin Boss, 1 Goblin Big Boss, Banner: Stolen Dwarven Rune of courage (immunity to psychology).

2 Wolf Riders, 1 Goblin Shaman on wolf

2 Wolf Riders, 1 Goblin Shaman on wolf

2 Wolf Riders, 1 Goblin Shaman Champion on wolf

2 Wolf Riders, 1 Goblin Master Shaman on wolf

(16 x 16) 253 Goblins with spears, 2 Goblin Boss, 1 Goblin Big Boss, Banner: Stolen Dwarven Rune of Courage.

(10 x 12) 2 Doom Diver Catapults with 108 x Goblin Divers

5 Small Rock Lobbers

3 Large Rock Lobbers

(20 x 2) 40 Trolls, 1 Norse Boss Handler

(5 x 2) 10 River Trolls, 1 Norse Boss handler

(10 x 2) 20 Stone Trolls, 1 Norse Boss Handler

(20 x 2) 40 Snotling units (360 Snotlings)

Tactics:  From the left, the main battle line is Trolls, Boar Boyz, Stone Trolls, River Trolls, Wolf Riderz, and then Snotlings. The cavalry advance and engage with the Trolls whose fate is then to either fight or just tie up the line depending on their stupidity test. The Snotlings travel next to the Wolf Riderz, whose immunity to psychology should have them fighting to the last man, ensuring that the Snotlings mimic them. Behind the Snotlings and therefore next to the Wolf Riderz are the Shaman. The Shaman keep more than 24 yards from their own kind and cast Da Skin O’ Mork as they move in to brush the edge of the regiment. They then hover near enemy units that are engaged with the greenskins and employ spells over the diminutive forms of the Snotlings into those they have engaged. ‘Eadbutt on magic users, Mork Wants Ya! on any leaders or obvious individuals, or Smack ‘Em.


Behind the River and Stone Trolls are the Goblins with spears. Behind these are the Human Cavalry that stays back to intercept anything breaking through due to a fleeing regiment, or Troll mental incompetence.


The Ogres stay back to intercept any flanking manoeuvres or to take advantage of any break in the lines so they can enter the fray. If any enemy break through, the Ogres attack them. This tactic may seem foolish, but the existence of mass artillery is not known. The Nuln Engineers hid their existence, and when Praag fell, it was assumed that the rebels would only have soldiers. Consequently, the Ogres intended to let the lesser races soak up the fury of the foe so they can move in for the kill. The existence of Great Cannon and constant barrages into their ranks comes as a horrible surprise but by then, there are too many other forces in the way of them reaching the battle line and safety from the deluge.


The Human Crossbowmen stay at the sides and continually fire into the rebels. If moved on, the regiment of Humans situated on either side intercepts.


In this battle, the two units of clerics are there to watch, observe, and report back. Their secondary function is to assist any area that is ailing so long as the battle is going well overall. In this situation, they head to the trouble spot and the highest-ranking employ their sorcery to cause as many casualties as possible to even the result.


The war machines at the back concentrate all their fire on one regiment, seeking to cause enough devastation to break their lines. They like to go for the middle of large regiments and will be attracted to the crossbow regiment and the spearmen.

If spiked pits and other defences have created a bottleneck, the Trolls are herded in first, followed by the Goblins. This is led by the Wolf Riderz and their Snotling mimics. The Human crossbowmen move to the edge of the pits and open fire over them. The Boar Boyz wait for an opening, and must try to avoid succumbing to their animosity.

To The Victors…

Once battle has finished, and if the adventurers have won, they may loot the battlefield. Typical items of interest are…

Standards: Non Waaagh standards may be redecorated and converted for the use of the army. They may be utilised as normal but will need to be located with magic sense.

Magic Items: May be redistributed as the party see fit.

Rune Items: If there is a Dwarf in the party with Rune Lore, they will have seen the presence of Battle Magic Runes and will know that these insults to the art of Runecraft are being created and employed by the enemy.


The consequences of this will depend on the player and your discretion. The more pious a Dwarf, the more likely they are to insist that these items be immediately destroyed. As far as the average Dwarf knows, these Runes are bastard imitations, shallow and weak copies created from stolen lore, and as such are bathed in the blood of betrayed Runesmiths. Just carrying one is tantamount to having had a hand in the act itself.


Clerics will be more adamant, and Runesmiths will be vigorously insistent, but will not reveal the terrible danger that is the real truth behind their hatred of these items.


Of course, with instability at such a high frequency, Daemons will not avail themselves of the chance to manifest, and any result that causes this event should be ignored. A Runesmith will not care about this, and will still be concerned about influence or possession.


Other Dwarves may be reasoned with by the Human contingent in their midst, after all, this is a fight for Human lands, and they should be allowed to use any means they can to ensure victory, including the weapon of the enemy. The Empire and Kislev cannot be jeopardised because of the outrage of one Dwarf.


At the very least, a Dwarf will refuse to march under a Battle Magic Rune Banner, will refuse to bear one, or have any such offence near them, and they may well constantly grumble about how any victory was achieved dishonourably by use of these fell items.

War Machines: If they were not destroyed, these may be taken and crew trained to operate them. The siege weapons may then be reused as the party see fit. The new crews and any artillery crew that were slain are deducted from missile units. The most apt are chosen for war machine training and those with a keen eye join experienced crew as they learn to fulfil their duty.

Horses: One third of the mounts may be recaptured to serve new masters. Spearmen can easily be trained to ride them before the battle, creating a new cavalry unit with spears.

Aftermath
Wounded: 40% of those who were felled from reaching zero wounds can be saved by surgeons, magical curing, and care. However only 25% of these casualties will be able to fight again, the others will have lost limbs, eyes, be brain damaged, or otherwise combat non-effective. The wounded Goblinoids are killed where they lie.

Traitors: A number of Kislevite troops and officers will have been captured after being rendered unconscious. Their fate is in the hands of the party. Those troops who fled the field of battle will either throw off their Xakishia insignia and try to join the army, or they will head home now that their lands have been liberated.


In the days after the battle, the Kaptains will report an unusual number of skilled troops joining the army. It is clear that a number of those who fought at Kislev are trying to switch sides. The party must handle the ramifications of this. Do they weed out those who betrayed their land or give them a second chance? And what about infiltrators?

New Recruits

The Ogres are a race that is greatly impressed by strength. Their loyalties are fickle and they are mercenary by nature. Consequently, they may decide to join the Kislev army. If the Ogre Warlord is dead, 50% of all Ogre survivors gather to offer their services. If the Warlord still lives, he will command more loyalty and only 25% will seek to switch sides. If an Ogre PC was visibly instrumental in the front line, then another 25% will feel better about serving under an elite Ogre and will swap sides.

The Emissary: An Ogre Big Boss, Boss, or trooper, depending on who survived, comes to the camp under a flag of truce. He seeks audience with the Generals. If they accept…


A huge armoured Ogre with a two handed sword on his belt is being escorted by several wary Knights. He holds a sapling to which has been crudely tied a dirty white blanket.


The offer is simple…


Me mates an’ me fink yoo lot iz well brutal an’ no mistake. So we ‘ave gavvered up and finked dat we ain’t gonna be strollin’ back Queenie way. We is goin’ back to wot we duz best. Merc-ing it. So, if’n ya iz interesty, the boyz is fer grabbin’.

Payment: Armour, ale, food, and their oath that when they have won the war, the Ogres can return north in peace and be left alone.

The Other Ogres and Norse: Any survivors of the battle, including Korbash, will be heading northwards back to their homelands. The famine has passed with the prevention of the Incursion and the general feeling is…


‘We came’s, we boozed, we scoffed, we got lotsa well ‘ard weapons and armour, nicked lotsa gold and sparklies, so let’s git.’

Equipping the Ogres: There is enough spare Ogre sized armour in the settlements and unused armour that can be sent from Praag to have every Ogre in full plate and chain with ease.

Liberating Kislev

The city will be out in force to greet any liberating force.


The streets are filled with cheering people and more choke every open window. The population shout praise and gratitude as they tear down the banners and flags of Xakishia. Music echoes and people dance with gay abandon. Inns and taverns open their doors and rush out to offer the army casks and bottles along with heartfelt thanks. The Ice Queen and the People’s Generals are being hailed as heroes. Bunting flies through the air and confetti rains down. Slogans of victory and praise are being daubed on walls. Everywhere people are leaping and smiling, dancing, and embracing as freedom is once more bestowed upon them.


They are shown to the palace and into luxurious rooms that have been quickly cleared of all Xakishia related materials. Baths and hot meals follow, guards take up positions all around the wing, and their possessions are cleaned and polished to meticulous perfection. Armour whether magic or non-magical will be repaired in two days.


The sounds of rejoicing and celebration fill the night, and the air is charged with jubilation. The next day, everyone is asked to come to the throne room where the next move will be discussed. The Tsarina is back on her proper throne.

New Forces: The city has a large population that are eligible and eager to be trained. It will take about a week to gather the numbers and another two for basic training and the provision of equipment. The rest of the training can be conducted en route. During this time, word of the liberation will spread and those forces in hiding will flock to Kislev.


After one week, they will gain handout 2. These numbers include the troops gained from Erengrad. If they have not taken Erengrad yet, those who would have switched sides during the battle for Erengrad or at Kislev will have deserted en route or after the battle and switched sides to create these amounts.

The Next Move: If changes are to be made to their plan, now is the time to make them.

The Enemy: Scouts soon report increased military activity in the provinces of Morglum, Haupt Anderssen, and Grom the Paunch. The leaders are mustering their forces. They are pulling them out of local settlements and forming armies once more.

An Official Coronation

As the army prepares, one final formality can be handled, and that is the long delayed coronation of the Ice Queen. In a huge ceremony that signals a week of festivities, the party are invited to don their amour and stand by the throne as Katarin receives the crown of Kislev.


The streets are filled with Kislevite banners and strings of bright bunting. Everywhere people are celebrating their freedom. Portraits of the Ice Queen and of the Generals of the People’s Army are going up on buildings and in windows. Wizards are launching spells into the skies to join the fireworks that erupt and spread rainbow bursts across the heavens.


Opulent golden coaches draw you to the palace and the dense crowds that choke the streets erupt with eager applause and cheers. The coaches halt and you are shown out to walk down a path of Knights before entering into the palace building. The crowds chant your name while they watch over the plate-armoured shoulders. People wave flags and hurl confetti.


Inside the palace, long lines of pews bear the upper echelons of Kislevite nobility and much of the high ranking military. Salutes go up as you walk up and stand by the throne of Kislev.


The applause outside of the palace grows even louder and then a fanfare of trumpets sounds. Katarin enters and marches with General Meerov on her left and one of her Ice Mages on her right. She walks regally to the throne and seats herself.


Silence descends as the crown of Kislev is brought forward. Formal speech in an ancient Kislevite tongue is exchanged and her oaths are taken with calm serenity. The crown is then placed upon her brow and the assembled dignitaries rise and bow before breaking out with applause.


She waves the assembly to silence and beckons you out before her.


‘My first act as Tsarina of the great nation of Kislev is to reward those who have made my coronation possible. Our country owes a great debt to those who have liberated us from the oppressor, and this debt deserves our highest and most prestigious honour.’


A golden box is brought forward and on the red velvet interior are arranged sparkling medals on multi-coloured ribbons.

She places each over their head and addresses them with…


‘With the deepest gratitude from the People of Kislev, we award General (character’s name), the Order of the Gold Star. Rise and be known throughout the states of my land as a hero of the People, First Class.’


Salutes and applause as appropriate per attendee are given.


‘Now let it be known throughout my land that we, the people of Kislev are free once more. The invader shall be swept from out soil, and from this day forth, we shall hold this day sacred. This shall evermore be a day of celebration, and also a time to reflect on those we have lost, that which is gone forever, and the debt we owe those who have given so much that we might be here this day.’

The party and the Tsarina are now shown to a balcony where they emerge to rapturous cheers and applause from every visible window, street, and rooftop. After an hour of being seen and letting the hall be cleared, they return for a feast and then a huge ball. Almost every single guest wants to shake the hands of a General and pledge allegiance to the Tsarina. Male characters will find many a luscious Kislevite noble maiden flocking to them, or being nudged their way by eager relatives.


The Gold Star bequeaths +1 social standing to all Kislevites either when visible or if the person is aware of the General’s status.

PART 6: THE WAR FOR THE EMPIRE

The enemy gathers their forces and prepare to meet the rebel army. They are encountered after entering the Empire and the details of those present will depend on the route the Generals opt for.


However, before this day, the Waaagh were united into one cohesive force (as much as it can be), and the forces of Human and Dark Elf were distinct and separate when they emerged from Maultark. Since the Empire fell, the various factions have once again settled into their old ways and the unifying force that motivates a Waaagh has faded. To maintain order in the settlements and prop up a degree of civilisation, Dark Elves and Humans have been sent forth to try to maintain at least cursory control and influence.


Therefore, each territory has a Warlord leader who does not wish to merge with the forces of their rivals, and they have a number of Dark Elves and Humans located in their army who are trying to at least steer it in an effective manner.


Xakishia knows that these fragmented forces are likely to lose, but their defeats and subsequent withdrawal to Altdorf are likely to re ignite their tribal natures, fan the embers of the Waaagh, and once again forge a great and undefeatable force at the capital. Once the rebels are crushed, she intends to inspire the depleted greenskin survivors and launch a Waaagh into Bretonnia.


Basically, Xakishia has no more use for the Goblinoids. They were easily stirred up, easily directed, easily rewarded, and fought superbly. However, they are now detrimental to her dominion. Disruptive, impulsive, surly, the very qualities she needed in order to take over are now hampering the keeping of the conquered lands. The citizens will not tolerate such overbearing and obnoxious tyrants for long, and rebellion is assured unless she can deal with those causing the problems.


The threat to the capital is negligible. When the rebels come calling, she can manifest from her Warpgate, crush them before the eyes of the citizens, and leave them terrified to ever question her power and rule again. With their Emperor, Electors, and heroes slaughtered, her authority over the Empire will be cemented.


A secondary benefit will be the agitating of the Goblinoids, and with their desire to cause havoc re-inspired, she can then aim them towards Bretonnia. The dregs of the Waaagh will storm west, and the greenskins should be virtually decimated by this final push, leaving her to rule the Empire with Human and Dark Elf, and then take Bretonnia with ease as she ‘delivers’ them from the Waaagh, seizes the reigns of their weakened country, and then turns her gaze to war torn Tilea and Estalia.

Heading for Middenheim: The forces of the traitor Elector Haupt-Anderssen gather at Salzenmund and when the rebels cross onto Imperial soil, they march towards them. When the Imperial border is crossed, they move at 30 miles per day towards the rebel army.

The tribal army of Grom the Paunch muster and move on Salzenmund, arriving there three days after Haupt-Anderssen sets off. Grom waits at the city to see if the Human succeeds, and when he fails, he sets off to finish the job.


They will be missing any losses his tribe took at Blood River and at his home camp in the mountains. If the party have forced Grom to expend his three fate point in their encounters with him (chances for this existed in the Annuli, his Camp, the battle of Blood River, and the Gladiator Pits of the Shadow Queen) this may be their opportunity to kill him for good. Otherwise, a surge in the battle line denies the killing blow and he sneaks off in the confusion before returning to Altdorf.

Heading for Talabheim: The forces of Morglum Necksnapper gather at Wurtbad and when the border is reached, they move 30 miles a day towards the enemy. His army will be missing any loses his tribe took at Blood River.

Heading straight for Altdorf: Morglum moves to intercept and despite being asked to wait for the Altdorf force, he attacks anyway.

The progress of the enemy is kept track of with scouts who will be able to estimate enemy forces by +/-d10% up to 2 weeks in advance. Because the enemy forces are heading straight for them and are too impulsive to wait, the party may again choose the battleground as before.

Sneak Attacks: Once the party have used the same sneak ploys three times in a row, the Dark Elves prepare for it. Sentries will be told what to look for but not to react to it. When the party are in, they double the guard and scour the camp for them. If they have been stealing war monsters, then the creatures are kept under heavy guard at all times.

EVENTS
The following events occur during their voyages.

1/ Settlements

Every town, village, and farmstead en route greets you with heartfelt joy. Tears of happiness are shed for their liberation and endless praise heaped upon you. The presence of Imperial heroes in the heart of the army has clearly given them great hope. Every person who can lift a weapon swears loyalty to you and asks admittance into the ranks.


All recruits are kept back for training and are included in the military forces acquired at the nearest city. Their training will be completed when the city is reached and trained troops acquired as well to create the listed numbers.

2/ Assassin: The party is outside when one of them is targeted for assassination…


There is a sudden shout of ‘General! Beware!’ and a sergeant leaps in front of you. There is a thud and he collapses with a black fletched arrow in his shoulder.

The Assassin: A Dark Elf sergeant with a magic crossbow of +20 ballistic skill. He is in a tree some sixty yards away and he is clad in dark, loose fitting clothing with a standard runesword. His hide is 156 and he has three bolts of far flight left. Each is laden with two doses of snake blade venom. He will continue to fire until his capture is threatened whereupon he swigs the pot of venom. He has 8 doses remaining.

The Sergeant: Will die in two rounds unless saved from the poison. Hans Voller will manage a few words before his death to any General at hand. He will say that he saw the assassin taking aim and ask if he did the right thing. He will then tell them that it has been an honour and privilege to fight under their banner.

3/ A Military Complaint: The feud between Von Schmerz and Steil is once more brought to the attention of the party. The major enters the tent and salutes. He has a military case for court martial regarding the ‘officer’ Captain Steil. The Captain countermanded the order of a superior and proper officer. He will remind them that such a breach of discipline is punishable by a flogging. The offence was that the ruffian Steil refused to have an insubordinate soldier brought up on charges.


If they send for Steil, he arrives covered in soot and powder burns. The major immediately comments on his disgraceful appearance and calls it an insult to the Generals and to the dignity of the army.


Steil’s reason is that the major was about to have a soldier brought up on charges for using an inappropriate reloading technique. Steil informed the major that it was he who had taught the soldier the technique, as it is a valuable time saver on the field of battle. The technique is to tap the butt of the weapon to the floor rather than use the ramrod and keep the muzzle up to prevent the ball falling out.


A verdict of not guilty will gain more protests from the major.

4/ Assassins: The enemy will now begin to send numerous assassins to slay the Generals and break the morale of the army. They are drawn from the army of Xakishia, given their equipment, and sent on their way.

Dark Elves: They are officers or just troops if they are short of manpower. They will be clad in dull black clothing and are armed with crossbow, bolts, runesword, and ten doses of the toxin relevant to the targeted PC’s race.


They must make a sneak roll to enter the camp successfully else they be spotted. If they fail by 30+ they are killed or captured (whereupon they commit suicide). If they are spotted, they must make a sneak at –30 to get back out again.

Humans: Sergeants and Captains that infiltrate after posing as normal troops to access their targets. If they fail in their attempt or if their cover is in jeopardy, they will make a covert attempt before giving up and leaving.

Each attempt whether successful or not reduces all other attempts of a similar nature by a cumulative 30% as measures are taken to counter them. The percentile is the chance of them succeeding in accessing the desired goal unseen and undetected.

1/Poison

The assassin accesses their food via stealth or by posing as the soldier who is to deliver their food and adds 5 doses of the relevant toxin to their meal. 25% chance of noticing it (+10 cook, +10 prepare poison).

2/ Stabbed In Bed

While they sleep, the assassin enters via stealth (-20 in daylight) or impersonation and attempts to slay them in their sleep with a two dose envenomed blade. If they fail to be roused by the sneaking villain (10%, 20% acute hearing), they will be attacked. The first has them prone, and then the rest are applied as normal now that the character has been rudely awoken. Knights will immediately charge in to defend the General. If they have sustained critical hits, surgeons or 4th level wizards are called in to offer healing and cure severe wound.

3/ Shot in the back

The assassin takes up position and tries a covert shot at the PC with a bolt envenomed with two doses of poison. Dark Elves will sneak away and Humans will try to blend in.

4/ Sabotage

If the party have gunpowder weapons, they load them so that the weapon explodes. They may also do similar to newly arrived cannon the party are due to inspect.

	
	Dark Elf
	
	
	Human
	

	
	Soldier
	Sergeant
	Captain
	Sergeant
	Captain

	Base entering/leaving camp (-20 in 

daylight)
	86
	96
	99
	99
	99

	1/ Poison
	29
	39
	69
	39
	63

	2/ Stabbed In Bed
	66
	76
	99
	19
	43

	3/ Shot In The back
	76
	86
	99
	59
	83

	4/ Sabotage
	39
	49
	79
	59
	83


5/ The Spirit Warlock: The party encounters a spirit warlock who will provide aid if things go badly in the final conflict.


There is a gust of wind from the trees that sends leaves and twigs flying. The sudden flurry of dust forces you to shield your eyes and then the wind vanishes as quickly as it had come. When you look back, standing in the middle of the road is a muscular man with a long wild beard and braided hair. He wears many thick furs and a large feline skull with deer-like antlers rests upon his head.


They may ask what they will and act as they wish for a moment then…


The figure gives you an impassive nod and the wind rushes back across the area, buffeting everyone and causing momentary blindness with a blizzard of particles. When it clears, the figure is gone.

PART 7: THE ENEMY

Imperial War Monsters

Those beasts listed as being Imperial in origin have been fitted with magical collars that make them obedient to any rider. If they are removed, they will become their usual Imperial loyal selves. If they have an enemy rider on their back, they will turn on them. This will also happen if the collar is affected by dispel magic or similar. The collars have toughness: 8, damage: 5, armour points: 2, complexity rating: 20, and are affected by area effect damage (magic missiles might remove the collar if they do not kill the beast in the process).


One serious advantage that the Kislevite army has is that the various invading armies have little or no communication between each other and the swiftness with which they will cover Imperial soil on their way to Altdorf. The enemy has no clue as to the amount of artillery firepower gained at Praag, and this will cost them dearly. They are still committed to using war monsters to inspire fear and to carry powerful characters to the heart of the foe to target generals and other high ranking people responsible for the uprising. The armies of the invaders will not realise just how vulnerable their monster riding characters are until Great Cannon start blasting them out of the sky. In addition, the isolated siege forces will also still be relying experienced flying forces and will be equally susceptible to heavy artillery fire to erase some of their strongest magic users and warriors.

General Haupt-Andersson and the Army of Ostland and Hochland

Tactics: The Black Orc Big Boss on the Wyvern and the Dark Elf Captain on the Hippogriff take to the skies and seek to assault the enemy war machines.


The Black Bishop and the Black Rook stay back and observe, waiting to see where the line is ailing before flying in and using spells such as Arnizipal’s Black Horror for mass casualties, or spells such as Malediction of Nagash on any obvious leaders.


The Trolls are herded forward with the Snotlings at their side. The Human cavalry then follows them before sweeping out to engage at will, and the Arch Bishop travelling with them levies his spells at the enemy.


The Human greatswords and spearmen follow at the flanks of the cavalry and chose targets as appropriate while catching up. The crossbowmen and archers close in at cautious rate, firing continually unless they need a few rounds of standard to get them within range. Situated between them are the orcs who will intercept anyone moving on the missile units.


The Wolf Riderz are held in reserve at the rear to deploy as required. Their high move ensures rapid deployment and because of their rune banner, they will not be spooked by fleeing forces and can also be used to cover any retreats.

Black Orc Big Boss on Wyvern, with a potion of strength, and a potion of toughness.

1/ Black Bishop on Imperial Griffon

2/ Black Rook on Griffon

Dark Elf Captain on Imperial Hippogriff

Dark Elf Sergeant on Giant Scorpion

(20 wide x 15 deep) 296 Human spearmen, with 2 Sergeants, 1 Captain, and 1 Dark Elf Prelate.

(15 x 12) 176 Human greatswords, with 2 Sergeants, 1 Captain, and 1 Dark Elf Prelate

(12 x 10) 114 Human cavalry, with 3 Sergeants, 1 Captain, 1 Dark Elf Arch Bishop, and General Haupt Andersson. Banner with a Battle Magic Rune of Courage (immune to psychology).

(45 x 5) 222 Human archers, with 2 Sergeants, and 1 Captain

(45 x 5) 222 Human crossbowmen, 2 Sergeants, and 1 Captain

(16 x 14) 223 Orcs with 2 handed weapons, with 1 Black Orc Big Boss. Banner: Arcane Warding.

(12 x 11) 129 Goblin Wolf Riderz, 2 Goblin Boss, 1 Goblin Warboss. Banner bearing a Battle Magic Rune of Courage.

(14 x 5) 70 Trolls, with 3 Human Captain Handlers.

(7 x 4) 28 Snotlings

2 large rock lobbers, both with Battle Magic Runes of Accuracy (projectile deviation is halved)

4 Small Rock Lobbers, all with Battle Magic Runes of Forging (misfires only occur on even results. Ignore odd doubles)

2 Doom Diver Catapults, with 85 Doom Divers

Grom the Paunch and the Army of Nordland and Middenland

Tactics: Grom wants this handled by Goblins and so he sends in the massive mob of Goblins with spears to tie up the central area of the battlefield. Preceding them are the Snotlings who form a buffer zone for the Goblins and behind them are the Goblins with shortbows who close in to the rear of the regiment and open fire over the unit into the foe.


On the left flank of the main mob are the Wolf Riderz with the Trolls situated before them, and on the right are the Goblins with handweapon and shield with the Stone Trolls before them.


The Trolls are goaded forward into whatever comes around the main mob, and then the force behind them positions itself accordingly.


The Orcs with spears stand beside the crossbow armed Orcs who have the war machines behind them. The crossbows are there to provide covering fire in case the army is routed or to open fire on anything seeking the war machines, and the Orcs with spears are there to guard against any regiment that breaks through and seeks the war machines or routing forces. Because Orcs are not troubled by fleeing Goblins, they should stand their ground in the event of a rout.


The Shaman with a trio of Wolf Riderz loiter far away from each other and the mobs. They travel at the outer edge of the Troll regiments where they can draw on the Waaagh generated by their escort and employ spells against whoever the Trolls engage. It is not assumed that they will last long, and so when the Wolf Riderz or Goblins with handweapons move in, the Shaman will most likely be dead before they can be overloaded.


Grom himself, and the Dark Elves on monsters watch and wait for an opening or place to mount an attack. The Shaman on Wyvern also wait at the rear, and once Goblin units are engaged they fly in and land around 23 yards from their side and about 10 yards from the enemy line, so they can draw on the Waaagh and not be overloaded. They will then stay where they are and begin spell casting into the enemy ranks until driven off or killed

1/ Imperial Wyvern with Goblin Shaman Lord, Energy jewel: 8 points, Robe of toughness +1, Axe +20 weapon skill, +1 damage. Scroll with Da Krunch, Da Betta Skin O’ Mork, and Gaze of Mork.

2/ Wyvern with Goblin Shaman Lord, Black Tooth III, Bastard Sword, warp attack, +20 weapon skill, +1 damage, Wand of Jet, Energy ring 10 MP’s, Shield +2 Aps. Scroll of Dispel Magic, Scroll of Gaze of Mork and Brainbursta.

Imperial Griffon with Black Rook

Imperial Pegasus with Black Rook

Giant Scorpion with Orc Master Shaman, Shield: Battle Magic Master Rune of Gromril (10 toughness), Mace: Battle Magic Death Rune versus Humans.

(1) 3 Wolf Riderz, with Goblin Master Shaman, Energy Ring: 4 points, Potion of healing, on Wolf

(2) 3 Wolf Riderz, with Goblin Master Shaman, Shield: Dwarven Master Rune of Gromril (toughness 10), on Wolf

(3) 3 Wolf Riderz, with Goblin Shaman on Wolf

(4) 3 Wolf Riderz, with Goblin Shaman on Wolf

(5) 3 Wolf Riderz, with Orc Shaman, Energy jewel: 4 magic points, on Wolf.

Grom the Paunch, on chariot with Niblit da fird

(21 x 20) 420 Wolf Riderz, Goblin Big Boss, 3 x Goblin Boss, 1 x Goblin Big Boss, Banner: Battle Magic Rune of Courage.

(16 x 14) 219 Orcs with spears, 2 Orc Boss, Orc Big Boss, Orc Warboss, Dark Elf Prelate. Banner: War.

(42 x 5) 208 Orcs with crossbows. 

(50 x 60) 2991 Goblins with spears, 5 Goblin Boss, 2 Goblin Big Boss, 1 Warboss, Dark Elf Master Mage, Banner: Battle Magic Rune of Courage
(28 x 20) 558 Goblins with handweapon/shield, 3 Goblin Boss, 1 Goblin Big Boss, Banner: Mork’s War Banner.

(87 x 7) 609 Goblins with shortbows, Black Orc Boss

(12 x 3) 36 Trolls, 3 Goblin Orc Boss

(10 x 2) 20 Stone Trolls, 2 Goblin Boss

(13 x 2) 26 Snotlings

2 Large Stone Lobber, both with Battle Magic Runes of Forging (misfires only occur on even results. Ignore odd doubles)

4 Small Stone Lobber

2 Doom Diver catapults, 174 Doom Divers

The Army of Talabecland and Ostermark

Tactics: Morglum has really developed a dislike for Forest Goblins and intends to let them take all the significant losses and then laugh as they limp away. He also does not like Humans that much, and despite advice from the Dark Elves, he is going to fight this battle his way.


He intends to throw in the Forest Goblins to soak up all the enemy’s wrath. When they break and run, he and his forces, unaffected by such cowardice can gloat, and then handle the job properly.


The Spider Riderz have the Trolls on one flank, and the Snotlings on the other. These three units rush in and engage as quickly as possible.


The Forest Goblin Shaman ride along the flanks of the Trolls and Snotlings and then move in behind them to touch the outer range of energy being generated by the cavalry combat. Standing behind the Trolls and Snotlings they then proceed to levy their spells into the foe until they are killed or overwhelmed.


The Forest Goblins with handweapon and shield follow the cavalry with those with shortbows marching directly behind them. When the Spider Rider line crumbles, the Forest Goblins on foot will be soothed by the magic of their Rune banner and then enter the fray in their place while the archers behind them throw volleys into the foe.


Behind them march the Humans who are to engage any unit that breaks through or weaves around the Goblin line. The potent Dark sorcery within the regiment should be a nice surprise for their fellow pinkskins.


The Orcs and Black Orcs sit back in a row and watch as the Forest Goblins withstand all the punishment.


Morglum will lead the Boar Boyz into any combat that becomes available and will be backed up by the Black Orcs and the Big ‘Uns as necessary. Behind them are the war machines that fire on any targets that threaten the Orcs.


The Orc Big Boss on the Hippogriff will make a run at the enemy war machines, while the Bishops keep back and wait to reinforce and assist the Human regiment should it get into trouble.

Black Bishop on Manticore

Dark Elf Arch Bishop on Imperial Pegasus

Orc Big Boss on Imperial Hippogriff

Forest Goblin Shaman Lord on Gigantic Spider, Energy ring: 6 points, Wand 

of Jet, Robe of toughness +2, Potion of healing.

Forest Goblin Master Shaman on Gigantic Spider, Energy jewel: 5 points, Ring of protection versus swords.

Forest Goblin Shaman Champion on Giant Scorpion

(15 x 8) 115 Boar Boyz, 2 Orc Boss, 1 Black Orc Boss, 1 Black Orc Big Boss, Morglum Necksnapper, Banner with a Battle Magic Rune of Warding (half effect magic)

(15 x 14) 204 Spider Riderz, 4 Forest Goblin Boss, 1 Forest Goblin Big Boss, 1 Forest Goblin Warboss, Banner: Spider Banner.

(31 x 25) Black Orcs: 767 two handed weapons, 6 Black Orc Boss, 2 Black Orc Big Boss, 1 Black Orc Warboss, Gork’s Warbanner.

(20 x 10) 196 Big ‘Uns with two handed weapons, 2 Black Orc Boss, Black Orc Big Boss, Oglok the ‘Orrible.

(16 x 16) 256 Orcs handweapon/shield, 2 Orc Boss, 1 Black Orc Big Boss

(55 x 4) 118 Orcs with bow, 1 Orc Boss, 1 Black Orc Boss

(20 x 40) 795 Forest Goblins with handweapon/shield, 3 Forest Goblin Boss, 1 Forest Goblin Big Boss, Banner with a Battle Magic Rune of Courage.

(50 x 6) 295 Forest Goblins with shortbows, 3 Forest Goblin Boss, 1 Forest Goblin Big Boss.

(16 x 17) 265 Human spearmen, 2 Human Sergeants, 1 Human Captain, 1 Human Prelate, 1 Dark Elf Master Mage, 1 Black Bishop (From the army of Korbash in Kislev), 1 Black Rook.

(13 x 2) 26 Trolls, 2 Forest Goblin Big Boss

(10 x 2) 20 Snotlings

 1 Large Stone Lobber

2 Small Stone Lobbers

Aftermath
Dark Elves: They will die rather than be captured. Generally, they will fight to the death on the battlefield because any that survive and escape will be executed for failure after reaching their own forces and giving their report as to what happened. Only the highest ranking will retreat to carry word and bolster other armies, namely Black Rooks, Bishops, and Knights.

Greenskins: The wounded are despatched where they lay and survivors head south. The Empire seemed like a nice idea at the time, but many prefer their own territory and the simplicity of fighting rather than all this complex ruling and such. Loyalty to their leaders has faded over the months and the defeat just proves that they were wrong about conquering the Empire.


If the Warlord of the army survives and escapes, 10% of surviving warriors will be loyal enough to rally to them and go to Altdorf to join the budding Waaagh that is gathering there.

Humans: Survivors will flee and try to blend in with the population and hide their actions. The troops that are acquired at each City State will have people from local settlements and a number of former enemy troops who are switching sides. Clerics and officers either forsake their allegiance and run, or are executed when they return.

Wolfenburg
The town of Wolfenburg has been used as a storage point for a huge potential Undead army. Unfortunately, all those capable of raising the corpses have been called into the service of one of the armies. The option of bringing the cadavers was ignored because of the massive increase in instability. The Dark Elves have opted to use their magic for more effective means.


The few remaining occupying forces flee when the army approaches. The people lynch those who remain and start to destroy all the symbols of Xakishia. They then start to go about burying the Human dead and burning the Orc and Goblin remains.


One item of note is the presence of thirty Troll cadavers. Slain in an ambush that was set by a couple of Bright Mages they will make superior Undead. If they have enlisted the Necromancer, then he can place the spirit of Champions and Minor Heroes into the remains to make them even more formidable.

Troll Skeleton

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

	6
	25
	0
	5
	4
	15
	5
	3
	10
	10
	10
	14
	14
	-


Troll Skeletal Champion 

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

	6
	35
	0
	6
	4
	15
	15
	3
	10
	10
	10
	14
	14
	-


Troll Skeletal Minor Hero 

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

	6
	45
	0
	6
	5
	17
	25
	4
	20
	20
	20
	24
	24
	-


Special Rules: Cause fear in all living things, terror in under 4 ft tall (Goblins). 35% cause infected wounds.

PART 8: LIBERATING THE CITY STATES

If the party move on Middenheim or Talabheim after defeating an army, the forces there mount a desperate bluff to remove the Generals and cripple the army that faces them.

The Messenger: The party are informed that an enemy messenger has arrived under a flag of truce and wishes a private audience. Whether it is private or not, the messenger is a single mounted Dark Elf sergeant. His message is simple and requires a little work on your part. The messenger has no idea whether the information is correct, but believes it to be true.

Vulnerable: If the party are veterans of Enemy Within they will probably be heading for Middenheim. If there is anyone in that city precious to them, the enemy try to exploit that, be it Rallane, the Gravine, Golthog’s family, Annalisa Kessler, whoever.

The Message: The relevant persons have been abducted by agents operating through the Fauschlag tunnels. The Generals are to order their army back into Kislev and then surrender to the unit that will arrive shortly. If they do not, the captives will be tortured to death and their mangled remains delivered to them.

Some questions they may ask are as follows…

Consequences: The Generals will be publicly executed and the captives allowed to return to Kislev unharmed.

Why Surrender: To save their loved ones weeks of unspeakable agony and then an unpleasant and undignified and very public death where their soul will be condemned to an eternity of horror in the realm of Xakishia.

Why Believe Him: Would they prefer fingers and eyes sent as proof?

Why Not Just kill Him: If he does not use a certain signal within the hour, their agony will begin.

We Want to See Them: And have his forces cut down by snipers and Mages? Either they surrender and send their army away or the hostages die.

If the party maintain an uncooperative attitude, the messenger lessens his price.


‘Very well, I offer a secondary deal. Withdraw to Kislev and once your forces are all past the border, we will release your captives.’

This should convince the characters that the whole thing is a bluff. They are free to kill the messenger and deal with the capture unit in a similar way. These forces will be deducted from the relevant siege force.

Surrender: If the character really is truly, madly, deeply about the ‘captive’, and they put role-playing above fate points then they should be congratulated. If however the character is besotted and the player simply deserts them without any role-play of guilt and decision making then some crappy EP awards should be imposed and the plot objective awards reduced.


If they surrender, the other leaders desperately try to talk them out of it. In six hours, three carts are pulled into view by twenty-four Orc Big ‘Uns, with 2 Orc Bosses and 1 Black Orc Big Boss leading them. The carts bear a cage for each character with sturdy manacles inside.


Cage bars toughness: 10, damage: 5, armour points: 5, complexity rating: 80.


Each cart has a line of three bombs along each side so that should they be threatened, they hold a torch near the fuse and threaten to detonate everything.


The character will be taken to the siege force and then used as a real captive. If some Generals did not surrender, a new messenger is sent using the captive PC’s as the bargaining chip. If they all surrendered, then they are scheduled for public execution in 48 hours.


Fate points cause them to be set free by infiltrators. These were sent by General Meerov a month ago to ensconce themselves in the siege force and wreck havoc before the rebel army arrived. If they did exceptionally well in the role-play, then perhaps a traitor decides that he has had enough of Xakishia and switches sides, smuggling them out in order to gain forgiveness.

The Battle for the City States

The Enemy: The siege forces will be ready to defend their position at the approach of the army. They will move from the base of the Fauschlag or the Rocky Bowl and take up fortified positions on the road.

The City State: Will know nothing of the army from Kislev and will not emerge. They will be suspicious of any sudden withdrawal as a possible ploy to draw them out prematurely and so they will not assist in the battle. Even as the battle rages they merely assume it to be a potent illusion.

The Enemy Camp: The enemy will be encamped much like before. However, when the army is within 100 miles of them, they ready for attack. The smaller siege units all around the city are pulled back to create one large camp with numerous sentry fires all around it.

War Machines: These will be at the centre of camp. During the day, foxholes are dug, and as the sun is setting, they will be set up on the battlefield and guarded throughout the night by ten Orcs. Getting in via stealth or disguise is handled as normal.

War Monsters: The cages are only opened for their assigned rider, or a Dark Elf Captain or higher. The cages are guarded by six Orcs. The Imperial beasts wear collars and can be freed from Dark Elf control by their removal and then ridden out by the party.


The cage doors have toughness: 10, damage: 10, armour points: 5, complexity rating: 85.

Squigs: At Middenheim, the Squigs are kept in cages of 15. Each cage door has toughness: 10, damage: 5, armour points: 5, complexity rating: 50. Once the door is opened, the Squigs will rampage. If they are released in the day, they will be even more psychotic. Each Squig causes casualties as follows before it is captured. 25% of them will be killed during recapture. If there are no hunter teams left, they cause 75% more casualties and have to be killed to be stopped.

	
	Night Goblins
	Hunter Teams

	Day
	6 each
	2 each

	Night
	4 each
	1 each


The Battlefield

Lightly wooded and considered difficult ground due to the trees and thick ground vegetation. The road itself is normal ground.

Missile Fire: All shots that are taken in the woods or at a target in the woods are at –10 to hit, even after all other considerations such as firing at groups. Basically, any mass volley of arrows into the air and down onto a large unit will still have 10% of all arrows wedging in branches and in trunks.

Monsters: Once airborne, they may drop through the canopy and attack, but afterwards they must find open ground such as the road to be able to take flight. The canopy of trees prevents missile fire units from being able to draw aim on a beast that is flight.

Hills: The enemy will have ensured that the stretch of road favours them. The hill is not sufficient to allow extra missile fire, but will have their war machines on top of it to permit a clear field of fire.

Defences: The war machines are in foxholes, and spiked fences protect the missile fire regiments.

Aftermath
Because there are no clear Warlords to inspire loyalty, if the siege force is defeated, all survivors abandon their former loyalties and head south for the Badlands and back to a way of life that makes sense to them. They like Waaaghs, not occupations, and sieges. They have become bored with the latter to an extent where even the lure of a possible re-ignition of the Waaagh in Altdorf does not interest them. They will only rally to the real deal.

The Siege Force of Talabheim

Deployment of Spider Riders was a clear choice to try to clamber over the rocky bowl that surrounds Talabheim, and as such, a significant number of Forest Goblins are involved in the siege here. Also sent here were Stone Trolls who would be more resistant to the defender’s magic, and Giants to hurl rocks at the defences.

Tactics: The Spider Riderz are the first creatures to rush in, taking advantage of the fact that they can scuttle over any terrain.


To their right are the Snotlings who will mimic the riderz and stay put due to the Rune of Courage. They also separate the Riderz from the Goblins with handweapon and shield. Beside this unit comes the Stone Trolls to ward against the massive mob being struck in the side.


To the left of the Spiders come the spearmen and the normal Trolls serving the same protective function next to them.


This whole battle line moves in immediately. Behind all the Goblins come the Orcs with spears. On their left, the Black Orcs, with Orc archers stretched beside them. To the right of the Orcs with spears come the Big ‘Uns, with the crossbowman next to them. These two small units break up the possibility of animosity resulting in combat.


Behind the Orcs with spears are the giants, who stand before the War Machines to guard them and hurl rocks at anyone moving against them.

Black Bishop on Imperial Griffon

Black Rook on Imperial Griffon

Dark Elf Mage Lord on Manticore

Black Knight on Chimera

Orc Shaman Lord on Wyvern, Shield +2 AP’s, Axe +20 weapon skill, +10 willpower, Amulet of Thrice Blessed Copper, Energy jewel: 9 points, Ring of Protection versus missiles, Scroll of Waaaaagh.

Forest Goblin Shaman Lord on Wyvern, Robe of toughness +2, Bastard sword +20 cool, Energy ring: 5 points.

Forest Goblin Shaman Lord on Gigantic Spider, Robe of toughness +1, Amulet of iron +10, Mace +2 damage, Scroll of Da Krunch, Scroll of Da Better Skin O’ Mork.

Forest Goblin Master Shaman on Gigantic Spider, Wand of Onyx: 6 points, Shield +2 AP, Scroll of Brainbursta.

Dark Elf Sergeant on Imperial Hydra

(17 x 15) 249 Spider Riderz, 3 Forest Goblin Boss, 2 Forest Goblin Big Boss, 1 Forest Goblin Warboss, Banner with a Battle Magic Rune of Courage.

(12 x 9) 106 Black Orcs with handweapon and shield, 1 Black Orc Boss, 1 Black Orc Big Boss.

(15 x 13) 189 Big ‘Uns with Handweapon/shield, 3 Orc Boss, 2 Black Orc Boss, 1 Black Orc Big Boss.

(24 x 20) 493 Orcs spears, 4 Orc Boss, 2 Orc Big Boss, 1 Black Orc Warboss. Banner: Mork’s War Banner.

(74 x 10) 737 Orcs with crossbow, 2 Orc Boss, 1 Black Orc Boss

(74 x 10) 737 Orcs with bow, 2 Orc Boss, 1 Black Orc Boss

(28 x 25) 690 Forest Goblins with handweapon and shield, 6 Forest Goblin Boss, 3 Forest Goblin Big Boss, 1 Forest Goblin Warboss, Banner: Spider

(20 x 15) 296 Goblins with spears, 3 Goblin Boss, 1 Goblin Big Boss, Banner with a stolen Dwarven Rune of courage.

(12 x 3) 36 Trolls, 2 Human Captain handlers.

(10 x 2) 20 Stone Trolls, 1 Human Captain, 1 Human Sergeant handler.

(35 x 1) 35 Giants

(10 x 2) 20 Snotlings

10 x Large Stone Lobbers, each with a Battle Magic Rune of Accuracy (projectile deviation is halved), Forging (misfires only occur on even results), and Fortune (may re-roll misfire results).

10 x Small Stone Lobbers

16 x Doom Diver Catapults, each with a Battle Magic Rune of Accuracy (projectile deviation is halved), Forging (misfires only occur on even results), and Fortune (may re-roll misfire results). 200 Doom Divers

The Siege Force of Middenheim

Enchanted Doom Diver catapults were brought here to give the Divers the range required to attack the city while Night Goblins pour up through the Fauschlag. They herded Squigs into the denizens of the mountain, a tactic that worked even better than they hoped because the Skaven forces they anticipated meeting were completely absent, however, plenty of other monsters slowed their progress, some of which they captured (these were the five Hydra that they have with).


Dwarves and Humans meet them in the tunnels and wave upon wave has been seeking to break through and access the city while war monsters haul great rocks into the air and drop them on the city from high above.

Tactics: At the forefront of the army are the Night Goblins with spears and Fanatics. They advance quickly with Snotlings on the left flank, and Squigs marching next to the Snotlings. On the right flank are the Stone Trolls, and the Hydra are herded on the right of the Trolls. Behind the Trolls and Snotlings comes a force of Night Goblin Shaman with Mushrooms ready. As soon as the forces have engaged something, they begin consuming their mushrooms and hurling Waaagh magic into the foe, heedless of any harm to the friendly forces in front of them.


The Dark Elf regiment waits to spot a gap from an ailing unit before moving in quickly so its many wizards and clergy can devastate the enemy forces.


Behind the Dark Elves are the Black Orcs who stop the two Orc units from attacking each other. The Orcs with spears are on their left, and to their right are the Big ‘Uns. These units will then move in on any other areas of the battle that open up or present themselves.


Behind the Black Orcs, at the base of a long hill are the Lobbers, and atop the hill are the Doom Divers.


The war monsters take to the air immediately. The warriors target war machines, and magic users land near an enemy unit that has engaged and begin to throw magic into them from about six yards away.

Black Knight on Chimera

Dark Elf Captain on Manticore

Human Captain on Manticore

Human Captain on Imperial Griffon

Human Sergeant on Imperial Griffon

Human Sergeant on Hippogriff

Dark Elf Master Mage on Imperial Hippogriff

Dark Elf Master Mage on Wyvern

(12 x 10) 118 Black Orcs: two handed weapon, Black Orc Boss, Black orc Big Boss.

(12 x 12) 142 Big ‘Uns handweapon/shield, Orc Boss, Orc Big Boss.

(24 x 20) 477 Orcs spears, 2 Orc Boss, 1 Orc Warboss, Banner with a Battle Magic Rune of Courage.

(67 x 24) 1608 Night Goblins with spears, 5 Night Goblin Boss, 2 Night Goblin Big Boss, 1 Night Goblin Warboss. 8 Night Goblin Fanatics. When released, every round there is a 30% chance that each one hits a tree and perishes. The have an Evil Sun Banner allowing them to re-roll a failed animosity test.

(30 x 7) 200 Dark Elves Warriors, 2 Dark Elf Prelates, 2 Bishop, 1 Arch Bishop, 1 Black Bishop, 2 Dark Elf Master Mages, 1 Dark Elf Mage Lord, 1 Black Rook, Banner with a Battle Magic Master Rune of Spite (all damage caused to them is halved, removed, and rebounded onto those who caused it, ignoring toughness and armour).

(30 x 4) 120 Squigs with 45 Night Goblin Prodder teams.

(5 x 1) 5 Hydra with 5 Night Goblin Prodder teams

(9 x 4) 36 Stone Trolls, 2 Night Goblin Big Boss handlers

(6 x 1) Night Goblin Shaman, 2 Shaman, 2 Shaman Champion, 1 Master Shaman, 1 Shaman Lord.

(10 x 2) 20 Snotlings

(6 x 1) Night Goblin Shaman, 3 Shaman, 1 Shaman Champion, 1 Master Shaman, 1 Shaman Lord.

10 x Large Stone Lobbers, each with a Battle Magic Rune of Accuracy (projectile deviation is halved), Forging (misfires only occur on even results), and Fortune (may re-roll misfire results).

11 x Doom Diver Catapults, each with a Battle Magic Rune of Accuracy (projectile deviation is halved), Forging (misfires only occur on even results), and Fortune (may re-roll misfire results), 405 Doom Divers

Relieving Middenheim

Once the battle has been won, the cautious Middenheimers will lower chair lifts with a note attached. 

Handout 3.


The Tsarina, General Meerov, and the party are expected to ascend.

The chairlift cranks upward and the ground drops away while you are hauled up the face of the Fauschlag. You can see many chips from arrows, craters from boulders, and scorched areas of soot from spells and incendiaries. The wind buffets the chairs and makes them sway violently and eventually you reach the peak.


As you enter the terminus, you find battle-scarred troops waiting for you. Numerous bows and crossbows are aimed at each of you and weapons are drawn and ready. A figure in plate mail and the insignia of a Captain steps forward.


‘Who are you?’ he demands.

If they know Rallane, they will recognise the voice, although it is now missing its usual joviality. He will recognise anyone he knows, but will want to verify their identities before dropping his guard. This might be some sort of convoluted Dark Elf trick. He will enquire about background, personal details, and so on before congratulating them and welcoming them in.

The Captain removes his helmet to reveal the features of Rallane. His smile does not sit as easily upon his face as it once did.


‘I would not have thought it possible. My old friends, back at last. We have been waiting for an army from the south to help us, not see one come straight from Kislev,’ he says and then bows deeply to Katarin.


‘Tsarina, on behalf of the great City State of Middenheim, I bid you welcome. If you would all follow me, I will take you to the Palace.’

The trip.


The city is in ruins. Whole streets lie smashed or gutted by fire. The population are thin from hunger and despair is evident on many faces. The look of joy in their eyes is tempered by their prolonged lack of hope. It is clear that they dare not believe that it is finally over.


The walls hold many troops and armed citizens. Wizards dot the defences and the heavily fortified palace, which has also sustained some damage but still stands.


Rallane will talk with them about what has been happening. When the Waaagh started to move towards them, he and a number of other wilderness wise people formed a ranger unit that mounted many guerrilla attacks on the advancing forces.


If you used Annalisa Kessler in Part 1, she and her outlaws were involved as well. Through bravery and his conduct, he was promoted quickly and when the Waaagh arrived at Middenheim, he barely managed to get back in before the viaducts were blown. His unit are unofficially called the Middenheim Rangers.

The Meeting

You enter the throne room with several Knights Panther at your sides. The hall bears many tables and they are all laden with reports, files, and maps. General Schwerzemutt, Ar-Ulric, the Gravine, and another nine Captains stand ready before you. All are heavily armoured and bear numerous arms. The troops salute and the Gravine shakes the hand of the Tsarina.


‘I apologise for our lack of appropriate formality, your majesty, but we are somewhat ill equipped for a royal visit at the present time,’ she says softly.


‘It is of no consequence, and should be expected from a city that has so valiantly held out against the enemy.’


‘You have my condolences on the passing of your father, he was a great man, and a worthy Tsar.’


The Gravine then greets her husband if she is married to a PC, straightens and steps back because her emotions are starting to get the better of her. The naïve princess from the days of Wasmier is long gone, now there stands a battle-hardened warrior, dedicated to her city and her people.


‘You have just fought a battle for our liberation, I am sure you could do with a rest, refreshment, and a chance to wash the Greenskin blood from you. I will have you shown to rooms and we will convene again later.’

The party may clean up, rest, and eat. The food is bland and meagre because the city has little left. The party are then summoned to the throne room.

The Meeting

Everyone is seated around a large table. The same people as before are present with the addition of Janna Eberhauer, the Chancellor, the Law Lords, and Captains Schmiedehammer and Kessler.


‘It has been some considerable time since we have had any news concerning events in the rest of the Empire. The last we received was that the enemy was coming up Black Fire Pass as well as heading for us, and for Talabheim.’

They do not know about the arrival of Maultark, the fall of the Empire, the release of Arianka, the thwarting of the Great Incursion, the uprising in Kislev, or the acquisition of the Sword of Khaine.

Middenheim forces: The city has taken many loses but it still has a formidable force remaining within its walls. They also have six Great cannon, six Helblaster volley gun, six Mortars, and two Hotpots, but without ammunition. The rest of their artillery was destroyed during the siege by monsters and sorcery. They also have Captain Lafarel and Captain Kessler’s Middenheim Rangers who are highly experienced and accomplished skirmishers.


The wizards have faired well, and some have learned much during the fighting, but the illusionists took a heavy toll. By creating fearsome illusions to drive away flying monsters, they became priority targets and few survived.

Getting Them Down: The enemy were using Night Goblins to attack through the underground tunnel network. Fortunately, the creatures that were resident in them took exception to this and fought them all the way. The city sealed the entrances and placed patrols in the sewers. Before the Dwarves left for their homelands, they provided a map of several tunnels that can be used to reach the base.


Food can be brought up as troops are marched down.

The Next Move: Opinion will be divided between freeing Talabheim if they have not, and marching straight for the capital. The Tsarina will then leave to see to her own forces.

Celebrations begin over the next few days as the citizens discover that they have truly been freed from the siege. Local forces flock to the city, those in hiding emerge, and the totals are given on handout 4.

Ar-Ulric

There are several matters concerning the High Priest of Ulric. If the party do not bring it up, he will ask what has happened with regard to the accusations against him.

Emmanuelle: At first, he will refuse to accept that she is the person responsible. He thought it was some deranged Sigmarite fanatic.

His Son: He will be alarmed and shocked. He will seek to have it confirmed and see if the infant looks like him to make sure that it is his son.

His Seat: He will not be surprised at the loss of his seat. He has long suspected Volkmar of plotting something to rob the cult of Ulric of power, but he had not expected a ploy as grand as this.

There is nothing to be done. He has an heir who can legally take his Electoral seat.

The Wizards and Alchemists Guild

High Wizard: A meeting of the Inner Council is set up. There are only three of them left in addition to Janna, so they will start receiving applications and start processing them. It seems only fitting that the wizards who showed loyalty to the guild and returned to the city in time of need be the only ones considered. Outside applicants will not be considered without a very good reason, such as ‘I was in the deep jungles of Lustria gathering ingredients’.


When the High Wizard returns from Altdorf, they shall be ready to vote after interviewing the most eligible candidates in person. The servitor of Drachenfels will make themselves known at this point.


The remaining Inner Council are a little too long in the tooth to go marching into battle, but they have selected those best suited to accompany the army to Altdorf/Talabheim.

The Proposal: Any PC wizard or the High Wizard will be asked to think of the guild after the conflict.


‘Because of your great deeds, you will have the ear of every power and citizen in the land. Therefore, we would ask that you request that the post of High Wizard be made into an Electoral seat. We have four seats held by religious cults who constantly squabble and seek to bring each other down. Their insanity has brought civil war to the Empire and is still causing problems even at this hour. The Colleges of Magic are High Elf puppets, crafted for battle, dedicated more to their Colour than the Empire. The independent wizards of this land lack even the most meagre influence. Therefore, a wise and independent mind, one unclouded by deities, money, land, or noble responsibilities would be an asset. This terrible time may be the chance to see that changed for good.’

The Guild lacks the ingredients to open the portal to the Enclave. If a High Wizard PC pushes the matter, they will make a more thorough search. This will acquire five 4th level battle wizards for the final conflict.

Throughout the day, food pours into the city as the stores of the siege force are taken up through the Fauschlag. Thick ropes are draped down the sides of the cliff and teams of men help haul more supplies up. The people cheer and dance in the streets. Throughout the day, the Gravine wanders the city under heavy guard. Hervisage assures the people that their trial is over. Middenheim is free once more. The danger has passed.


Drink is handed out freely and the bells of the temples ring out. The Great Park is now a huge makeshift campsite and the wounded and ill receive fresh care and attention from the army. Golthog is seen there with his people. There have been loses for him to mourn, but he is elated that he is reunited with them. The Humans have come to respect them as reliable fighters and bold comrades.


The people are heartened and give you much praise and gratitude for their deliverance. Word is quickly spreading of your deeds and songs are already being composed.

That evening, a great dinner is held in the palace. The battle weary nobility and Knights of Kislev and Middenheim eat well and take the valuable opportunity to relax. They swap war stories and tales of deeds, as well as honour those who have fallen, and those who have distinguished themselves.

The Tsarina talks with the Generals on military matters, her cold exterior still refusing to melt and enjoy the festivities.


Chancellor Sparsam seems to have aged two decades, but the signs of his addiction are gone. His vice could not be supported during the siege and while his work has clearly cost him dearly, it has also freed him of the legacy of Wasmeier’s treachery.


Ar-Ulric is distressed at the loss of his seat, but he and his priests are alive and now have the chance to fight the invader. Saving the Empire is paramount, squabbling over who gets to rule it should be handled once everyone is sure that it is safe and still stands.


Annalisa Kessler is in her Captain’s uniform and she seems close to Rallane. Dieter and Kirsten are clearly as in love as ever but their happiness at having lived through the siege is only tempered by Dieter’s clear intention to join the army and fight to expel the invaders.

Rallane and Kessler: The Black Arrow and the Court Minstrel fought together as guerrilla fighters, hampering, hindering, and causing considerable damage to the advancing enemy. Their comradeship developed further and they became involved. If a PC was involved with him, this might cause problems, unless you wish to avoid this drama and leave the Captains as mere friends.

The Toast

The Gravine brings the assembly to silence and stands.


‘Ladies and Gentlemen. Honoured guests and nobles of Kislev. In 1812, our city had been under siege for nine months when winter forced the Middenlanders from our walls.


When the Greenskins came, we found ourselves surrounded and in grave danger, the likes of which this great city had never seen before. During these dismal days, we have faced dark sorcery, monsters, and starvation, but never once did we relent or waver in our resolve. The city united like never before, we strengthened our hearts and minds, and set ourselves to resisting the foul hordes of Xakishia. No boulder, no cannon, no claw, vile magic, or Daemon could ever hope to defeat that courage and determination, and I am proud beyond measure to have borne witness to this feat and to have seen it occur under my rule as Gravine.


This time, our deliverance came not from the elements, but rather from the bravery and courage of our very own. Truly, Middenheim is blessed and if ever a day required a carnival to honour it, this day amply fulfils that requirement.


So from this time forth, we mark this date for those we have lost, to honour their deeds, their sacrifice, and to embrace and give thanks for that which we still have.


Honoured guests, valiant heroes, and comrades in arms, would you raise your glasses and offer a toast of gratitude and respect to Tsarina Bokha, General Meerov, and our most hearty and eternal thanks to (PC’s names). Once more they have proven their metal in the service of Empire and Middenheim by delivering us from peril … So, here is to the heroes.’

In the few days of recovery and organisation that follows the feast, renowned artists start to prepare sketches for statues of the Gravine who brought the city through the siege and to the Generals who broke the enemy forces.


Work recommences on rebuilding the viaducts and the Gravine, Dieter, Janna, Rallane, General Schwermutt, and Kessler now travel with the army.

Relieving Talabheim

Getting In: The Talabheimers will naturally be very cautious but if the leaders come alone and unarmed, the gates of the Wizard Way will be opened to let them in.

The gates are quickly resealed and barricades shifted back into place. Under heavy guard, you are shown into coaches and armed guards and cavalry escort the vehicles down the Wizards Way and across the damaged and plundered lands of Talabheim before entering the scarred city itself. Buildings lay felled by stone or spell, or have been gutted by fire, and the population lurk within their fortified homes..


The coaches rumble into the palace, whereupon the troops show you to the throne room of the Duchess.


The large hall has numerous halberd-armed Knights throughout it and on a throne at the end sits Duchess Elise Krieglitz-Untermensch.


‘Welcome to Talabheim. May I present general Augeschulzen, High Priest Aglim of the Cult of Sigmar, High priest Heiligmann of the Cult of Ulric, and Wizard Lord Geheimsekte of the Wizards Enclave. Now, could you verify your identities?’

Afterwards, they have a few questions in addition to finding out what has happened since the city was beseiged.

General Augeschulzen: How many troops do they have? How do they intend to defeat the Daemons of the enemy and the deity herself?

High priest Aglim: What has happened to the Grand Theogonist. Does he live? Do they know his whereabouts?

High priest Heiligmann: If they have not liberated Middenheim he will ask if they are heading there next, otherwise he will ask as to its condition and the accusations against Ar-Ulric.

Wizard lord Geheimsekte: What magical support do they have?

The Forces: The relevant forces are gathered and listed on handout 5.

A feast is organised and thanks given to their liberators. The Duchess and her forces will now march with the party.

PART 9: THE ROAD TO ALTDORF

Infiltrators
As the army progresses towards the capital, it will gain a number of well-trained infiltrators that enter and merge with the forces. They gain positions of trust and act so as to ensure no trace of suspicion.

1/ Artillery Sabotages: One of the artillery crew is a traitor. The gunner Paulus Geff leaves the column and retrieves a pre-placed keg of gunpowder. The powder has been corrupted with chemicals and sorcery to make it highly unstable and very powerful. The new crew for the various war machines often have tests and drills when the army has stopped. He organises another practice and loads the guns with the doctored powder.


In the early evening there is a tremendous explosion that makes the ground shiver. A number of billowing fireballs are curling upward from the perimeter of the camp. The smoke crackles with arcs of black lightning.

If they investigate…


At the edge of the camp is a scene of carnage. Around six great cannon lay torn open. Burning fragments are scattered everywhere and the flames are momentarily turned black by the dark arcs of power that crackle about the wreckage. The crews lay slaughtered after having been ripped apart by the explosions. Others lay wounded from shrapnel and fire. Some bleed from deep tears in their flesh while others clutch the ragged stumps left by amputated limbs. A gunner strolls into the scene with a great beaming smile on his face.


‘Hail Xakishia! Prepare to die, rebel filth. Your end is near and my reward awaits me in the realm of the Black Queen!’ he shouts and then collapses onto his side.

He is holding a small glass phial. Poison lore and an intelligence test will reveal traces of scorpion venom from an Arabian species called the Boribellos Scorpion.


Enquires about the man will reveal that his name was Paulus Geff. He joined the army just after the battle of Kislev. He was hard working and trustworthy, and was well liked by the men. He set up the practice and loaded the guns himself. He had not been seen all day, which was strange, and he was seen a few hours ago bringing a cask of gunpowder into camp. It was thought that he had collected it from a new shipment from Praag.

Casualties: 6 Great Cannon and their crew were destroyed and killed. 16 crossbowmen and 4 spearmen also perished. However, the same expected shipment from Praag manages to replace three of the cannon with timely new arrivals.

2/ Officers Murdered: A trusted Captain called Maximillian Schwarzgerf takes a barrel of gunpowder and pours its contents into an ale barrel along with plenty of rusty nails and glass shards. He takes it into the officer’s mess, gathers them all to him to taste of it, and then detonates it.


In the evening, there is a sudden massive explosion and the sound of flying objects. The whistling vanishes and gives way to screams and hollers of anguish as a cloud of black smoke curls up from the heart of the camp.

If they investigate…


The officer’s mess burns and is shredded as if by volleys of missile fire. A burning crater lies at the heart with torn and maimed bodies surrounding it. The wounded lay bleeding and scorched amidst many pieces of jagged glass and rusty nails. The gore-drenched tents of the area are starting to succumb to many small blazes that are quickly getting bigger.


The party can assist if they wish. The survivors can reveal that Captain Schwarzgerf walked into the tent and declared that he had a cask of Dwarven ale. When everyone started to wander over there was an explosion. Max was a good officer, well-liked, smart, and dependable.


Further enquiries will reveal that he took a barrel of gunpowder from the store. The barrel is still in his personal tent along with excess nails and broken bottles.

Casualties: Two Captains (including Maximillian) and four Sergeants were killed. Two Captains and two Sergeants were maimed and will no longer be able to fight. Ten Captains and fourteen Sergeants were seriously wounded but will recover.

3/ War Monsters Stolen: During the night, two of the men responsible for guarding the war monsters suddenly mount up and take the skies. They will prefer to steal Griffon and with whatever they acquire, they head straight for Altdorf. The monsters cannot be fitted with control collars in time for the final battle and so cannot be used by the forces of Xakishia.

4/ Knights Poisoned: A Knight of the White Wolf pours drinks and offers a toast. He and eight others drop dead from poison. The Knight responsible for the toast was a turncoat that joined the army at Kislev. Like all the others, he established himself as a good fighter and a popular trustworthy fellow.


His tent holds an empty bottle of a powerful rat poison.

5/ Sorcerous Slaughter: Two troopers that have been newly promoted to Sergeant have their crossbowmen and greatswords put on parade for an inspection. They ensure that all their men are closely packed and then use spell rings to simultaneously release their single charge of Arnizipal’s Black Horror.


70% of (8d6) x 3 of each unit will be killed as the spell rips the flesh from their bones. The sergeants are killed in the effect.

Settlements
Each day, more people join the army. The settlements are empty of enemy troops and the Quislings who were left behind either fled or were lynched. The constant flow of arms and armour from Praag keep them equipped. Harvests and crops have been thriving since the prevention of the Incursion and there is plenty of food.

Troops
As well as the influx of untrained and semi-trained troops, professional forces trickle to the banner of the army. Stragglers and survivors from the Imperial armies, mercenaries coming back from the south, and of course, there are a few infiltrators.

Spellcasters
Each day, the odd wizard from the Colleges of Magic, Battle Wizards, and Clerics of every allegiance enter camp to pledge loyalty to the army. They are those who survived the battles, who managed to flee Altdorf, and who managed to go into hiding from the occupation.

Events
1/ Tank Commanders: An Imperial officer seeks audience with the Generals. The commander walks in and his uniform is dirty and ragged. He salutes.


‘Generals, I am Captain Hiller from the Engineers School of Nuln. I was part of the northern task force sent to engage the enemy. As I am sure you are aware, we were attacked from front and rear and the army routed. Seven colleagues and I managed to escape the battlefield before capture and we have successfully managed to keep our steam tanks hidden near here. All are fully functional and ready to join your cause if you would have us.’

The eight steam tanks will arrive the next day.

2/ The Supreme Patriarch: Another straggler arrives.


A red robed figure steps out. He wears golden keys about his belt and carries an elaborate staff that is carved with intricate designs. All about him stand wizards from the Colleges of Magic.


There are star and moon decorated celestial wizards, shining gold wizards, darkly clad skull and scythe bearing amethyst wizards, animal skin enshrouded amber wizards, green and leaf covered jade wizards, light wizards surrounded by acolytes, and bright wizards with fiery hair and beards. They are all of various ages and are all tired and hungry looking.


‘I, Thyrus Gormann, Supreme Patriarch of the Colleges of Magic, ask for entry into your column, Generals. My wizards and I have fought for the Empire as best we could since the occupation began, and we would relish the chance to take our fight to the battlefield.’

The Supreme Patriarch will be eager to talk about what has happened. When the forces of Xakishia attacked the southern army of which he was a part, he and his wizards took refuge in the deep forest. After that, he has heard nothing save rumour. He mounted guerrilla attacks and the Winds of Magic were so strong that they did much damage. Then the winds ebbed and their power was greatly diminished, forcing them into hiding rather than fighting.


Gormann knows that nearly all the traitor wizards are in Altdorf or Maultark.


He also has a great many Amethyst wizards because the Winds of that Colour gave them prior hints of danger and disaster and so they left Altdorf before the arrival of Maultark. They could not forewarn the others, because that might alter the future too significantly.

3/ The Eastern Army: Major Uberlebende seeks audience with the Generals. The major appears with his arm in a sling. It was broken by a Black Orc blow but is almost healed.


The major is one of the last surviving leaders of the eastern task force. After they defeated the Forest Goblins, they broke into smaller units and went into hiding. Some of them conducted guerrilla raids, others dug in.


He has ordered that the units be contacted and come forth to join the army. He knows that they have some war machines that were hidden to preserve them and also allow the units to move more quickly into safety.


There are 6 War Wagons, 10 Helblaster Volley Gun, 8 Great cannon, and 3 Mortars. The major is eager to hear news of what has been happening while they have been in hiding.

4/ The Grand Theogonist: A less welcome straggler arrives.


From the forest comes a column of chanting deranged flagellants and also Sigmarite clerics who stand about the glittering form of the war alter of Sigmar. Atop it is the stern faced and proud stanced visage of Volkmar the Grim.


‘Sigmar be praised. His divine power has guided me and my followers unto those in need of spiritual guidance. I am here, brothers, and ready to bring the wrath of Sigmar unto the enemy.’

The party may go to his tent when they make camp, or have him summoned to theirs. Either way, Emmanuelle Schlagen and her child are present unless dismissed. He will make deliberate mention of the presence of the former Elector Ar-Ulric with the army.


Volkmar went with the survivors of the battle to tend them and ensure their survival after the attack began.

5/ A Private Meeting: The party spot Ar-Ulric and Emmanuelle Schlagen talking in a secluded spot. Ulrich stands beside his mother. They converse and then Schlagen leaves. Neither will reveal what the conversation was concerned about because it was a private matter.

6/ Sabotage: Emmanuelle Schlagen may be an agent of Xakishia, but she is still out for herself. She is currently with the ‘good guys’ but in case they lose, she will make sure she has favourable things to tell the Dark Elves.

Poison: Emmanuelle dresses as a servant girl and slips into the supply tent to poison a bottle of wine scheduled for the meal that night. This act is detected at the next meal.


You are sat with the rulers, commanders, and Generals of the army, discussing various matters over food and drink. A Knight moves around pouring wine and when Ar-Ulric raises his glass to his lips, you see his amulet of thrice blessed copper suddenly turn green.


The bottle holds forty doses of manbane, thereby putting two in each and every glass. The Knight collected the bottle from the supply wagon and saw nothing out of the ordinary about it.


The party may have security increased, but Emmanuelle will not try this method again. A search will find a bottle and syringe in the tent of General Meerov. If there is no search, she will leave an anonymous note implicating Meerov. An officer finds it and with doubts and regrets, he will bring it to the attention of the party and Tsarina. General Meerov will be summoned and the allegations made. He denies them and it is fairly clear that he is innocent, but he is confined to his tent and kept under guard until the matter has been fully investigated. Rumours start to circulate that there is some sort of Daemon in the camp that possesses people and has them commit acts of terrorism.

Explosion: Emmanuelle sneaks from her tent and covertly enters the gunpowder store where she starts a small fire and then withdraws. Five turns later, there is a tremendous explosion that awakens the whole camp.


The ground lurches and a deafening eruption follows immediately after it. A billowing cloud of smoke curls upward into the sky. Burning fragments rain down and start small fires throughout the camp.


The gunpowder store is gone and in its place is a towering column of flame. The surrounding tents are also flattened and wounded troops roar in agony as others run around on fire.

Casualties stand at the eight Reiksguard who were around the store. Twenty spearmen and ten swordsmen also lose their lives.


Any party member who quickly enters the area will find…


A dying Knight hauls himself upright. Half his face is a mass of burned flesh that is peppered with wooden shards. His right arm hangs from the shoulder by a few mangled slivers of ligament. His chest lies open and his innards glisten in the moonlight. Blood trickles over his lips as he splutters and points towards the camp of the flagellants.


This was where he saw a cloaked figure go just before the explosion occurred. The gunpowder will not take long to replace as fresh shipments are already due any day.

3/ Schwermutt Slain: Emmanuelle chooses to assassinate General Schwermutt as her final act of sabotage. She knows a bit about him from her relationship with Ulrich Schutzmann and thus has a few choice opening lines that can be used to seduce him. She approaches him and arranges a meeting in the woods. Schwermutt is intrigued and will try to attend in secret.


If any of the party are out and about at 8 p.m. they may see the General entering the woods alone. If confronted, he will declare that he is simply out for a walk and then sheepishly heads back to his tent. Emmanuelle does not try again.


The destination is a clearing where there is a small pond. If he reaches it, she will seduce him and then stab him with a poisoned blade. The next day a trooper in the process of collecting water finds the body.


This matter can be resolved in several ways. The party may follow and see the murder. He may have caught some of her hair or wounded her in the struggle, or etched her name in the soil after she departed, thinking him dead.


Schlagen will deny everything and so a trial will be arranged. All the important persons of the army are present and Volkmar handles her defence. If there is even vague evidence, the Gravine makes a demand.


‘This is a matter of the gravest import. We cannot afford to be wrong. A great man is dead, and if Frau Schlagen is not responsible, we must verify this and find out who is,’ says the Gravine.


‘What are you suggesting?’ asks the Tsarina.


‘We have recently acquired many Amethyst Mages. They will use their powers of telepathy.’


‘This is preposterous!’ snarls Volkmar. ‘Do we forsake all legal right and precedent? Do we violate privacy and her very mind just because we find it convenient? And let us not forget that the judgement of the Gravine is clouded by her hatred of Emmanuelle. Her father had an affair with her before Ar-Ulric flaunted his vows and sired a child. Is this not true?’


The Gravine glares at Emmanuelle, who merely smiles innocently by way of a retort.


‘It is true, Volkmar. But I am seeking truth here, not vengeance,’ calmly answers the Gravine.


‘Pah, a weak excuse. If she does not wish to submit to the fell magics of the Amethyst cowards that fled Altdorf, she does not have to. Besides, such spells are easily resisted by those with the mental faculties to do so.’


‘I am reliably informed that there are potions to prevent this,’ declares the Gravine.


‘So now we poison her? Destroy her resolve so that this bitter daughter of a dead Sigmar hater can put words in her mouth and frame her? Heinrich would not permit this travesty of law! Perhaps the Gravine killed Schwermutt to frame Emmanuelle! Let her be put to this drugged sorcery to find out!’


If Volkmar is slurred, he will demand satisfaction. It is up to the Generals whether or nor this occurs.


The matter of forcing Emmanuelle to drink a potion that will prevent her from resisting telepathy is up to the Generals. If they choose to order it they will learn that Emmanuelle was recruited by agents of Xakishia, Ulrich is not Ar-Ulric’s or indeed even her own child, that she poisoned the wine, blew up the gunpowder store, and planned to/tried to/killed the General.


Ar-Ulric declares that since the boy is not his, he can reclaim his Electoral seat. Volkmar still challenges it, saying that the vow of celibacy was broken and there is no disputing that fact. Ar-Ulric cannot retake his seat, and a vote of all the Electors and the Emperor are required to decide his successor.


Again, the party has the final say for the moment until the required vote can be made.


In any eventuality, Emmanuelle is clearly guilty of high treason and murder. Execution is her fate but she extends an offer…


‘Wait. They trust me. I am one of them. I can get you into their fortress, even to the chambers of their leader. Grant me pardon, and exile, and I will do this for you.’


If they agree, she will be true to her word and escort a sneak attack. Of course, if they do not trust her they will probably not change their minds. As the GM you should make sure that she does all she can do to try and sway them, for example…


‘Please reconsider before you act in haste and without due consideration as I myself have done. I only did what I had to do so as to survive. After I was expelled from the court, I had nothing. I was desperate. My letters to Ar-Ulric were the only thing of value I had and I was angry at the Empire for turning its back on me. The Black King himself gave me my mission. I can report to him directly. I can go to the castle with you. I can tell them that you are my guards. When I report that I succeeded in turning Volkmar and Ar-Ulric against each other, and exaggerate my sabotage, I can get you in without question. The fortress will be heavily guarded and if you promise me pardon, I will take you to the very heart of the place.’


The choice is still theirs.

7/ A Show of Strength: The Black Queen manifests and expends some of her accumulated energy to destroy the morale of the army. Her approach is detected by all those with magic sense.


Your skin suddenly begins to tickle. The hairs on your body stand on end as shivers ripple along your spine. A dull throbbing pain pounds in the back of your head and begins to get worse with every passing moment.


Everywhere you look, you can see those who wield magic suffering the same arcane affliction.

Magic Awareness: Flickers of pain run through your skull. The pressure of something terribly evil and tremendously powerful is growing rapidly.


The first visual appearance occurs shortly afterwards.

Black smoky tendrils arise from the ground. They curl upward in rippling waves and connect before they start to knit into a broiling mass of darkness in the sky. Opaque lightning rends the growing mass and savage winds lash the ground. The trees sway and grasses are flattened as a deep resonant groan begins to rumble and resonate the very firmament.

This continues for 6 rounds, during which time the mass grows and cannot be affected.

The mass pulses and rolls over upon itself before it coalesces into a huge black Dragon of most terrible visage and size. Its wingspan is hundreds of yards across, its dense scales glisten in the light, and its red eyes rage like suns. It hovers in the air, riding upon a glittering distortion of the air as claws the size of houses clench and teeth the size of doors grind in anticipation. It speaks in a mixture of screech and roar, and the words roll across the land.


Terror tests at –10 ensue.


‘Puny mortal scum. You dare oppose me! Your Gods have deserted you. They will not, and cannot aid you. So come to my fortress, and there I will destroy your bodies and harvest your souls so you may suffer for all eternity in my most diabolic realm. Taste my wrath! Bath in my appetiser before the feast begins’ it roars and then spreads its jaws wide to unleash a titanic bolt of energy.


The darkness streaks down and plunges into the ranks of the troops. A huge explosion causes a whole section to vanish amidst opaque flame and smoke. The unnatural radiance churns and men shriek in abject torment. Their skin becomes flakes and then their flesh begins to crumble away as ashen rain to leave them as nought but scorched skeletons. The incinerated ranks of bone collapse as the figure cackles maniacally, and then it fades from view.

The bolt has killed 400 Crossbowmen and leadership tests are all at –20 from now on. However, the actions of the Generals may alleviate some of the damage. If they make a speech directly after the event, they can negate 0 to 20 of the damage, depending on the contents of their words and on the success of the leadership test they must make. If they spend time afterwards moving amongst the army and giving confidence to the troops they will negate another 0 to 30 of the penalty.

8/ Divine Inspiration: A vision is sent to assist the party, preferably to a Cleric or follower of Sigmar. The overt action of Xakishia has caused an imbalance that can be exploited to aid the Empire.


You see a silhouetted castle of dark stone. It is wreathed in flame and an armoured powerful figure walks passed you. Haloed by a bright golden light it carries a large warhammer in one hand. The fearsome weapon is encrusted with potent runes that blaze with power.


The figure is identical in appearance to Sigmar himself and without word or will, you follow him towards the castle and wander inside. There are many wizards and clerics all readying for battle, as are numerous warriors, both Dark Elf and Human. None of them see you as the figure leads you through the halls to a door with two Dark Elf guards standing outside of it. The figure walks through the door and as though mesmerised you feel yourself follow.


You pass through the structure and find yourself in a large room with many casks and barrels piled throughout it. The large room reeks of gunpowder. The figure vanishes and you awake with a start, the acrid smell still firmly fixed in your nostrils while the path you walked remains vivid in your mind.


The first people they come across will comment on how they smell of strongly of gunpowder.

9/ The Doppelganger: The party encounters what appears to be the Emperor, but it is in fact a doppelganger sent by the Black King to pose as Heinrich and then cause as much damage as possible. The Generals are requested to grant an audience because a peasant has something of great importance to tell them.


A roughly dressed man enters wearing a wide brimmed straw hat. He is hunched over and reeks of manure. Suddenly he straightens to his full six feet of height and removes the hat in a bold sweep to reveal the bearded and unwashed visage of Emperor Heinrich X. The Knights immediately salute.

The Cover Story

The Electors: Dead or captured. We were ambushed as we made for Marienburg. I barely managed to escape. Some of the others may have escaped as well but I did not see them again.

His Attire: I had to bury my weapons and armour else risk being noticed and captured. They are near Marienburg. I shall have then retrieved after we have retaken the capital.

Recent Events: I have been taking shelter where I can, masquerading as a drifter and hoping not be harassed or recognised.

His Next Move: I shall clean myself, somewhat urgently, and then I will require a full report of all that you intend, and of recent events, troop numbers, strengths and so on. Once appraised of what my valiant Generals have gathered, we can crush the foe and restore the Empire.

Walkabout: After this, the Emperor will personally take a look around. Cheers go up and he shakes many hands and greets troops, nobles, and officers alike. The moral of the army rises considerably because the Emperor stands with them once more.

The next morning he is gone. When a servant comes into his tent, he kills them, adopts their shape, and leaves the camp to return to Maultark where he makes his report and gains his reward.


Only through serious suspicion about the Emperor will they be able to thwart this event.


The doppelganger knows the General’s names, but nothing of their history and this oversight can be used to cause serious concern as to his identity. With enough doubt raised by not being able to recall anything of their history together, they can further elevate doubt by calling in the Gravine and having her quiz ‘Heinrich’ about their childhood. This easily exposes the beast, and an Amethyst Mage can employ telepathy to verify without doubt that this is not the Emperor.


Once exposed, the creature begs for its life. It was uncovered hiding in Altdorf, just living a normal life, by the Chaos Cult purges that are so vigorously rooting out everything of threat to the occupation. Dragged before the upper hierarchy, it was promised freedom if it did this deed. It knows nothing of the castle, or any other relevant information. It can be executed, imprisoned, or set free as the party wish.


Similar promises offered to it – freedom, money, pardon, etc, may acquire its allegiance at your discretion. If so, it did not acquire enough of a detailed look to impersonate the Black King, but it did make sure to gain familiarity with the Black Rook of Middenheim and the Black Rook of Altdorf.

10/ The Emperor Arrives: The real Heinrich turns up.


An armoured column moves onto the road ahead. There are Knights of the White Wolf and these red armoured and wolf pelt cloaked warriors are led by the Grandmaster of that revered order. He is huge man with a massive pale beard, a bald head, and one eye. He cradles his huge warhammer across his lap and rigidly salutes.


There are also a number of Reiksguard and at their head can be seen the figure of Reiksmarshall Kurt Helborg. There are other Knights present in this elite force. The Order of the Griffon follow in the path of Grandmaster Manfred von Raukov, who rides an armoured war Griffon. Beside him, on another plate mail embraced Griffon of immense size is the Emperor himself. He is a little unshaven but still wears the amour of his office and bears his enchanted sword ‘Skavenslayer’ as well as his Runefang.


Heinrich’s champion, the ever-solemn Ludwig Schwarzhelm is on a magnificent warhorse that trots at the side of the monstrous winged beast. The Sword of Justice is in his hand as is the banner of the Emperor. Also present within the force of Knights can be seen Emmanuelle von Liebewtiz, Leopold von Bildhofen, and the hawk bearing form of Aldebrand Ludenhof.


There is another man with the heraldry of an Ostland noble with a large ornate bow, and an Averland noble in extravagant finery of silks and velvets. They each bear the Runefang that marks them as genuine Electors of the Empire.

If the doppelganger was not uncovered, confused shouts start to go up as the true and undeniable appearance of the Emperor is passed down the column.


The Imperial Griffon, Deathclaw was rescued by a loyal retainer and was the mount of his predecessor - Karl-Franz. With Deathclaw, Heinrich was able to fly and gather those he now travels with. He will introduce Valmir Von Raukov, the unofficial Elector for Ostland, who is the man with the bow. Also, there is Marius Leitdorf, the Elector of Averland.


Marius giggles, and his eyes are wild as he mumbles repeated phrases. They all express their pleasure in finally meeting the Generals of the rebellion.

The Other Electors

In the meeting that follows, the fate of the Electors is sought, and if not by the party, then by the rest of the command.

Grand Prince Hals von Tasseninck of Ostland: ‘He was slain when we encountered a Dark Elf patrol that was seeking our hides. A dammed poison bolt caught him in the arm. He had little will to live because his family never made it out when the province fell. They were captured and executed and Tasseninck was never quite the same after hearing that awful news.’


Heinrich chose Von Raukov because they are a family that have battled the dangers of Ostland throughout the years and are experienced leaders and fighters, and that is what the Empire will need now and in the near future. Manfred Von Raukov is much like his father. He is a tough ruler whose vigilance has kept Ostland fairly safe for many years. He is also a close friend and loyal to Heinrich. He will need that backing to pull the Empire together once they are victorious.

Grand Countess Ludmilla von Alptraum of Averland: ‘Her family perished during the capture of Averland and the days and nights in the wilderness were too harsh for her. She was an aged lady and the cold finally finished her.’


He chose the Leitdorf’s because they are a strong family, loyal to their people and to their Emperor. He needs that. Marius is a man with a keen mind and a swordsman of great skill. He is ingenious and crafty, traits that will aid well in establishing order after the war ends. He may be a little ... eccentric, but his redeeming characteristics more than make up for it. His unquestioning loyalties to the throne make him the ideal candidate.

Grand Baroness Etelka Toppenheimer of Sudenland: ‘She was hit in the leg with an arrow. The wound became infected, and we were forced to leave her at a safe place to recover. We sought to lead the enemy away from her, and she should still be at a location near Marienburg. Her fate is not known for certain.’

Elder Hisme Stoutheart: ‘We ran into a Halfling unit in hiding. Hisme chose to remain with his people. He has not been seen since.’

The Doppelganger escaped: The Emperor and Electors will be concerned that the enemy now have a comprehensive report on their status. There is little to be done now, they must accept the matter and move on.

Killing the Queen: They will be awed to see the sword of Khaine, and astonished that they intend to go in and kill a Goddess. Thyrus will promise them potions to assist them and will manage to rustle up some toughness, strength, and most importantly, potions of flight.

PART 10: THE EVE OF BATTLE

Arrival
The army marches out onto the plains that surround the Imperial capital. Away from the sedate city, there is a small hill that is ringed with tall monoliths. The hill bears a dark and ancient Elven fortress. Arrayed before it is a huge army comprised of Boar Boys, Wolf Riderz, Spider Riderz, mounted Human and Dark Elves, Orcs, Goblins, Forest Goblins, Night Goblins, Giants, Black Orcs, Squigs, and Trolls. It is a seething mass of armour and weapons that flows around the castle like a living moat. The clang and screech of weapons being sharpened and manufactured rings out and hundreds of campfires send lines of dark smoke into the sky.


The army is some two miles from the foe, and after a stretch of wide-open fields, the land becomes hillier.

Additions to the army gained during the march for Altdorf.

1200 Spearmen

200 Greatswords

1400 Swordsmen

500 Halberdiers

40 Handgunners

800 Crossbowmen

Making Preparations

It is around 6 p.m. so there is no time available to start the battle. The enemy are about two miles away when they see the fortress and a meeting in the command tent is quickly called.


The leaders of the Empire and Kislev are gathered before a map of the terrain. Emperor Heinrich stands with his ever present and watchful champion. The Electors are all present, each with their Runefang at their side. The rest of the leaders and powers have clustered together into factions of faith and force.


The Tsarina of Kislev has General Meerov and a number of Ice Mages standing with her. The gaunt figures eye both the map and the Imperials with caution because there is considerable tension in the air.


General Augeschulzen of Talabheim stands with General Schwermutt. The Grand Theogonist has High Priest Aglim with him and the Grandmaster of the Order of the Griffon as well as several of his greatest commanders.


The Supreme Patriarch and Wizard Lord Geheimsekte of Talabheim stand with Janna Eberhauer to represent the interests of magic. Ar-Ulric and High Priest Heiligmann have the Grandmasters of the Order of the White Wolf and Knights Panther close by, along with Captains Schmiedehammer and Steil. Captain Kessler and Lafarel are also present and stand well back to represent the Middenheim Rangers and refute association with any major power. It is clear that the Elf and the former outlaw have no great desire to contribute to the pressure.

There are two choices…

Dig In: The army may make preparations and defences where they are, on the plain.

Move In: If they move in, they can access the hills and deploy their war machines with greater ease, but so can the enemy.

Battle Tactics

The Middenheim Rangers: ‘We can use the Rangers to precede the large infantry advances and whittle down some enemy numbers,’ suggests Valmir Von Raukov of Ostland.


‘With all due respect…sir, my men are not a missile shield. We would be better deployed in a manner that would capitalise on our abilities,’ replies Rallane.


‘And what would you suggest, Captain.’


‘Well, if we start out soon. I can get my men around the enemy and into places of concealment. When the fight starts, we can attack from the rear. We could attack the crew of their war machines, or anything else of importance.’


‘You think you can achieve this?’ asks the Emperor.


‘We have done it before, sire. My men are experts in concealment and are master shots. You can rely on us being there.’


‘How will you escape?’ asked Schwermutt.


‘And what if you do not show up?’ sourly adds Volkmar.


‘If we are not there it’s because we’re dead. If we make it, we can escape the same way we arrived, not that we should need to, for we have to be victorious here, do we not?’


‘Well put, that Elf. May Ulric watch over your actions, Captain,’ declares the Grand Master of the White Wolf.

Captains Lafarel and Kessler will personally lead this mission and head out after stationing a number of Rangers in the hills that will prove very valuable before the night is out.

Flagellants: Inspired by the Rangers bravery, and also not wishing to look diminished before it, Volkmar has another tactic.


He has followers (about ten) who have suffered such grief and trauma in the last years that they seek only death and vengeance. Even for flagellants they are a little too suicidal. Goblinoids are none to smart and are exceedingly rash. If these individuals charge across the battlefield, they can be of use in one of two ways.


Either they can be loaded with explosives, or furnished with a spell ring containing something like Conflagration of Doom or a similar devastating spell. If they make it to enemy lines, they detonate themselves. If armed with a spell ring containing ‘arrow invulnerability’ it could also ensure they reach enemy lines. However, magic could still take them down, and that would waste the potentially invaluable artefacts.


Alternatively, if they are given something that only appears to be lethal, for example a large ornate orb that looks like some fell magical artefact. It could then have ‘glowing light’ cast on it to make it seem enchanted and active, then in all likelihood the greenskin archers will concentrate their fire on these individuals. Hundreds, if not thousands of arrows will seek single targets rather than pound massive regiments.


The Goblins are more likely to fall for the ruse, and Night Goblins will be especially easy to coax into the trick because they themselves use suicide troops in the form of Fanatics. In fact, Night Goblin regiments may actually deploy their Fanatics to ward off this danger running towards them, removing these threats ahead of the main advance.


The effectiveness of these tactics is up to the GM. 

The Elves of Ulthuan

A Knight hastily enters and bows before saluting. ‘Sorry to intrude, Lords and Ladies, but the eastern sentries report a large force heading straight for us. They will be here within the hour.’


The assembled leaders suspect a Night Goblin raid that will capitalise on their excellent vision in darkness. The army is called to arms, and the party can make some hurried preparations and plans.

One hour later…


A huge force of glittering armoured forms emerges into the lights of the camp. High Elf Silver Helms ride upon sleek steeds, their lance tips gleaming like lanterns in the weak light.


Grim faced Dragon Princes of Caledor ride beside them. Their incredibly ornate armour and that of their mounts is of such craftsmanship that it seems to transform them into reptilian beasts of most frightening appearance.


In the wake of the cavalry come dense ranks of archers and spearmen, their weapons as keen and beautiful as they are deadly. Their banners and pale robes flap in the breeze and their burnished amour shimmers as though enchanted.


There is a column of Swordmasters who bear wicked greatswords of fearsome visage and unparalleled construction. Within the ranks of these armoured sentinels sit serene Elven Mages who ride on horseback. The ancient masters of magic wear eldritch amour and bear equally ferocious weapons that flick with arcs of power. At their head rides the High Loremaster, the Mage Lord Teclis himself with sword and staff at hand.


At his side, on a magnificent beast that is clad in ancient and splendid armour is his twin brother – Tyrion, the Champion of the Everqueen.


Suddenly there is a gust of wind and a Dragon flies overhead with an armoured Dragon Prince riding upon its back. A moment later, there is another aerial disturbance as a huge Griffon swoops down and spreads its wings. There is a flurry of buffeting wing beats and the monster settles onto its huge lion paws. A stark-faced Elven warrior dismounts and pets the massive creature.


The column halts and from their ranks emerge Tyrion and Teclis. The Mage Lord stops before you and speaks.


‘We are here to aid the Emperor Heinrich. May we make camp and attend your war council?’


‘Of course, Lord Teclis,’ begins the Emperor, ‘You are mo-’


‘Thank you,’ brusquely snaps the High Elf and then turns to the column. ‘Make Camp!’


Tyrion gives a small smile and moves forward to shake the hand of Heinrich. He speaks with more friendliness than his icy twin.


‘The Phoenix King of Ulthuan has sent us to assist you against the forces of Xakishia. I regret that we could not have come sooner, but the dark breed of Naggaroth were not dissuaded from attacking when your Generals there thankfully stopped the Chaos Incursion and saved us all from certain doom.’

If the party have not previously mentioned this fact, there will be amassed gasps from the Human forces and all eyes will turn to them with renewed awe and astonishment.

A New Meeting

How Many Troops Do You have?: Four hundred Silver Helm Knights. Two hundred Dragon Princes. Eight hundred archers with longbow. Eight hundred spearmen. The Caledorian lord – Imrik, with his Dragon ‘Firestorm’. Lord Eltharion will also be fighting with us, for he has reason to believe that Grom the Paunch still lives and will be present on this battlefield.

How Many Mages Do You Have?: Teclis insipidly answers that there are twenty Mage Lords, all skilled in all the Colours and, of course, in High Elf Magic. They are defended by two hundred Swordmasters

How Did You Get here?: Their ships arrived in Marienburg where the enemy ships were sunk and the troops driven away before they marched for the Empire.

Potions: They have brought a supply of potions for their use. They have many potions of strength and toughness, as well as healing. More importantly, they have a small cache of potions of leadership to ensure that the ranks stand firm, and for those who wish to lead the fight, there are potions of invulnerability.

There are enough to furnish all persons listed as having consumed a potion to do so. There are also enough to give the party a strength, toughness, leadership (all skills for mercenary Captain, and +20 fellowship and leadership for 3d6 minutes), and invulnerability (immune to non magic weapons for d6 x 10 minutes). Of course, they may wish to employ them early for use in the castle.

Retrieving the Sword

Tyrion then looks considerably more serious and speaks with a distinct nervous edge to his voice.


‘There are other matters that bring us here. We know that the Sword of Khaine has been drawn, and that forces of Law that are keeping this most apocalyptic force in fragile inactivity. We ask that you relinquish the blade after the battle so that we may return it to its resting place.’


The Elven Prince will be insistent that this is done. Tyrion will most regrettably state that if necessary, Ulthuan will be prepared to use force. It is a final resort and one that they would hope to avoid, but the sword cannot be allowed to remain free, even if it means war between Ulthuan and the Empire.

The Watchstones

Secondly, we ask that you surrender the stolen Watchstones so that they may be restored to their positions and continue their function. If they are left here, they will gather the Winds of Magic but not channel that force anywhere. This will cause storms of mutating power to infect everything within many miles of them. Altdorf will become a place of horror that will make Praag pale by comparison.


This is for the benefit of the Empire, if they want to keep them, then so be it.

The War Crown of Saphery

They stole the crystal: Teclis speaks tonelessly. ‘By using other means, the vandalism was repaired and the crown restored to full strength, though at considerable inconvenience, risk, and cost.’

They stole the whole thing: ‘We ask that you return that which was stolen. The crystals have been utilised. The crown may be revived and we have constructed a temporary replacement. However, the heirloom is the property of Ulthuan.’

If they refuse, Teclis will glare at them and promise to settle this matter at a later date.

The Night Goblin Midnight Massacre

Night Goblins are not too bright, brave, or strong, but they have excellent ability to see in the dark. This does not normally enter play, but tonight, the Black King will send a sizeable force to conduct a pre-emptive strike on the camp of his enemies.


Units of seventy Night Goblins crush together to hold a Fungus Brewed Fanatic at their heart. They are scuttling across the hills and will rush the camp, releasing their Fanatic and then follow the whirling dervish so they can run through the camp, catching the enemy out of armour, in bed, and by surprise. However, the Middenheim Rangers are lurking in the darkness after having been ordered abroad by their Captains who suspected such a ploy. When the advance begins, they swiftly rush back and raise the alarm.


Middenheim rangers are rushing through the camp bellowing ‘Night Goblin raid. Fanatics. Coming at us from the Fortress! To arms!’


Thanks to the efforts of the rangers, the army has one full turn to do something. If the Generals call archers and missile fire to the front, they will halve the casualties that stand as follows.


45 Swordsmen, 120 Crossbowmen, 55 Greatswords, 60 Bowmen, 120 Spearmen, 30 handgunners.


There are seven hundred Night Goblins and ten fanatics. If the party intervene, they will save more lives the more of the foe they personally despatch. Killing a Night Goblin saves 0.4 lives, a fanatic saves 10 lives.


The event ends when the High Elves charge in and cause the Night Goblins to flee from fear. The Rangers can reveal that Captain Lafarel and Captain Kessler personally ordered them into the hills to ward against just such an eventuality before they continued on to acquire positions for tomorrow.

PART 11: MAULTARK

This part covers the quest to slay the Black Queen. As they enter Maultark to destroy Xakishia and the reactivated Slaan Warpgate, they will have the opportunity to cause other havoc as well prior to the battle.

Flying In

There is one significant blind spot that the party can exploit to fly in and land on location 1. If they come in from the east towards the belfry, the tower on the other side will not be able to spot them.

The Enemy Camp

First, the party must get passed the army that is camped outside. This will be easier if they have preceded the army by at least four days. All intelligence tests and penalties are dropped by 3 for every day ahead of the army they come (maximum of one week – minus 24).

Disguise: Due to the lack of any Ogre forces in the army here, if Golthog approaches they will immediately attack and seek to kill or capture him because who else could it be but the Ogre General. Humans are rare and the patrols and sentries gain +10 on their intelligence. A declaration that they are survivors of a battle negates this with ease. If the army is within four days of Maultark, the intelligence tests are all raised by 30 with regard to Humans.


If they are with Schlagen, she will use her natural manipulative and deception skills to ensure that they get passed all defences on the way to the Fortress.

Patrols: There are many patrols of six alert Orcs that wander the area. A sneak gets passed them (-40 daylight, -10 night, normal if they have nightvision themselves). If they are disguised, the Orcs will halt them if they make their intelligence test. Another one is permitted upon hearing their story.

Sentries: Sneaking past is at –25 due to the sheer number of sentries and their keen nightvision. Characters with nightvision themselves may reduce this to –15. Sentries are alert. If they are to be bluffed, intelligence tests are required as normal.

The Camp: Sneaking through the enemy camp is extremely hazardous. Sneaking to the castle gates or wall requires 5d10 sneak tests, each at –d3 x 10% due to the sheer volume of forces present. An average initiative of 30 is adequate for the enemy.


Disguise gains 5d10 intelligence tests at an average intelligence of 30. A failed roll results in enquiry whereupon a new test is allowed but at +15 due to the heightened suspicion. Humans receive the same penalties as before.

The Gate: The main gates have eight Dark Elves with an extra sergeant and Captain. They are here to keep the Greenskin troops out. Only Dark Elves, officers, and spellcasters may enter.


The Dark Elves gain no added bonus on their intelligence but their questions are more probing. Due to the constant stream of survivors, there is no password.

Emmanuelle’s Bluff


‘What do you want here?’ asks the Dark Elf Captain.


‘I am Emmanuelle Schlagen, agent of the Black King himself. My work within the rebel army is complete. His wise and cunning plan to turn Ulrican and Sigmarite factions against each other with the false child supposedly sired by Ar-Ulric succeeded. That fool Volkmar was as easy to manipulate as the Black King suspected. I also come to report the murder of the Middenheim General in addition to a number of officers and war machines. Now stand aside, my time is short and my guards and I need an audience as soon as possible.’


This results in automatic and unquestioned entry. However, Emmanuelle only knows the official locations in the castle, such as the throne room and war room. She does not know anything of the depths of the castle or how to access the Warpgate areas.

There are two options with regard to Schlagen.

Removing the Head: She goes straight to the study of the Black King and is granted entry. He recognises the PC’s immediately and uses the lever under his desk to open the secret door before committing to the fight. The door gives him a place to retreat to if he is being hard pressed, and also allows the party access to the vital areas where they can fulfil their quest.

Sneaking About: If you wish to be generous, she may profess to the guards the need to access the privy and by heading there, she enters the servant quarters (location 63) and acquires spare uniforms. She then suggests that the party stash their armour and other bulky items in a privy, lock the door, climb out, and then move about the castle as a team of cleaners. With the privy door locked, it will be assumed that it is occupied, or that it is broken, keeping their items safe.

Captured
Unless the party is giving them real trouble, most guards will seek to acquire reinforcements and strike to stun. If they gain prisoners then they can find out what they were doing, if there are any more of them, and also, what they know about the castle.


If the party is taken alive, they will be stripped of equipment and placed in cells to await torture. If they have Emmanuelle on their side, she will explain her way out of the situation (after all, she did manage to swindle the Generals of the army into the castle to be caught.)


She realises that the forces of Xakishia are indeed going to fall and does more to try to ensure her survival. She kills the guard, sets the party free, and shows them to the torture chamber where their equipment awaits them. The Dark Elves were going to have them betray all, and then confess any command words, potion effects, and all other secrets relevant to their equipment so they might be redistributed and used to further the enemy goal.

Windows
All are large, with thick panes held in an ornate lattice of incredible detail. None of them open as this was a coastal fort and that would permit the elements inside.

Lighting
Ornate silver oil burners of Elven design light all interior locations.

Doors
Toughness: 4, Damage: 10, Complexity rating: 40.

Noise
There are many thousands of surly and rambunctious goblinoids all around the castle and they constantly fight, brawl, and argue, sharpen, modify, repair and engineer new weapons, armour and equipment. This creates a steady normal noise that means that even loud noises do not carry far and become even harder to pinpoint the origin of. Should it occur, combat and spellcasting no longer echoes down the halls as it should but rather gets obfuscated by or hidden within the greenskin cacophony. Rather than leave their post, sentries and guards will send a portion of their number out to investigate what they ‘may’ have heard to verify that it’s not just another particularly loud external outburst that sounds as though it came from within the castle.

LOCATIONS
1. Tower Roof

This area is the highest point of the castle and it permits a spectacular view of the region, and of nearby Altdorf. The area is open and the battlements are so old and weathered that they have been worn almost completely away. A huge flagpole reaches high into the sky and bears a huge black banner with the symbol of Xakishia upon it.


There are no guards out here because of the high altitude winds that would carry them off the perimeter. The trapdoor is bolted and barred from the inside.

2. Watch Post

This room has several large windows. It also has six Dark Elves plus a sergeant and Captain in here keeping watch through the windows and to facilitate this, the Captain has a telescope. If anyone comes in through the trapdoor, they will attack. If they are taking loses they will seek to flee downwards and raise the alarm. The reason they do not flee earlier to warn the others is that it is assumed that any spellcasters trying to come in and cause that eventuality are doing so to create a diversion, lure troops up and weaken the ground levels.


Those capable of flight are hardly the most virulent warriors, and anyone coming in on a war monster will be spotted by the camp or battlements and fired upon. Thus, a wizard diversion is the logical, albeit flawed conclusion.

3. Guard Room

There are sixteen beds in this chamber with wardrobes and chests situated between them. Racks on the walls hold shields, spears, swords, and ornately carved crossbows with quivers of bolts that are all decorated with symbols of Xakishia.


Six Dark Elves plus a sergeant and Captain will be in here. They will be asleep or resting after their watch in the chamber above. The chests hold spare blankets and some meagre personal effects. The wardrobes hold spare uniforms. There are sixteen shields, spears, swords, crossbows, and quivers of 30 bolts. The Captain’s chests each hold a vial of three doses of snake blade venom.

4. Wizard Library

This chamber has numerous shelves stretched throughout it, all of them laden with thick leather bound tomes. In the centre resides a long table with chairs placed around the edge and several heaps of books along with some ornate golden oil lamps atop it.


The books are grimoires that have extensive listings from every field of magic. The Dark Elves and traitor wizards raided depositories of lore and learning and also liberated the more diabolic tomes from their hidden vaults. The books have spells and vital career information for Battle Magic, Illusionism, Daemononlogy, and Necromancy. There is also extensive material on Battle Magic Runecraft.

5. Bell Tower

Six large bells hang here and each is covered with worn Elven symbols and patterns. The ropes reach down to area 6.

6. Bell Ringer

This area has large windows with coloured panes that create the rune of Xakishia. Banners hang on the walls and the guard barrier that looks down into the chapel is made from Human skulls. Ropes are curled on the floor and reach up through the tower to access the large bells at the summit. There are also several plain cots with thick blankets set to one side.


The beds are for war monster riders to sleep on if they do not have time to return to barracks or quarters before they are due to leave. There are currently two Dark Elf Captains sleeping here. They have pushed cotton in their ears so that they are not woken by any religious services. They have been patrolling and are getting a few hours rest before continuing.

Black Bishop Quarters


The cleric assigned to Morglum Necksnapper’s Army.

7. Bedroom (locked)

This room has a large double bed with dark sheets embroidered with the rune of Xakishia and swirling Dragon designs. There is also a study desk with several drawers and it bears a pot of ink and numerous quills as well as an oil lamp. An ornate wardrobe has a matching dressing table beside it and there are also several small chests.


The wardrobe contains spare robes and other clothing. The chests hold blankets and some personal effects. The study desk holds paper and extra ink. A search of the room will find a purse of 100 GC, a potion of healing, a throwing dagger that is a bane versus Goblins, and a cloak of toughness +1.

Black Bishop Quarters

The Cleric assigned to Grom’s Army.

8. Study (locked)

This chamber has several large armchairs around a table that bears two curling gold candlesticks of Kislevite design. Eight black candles reside on it and emblems of Xakishia have been embossed down their sides. There is also a large book and a silver tray with some crystal goblets and a bottle of wine set upon it.


To one side is a large desk with several drawers. On one wall is a large symbol of Xakishia that is moulded from gold and has rubies set across it.

The book: a history book detailing the invasion of Grom the Paunch through the Empire. It covers dates, significant events, battles, opinions on what was and could have been done about the attack and much more. The Black Bishop was studying up on the Warlord before being assigned to his province.

The wine: A fine Elven brew for special occasions. It is not open.

The desk: Extra paper, quills, and other writing paraphernalia. There is also a purse of 75 GC and a loaded pistol.

The symbol: enc: 250. The rubies are hard to pry out and the whole thing would be worth 2000 GC once scrapped.

9. Bedroom

This chamber bears a simple bed for one person with satin sheets of crimson. There is a wardrobe with mirrored doors and several weapons are mounted on the wall. There is a large chest at the foot of the bed and the floor is covered in furs.

Wardrobe: Extra robes.

Weapons: A two handed warhammer with emblems of the order of the White Wolf on it. It has +2 damage and is a bane weapon vs. Chaos creatures. It was taken from a Kislevite Knight Commander. There is also a sword with Middenland insignia and the power of mighty strike. There are also two swords with the heraldry of Knights Panther Captains that are not magical.

Chest: Holds sheets and some extra pillows.

Black Bishop Quarters


The Cleric assigned to Erengrad.

10. Study

This room has a large desk in the centre with a tall backed leather chair placed behind it. Atop the desk are piles of papers and two oil lamps.


The walls have banners of Xakishia as well as several weapons. There is also a glass case mounted to one side with a huge heart shaped ruby in it.

Desk: The papers are shipping reports. The drawers hold writing instruments and spare paper.

Weapons: A Horse Archer Captain’s crossbow of might (ES: 6), a spear (+1 damage), the sword of a Winged Lancer (+10 weapon skill), and a Dwarven axe with a Master Rune of Dragon Slaying.

Ruby: This is a Heart of Woe. If the bearer of the heart dies, the ruby shatters into fragments that explode outward. Everyone within a radius equal to the bearers original wounds score takes a hit at the bearer’s strength +d6. Because the Bishop travelled in friendly units and groups, he rarely carried this item.

11. Bedroom

This chamber has a large double bed with furs strewn across it. The walls bear shields from various Kislevite and Imperial noble houses. There is a wardrobe with the symbol of Xakishia painted on the doors and a small dressing table. A diminutive set of shelves bear numerous books.

Shields: A Middenland one has +1 AP, a Knight of the Blazing Sun is a shield of Charging, and there is a Knights Panther shield that is +2 APs.

Wardrobe: Spare robes, one of which is a robe of fire resistance. There is also a pair of boots of tracelessness.

Books: Written in Slavic and Reikspiel they are a series of historical tomes, guides, and gazetteers of Kislev and especially Erengrad.

12. Tower Roof

The area is open and the battlements are so old and weathered that they have been worn almost completely away.


The trapdoor is bolted and barred from the inside.

13. Watch Post

This room has several large windows and has six Dark Elves plus a sergeant and Captain in here keeping watch out through the windows. The Captain has a telescope. If anyone comes in through the trapdoor, they will attack. If they are taking loses they will seek to flee downwards and raise the alarm.

14. Weapon Store

This chamber has sixteen spears and sixteen shields with the symbol of Xakishia on them. All the items are placed on a rack on the wall.

15. Barracks

There are sixteen beds in this chamber with wardrobes and chests situated between them. Racks on the walls hold shields, spears, swords, and ornately carved crossbows with quivers of bolts. Everything is decorated with symbols of Xakishia.


Six Dark Elves plus a sergeant and Captain will be in here. They will be asleep or resting after their watch in the chamber above. The chests hold spare blankets and some meagre personal effects. The wardrobes hold spare uniforms. There are sixteen shields, spears, swords, crossbows, and quivers of 30 bolts. One of the Captain’s chests holds a potion of strength.

16. Wizards Dining Hall

This chamber has two long tables down the centre, each with many soft opulent chairs situated around it. Golden oil lamps line the tables and there are sets of gold cutlery and several bowls with an assortment of fruit in them.


There will be several Wizards and Mages both Human and Dark Elf in here eating.

17. Meditation Lounge

This room has a number of large soft cushions upon the fur-covered floor. There are also some long opulent couches, and some deep accommodating armchairs. Low tables have silver trays and golden oil lamps on each of them. There are also several incense burners and lamps with tinted glass shields.


There will be a number of Human and Dark Elf Mages and Wizards in here, meditating to recover their powers before returning to work and research two floors down.

18. Vestry

This chamber has numerous sets of clerical robes set along the walls. The dark vestments are embroidered with silver symbols of Dragons and skulls along with the rune of Xakishia.

19. Black Bishop Quarters (locked)

This room has four large beds, each with carved wooden wardrobes and a set of shelves beside them as well as a chest at their foot. In the corner, there is a shrine that depicts a pair of rearing black Dragons on either side of a beautiful Elven woman in eldritch platemail who bears a serrated greatsword.


These quarters are assigned to the Black Bishops of Praag, Middenheim, Talabheim, and Kislev when they visit the Castle. The chests hold spare blankets and pillows. The wardrobes are empty. The shelves hold books that have much detail on the city they were each assigned to take over and govern.

20. Outside Corridor (locked)

The walls that flank this outdoor path have been worn away by the elements. The lost stone has been replaced with piles of Human skulls that are mortared together to create new barriers.

21. Balcony

This area has many banners of Xakishia draping down towards the floor. The balcony itself is made of dark stone and has emblems of Dragons wrought in silver along it. A silver skull oil burner lies on each corner and releases a tall flickering flame. The windows have stained glass depictions of Dragons and that of an Elven woman in ornate and sinister platemail. She is incredibly beautiful but her radiance is dark and sinister. She bears a huge serrated greatsword that drips with gore.

22. War Monster Stable

There are four stalls in this room and they hold two Imperial Griffons and two Imperial Hippogriff. Each has a thick metal collar locked around their neck. There is a ladder by the northern opening in the floor that allows access down into the chapel. There is also a large bucket with a rope attached to it.


The bucket accepts food for the beasts and also hands the remains down to be cast into hole in the chapel. From the army list of Xakishia, they belong to the two Dark Elf Captains asleep upstairs, the Dark Elf Mage Lord, and a Black Knight. If stolen, these troops are relegated to foot or horseback.

23. Perch

This area allows the flying war monsters to land and take off. If the command word ‘Illuminate My Ascent’ is spoken, the enchanted gargoyle lights up and provides the radiance equal to about six lanterns for take off at night.

24. The Chapel of Xakishia

This massive hall has banners of Xakishia hanging on the walls between banners of Imperial and Kislevite noble families. In each corner, there is a ten-foot tall statue of a rearing Dragon in ornate armour with the rune of Xakishia and skull designs carved into it. From their wide maws pours a column of flickering flame.


The eastern area rises up via a flight of six steps to access an alter of gold and jewels and a gold lectern that is shaped like a Dragon with wings spread to bear a massive leather bound tome.


In the northern corner, there is a large pit in the floor with a chain guardrail around it.


There will be two Dark Elf soldiers standing on either side of the altar, which has traces of blood on it from sacrifices. The remains of these murders are dropped in the pit.


The book is a series of grandiose tellings of the battles Xakishia has won and of other bloated and exaggerated triumphs.

25. Antechamber

A large marble statue of an Elven woman of great beauty dominates the northern part of this chamber. She is clad in flowing robes and at her feet is a large bowl with gold crowns and gems heaped within it.


There will be two Dark Elf soldiers and two sergeants standing guard here. In the offering bowl there is 384 GC, and 750 GC in gems (15 enc) present, which has been deposited by visitors seeking blessing before entering the main chapel.

26. Barracks

There are twenty beds in this chamber with wardrobes and chests situated between them. Racks on the walls hold shields, spears, swords, and ornately carved crossbows with quivers of bolts all decorated with symbols of Xakishia.


Eight Dark Elves and two sergeants will be in here, asleep, or resting after their watch in the chapel or antechamber. The chests hold spare blankets and some meagre personal effects. The wardrobes hold spare uniforms. There are sixteen shields, spears, swords, crossbows, and quivers of 30 bolts.

27. Quarters of the Human Clergy

There are around sixteen beds in this large hall and there is a wardrobe placed between each along with a large chest situated at their feet. Everything is carved with Dragon emblems and the symbol of Xakishia. At the far end of the room is a shrine that depicts a massive black Dragon curled around and looming over a fierce looking Elven woman in ornate and eldritch amour.


Twenty Neophytes, eighteen Acolytes, and eighteen Prelates are in here resting, meditating, or praying to Xakishia for new power and strength. They have their listed possessions and not much else.

28. Guard Area

Two Dark Elf guards with crossbows are stationed in here and one of them has the key to the gate. They only allow passage to clergy and other Dark Elves.

29. Dark Elf Clergy

This large room has sixteen bunk beds spaced throughout it. Each has a locker between them and a chest at the foot. The far wall has a shrine depicting a rearing Dragon with the symbol of Xakishia on its chest. From its roaring maw emerges a steady amber flame.


16 Prelates and 16 Acolytes are stationed here. The chests hold spare linen and a few minor personal effects. The lockers hold spare robes and their battle items. The shrine has a built in oil burner and is never extinguished.

30. Dark Elf Clergy

There are ten plain beds in this chamber and a number of lockers along with several chests, all of which are extensively carved with the symbols of Xakishia. A set of shelves holds some books and there is a banner depicting the rune of the Black Queen hanging on the wall.


10 Bishops dwell here. The books are legends on Xakishia and other dark theology. There are also some treatise on Undead and Daemons, and a few guidebooks to life in the Empire. The battle items of the residents are kept in the lockers.

31. Dark Elf Clergy

There are two large and four posted double beds with expensive covers in here. There is also a large wooden wardrobe and a dressing table. A bookshelf bears many tomes and there is a small shrine on a table that depicts a radiant Elven woman in malevolent platemail with a two handed blade raised over her head. A number of black candles burn all around it.


2 Arch Bishops live here. The wardrobe holds spare robes along with their battle items. The books cover a wide range of theological topics, guides on the Empire, on language, and a few token books that look at Bretonnia.

32. The Boiling Room

This chamber holds several stoves and each has a large pot placed atop them. They all bubble, simmer, and rattle their lids. A pile of firewood is heaped in the corner and there is a table with chopping boards and an array of various knives and small picks. Every utensil is gore encrusted and the room reeks of over-boiled meat. The northwest corner drops into a chute that accesses an iron door. A chain that reaches up to a small winch operates the hatch and the floor of the chute is stained with blood.


The heads of sacrifices are stripped of flesh that is thrown down the chute to be incinerated. The skulls are then boiled to remove all tissue. There are around twelve Human heads currently bubbling away.

33. Hall of Skulls

The walls of this hall are stacked high with solid rows of Human skulls along with a few Elf, Dwarf, Halfling, and Goblinoid ones as well.

34. Trophy Corridor (locked)

This corridor is lined with many shields, weapons, and banners of various Kislevite and Imperial nobility, provinces, and regiments.


These are trophies taken by the Black Rooks in battle. Most of them are non-magical, but there are a few exceptions.

Warhammer (Imperial White Wolf): +2 damage, +20 leadership.

Sword (Kislevite Ice Mage): +2 armour points protection, Freeze attack.

Two Handed Sword (major of the Carroburg Greatswords): +10 initiative, Bane vs. Goblinoids.

Longbow of Enchantment: arrows counts as magical.

2 x Repeater Pistols (Nuln Steam tank Commander).

Hochland long rifle.

Helm (Talabecland noble): +2 armour points.

Helm (Reiksguard Captain): +1 armour point, Protection vs. fear and terror.

Shield (Nordland noble): +1 armour point.

Shield (Ostermark noble): +2 armour points.

Buckler (Knight Panther): +1 armour point.

35. Bedroom of the Black Rook of Middenheim (locked)

This chamber bears a large double bed that is covered in furs. There is a wardrobe, a dressing table, and a frame to hold armour. All are constructed from dark wood and are elaborately carved with extensive patterns that incorporate skulls, Dragons, and the rune of Xakishia.


The floor has several large pelts spread across it. To one side is a small shrine that depicts a beautiful Elven woman in flowing robes who stands proudly atop a pile of skulls and carries a gore flecked serrated greatsword.


There is also a small desk with a large soft chair before it. Atop the desk are two oil lamps, some quills, and a pot of ink. There is a set of shelves placed before it that bears many books.


There are many grimoires for Battle and Dark magic spells, as well as some notebooks that detail new spell concepts and magic items. There are also a number of books that detail the history, architecture, layout, customs, politics, and everyday life of Middenheim.


A search will reveal two scrolls of Dispel Magic, one of Malediction of Nagash, and another of Transformation of Kadon. There is a robe of toughness +1, and two purses of 100 GC.

36. Bedroom of the Black Rook of Talabheim (locked)

This chamber bears a large double bed that is covered in fine sheets. There is a wardrobe, a dressing table, and a frame to hold armour. All are made of dark wood and are elaborately carved with extensive patterns depicting screaming faces and curling waves of fire. The floor is carpeted in blue.


To one side is a small shrine that depicts a beautiful Elven woman in ornate but diabolic amour that is standing atop a pile of skulls. There is also a small desk with a large soft chair before it. Atop the desk are two oil lamps, some quills, and a pot of ink. There is a set of shelves that bear many books to one side.


There are many grimoires for Battle and Dark magic spells, as well as some notebooks that detail new spell concepts and magic items. There are also a number of books that detail the history, architecture, layout, customs, politics, and everyday life of Talabheim.


A search will reveal a striking ring and a purse of 78 GC. There are also two scrolls of reverse spell and another of blast.

37. Bedroom of the Black Rook with Haupt Anderssen (locked)

This chamber bears a large double bed that is covered in satin sheets. There is a wardrobe, a dressing table, and a frame to hold armour. All are constructed from dark wood and they are elaborately carved with extensive patterns depicting skulls and Dragons. The floor is covered in thick purple carpets. To one side is a small shrine that depicts a beautiful Elven woman in ornate but diabolic armour with a Dragon rising behind her.


There is also a small desk with a large soft chair before it. Atop the desk are two oil lamps, some quills, and a pot of ink. There is a set of shelves that bear many books next to it.


There are many grimoires for Battle and Dark magic spells, as well as some notebooks that detail new spell concepts and magic items. There are also a number of books that detail the history, architecture, layout, customs, politics, and everyday life of Hochland and Ostland.


A search will reveal a set of gloves of resource and two scrolls of hammerhand, and another of aura of invulnerability and one of raise dead. There is also a potion of cleverness and a Battle Magic Rune sword with Protection Rune and a Spell Rune of blast.

38. Bedroom of the Black Rook with Grom the Paunch (locked)

This chamber bears a simple bed that is covered in plain blankets. There is a wardrobe, a dressing table, and a frame to hold armour. The floor is covered with several embroidered rugs.


To one side is a small shrine that depicts a beautiful Elven woman in flowing robes with a Dragon rising behind her. There is also a small desk with a large soft chair before it. Atop the desk are two oil lamps, some quills, and a pot of ink. There is a set of shelves that bear many books rising before it.


There are many grimoires for Battle and Dark magic spells, as well as some notebooks that detail new spell concepts and magic items. There are also a number of books that detail the history, architecture, layout, customs, politics, and everyday life of Middenland and Nordland.


A search will reveal a set of gloves of nimbleness and potion of strength and charisma as well as scrolls of Arnizipal’s black horror, Witch flight, and Cure severe wound. There is a sword with a Battle Magic Rune of cutting and smashing, and a Lesser Death Rune against Goblinoids.

39. Bedroom of the Black Rook with Morglum Necksnapper (locked)

This chamber bears a double bed that is covered in fine sheets. There is a wardrobe, a dressing table, and a frame to hold armour. All are constructed from a dark wood that has been elaborately carved with sinister images and patterns. The floor is covered with several furry rugs.


To one side is a small shrine that depicts a rearing Dragon with wings spread wide standing atop a pile of broken bodies.


There is also a small desk with a large soft chair before it. Atop the desk are two oil lamps, some quills, and a pot of ink. There is a set of shelves that bear many books rising before it.


There are many grimoires for Battle and Dark magic spells, as well as some notebooks that detail new spell concepts and magic items. There are also a number of books that detail the history, architecture, layout, customs, politics, and everyday life of Ostermark.


A search will reveal a potion of charm and of attention and scrolls of Blade wind and Smash. There is also a shield with a Battle Magic Spell Rune of Aura of invulnerability and Rune of Stone. There is also a purse of 20 GC.

40. Bedroom of the Black Rook of Altdorf 

This chamber bears a double bed that is covered in thick furs. There is a wardrobe, a dressing table, and a frame to hold armour. All are off dark wood and elaborately carved with extensive patterns. The floor is covered with several furry rugs. To one side is a small shrine that depicts the symbol of Xakishia with a Dragon rising on either side of it.


There is also a small desk with a large soft chair before it. Atop the desk are two oil lamps, some quills, and a pot of ink. There is a set of shelves that bear many books rising before it.


There are many grimoires for Battle and Dark magic spells, as well as some notebooks that detail new spell concepts and magic items. There are also a number of books that detail the history, architecture, layout, customs, politics, and everyday life in Altdorf.


A search will reveal a potion of eagle eyes, and hearing. There are also scrolls of Dispel magic, Foetid cloud, and Malediction of Nagash. There are three purses of 100 GC.

41. Bedroom of the Black Rook of Nuln

This chamber bears a single bed that is covered in fine sheets. There is a wardrobe, a dressing table, and a frame to hold armour. All are off dark wood and elaborately carved with extensive patterns. Silken drapes hang along the walls and the floor is covered with some delicate rugs. To one side is a small shrine that depicts the symbol of Xakishia carved from jagged rock with Dragons etched into the surfaces.


There is also a small desk with a large soft chair before it. Atop the desk are two oil lamps, some quills, and a pot of ink. There is a set of shelves that bear many books set to one side and curtains have been set across the front.


There are many grimoires for Battle and Dark magic spells, as well as some notebooks that detail new spell concepts and magic items. There are also a number of books that detail the history, architecture, layout, customs, politics, and everyday life of in Nuln.


A search will reveal a potion of healing, luck, and life. There are also scrolls of Death spasm, and Animate sword. There is a purse of 86 GC.

42. Imperial Great Cannon

The war machine has four Dark Elf crew and a Sergeant. All have Specialist Weapon: Cannon, and all have marksmanship. The sergeant also has a telescope. There is a pile of twenty balls and a single barrel of gunpowder.

43. Snug

This chamber has several large and soft chairs and the floor is covered in thick furs. There is a small marble fireplace that fills the room with warmth and there is a pile of firewood beside it. A small bar in the corner has a cask of ale, and a shelf bearing wines and spirits as well as elegant glasses.


An area for relaxation.

44. Office

This chamber has many small desks with papers, quills, inkpots, and an oil lamp on top of them. The walls have numerous ranks of shelves that all bear books, piles of paper, and other assorted writing paraphernalia.


During the day there will be forty Human clerks working in here. This room is where the reports, assessments, and other vital bureaucratic matters are handled. They draft schedules, demands, and other communications for the occupying forces. At night, there may be the odd few still burning the midnight oil to catch up lest they feel the wrath of the Dark Elf leaders.

45. Clerk Quarters

There are ten plain beds in this chamber along with wardrobes, chests, and some shelves. There are some dressings tables and area by the far wall has large soft chairs placed around a low table with a pack of cards and stacks of wooden chips on it.


The wardrobes hold normal town clothes, the chests have personal effects, and the shelves have more personal items and some light and entertaining reading. The clerks are all ordinary Human academics and each bunk will have 100 + 5d10 GC in pay present in a locked box.

46. Trophy Room

This long hall has banners from a variety of major Kislevite and Imperial noble houses. There are banners for Knightly orders and for religious faiths. Many are ragged, singed, and blood stained from the battle that resulted in their capture.


They are mostly non-magical but there are several exceptions.

War banner of Sigmar: Arcane protection.

Winged Lancers: Shielding.

4 x Imperial Banners: 2 Dread, 1 Shielding, 1 Arcane protection.

47. Armoury

This room has numerous racks bearing many fine weapons. They are all dark in nature and expert of construction.


The weapons are for training purposes in the adjacent room. 20 x Flails, 5 x two handed Flails, 20 x Halberds, 20 x Spears, 20 x Shields, 20 x Bucklers, 20 x Daggers, 20 x Rapiers, 20 x Left handed daggers, 20 x Sword breakers, 20 x Quarterstaffs, 40 x Wooden practice swords, 20 of each type of handweapon, 5 x of each type of two handed weapons.

48. Guard Room (locked)

This room has a plain table with chairs around it. A shelf holds some books and bottles, while a rack holds seven spears, seven shields, and seven crossbows with quivers of thirty bolts.


There are six Dark Elves and a sergeant stationed here. The sergeant has the key to the barred gate that accesses this room and the corridor outside.

49. Training Room

This large hall has various dummies with targets painted on vital areas. They hang in frames or are suspended from ropes. There are practice weapons made of wood and others that are padded. These weapons are mounted on racks on the wall. Areas of floor are also padded and throughout the room, there are flecks of blood and scuffmarks from heated combat.


There will be 30 Dark Elves in here wrestling and fighting at any one time.

50. Magic Workshop

This large hall is filled with many desks and workbenches along with a few stools. Everything is covered in a variety of tools, utensils, containers, and substances. Strange frames have glass networks where substances bubble and churn. Oil lamps release strange colours as the latent gases in the air influence them and ornate and eldritch contraptions occasionally crackle with the odd discharge of raw rainbow magic. The walls are filled with shelves and many cupboards, all filled with spare materials and additional equipment.


The air is scented with numerous strange and pungent odours. In the north west corner is a small forge with metalworking and engraving tools set to one side.


Any wizard will recognise this as a place for creating magic items and the researching of new spells. There will be a large number of Dark Elf and Human wizards in here working on magic items and producing Battle Magic Rune weapons.


There is a banner set prominently on one wall. In Arcane Language: Magick it simply reads “I extract that which was bestowed by Xakishia. May your doom come swiftly.”


If this phrase is stated in the same language, within two yards of any Xakishian Battle Magic Rune object bequeathed to a Big Boss, Warboss, or Warlord, all items instantly shut down and the item becomes permanently non-magical. It will also cause Dragon Armour to crumble into dust, and Daemon Weapons to be deserted if they are upon a Goblinoid.


The banner is present to ensure constant and precise wording in the inscription process and the phrase is known only to those in this room, and those Dark Elves of level 3 or more, or who are Black Knights. Captains and lower ranking are not aware of this command.

51. Ramp

These stairs have two smooth grooves set in them too allow barrels and other containers to be rolled up and down.

52. Store

This chamber has many shelves in it and all are filled to capacity with boxes and pots. There are also piles of sacks, barrels, metal bars, and lumber.


These are minor items that are of use throughout the castle. Extra lamps, fuel oil, cutlery, locks, raw material, and so on.

53. Gunpowder Store (locked)

This room holds numerous barrels of looted gunpowder and it is easy to set a fuse of up to 5 turns. A character that was shown the dream will immediately recognise it and when the party are in the castle, the guards who are supposed to be here are kept in a deep sleep so as to miss their shift.


If detonated, the resulting explosion will tear through the neighbouring research lab, igniting the many combustibles, and killing almost all the wizards and leaving those who survive to grievously wounded to fight. Both towers above this area will also collapse, killing the Black Rooks and Black Bishops who dwell in them as well as the clergy. General chaos will descend as blazes spread and culprits are sought.


The portcullis and drawbridge cannot be closed due to the destruction of the mechanism in the floor below.

54. Hallway

A patrol of six Dark Elves and a sergeant march up and down this hallway. The sergeant holds the keys to all the gates and doors along here.

55. Guardroom (locked)

This large room has a table at its heart with chairs arranged around it. A set of shelves on the wall hold some books and other minor trinkets as well as some bottles and jugs. A rack on the wall holds seven spears, seven crossbows each with a quiver of bolts, and seven shields all with the symbol of Xakishia worked into them. There is a single unused cot in the corner and a wooden target set to one side is chipped and slashed by the repeated use of throwing knives.


There are six Dark Elves and a sergeant stationed here. The sergeant has a key to the gate and they have been practicing with a set of six throwing knives. They have not yet acquired the skill.

56. Guest Room

This large room is opulently furnished. It has a deep carpet with many exquisitely woven rugs set upon it. There is a large ornate wardrobe, with a matching dressing table and chest. The room holds a massive four-posted double bed with a silken canopy and matching curtains. The walls have several exemplary works of art and ranks of ornate gold oil burners.


This chamber houses important traitors, collaborators, and other visitors.

57. Lounge

This chamber has several long sumptuous couches and soft armchairs all of which are highly decorative. Small tables hold ornate oil lamps and shelves hold bottles, small casks, and golden boxes of cigars and tobacco.


Brandy, wine, and other items for the relaxation of visitors.

58. Main Dining Hall

This massive hall has huge chandeliers of gold and crystal hanging overhead. Masterpieces in golden frames adorn the walls between jewelled oil burners of gold. A long mahogany table that has been carved with intricate patterns of incredible workmanship dominates the chamber. Candlesticks of gold with many jewels run down the centre and high backed chairs with soft velvet padding surround it. There is a large fireplace opposite the table with the symbol of Xakishia set above it. On either side of it are two large statues of Dragons. They are depicted in ornate and evil looking armour that bears the same rune and their wide maws release a steady flickering column of flame.


This room is for the feasts and events designed to impress visitors and cement their loyalty to the new regime.

59. Drawing Room

This chamber has a large marble fireplace and thick rugs cover the floor. There are long elegant couches and deep armchairs that are all covered in the finest velvet with elaborately carved mahogany frames. A number of shelves bear books and bejewelled golden boxes. A white grand piano occupies one corner and extravagant cabinets bear other musical instruments of exemplary manufacture.


There are two Lyres of Melody, and masters in their field made every other instrument. There are cigars, games, and other diversions on offer.

60. Guest Room

This large room is opulently furnished. It has a deep carpet with many exquisitely woven rugs. There is a large ornate wardrobe, with a matching dressing table and chest. The room holds a massive four-posted double bed with a silken canopy and matching delicate curtains and sheets. The walls have several exemplary works of art in detailed golden frames set between ornate golden oil burners.


This chamber houses visiting important collaborators and other visitors.

61. Guest Servants Quarters

There are two single and sumptuous beds occupying this room along with an opulent wardrobe and dressing table. Several rugs cover the floor and ornate silver oil burners dot the walls.


This room is for the servants of the guests.

62. Privy

There are seven cubicles each with a privy and bucket. There is a large shaft at the end, and there is a winch next to it with long ropes that attach to several buckets.


Waste is thrown down the shaft and the buckets access water. There will be d3 Dark Elves in here availing themselves of the facilities. If the party wish to commit to routine ambush and murder, if they kill them quickly, and dump the bodies down the shaft, they will be able to kill thirty Dark Elves before their absence at post or position causes the alarm to go up. Spells or using stun and then strangulation or suffocation will be useful because bloodstains will alert new arrivals as to the presence of foul play and so the alarm will go up.

63. Servant Quarters

This room holds six spacious bunk beds. There are wardrobes, several dressing tables, and in the corner, there is a table with chairs around it. Some shelves hold mundane items for personal use and the floor is covered by several large rugs. Sets of shelves and cabinets by the doors hold brushes, pans, cloths, dusters, buckets, mops, and other cleaning implements.


There will be five servants in here sleeping or taking a short time to relax. These rooms hold those who assist, fetch, carry, clean, and tend the mundane functions of the castle. A servant uniform (the wardrobes hold spares) is the ideal way to explore the castle without even being questioned. They are permitted to enter all but the most sensitive areas.


They are not particularly fond of their lot, but fear the wrath of their employers too much to do anything other than turn a blind eye to the party.

64. Hall

A patrol of ten Dark Elves with a sergeant and Captain patrol this area and question anything suspicious. The Captain has a key to the gates and doors of this location.

65. Play Room

This room holds a massive circular bed in the centre with several posts that support a silken canopy and curtains. Incense burners release a pleasing scent and there are several wardrobes and many subtle oil lamps and candlesticks.


This room is used to appease the appetites of the Humans and occasionally the Dark Elves. Concubines are brought in here to entertain guest, or servant of Xakishia. The wardrobes hold various erotic finery of silk, satin, lace, and leather, and there are some additional toys, oils, and devices.

66. Private Lounge

This chamber has a number of large velvet armchairs and couches along with silk and satin drapes. Incense burners release a subtle and pleasing scent. Candles and oil lamps cast a warm and inviting glow. A small bar in one corner has a selection of wines and spirits, and it has a shelf of crystal goblets and fluted glasses along with a small keg of ale. There is marble fireplace against the wall with a pile of logs next to it.


An area to relax and get into the mood before progressing into the chamber above.

67. Audience Chamber

A dark strip of carpet reaches across the room and rises up a set of seven steps to access the foot of a large throne. The intimidating affair is crafted from dark marble and padded leather with the emblem of Xakishia embossed or etched in silver. The statue of a Dragon rises up behind the tall throne with claws and fangs bared and wings spread wide. A flickering column of flame emerges from its maw and eyes. Numerous banners with the rune of Xakishia line the walls.


Here the Black King grants audiences with various personages.

68. File Room

This room has numerous shelves that rise from floor to ceiling. They all hold dense queues of folders and books, files, and boxes.


This is the storage area for all the bureaucratic files regarding the invasion and occupation. Clerks from the floor above order and add to them while giving the Black King quick access to anything he needs to know when granting an audience.

69. War Room

This chamber has walls that are covered with large maps of the Empire and Kislev, the Badlands, the Border Princes, Tilea, Estalia, and Bretonnia. They depict the route of the rebel army, troop movements, trouble spots, the flight of those Greenskins who survived battles, and much more.


There are always three Dark Elves in here collating information and updating the maps on a near constant basis. An examination (3 turns) or an initiative test +10 Excellent vision, +30 Cartography will spot…


The maps show a force being deployed along the border to Bretonnia in order to kill anyone trying to enter and possibly bring plague to the Empire. A number of sizeable forces exist in Bretonnia and they are marked with a rat emblem set against a triangular symbol. There are also planned invasion routes being prepared for an assault on Tilea and Estalia. The forces there are scattered and in obvious disarray. A large war fleet is being massed in Marienburg and the maps indicate that they intend to head down and attack from the coast with secondary infantry strike units coming in over the mountains.


In the Border Princes, several armies have defeated their siege forces and these are now retreating back in the Badlands. (If the party are veterans of Part 3 they will see that heraldry for Durgart, Kreiger, and Notarro exist and that these units are forming an army that is forcing out the enemy.)


There are also details on the actions of Dwarven armies. At Karak Azgal, it appears that the entire stronghold has been reclaimed, and this is clear from the listed Goblinoids fleeing the area. At Zhufbar, rat emblems are shown in retreat and Dwarven emblems now hold the entire location. Lines of forces from Karaz A Karak have now placed the emblem of High King Thorgrim Grudgebearer at Black Crag. No Orc emblems of this fort remain suggesting that Karak Drazh is once more in Dwarven hands. Karak Eight Peaks is also occupied solely by Dwarves.


There is significant military activity at Karak Azul and Karak Kadrin.

When the Dwarves were first on the move, the scouts and agents of Xakishia were extremely anxious as to what they would do and focused a great deal of attention on the events occurring down south. When they started reclaiming their own territories the occupation was reassured that the Dwarves were not going to move on them and so turned their attention to more pressing matters, such as the invasion of Tilea and Estalia, the closing of the Bretonnian border, and the rebel army.


The data about the Dwarves is monstrously out of date, and at present, a huge Dwarven force is closing in on Altdorf.

70. Skull Room

This whole area is stacked from floor to ceiling with skulls. They are mostly Human, but there are Orc, Goblin, Dwarf, Halfling, and Elf present amongst them as well.

71. Officer Barracks

There are eighteen single beds in this chamber with wardrobes and chests situated between them. Racks on the walls hold shields, spears, swords, and ornately carved crossbows with quivers of bolts that are all decorated with symbols of Xakishia. Shelves hold books and scrolls and a table has chairs set around its edge. The table bears an oil lamp, some whetstones, polishing paraphernalia, and there are also cards and some more books.


Six sergeants and three Captains will be in here, asleep, or resting after their duties on this level. They are aware of the secret door and will use it to head onto other floors in search of reinforcements and to raise the alarm.


The books centre on military tactics and weapons of the nations of the Old World.

72. Guards

There are six Dark Elves and a sergeant stationed here. The sergeant has the key to the gate. The dead end corridor beside this area is lined with skulls that part to allow access to a hatch in the wall with a pair of thick gloves hanging beside it. The hatch is very hot and allows access to the furnace for general disposal purposes.

73. Stable

This large chamber has numerous stalls and hitching posts for horses. The floor is covered in hay and there are sacks of grain and oats. There are some piles of clean hay, buckets, and troughs of grain set throughout.

Manure and other refuse are shovelled into the shaft. There will be four equerries in here tending the steeds. There are a number of riding horses and destriers.

74. Equerry Chambers

This room holds two plain single beds, a wardrobe, and some shelves filled with personal effects. It smells strongly of horses.

75. Entrance Hall

Eight Dark Elves, two sergeants, and a Captain are always stationed here. They question everyone coming in and if they are not from the army, they are sent to room 77.

76. Guard Room

This room has a table in the corner that is surrounded by chairs and has three oil lamps atop it. A rack on the wall holds eight spears, eight crossbows with quivers of bolts, and eight shields with the emblem of Xakishia set on them. There is a bench set along the other wall.


There are six Dark Elves, a sergeant, and a Captain who has magic sense stationed here. They are backup for those outside and they also search and process any visitors.

77. Visitors Search Room

This chamber has a number of tables and several individual cubicles. There is a large set of shelves with many boxes on it and a number of chests line the walls.


Visitors to the fortress are brought in here and searched. Weapons and magic items are placed in the chests for recovery upon departure. Those who raise suspicion are more thoroughly searched in the cubicles.

78. Barracks

There are thirty-six bunk beds in this chamber with wardrobes and chests situated between them. Racks on the walls hold shields, spears, swords, and ornately carved crossbows with quivers of bolts that are all decorated with symbols of Xakishia. A set of shelves holds books, jugs, some minor games of strategy and intelligence, as well as other simple entertainments.


Thirty-six Dark Elves will be in here asleep or resting after their duties on this floor. The chests hold spare blankets and some meagre personal effects. The wardrobes hold spare uniforms. There are seventy-two shields, spears, swords, crossbows, and quivers of 30 bolts. The books are generally military in nature.

79. Guard Room

This room bears a table, some chairs, and a single bed. The walls hold five crossbows with quivers of bolts hanging beneath them. There are also five shields and five spears.


There are three Dark Elves and a sergeant stationed here to help defend the portcullis mechanism.

80. Portcullis and Drawbridge Operation

This room holds two large winches with dense chain wrapped around them. The chains stretch upward into holes in the ceiling.


Various metal working tools hang upon the wall and there is a table with a few chairs around it that has been placed to one side.


Two Dark Elves man the portcullis and drawbridge. The tools are here to maintain and repair the winches.

81. Sentries

Two Dark Elves stand here to prevent access to the cells of the concubines. They have the universal key to all their cells.

82. Armoury

The walls of this area have wooden racks that bear many weapons and there are two large crates next to several buckets of sand.


There are fifty crossbows with quivers of thirty bolts. There are also fifty shields, thirty spears, sixty swords, and a crate of twenty bombs beside the means to extinguish them in an emergency. Another crate holds fifty loaded pistols.

83. Guards

Six Dark Elves, two sergeants, and a Captain march back and forth, guarding this area, protecting access to the Black King, and the secret entrance to the Slaan level.


Due to frequent use, the secret door has become a little worn, and every time it is passed or seen, an initiative – 10 test (no penalty if they have mining) is permitted to detect the discreet outlines of a door.


If the party are with Emmanuelle, she will order the Captain to admit her to the King. The Captain will open the gate and close it behind him, knock, reveal that she is here, and be ordered to admit her. He then opens the gate and closes it behind them before resuming patrol.


If the guards of this area come under attack, it will take six rounds for the other neighbouring forces to figure out where the sounds of distress come from and rush here. So long as the party are through the secret door and heading towards the Slann chambers, they will not be pursued. The guards will commit to a search of the area and then return to normal operations lest this be part of a distraction to cause further havoc.


Entering the Slann area is forbidden even to the guards and besides, even if they are certain that intruders have breached the area, there are enough skeletons, Daemons, and guards to deal with them, and of course, the deity herself awaits to devour them.

84. Guard Hall

Three Dark Elves and a sergeant patrol this area. The sergeant has keys to all the doors and gates.

85. Showers

This large tiled area has pipes emerging overhead with thin ropes hanging down next to them. Shelves on the walls hold cloths, brushes, and various soaps. The whole area is exceedingly humid.


Pulling the rope lets water pour down. Once a week, the furnace is used to heat water so that it may roll down to this location and provide a large communal shower.

86. Barracks

This chamber holds forty single beds, each with a locker and a chest at the foot. There are several tables with chairs around them and cards, oil lamps, whetstones, and table top games upon them. Some shelves bear books and other effects.


In the corner is a small shrine depicting a rearing Dragon with wings spread ride and claws raised.


There will be around 25 Dark Elves in here, sleeping, relaxing, playing, sharpening blades, polishing armour and so on.

87. Guard Room (locked)

This chamber holds a table and a number of chairs. Shelves on the wall hold some books and other trinkets. Racks bear five shields, five spears, and five crossbows with quivers of bolts.


There will be five Dark Elves in here. One of them has the key to both gate and door.

88. Hall

A rack on the wall holds a line of twenty spears.

89. Furnace Chamber

This room is very hot. There is a huge stone furnace with heavy iron hatches and splinters of wood and coal litter the floor before it. Up by the ceiling is the base of a large iron container and there are pipes coming out of the bottom and these enter the wall.


The furnace extends exhaust piping throughout the walls of the castle, creating a steady heat. This has a negligible effect in the Empire but on the cold battered coast where the castle was originally built, these few extra degrees made all the difference.


There will be a burly Human throwing wood and coal into the furnace.

Gunthar Machtarm

Artisan’s apprentice, Artisan: Blacksmith and Armourer.

Physique: A squat and barrel chested man with a bald head and an unshaven stern face. He appears to be in his late forties.

Background: Having completed his apprenticeship in Altdorf, he made a fair living for himself with his own business. He married, but due to his affinity for working long hours, his spouse began several affairs with other men. When he came home and discovered his wife’s infidelity, he bludgeoned both to death in a fit of rage. He burned the bodies a limb at a time in his forge but it was clear that they were going to be missed even though he told everyone that she left him and ran off with another man. He quickly sold his business and took up this position at an asylum for the insane to lie low and start his life over again. He worked hard and long hours, toiling at the forge to help him forget, but then the asylum owner was revealed as having begun to exploit the dread knowledge carried by some of his charges and conducted experiments into Chaos (see Shadowgrounds). Believing himself cursed, he donated all the money from his business to a temple of Shallya and tried to start over. His morose manner and belief that he is cursed kept him from gaining much work, and despite his skills, he ended up being little more than a forge stoker for others. It was here that he was noticed and offered a post in the castle. Impoverished, bitter, and destitute, he accepted without reservation.

Persona: A taciturn and doleful individual. He is a little slow and ignorant in the ways of the world but he is creative, hard working, and basically a good person. He is easily persuaded or conned, but not into illegal activities. However, he knows that the occupation is bad, and should he suspect that the adventurers are some kind of resistance, he may pledge to their aid to try and do one last good deed to try and make up for the murders that have caused him to be constantly ruined and forced to work for fools, or the evil.
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Age: 48






Alignment: Neutral

Skills: Drive cart, Metallurgy, Secret language: guilder, Smithing, Very resilient, Very strong.

Trappings: Hammer, Apron, Breeches, Boots, Knife, Wedding ring worn on a thong around his neck (worth 15 GC).

90. Furnace

The furnace itself has many skeletal remains within it. Once every two weeks it is allowed to go out so that the ash may be emptied.

91. Firewood

This hall is piled high with firewood and mounds of coal. Shovels and empty barrels are stacked by the door.

92. Furnace Stoker Chambers

There is soot smeared bed here and a large barrel of water.

There is nothing else.

93. Hall

Three Dark Elves and a sergeant patrol this area. The sergeant has the key to all the gates and allows passage only to fellow Dark Elves.

94. Hall

Long racks upon the wall hold fifty shields and fifty spears that are all covered in the symbols of Xakishia.


A Dark Elf stands on either side of the door to the Mess Hall.

95. Mess Hall

This long hall has five ornate metal chandeliers running down the ceiling. The room holds many tables and chairs that are all laden with tankards, glasses, bottles, and a few oil lamps. There are also some tabletop games and a small stage in one corner with a well equipped bar in the other.


There is always a Human tending bar, and generally, there will be a concubine dancing or performing on stage. There will always be around 25 Dark Elves in here eating. The games are primarily of the strategy and intelligence building kind and are of the confrontational variety.

96. Chef Quarters

There are ten beds along the wall with wardrobes and chests. A table bears chairs and several oil lamps. There are a few books on a shelf and piles of scribbled notes.


The chefs and their assistants sleep and relax here on occasion. The books cover cuisine and the notes are new recipes to try to please their Dark Elf masters.

97. Scullery

This chamber has many cupboards and shelves that are all filled with cutlery, dishes, plates, tankards, cups, glasses, bowls, and trays.


There is a secret door behind one of the cupboards. If you wish, one of the staff may have discovered it and not gone in for fear of where it leads. If the party are on the run, he may usher them in and deny seeing them.

98. Kitchen

This large hall has numerous stoves and fireplaces with cauldrons over them. There are large work surfaces, cutting blocks, and many shelves and cupboards laden with spices, vegetables, sacks, jars, pots, and casks. There are a number of barrels lined against the wall that are being used to store refuse.


There will be around ten people in here preparing dishes. They are not loyal and will deliberately and obviously turn a blind eye to intruders, or will hide from them.

99. Larder

This chamber holds numerous shelves filled with sacks, bags, and pots. There are many barrels and casks and sides of meat hang from the ceiling.


The secret door is behind a large barrel and allows those in the secret tunnels access to food should the fortress fall. Again, an assistant may know of it and usher pursued characters inside.

100. Holding Area

The walls here have manacles hanging on them in ordered lines. The shackles are thick and sturdy and have been lined with padded leather.


This is a holding area for chosen concubines.

101. Audience Room of the Black King (locked)

This room has a large ornate desk with two splendid chairs of velvet and engraved mahogany before it. There is a large throne on the other side that is carved with skull designs, Dragons, and the rune of Xakishia. There are many small alcoves in the wall and they form a single neat row. Beneath each is a small plaque that bears the depiction of a flag. There are emblems for Bretonnia, the Empire, Tilea, Estalia, Araby, Ulthuan, the Border Princes, the Dwarven Empire, and many more. They are all empty save for the one with the flag of Kislev. In this alcove is a single bleached white Human skull.


The skull is of Radii Bokha and Katarin will be extremely grateful for its return. She may almost display an emotion. The Black King is nearly always in here, listening to the Goddess who communicates with him via telepathy. He alone has a master key to every location in the fortress. If the room is breached, he will flee into the secret door, circle around to location 83, and seek reinforcements.


No one else knows the exact location of the secret door and so it always seems as though the Black King is in here, never sleeping, and only emerging to handle the affairs of the army.


The drawers hold writing equipment, a Daemon dagger (lesser Xakishia, +20 weapon skill, sated at 29 points of strength), and a padded box that holds 3 potions of healing, 3 potions of strength, 3 potions of toughness, and 3 potions of invulnerability. There are also ten purses, each holding 100 GC.


Under the desk is a lever that opens and closes the secret door.

102. Bedroom of the Black King

This chamber has a large double bed against the wall with crossed banners of Xakishia behind it. There is a fine wardrobe, and a dressing table beside a full-length mirror. A set of shelves holds a number of books.


The books are theology on other deities, their strictures, practices, and limitations. The wardrobe holds a few extra uniforms and little else.

103. Barracks

This chamber holds forty single beds, each with a locker and a chest at the foot. There are several tables with chairs around them and cards, oil lamps, whetstones, and tabletop games upon them. Some shelves bear books and other effects while a rack holds thirty spears.


There will be around 25 Dark Elves in here, sleeping, relaxing, playing, sharpening blades, polishing armour and so on.

104. Guards

This chamber has walls that seem older than the rest of the fortress. There is a strange texture to the stone and banners of Xakishia hang from every wall. The doors have been engraved with silver to show a huge Dragon in flight.


There are always two Dark Elf Captains stationed here to prevent access. Only Dark Elf officers, mages, and clergy may pass through. All others are instantly attacked. The doors are barred from the other side. There is a daily password that only these guards and those on the other side know.

105. Old Slaan Access

This area is extremely aged and has strange hieroglyphs set along the walls. These are far from normal and they glow dimly with rainbow colours and the odd flicker of energy. The air has a strange quality to it. It seems thin but swells in your lungs with each breath. It sets hairs on end and makes skin tingle. The stairs downward have overly long steps and banners of Xakishia line the walls.


There are two dark Elf Captains always on guard here. Each has a spell ring with two castings of hammerhand and a single casting of strength of combat in them. They only open the doors if they are knocked upon and the correct password whispered into the crack. When they are relieved, they hand the ring to the next group of Captains who establish a new password between themselves.


The language is Old Slaan and they are back up containment runes to hold the power of Chaos in check should the primary fields fail.

106. Black King’s Private Study

Only the Black King knows the secret entrance to this chamber.


This room has a large desk with several drawers and some bookcases with numerous leather bound tomes on them. The desk has two oil lamps on it as well as inkwells and quills.


The books cover a variety of topics on Imperial life and custom, as well as knowledge of other races and countries. The drawers hold extra writing materials.

107. Barracks

This chamber holds forty single beds, each with a locker and a chest at the foot. There are several tables with chairs around them and cards, oil lamps, whetstones and tabletop games upon them. Some shelves bear books and other effects.


There will be around 25 Dark Elves in here, sleeping, relaxing, playing, sharpening blades, polishing armour and so on.

108. Guard Room

There are three Dark Elves guarding this location, all with crossbows, and one of them has the key to the gate.

109. Privy

110. Black Knight Chamber

This room holds a plain bed, a shield with the emblem of Xakishia upon it, and a small shrine that depicts a cruel looking Elven woman in ornate and spine covered platemail riding a huge black Dragon that is clad in similar armour. She holds a serrated greatsword over her head and candles are arranged around the shrine.


These simple quarters each provided for a Black Knight. The shields are all +1 AP.

111. Dark Elf Captains

This room holds two bunk beds, a pair of shields with the emblem of Xakishia upon them, and a small shrine that depicts a cruel looking Elven woman in ornate and spine covered platemail riding a huge black Dragon that is covered in similar armour. She holds a serrated greatsword over her head and candles are arranged around the shrine.


These are the quarters for the Captains who guard locations 104 and 105. Each room will have two of them resting here. They are the next in line to replace any Black Knight who falls but there will not have been time to elevate any of them to take those positions vacated due to losses in battle.

112. Concubines (locked)

This short corridor has oil lamps along the walls and four sturdy and reinforced doors that each has a metal hatch set at eye level. Hanging on a hook outside of each door is a key.

Listen test 20%: You can hear the sounds of faint conversation and also crying and laughter from beyond some of the doors.

The spacious cell holds two single beds, and a dressing table with many brushes and cosmetics upon it. There is a table with two chairs set around it and some plates and glasses set atop it. There is a small wooden bathtub and a long wardrobe with mirrored doors.


The two concubines who serve as entertainment for the fortress will almost always be in here. Some are at peace with their lot here, others have been brought by force and are despairing.

113. Torture Chamber

This chamber bears many surgical implements hanging in neat rows on hooks along the walls. A large metal table with leather straps riveted to it dominates the middle of the room and it has many bloodstains across it. A metal chandelier has been moulded to resemble screaming faces curling around oil burners and from their stretched maws emerge steady amber flames.


It is very likely that there will be a Dark Elf in here trying to extract military information from a captured scout or spy. Again, this is a good area to acquire a new PC, especially if you want to have them equipped. After capture, their belongings are brought to this room in a sack so that they could be questioned about them.

114. Cells (locked)

Two Dark Elves patrol this area. They each have the keys to the cells and the gate accessing this area. The cells hold Imperial prisoners awaiting interrogation or sacrifice and they are all too weak or injured to fight. If a replacement party member is required, then one of them will have been recently caught and brought here. Typical reasons for their advanced status are because they are seasoned mercenaries back from Tilea, or equally advanced wizards and clerics who fled the fall of the Empire and were recently captured.

115. Hall

Six Dark Elves and a sergeant patrol this hall. One of the double doors is marked with a skull emblem, others have a daemonic visage or a crescent moon and a star.

116. Necromancer Quarters

This room reeks of the grave and of decay. There is a plain wardrobe that lies empty and the inside is strung with cobwebs. A table and several chairs have been smashed and their wreckage lies all around the room. The plain bed has had the mattress cast aside and mouldering earth has been piled atop it amidst several decaying and half buried body parts. Dusty and slashed drapes line the walls and they have strange lines of arcane text daubed upon them in dry blood. A number of large squat candles are set randomly around the room and provide a sinister glow.


The script is Arcane Necromantic. Semi-buried in the dirt amidst the body parts is a fourth level Necromancer. He is in a deep and contented sleep and only an examination (cool test to get close, toughness not to vomit) by someone with heal wounds will detect the sign of life. The bodies he would have animated for the cause do not arrive in time for the final battle, making him redundant. He has no ingredients and no weapons.

117. Daemonologist Quarters

This room smells strongly of sulphur and has a pair of large double beds with dark and sumptuous covers. There is a pair of soft velvet armchairs and a long table with goblets and plates set on it amongst piles of notes, quills, and inkwells. Shelves hold large leather bound books and a variety of jars and containers. Pentagrams have been etched into the walls as well as numerous lines of other sinister text. Ornate candlesticks are arranged everywhere and they create a soft and sinister glow through the room.


Daemonologists reside in these quarters. Offered amnesty and protection as well as facilities and funds, they have joined with Xakishia. They are greatly mutated and deformed, are unarmed, and have no ingredients. Due to massively increased instability, their skills are useless on the battlefield. The books, script, and notes are all in Arcane Daemonic and are spells, ideas, and daemonic names.

118. Wizard Quarters

This chamber holds two plain bunk beds.


Traitor wizards sleep here between work and study periods. At any time, two or three will be present in a deep and exhausted slumber.

119. Guards

There are many skeletons in platemail against the wall. They are all animate and will attack if any non Dark Elf leaves the stairs and enters this area. Due to the proximity of the Warpgate, they are not subject to instability and they are all great warriors from the Goblinoid ranks as well as the Human forces of the Empire, Kislev, and the Border Princes. There are ten of them.

Skeletal Major Hero
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Special Rules

Cause fear in living creatures.

Possessions

Sword, shield, full plate and chain, gauntlets.

120. Bridge

The passage opens into a large underground cavern with a swift flowing river running though it. A ragged stone bridge spans the water and the sides have a wall of Human and Goblinoid skulls rising on either side of it.

When Maultark was teleported here, it was set down on an underground river that is now the fortresses source of water and is used for the disposal of all unwanted waste and bodies. The bridge was built and is guarded by a Daemon Prince. This was the first Black King who has been elevated to Daemonhood but has remained on this world. He will manifest if the bridge is stepped upon by a non-Dark Elf and if slain, he returns to Xakishia’s realm.

There is a sudden eruption of black light and the bridge crackles with arcs of red lightning. There is a sudden glittering swirl of vile power and a funnel of sickly smog curls up from the middle and coalesces in an instant. A ten-foot tall reptilian Humanoid now stands before you. It has large membranous wings with winding red veins. The beast has a long and fanged-riddled snout and has glowing red eyes. Large horns extend back from its skull and it is encased in ornate amour that flickers with energy. In its clawed hands it bears a huge serrated greatsword that glows dimly with an awful radiance.
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Special Rules

Causes fear and terror in living things, flies as a swooper, 7 x claw or weapon attacks. Regenerates 1 wound per turn. Immune to non-magical weapons and own attacks count as magical. Immune to fire, half effect magical fire, double damage from cold-based attacks.

Skills
Acute Hearing, Ambidextrous, Arcane Language – Elf, Daemonic, Dwarf, Magick, Old Slaan, Astronomy, Boat Building, Cartography, Cryptography, Daemon Lore, Disarm, Dodge Blow, Drive Cart, Etiquette, Evaluate, Excellent Vision, Game Hunting, Haggle, Heraldry, Herb Lore, History, Identify Plant, Law, Magic awareness, Magic sense, Marksmanship, Nightvision: 30 yards, Orientation, Public Speaking, Ride, Speak Additional Language – Arabic, Eltharin, Old Worlder, Read/write, Row, Sailing, Scale Sheer Surface, Sixth Sense, Specialist Weapon – bolt thrower, bombard, catapult, fencing, fist, flail, gunpowder weapons, lance, longbow, net, parrying weapon, repeating crossbow, two handed, Street Fighter, Strike Mighty Blow, Strike to Injure, Strike to Stun, Super Numerate, Swim, Theology, Wrestling.

Magic Points: He does not require ingredients or magic points.

Level 1: Cure light injury, Hammerhand, Steal mind, Strength of combat, Witch flight.

Level 2: Aura of protection, Doombolt, Mystic mist, Smash.

Level 3: Animate sword, Blade wind, Dispel magic, Malediction of Nagash, Soul drain, Summon skeletal horde,

Level 4: Arnizipal’s black horror, Aura of invulnerability, Cure severe wound, Death spasm, Reverse spell, Strength of mind, Summon Dread Lord, Summon skeletal horde, Transformation of Kadon.

Possessions
Dragon plate 7 AP’s, +10 magic tests, bonded to skin. Daemonic Greatsword +20 weapon skill, sated at 49 points of strength.

Fate Point: If a character is killed by the Daemon weapon, an advisable situation is to have the Daemon Prince lunge at them, they trip and fall and his death blow misses by a fraction of an inch and smashes the bridge beneath him so that he falls into the river and is swept away. Once distanced from the gate instability will claim him. Alternatively, he hits the roof and causes a cave in. The residual energy in the stone allows them to count as a magical attack and thus affect him. This does a serious amount of damage and leaves him stunned and prone for a round or two as he tries to crawl out from beneath the rocks.

121. Chapel

This huge hall has strange glowing hieroglyphs across every surface and they are visible where banners of Xakishia are not concealing them. In the centre there is a large statue made of solid gold. It depicts a beautiful Elven woman in ornate platemail with a serrated bastard sword. The gold is splashed with dried blood.


In the far right corner, there is a pedestal upon which lies a statue of an obsidian Dragon that is about one foot tall. The air seems to shift and ripple as though beset by heat, but it varies with each moment from cold, to hot, to humid, to arid. You catch strange scents and aromas with every breath and your skin seems to crawl of its own accord.


The clergy come here to meditate and share the thoughts of the Goddess from her proximity. The statue is one of the communication devices.

122. Summoning and binding

This large hall has several pentagrams etched into the floor within golden hoops. The deep grooves are filled with a sparkling white powder and at each point, a statue of a Dragon rises up to clutch a large black candle. There are three large barrels to one side near an ornate alter of silver and skulls that is splashed with blood. A large serrated blade with a jewelled Dragon hilt lies stabbed into the middle of it. On the walls are wooden racks that hold bastard swords. Many appear normal but there are a number that are dark and contorted with eldritch depictions of skulls and Dragons as well as a flickering opaque radiance that wreathes them.


The barrels hold hearts (lawful or good clerics). The pentagrams are enchanted and add +20 to all summoning and binding rituals. The average bastard swords are normal, the more sinister ones already house a Lesser Daemon of Xakishia that will cause d6 wounds per round if touched by a non-Xakishian entity or follower.


No clergy are present because they are all readying for battle.

123. Black King Private Shrine

This room has no visible exits and bears a silver pentagram that extends to the walls. At each point rises a fierce Dragon statue whose maw is stretched wide to release a flickering red flame. In the middle of the pentagram is the statue of a cruel and beautiful Elven female in sinister amour. She bears a serrated greatsword in one hand and a skull in the other.


All is non magical.

124. Guards

There are two more armed and armoured Skeleton Major Heroes in the alcoves that attack all non Dark Elves. There is also a Ward of Forbiddance that permits only Dark Elves to pass through this area. A willpower test is required to pass through. If failed, a character can try the next day at –10. If they fail, they can try again the day after at –20. After three failures, access is impossible unless it is dispelled.


There is a 30 magic point enhanced Drain Magic in the Ward. The spell will be targeted on the first person to attempt to pass through and can only be resisted with a magic test (-150 willpower). If the target is a spellcaster, they will lose all magic points and they will rendered unconscious for 2d10 minutes, only Clerics and Druids remain conscious.

125. Warpgate

This huge domed octagonal hall is inscribed with complex hieroglyphs that throb and crackle with arcs of rainbow energy. They get brighter the closer they are to the middle of the room where a column of dazzling colour rages from floor to ceiling. It surges, swirls, and rolls with rampant abandon. At the heart of this stream is a small tear, perhaps an inch or so long and through this can be spied a sea of infinite insanity and raw unbridled chaos. Your eyes and mind throb and ache, and blood starts to seep from your tear ducts as you bear witness to the impossible vision of pan-dimensional untamed and infinite energy. There is the distant sound of laughter, roaring, giggling, a billion combined sounds all merged into one oscillating pitch that makes your bones tremble and your heart skip beats.


The gate is kept at a minimal level until needed. The adventurers have one full turn in which to act. If they destroy enough runes, the gate is closed, the sword is kept subdued until it is returned to the Blighted Isle. Xakishia remains active but cannot manifest directly, however, her clergy all retain their magic points and can summon Daemons for the battle as normal. A lot of magical firepower is going to be needed to destabilise or kill them, magic better spent on butchering troops and leaders.


Anyone or anything entering the stream is slain. For a fate point, they may briefly walk in the realm of pure magic and come out on zero wounds, with 12 insanity points, and +25% magic points or 8d4 if they do not have them. The first disorder acquired will be epilepsy and they will always perceive the real world as a shallow one-dimensional thing. Nightmares will also haunt their dreams evermore.


The air quakes and the pressure starts to rise and fall dramatically, creating potent eddies within the hall. You feel the fabric of your anatomy shift and waver as it is buffeted by powers beyond comprehension or equal. Your flesh stretches and compacts and your thoughts become briefly muddled as your synapses are beset by contrary influence. The light from the hole suddenly pulses and wavers before it becomes dark one instant and bright, almost blinding, on the next.


There is a screech before a terrible prolonged groaning sound. A tall and beautiful Elven female in elegant and intricate platemail staggers from the rent. She bears a serrated ornate greatsword and bleeds black blood from many savage and deep wounds.


Fear and terror tests.

Arianka has attacked Xakishia. The goddess has been greatly weakened by her fight with her old nemesis and has fled to the mortal realm to recuperate lest she be destroyed. The Sword of Khaine is released from Alluminas’ power, and it instantly counters the fear and terror inspired by the Goddess.

The malevolent blade springs into life and screeches its infinite and consuming hatred at the paralysis that has kept it bound. Blood runs in thick torrents from its length as it crushes your will and in an instant takes full control of your flesh. The weapon of unimaginable rancour and malevolence spits promises of callous death to all that lies in this world as well as all others. You can feel that the sword seeks a source of immense power to drain so as to fuel its apocalyptic rampage of endless carnage and slaughter. It wants the Goddess.

The Sword of Khaine

Ignores toughness and all armour. Always strikes first with an effective initiative of 100 even over other ‘always strikes first’ effects and items. All friendly persons within 144 yards are now subject to hatred against all opponents and are immune to all other psychology. Causes fear and terror in all living things. The bearer is subject to hatred and frenzy of all opponents but is otherwise immune to psychology. If they are already subject to frenzy or hatred of a foe, the blade massively enhances this rancour, doubling all benefits and bonuses.


1 wound will kill the target and drain their strength. A quarter of it goes to the bearer for twenty-four hours and this energy will allow their strength to rise over ten. If the bearer absorbs more than twenty points of raw strength in one round they will sustain 1 wound and 1 insanity point for every 5 wounds above that. Only the extinction of all life on all worlds will sate the sword.


The blade bestows the following profile benefits that will allow them to clear the usual 100/10 and spells and potions will enhance it even higher beyond this limitation as magical energy fuels this abnormal event.
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Xakishia
This is not a combat form, it is merely a vessel designed to hold as much of her consciousness as possible. Her priority is to parry and dodge the sword of Khaine, allowing the other party members to hack at her. She will ignore them all and hope that her forces arrive to defend her, which they will not.


It is likely that the bearer of the sword and Xakishia will constantly trade blows, the massive toughness and strength of the bearer allowing them to absorb her monstrous attacks (if you do not allow strength to be added to a parry, you should drop her strength considerably). Working with double damage and a virtual auto hit, the other party members can assail her back until she is weak enough for the death blow to be delivered.
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Special Rules: Causes fear and terror in living things.

Skills: All.

Possessions: Greatsword, +10 initiative, 1 wound kills the target save for the bearer of the sword of Khaine who just takes wound damage as normal because the sword does not allow the soul to be stolen.

At zero wounds, she becomes prone and can be slain with the sword. The Goddess is comprised of pure magic and thus is affected by anti-magic effects.

Dispel Magic: causes 5d6 wounds and the loss of her first attack next round. She can still dodge.

Drain Magic (Battle): causes 5d6 wounds and the loss of her first three attacks next round.

Zone of Magical Immunity: the zone is instantly destroyed but causes 10d6 wounds and costs her 3 attacks.

Zone of Sanctuary: Is instantly destroyed and causes 2d6 wounds.

Drain Magic (high): The power of the Goddess streams into them, overwhelming their body and causing their flesh to explode from their bones (a fate point merely renders them in a coma for d6 days). This leaves the Goddess prone for the next 1 round. This may be a final fate for Valthoris who may choose to lay down his life to ensure the destruction of the deity that possessed him and used him.

Spell Absorption (magic ability): Causes an extra d6 wounds and the wielder acquires +5 damage for the next strike.

The Final Blow with the Sword of Khaine…

The armour of the Goddess splits and the sword sinks into her flesh. The Black Queen shrieks as the sword devours her energies and her very essence at an impossible rate. The Widowmaker purrs contentedly as it gluts on the soul of the deity and rends it into raw energy. Blood runs in streams from its length as crackling arcs of energy charge up and bore into your flesh. Your skin bubbles and quakes as your muscles spasm and warp and your bones twist around on themselves. The agony is horrendous as you are force fed a share of Xakishia’s might, a portion that is almost too much for a mortal shell to assimilate.


The form of Xakishia begins to waver and fade as she grabs at the sword. She tries to pull it out before it is too late, but already she lacks the strength. The sword holds firm within her body and her skin starts to hollow onto her withering flesh. Her eyes roll back and melt away and suddenly she seems to drift apart into collections of incorporeal wisps that pour back into the hole.


‘You have won a battle, mortal, but my war continues. I will return with my new children and your world will fall to me,’ comes a sibilant whisper.


The sword of Khaine gives a long rumbling sigh of relish and allows your will to return in full. It is content in your hand and is already anticipating further use.

A small fraction of Xakishia remains within the Warp, but is little more than a standard Greater Daemon now. The wielder gains the benefits of draining her strength, but the gate is now eligible for use by other entities. Until it is closed, every round, there is a 50% chance of something emerging.

	D10
	Type

	1 – 3
	1 Greater Daemon

	4 – 5
	d20 Lesser Daemons

	6 – 7
	d10 Steeds

	8 – 10
	d10 Creatures


	D10
	Allegiance

	1:
	Nurgle

	2: 
	Tzeentch

	3:
	Khorne

	4:
	Slaanesh

	5 – 10:
	Independent (WFRP page 255 and 257)


Destroying the Warpgate

Ten runes must be destroyed to make the gate unstable and close it. Each has toughness: 6, damage: 3. When this occurs...

The tear starts to shrivel and the rampant energies fade. There is a long sucking roar and the room starts to grow dim. The hieroglyphs darken and then with a final flash of rainbow light, the wound in reality is healed and the gate closed.

The Clergy of Xakishia

Their magic points are torn from them, rendering them stunned or in a coma. In about an hour they will start to come to and will rush downstairs to take find out what happened and take vengeance on the culprits if they are still there.


If the towers are collapsed they will die in their stunned state.

Alternative Final Options

This is the final part of the campaign and so should be tailored to suit the party. Some possibilities are…

The Final Walk: Their own God or Arianka calls on them to bring the blade into the Warp and remove it from this world. The blade resists and it will take the whole party to drag it in. Such supreme sacrifice is rewarded either by using an equivalent of the spell Hellride to deposit them back at their camp, or to save them by bringing them through the Warp and to new worlds where their adventuring careers begin anew.


This is an ideal way to start the characters afresh by negating all their knowledge and entering them into the Warhammer 40,000 setting. In this event, the Warhammer world is a lost world in another galaxy far, far away from the Imperium.


Specialist weapons, technological, operating, and language skills, all must be re-learned, Colour magic becomes useless. Wizards retain their abilities, but will have to hide their powers because now, they will be mistaken for psykers.


If however, you have the sword refuse to be hurled, it means one person must carry it into the Warp at the cost of their life. Either they perish as a true hero (in this case either generate a new character or they take over a high profile wizard or warrior of the army), or they are saved at the cost of a fate point and delivered back into the Imperial camp. Valthoris may also volunteer for this as his final act to make up for being Xakisha’s puppet.

Disposal: Arianka calls on them to cast the blade into the Warp and remove it from the world. They then have to find a way out of the castle as the incensed Dark Elves and magic point drained clergy rush to find out what happened. The next day, the final battle to break the forces of the enemy occurs.


Another possibility is that the sword is not so easily expelled from this world and reappears the next morning in its place atop the shrine. This may also occur even if they accepted the Final Walk.

War: The possession ends and the sword is content to be turned on the forces of Xakishia. With its power, they can easily fight their way out of the castle and then turn it on the army with the onset of dawn. Afterwards, the High Elves use a powerful and forbidden ritual to exploit the Watchstones. This activates them and causes them to briefly drag in all magical power from within a 10-mile radius. The sword is rendered inert and they approach with a large enchanted casket to encase the sword, make it more docile, and allow them to ship it back to the Blighted Isle.

PART 12: THE FINAL BATTLE

The two sides gather across the field of conflict and quiet descends. A player character can now make an impassioned speech that will add up +30 to the entire army’s effective leadership depending on text, and especially after having consumed a potion of leadership. The presence of the sword of Khaine if drawn at an appropriate moment will add up to another 10. If they do not wish to make the speech, the Emperor will do so from the saddle of Deathclaw.


‘Warriors, wizards, priests, citizens, and honoured allies. In the last few years, we have seen every vile serpent that plagues our world rise and seek our lives and freedom, and yet we still stand.’


‘The forces of Chaos have been cast down and defeated. The cancer that has for so long eaten at our joy and our borders is gone. We have smashed every army that this supposed ‘deity’ has thrown at us. We have reclaimed our cities, our provinces, and our honour. Now we face one last struggle before we hang up the tools of war and take up the tools of rebuilding and peace.’


‘The final battle is here, my friends. Let your aim be true, let your arm strike hard and often. Show no mercy to these scum and paint the soil of our beloved lands with their blood.’


‘Let us show all who would dare face the might of the Empire, once and for all, the penalty that such folly brings. Fight for the Empire, for Sigmar and Ulric, for your freedom, and for the future!’


Heinrich draws his Runefang, whirls it about his head, and then jabs it towards the enemy line. Deathclaw rears and flexes its mighty muscles as its wings curl back. He turns back to the army and slaps down the visor of his helm.


‘Death to the foe!’ he roars and a monstrous holler echoes the words and shakes the soil with its potent resonance as Deathclaw springs and takes to the air.

The army of Xakishia at Altdorf, minus Dark Elf high command (Rooks, Bishops, Knights) and Warlord losses sustained in previous confrontations and actions.


25% of Morglum’s and Grom’s forces will have merged into the force which now has regained the appearance of a full fledged Waaagh. Tribal differences have been set aside and massive mobs of united greenskins have formed.

Tactics: The Goblinoids are once again succumbing to the frenzy and overwhelming passion for combat that is the gift of the Waaagh. All forces immediately storm forward and attack.

The Wolf Riderz are the central first strike force because they are the fastest. To their left are the Spider Riderz and between these two forces are the Snotlings who rush to keep up and fill the gap between the two regiments.


To the right of the Wolf Riderz are the Trolls who are goaded forward into the enemy with the Squigs being forced forward on the right of them.


Behind this initial haphazard assault come the Goblins. Grom’s Goblins form the primary central hub with the Forest Goblin forces on his right and the Night Goblin horde following their Squigs in.


The Night Goblin archers stay behind the Goblins and close in with the regiments to commence firing.


Any break in the battle line will cause the nearest horde to rush forward and engage. Any regiments that break through will also be intercepted.


Immune to the breaking Goblin lines, the Orcs stay back and wait. At the forefront are the Boar Boyz, waiting for the first thing to pierce the Goblin lines. As soon as they see a target, they intercept it.


The hordes of Orcs, Black orcs, and Big ‘Uns are lined up behind the Boar Riderz and will advance and engage any other forces that break through.


Behind them are the two mobs of Orc archers who fire on any enemy in range or who comes near the forces behind them.


On the left of the archers are the Dark Elf Cavalry, and on the right are the Human Cavalry who are there to intercept any wide flanking manoeuvre seeking the rear of the army.


Behind the archers are Dark Elves and Humans who have chosen the rear because the Goblinoid frenzy for combat is making them highly psychotic to a point where it is clear that in battle, if it isn’t green, they’ll attack it. Hence, they are staying back to provide a cool and collected back up force that can intercept and counter the enemy should they start to overwhelm the Waaagh.


On either side of these regiments are the war machines that the cavalry regiments of Dark Elf and Human can also help protect. Because flying forces are the likely medium to assault the war machines, the Mages are present to bombard it with fell sorcery that overwhelms individual targets, spells such as Malediction of Nagash.

INDIVIDUALS

Black King on Imperial Emperor Dragon

Black Rook on Imperial Dragon

Black Rook on Imperial Pegasus

Dark Elf Mage Lord on Imperial Griffon

5 x Black Knights on Imperial Griffons

Dark Elf Master Mage on Manticore

2 x Dark Elf Capt on Imperial Hippogriff

2 x Orc Shaman Lords on Wyvern

1 x Goblin Shaman Lord on Hippogriff

2 x Forest Goblin Shaman Lords on Gigantic Spiders

1 x Night Goblin Shaman Lord on Hydra

2 x Night Goblin Master Shaman on Giant Scorpions

11 x Night Goblin Shaman Champions on foot

Human Captain on Imperial Griffon

1 Night Goblin Hunter team with Hydra

CAVALRY REGIMENTS

480 Dark Elves on horses

1 Captain, 3 Sergeant, 1 Rook, 2 Master Mage, 2 Mage Champion, 5 Mage.

100 Human cavalry under a banner of arcane protection

1 Captain, 3 Sergeant, 1 Dark Elf Mage Champion

240 Boar Boyz under a battle banner

Oglok the orrible, 1 Big Boss, 2 Boss, 1 Black Orc Boss

230 Wolf Riderz under a rune of courage, 1 Warboss, 2 Big Boss, 4 Boss, 

200 Spider Riderz under a rune of courage

1 Warboss, 1 Big Boss, 2 Boss

DARK ELF REGIMENTS

2000 Dark Elves with hand weapon, shield, and crossbow under a battle banner

1 Knight, 1 Cpt, 2 Sgt, 1 Rook, 1 Mage Lord, 2 Champions, 5 Mages each with a scroll of dispel magic

50 Dark Elf Clerics under a banner of arcane protection

7 Black Bishops, 2 Arch, 10 Bishop, 15 Prelate, 16 Acolyte

1500 Dark Elves with 2 handed and crossbow under a battle banner

1 Knight, 1 Cpt, 2 Sgt, 3 Rooks, 1 Mage Lord, 2 Champion, 4 Mages

HUMAN REGIMENTS

21 Human Clerics

2 Prelates, 19 Acolytes

200 Humans with handweapon and shield

Haupt Andersson, 3 Cpt, 1 Sgt

ORC REGIMENTS


500 Black Orcs with handweapon and shield, Morglum Necksnapper, 1 Black Orc Warboss, 3 Black Orc Big Boss, 5 Black Orc Boss

1000 Big Uns with two handed weapons, 1 Warboss, 2 Big Boss, 4 Boss, Banner with a Battle Magic Rune of courage

4800 Orcs with handweapon and shield, Gorfang Rotgut, 4 Orc Big Boss, 8 Orc Boss

2000 Orcs with two handed weapon, Skarrip Lashhand, 1 Orc Warboss, 2 Orc Big Boss, 4 Orc boss.

1000 Orcs with normal bows, 1 Black Orc Big Boss, 1 Orc Big Boss

1000 Orcs with crossbows, 1 Black Orc Big Boss, 1 Orc Big Boss

GOBLIN REGIMENTS

1500 Goblins with Handweapon and shield, Grom the Paunch and Niblit, 1 Big Boss, 8 Boss

1000 Goblins with Spears, 1 Warboss, 2 Big Boss, 4 Boss

3000 Forest Goblins with spears, 1 Warboss, 3 Forest Goblin Big Boss, 8 Boss

9600 Night Goblins with spears

Skarsnik and Gobbla, 4 Night Goblin Big Boss, 7 Boss

500 Night Goblin with handweapon and shield

1 Night Goblin Warboss, 1 Night Goblin Big Boss, 5 Boss, 1 Master Shaman, 4 Shaman Champion, 4 Shaman

3000 Night Goblins with shortbows

1 Night Goblin Warboss, 1 Night Goblin Big Boss, 3 Boss

100 Hunters with 300 Squigs

1 Big Boss, 1 Boss

OTHER FORCES

5 Giants

30 River Trolls

Dark Elf Sgt

100 Stone Trolls

Dark Elf Sgt

125 Snotlings

ARTILLERY

14 Big Rock Lobbers each with a Battle Magic Rune of Accuracy (projectile deviation is halved), Forging (misfires only occur on even results), and Fortune (may re-roll misfire results).

30 Small Rock Lobbers each with a Battle Magic Rune of Accuracy (projectile deviation is halved), Forging (misfires only occur on even results), and Fortune (may re-roll misfire results).

14 Doom Diver Catapults each with a Battle Magic Rune of Accuracy (projectile deviation is halved), Forging (misfires only occur on even results), and Fortune (may re-roll misfire results).

The Dark Elf clergy have no magic points and fight hand to hand with desperate verve. The Greenskins show no quarter, and a fight to the finish ensues. Broken enemy units make for the Badlands and will be hunted down by Imperial death squads.


Fate point expenditure against mounted foes of Imperial origin can be resolved with a stray arrow taking out the collar and before the fatal blow falls, the beast turns on its rider, kills them, and carries the hapless PC to safety or back into the fray.

The Final Vengeance (optional event).

By making this a hand to hand affair, the forces of Xakishia stand a better chance of winning. In her last moments, the Goddess could see that Waaagh magic, while powerful, is just too unpredictable, and having lost her own clergy and with clues that there is a good chance that the adventurers will bring down the tower and demolish her highest ranking Mages, the strength of magic is firmly on the side of the enemy.


In addition, the Great Cannon and captured catapults of the enemy will easily eclipse the fire power of her own forces, and the same artillery negates the use of flying monsters by being able to shoot them from the skies. Her warriors may be near invincible in battle, but a fall of a dozen or so yards still kills them easily when their steed dies mid-flight.


In her last seconds before destruction, she throws magic forth and weaves a spell that gathers might from the Warpgate and becomes locked to the castle and the Watchstones.


When dawn comes, the Watchstones flash with arcs of energy that spread upwards and diffuse into the sky. A powerful and savage wind rises and seems to form like a hurricane that whirls around and around the castle. Magic is clearly the inspiration for such an unholy gale and there is enough random energy charging the wind to effectively stop the channelling of the Winds of Magic as well as to cause any other spell casting to fail.


Only those spells that affect the caster can be utilised (protection spells, auras, hammerhand, and other non-offensive magic. Basically, if it has physical manifestation beyond the casters body, even to the point of conjuring a mystical weapon, it fails to work).


Also, monsters cannot take flight, and missile weapons, including artillery become useless because the wind exponentially gathers strength eight yards from the ground and has such fury that even cannon balls and boulders are stripped from their trajectory and hurled hundreds of yards off course.


However, weapons that fire in a straight line may still be used. If they have a field of fire, cannon, jezzails, handguns, and crossbows can fire so long as they have direct line of sight to the target.

With the battle now reduced to a war of attrition where her numbers are superior, she expects either a win, or at least a fight that will leave the Empire greatly weakened for decades to come after having to fight to the last.


Unfortunately, she has not expected the Dwarves to enter the fray.

PART 13: SKRUND

The forces of Xakishia took the Empire in part due to being able to mount a surprise attack on the rear of the two armies that were sent to defeat the invading Waaaghs. It is now their turn to endure that fate.

Round 1: There is a sudden chattering thumping sound that rises in volume to be heard even over the sound of the battle. Without warning, great explosions rock the rear line of the foe and plumes of thick black smoke curl upward as burning clods of soil and flesh arc outward.


The pilots steam cannon and drop bombs of Dark Elves and war machines. If Xakishia has managed to create the gale, the ‘copters fly at around four to six yards and are therefore unaffected by the potent higher altitude winds.

Round 2: Streaks of chugging machinery arc over the enemy line as roaring Dwarven pilots fling bombs into the heart of the foe and unleash great cones of flesh-scalding steam. Spell and arrow launch at the gyrocopters and several are struck. The Dwarven pilots bellow praise to their gods and steer their plummeting craft down into the heart of the enemy. Plumes of oily flame illuminated smoke curl upward as bombs erupt as one and shrapnel gouges at the foe.


The pilots continue a strafing run across the enemy forces until they are shot down.

Round 3: A hundred horns bellow and make the ground shake with their unearthly resonance. Deep potent drums begin to beat out a steady rhythm that is matched by the unified clatter of dense armour and heavy simultaneous footfalls. Bolts of lightning start to appear and gouge out at the foe as massive columns of Dwarves emerge from the dust.

Round 4: There is a hideous thunderclap as hundreds of handguns erupt and as soon as the Thunderers hoist their weapons for reloading, there is a bellow that is a terrible mixture of utter hatred, purest melancholy, and glorious contentment. From the front of the army comes a single rank of Slayers. Amongst them can be spied Ungrim Ironfist, the Slayer King of Karak Kadrin.


Anvils of Doom rumble forward in their wake, the Runesmiths upon them releasing devastating barrages of lightning that shatter war machines, shred flesh, and burst bodies.

Round 5: Longbeards, Hammerers, Iron breakers, Warriors, and even Miners pour forth and at the front of this awesome force, upon the Throne of Power itself, is the High King of the Dwarven Race.

The Warlords of the south called the vast bulk of their forces to arms and moved to the capital. This left sparse forces that were quickly despatched to prevent news of the Dwarven army reaching Altdorf, allowing them to mount a surprise attack when all eyes (including those of the Queen) focused on the Imperial/Kislevite force.


The army now ploughs into the rear of the foe, causing catastrophic losses and probably breaking the Xakishian army. With magic users and high ranking personnel stationed in the front areas of each regiment, they have no way to inflict mass harm on their attackers.


The Thunderers stand their ground and will open up en masse on any flying targets that seek to assail the Dwarven columns.

Additional Help

If for some reason the battle begins to go poorly, the Earth Goddess who has been holding her powers in reserve since the start of the Enemy Within intervenes. Sigmar, Ulric, Chaos, Law, Xakishia, all have spent their energy to influence and act, while the Earth Goddess has kept herself in reserve.

A powerful wind sweeps across the battlefield. Dust and leaves block all vision and as it clears you see movement at the edge of the battlefield. Fur-clad figures arise from the swirling eddies. They have strange tattoos and animal skulls upon their person with sets of antlers emerging from their ragged hoods. They raise their arms and release a unified sibilant hiss.


Suddenly the skies fill with a sheet of racing thunderclouds that rush from horizon to horizon at impossible speed. Lightning arcs rip between them and a premature dusk falls across the battlefield. Both sides pause as they fear what is happening.


The clouds start to form into a churning whirlwind that stretches down like a tornado and then the screeching winds form it into a female shape. A Human woman of great beauty towers over the scene. A hundred feet high, her hair is made of flowers and her naked skin is tattooed with swirls and other ornate patterns. She turns and looks to the forces of Xakishia and the air is torn by the sound of thousands of animal brays, howls, and roars. From the very air appear beasts of nature that leap into the enemy and rend them with supernatural fervour while remaining immune to even the most savage attempts to harm them. Massive bears rip with their claws and sink their fangs into flesh. Wolves and snarling dogs bite and maul. Great cats spring into the foe and tear chunks from the enemy. Great flocks of raptors descend to sunder eyes and open skin with their claws and beaks. The woman smiles and starts to become cloud once more, as do the figures and the beasts who leave behind a great bloody swathe of unimaginable carnage.    

The lightning strike into the side and rear of the enemy will have caused heinous casualties sufficient to turn the tide of the battle.

PART 14: THE UNDISCOVERED COUNTRY
The battle is over and the war is one. The Emperor gathers those closest to him and goes to thank the Dwarves.


‘The Empire is most grateful for your assistance and timely intervention, High King,’ announces the Emperor.


‘The Dwarven Empire has a long-standing friendship with the Empire. We understand that the blood of Sigmar himself runs in your veins,’ stoically asks the High King.


‘So it would seem.’


‘A fair lineage and one we respect,’ he states gruffly.


‘Your people have come far from their lands to lay down their lives for us in our direst time of need. We are in your debt, High King.’


‘My Runelords have a request,’ he announces coolly.


‘Name it,’ is Heinrich’s immediate reply.


‘The sacred art of Rune Magic has a bastard imitation that brings great dishonour to our craft. The enemy have been setting these insults on their weapons and we would see these offences removed from the eyes of all.’


‘Of course, strip them of these items and destroy them in whatever way you wish. I will send forth word to ensure that none are taken accidentally as spoils of war or as trophies.’ 


The Dwarf gives a pleased nod, a grunt of approval, and then his attention is gained by an advisor. Quiet words are exchanged before he turns back to the Emperor.


‘I have other matters to attend to, Emperor Heinrich,’ and without further word marches off with his forces.

He is heading to the Elven forces. The party can attend if they wish but will be held back to ensure they do not intervene in what is a matter between Dwarf and Elf.

Eltharion, warden of Tor Yyresse, High Loremaster Teclis, and Prince Tyrion stand before High King Thorgrim Grudgebearer and King Kazador. Ranks of their most pernicious and vaulted warriors and aids stand behind them. Runesmith glares at Mage Lord, and Shadow Warrior stares at Slayer.


‘You fought well … for an Elf,’ snarls the High King.


Teclis gives a small frown and is about to speak when his brother laughs aloud and overrides him.


‘As did you, High King. I never thought I’d be glad to see so many Dwarves.’


‘Get used to it, oathbreaker. The strongholds have vanquished their foes. 

Karak Izril has reclaimed its name, and Karak Drazh no longer bears the cursed title of Black Crag.’


‘Those beneath it?’ enquires Eltharion, entering the conversation with clear interest.


‘Freed,’ snaps the High King without turning to regard him.


‘I am pleased to here it?’ is his answer.


‘Oh really?’ grumbles King Kazador and sneers at the Elf.


‘A warrior can fight to his last breath and be the most honourable creature imaginable and still be taken prisoner. Just as Gorfang brought you here, King Kazador, for wounds he caused to your lineage, that vile beast, Grom, drew me from my lands and to the Empire.’


The ancient Dwarf glares at him for sign of deceit and finds honesty and grief from loss. His mood lightens.


‘Not all grudges, are Dwarf grudges,’ he utters. ‘And revenge is just as sweet a dish to the palate of Elf as it is Dwarf. Especially after the prolonged anticipation our longevity brings.’


‘And on the topic of grudges, how many entries are to be joyfully removed this night?’ asks Teclis, aiming a glance at the Dammaz Kron still firmly clutched in the High King’s gauntletted hand.


‘There are still some left,’ he hisses irritably.


‘Then allow the High Elves of Ulthuan to offer you the opportunity to at least consider striking through a few more.’


The High King glances to King Kazador and they glower moodily before returning their distrustful gaze to the High Elves. A High Elf comes forth with a small plain chest and sets it down before the High King.


‘It has taken some time to verify it to an extent where a people as meticulous and accurate as yourselves would be satisfied, but there…’


The High King snorts with contempt and gives the chest a derisory nudge with his boot.


‘And what is this? You think some baubles can settle your debt. Many Dwarven lives were lost to your treachery and you’ve been a dongliz since.’


People shift nervously as tensions suddenly escalate. Teclis steps forward and gruffly flips open the lid to expose hundreds of rolled pieces of parchment, each closed with the seal of the Phoenix King.


‘They are records, maps, confessions, and witnesses. Many High Elves sacrificed their lives, and even their souls to penetrate Naggaroth and slowly collect these scraps over the centuries. The High Loremaster of Hoeth seeks wisdom and truth, and we have always sought the truth of what happened four thousand years ago.’


‘And who is the scapegoat you send to the Dwarven spit for us to roast?’


‘Malekith. To weaken us both, he assaulted your caravans, plundered your villages, and cheated your people. He gathered the secret trades routes from his time as ambassador, garbed his forces in the manner of Ulthuan, and set our races at each other’s throats. Caledor was a fool, and he did not care to find the truth. Things have changed since that day and we would see the records set straight.’


‘Ah, so you seek for us to do your dirty work for you? Deal with one of your own because you can’t take him down, eh?’


‘By Hoeth, I care not for your actions,’ growls Teclis. ‘We offer you the truth, take it or burn it. My obligation to this tragic fiasco is at an end, my oath as High Loremaster fulfilled.’


The High King nods to a guard who gathers the box and moves away. He steps toward Teclis, his face reddening, his hand clutching tighter to the great book.


‘Few dare speak to the High King of the Dwarves in such a manner and get to keep their head.’


‘Perhaps if the High King used his own head better, perhaps there would be no need.’


Tyrion winces, Eltharion’s hand starts to travel towards his sword. Dwarves are starting to shuffle restlessly. Everyone flinches when the High King jerks into action. In a trice, he has driven his hand into the book, and from memory gleaned from countless nights spent pawing through its entries, rips free a series of pages.


‘You have some backbone … Teclis. Bel-Shanaar would be proud. That alone warrants the same trust he placed in us, reciprocated. The matter is at an end. The War of the Beard was initiated by trickery. Both sides erred and earned many a grudge, but the grudge that spawned them is accounted for. We instead, shall have to take the matter up with this Malekith.’


He extends the pages to Teclis, and gasps go up from Elf and Dwarf alike.


‘I am honoured to accept such valuable artefacts,’ he says, and takes the pages with clear reverence. ‘We have both been wronged, and we would be honoured and privileged to unify with the great Dwarven Empire to make the villain responsible pay.’


‘Dwarf and Elf, fight side by side without fear, or mistrust? It doesn’t sound right, but if they’re as grom as you, we’ll give that little thagi a runking he’ll never forget.


‘Much blood has been spilt, and needlessly.’


‘Indeed.’


‘So let’s spill drink instead.’


‘A capital idea, I could even down some of that Ellyrion snot you offered Bel-Shanaar at Karaz-a-Karak.’


‘Why would you, when we have this…’


Teclis indicates behind him, whereupon Elven warriors bring forth barrels and set them down. The High King laughs, snatches an axe, and staves in a lid. He throws a hand out and has two Nogarung thrust into his palm. He casts them wildly into the brew and hauls them up. Teclis and the High King quaff the drink.


‘Ah, Gutstrangle’s Owd Nasty Dwarf Ale. That’ll curl ya beard.’


‘One dozen barrels. Just like the old days,’ splutters Teclis and with watering eye recklessly delves the Troll skull tankard back in for a second helping.


Dwarven Lords surge forward and break open the other barrels, handing the Elven nobles tankards of their own. With reluctance, they partake, and only Teclis seems to actually be enjoying the brew. The Dwarves cheer and start to sing raucously.


‘To victory and peace,’ he toasts.


‘Aye, Teclis, but victory, peace, and ale, ain’t nothing without some good grub,’ he chuckles and the two start to wander off.


‘I have become quite taken with Kuri,’ he replies.


‘No jest? Well, let’s see what we can rustle up,’ laughs the High King, and hands the Great Book of Grudges to one of his Champions so he can slap Teclis across the back and hoist his Nogarung.
The celebrations commence with gusto.

Eltharion the Grim, and King Kazador have both suffered grievous losses from the atrocities of Goblinoids. The two find a strange common ground, sit, and lament their tragedy alone over a fire. If Gorfang and Grom had a fate point and escaped the field of battle, the two begin to talk of mounting a crusade together, to finally remove the blights that are these beasts from the world and reclaim their honour.

PART 15: AFTERMATH

If they survive, Captains Kessler and Lafarel are Knighted and the Middenheim rangers become a legitimate unit in the city that the two Captains lead. Their ability to scour the woodland and root out outlaw, bandit, Greenskin, and Chaos makes them a feared and respected unit.

The new Electors are sworn in. Ar-Ulric has lost his position because of the breaking of the vow and a new priest of Ulric must be chosen. Volkmar’s insistence on this weakens the sympathy for the cult of Sigmar and makes the Emperor willing to offer an Arch Lector seat to the Supreme Patriarch. Because of the Schlagen fiasco and the fact that he almost put a puppet of Xakishia on an Electoral seat makes Volkmar begrudgingly accept this decision. If the PC’s ask for this honour to be entrusted to the Battle Wizards of the Empire, then the High Wizard is bestowed the position instead. This causes further secret fury because now Middenheim has spawned an Emperor, and has the Gravine, the High Wizard, and the High Priest of Ulric as Electors. Four seats of power in the city of the White Wolf, compared to the now diminished two seats of Sigmarites.

The Electors (baring fatalities) now stand as…

1/ Emperor Heinrich Todbringer X

2/ Grand Theogonist Volkmar

3/ Arch Lector Aglim

4/ Supreme Patriarch Thyrus Gorman or the High Wizard of the Wizards and Alchemists Guild of Middenheim.

5/ High Priest of the Cult of Ulric

6/ Grand Prince Valmir Von Raukov of Ostland

7/ Grand Duke Leopold Von Bildhofen of Middenland

8/ Grand Prince Erich Von Krieglitz of Talabecland

9/ Grand Baroness Etelka Toppenheimer of Sudenland

10/ Graf Aldebrand Ludenhof of Hochland

11/ Grand Count Marius Leitdorf of Averland

12/ Gravine Katarina Todbringer of Middenheim

13/ Duchess Elise Krieglitz-Unermensch of Talabheim

14/ Countess Emmanuelle Von Liebewitz of Nuln

15/ Elder Hisme Stoutheart of the Mootland

In a very public ceremony, the heroes of the war are decorated before the Electorate, Emperor, and all other power Imperial figures, as well as the High Elf and Dwarven elite. Afterwards, everyone at the ceremony, and huge crowds of citizens and troops gather to witness explosives bring down Maultark. The rubble will be cleared away and a monument with the names of the fallen and statues of the Emperor, and the PC’s erected in its sted.

The Griffon Star

Also know as the Sacred Order of Sigmar. It is a golden star encrusted with sapphires and emeralds and bearing a rearing griffon with a hammer in their claw that trails twin lines of ruby studded fire. It is the highest order of decoration in the Empire and is only awarded for acts of the greatest magnitude in Imperial service.


The Griffon Star has only ever been awarded twice - to Magnus the Pious and to Count Manfred Skavenslayer. It will be awarded to the player character who has made the most decisions, who has fulfilled the role of General to the most beneficial and visibly successful extent, and who would generally be recognized as the primary force and figurehead for the rebellion. If there are two such candidates then award them both, they deserve it.


The star bestows +3 social permanently in the Empire and +50 fellowship and leadership with regard to Imperial military and citizens.

The Cross Of Magnus

A golden cross that bears the twin tailed comet upon an octagonal base. The medal was established by Magnus the Pious after the Great Incursion of 2302. The cross is awarded for acts of outstanding courage and bravery and is awarded as follows…

Three officers in the Imperial armies. They are awarded the cross posthumously for their valour at the battles in the north, east, and west.

Captain Rallane Lafarel for his actions before the siege of Middenheim.

Captain Steil for actions above and beyond the call of duty prior to joining the rebel army.

To any characters in the party not awarded the Griffon Star and those who perished during the adventure. It bestows +1 level of social with regard to Imperial military and +20 fellowship with regard to citizens.

PART 16: EXPERIENCE POINTS

Erengrad

75
Freeing the city

The Blighted Isle

100 

Gaining the sword of Khaine

-10 to +50
Role-play with the Ice Queen

The Battles

100
Defeating an army

50

Killing/defeating a Warlord or General

Events

20
Gaining the Jezzails

20
Defeating the noble’s takeover

20
Unearthing Schlagen’s treachery

15
Clearing Ar-Ulric of the pretend son and heir

20
Agreeing to return the Watchstones

Other Plot Objectives

There are no objectives for ambushes and infiltration because these actions make the battle plot objectives easier to acquire. Therefore, the winning of a battle covers the work that has gone into the victory beforehand.

Maultark

200 +2 fate points: Killing the Queen and ending her reign on this world forever and leaving her clergy powerless and her followers bereft of hope and faith.

200 +1 fate point: Destroying the Warpgate and stopping all further Chaos or evil interference on this world until the Warpgates once more expand sufficiently.

The Final Conflict

50

Surviving the battle

250
Winning the battle

-75

The Earth Goddess is called upon to intervene

Rewards

+1 fate point
: A character who has proved worthy of the Griffon Star

PART 17: THE ADVENTURE CONTINUES

The global catastrophes have been averted but plenty of other serious threats exist. The deeds of the adventurers are far from over. The party are hardened troops that have dragged the world and the Empire back from brink of destruction. If Heinrich is to repair the Empire and set things right, they cannot be present as they would be a constant distraction that would greatly undermine his authority. Every time a decision would be required, the opinion of the heroes would be solicited.


The Empire is saved and is safe but the rest of the world is not so lucky.

Sylvania: The Vampire Counts are stirring. With the death of so many citizens, they have plenty of cadavers to raise as undead. The Empire is unified once more but the counts will want to strengthen their dominion. Imperial forces cannot be sent, but a small elite group of hardened adventurers could succeed where an army would surely fail. Brave the lands, find out what is going on, and end the blight of the Counts once and for all. Perhaps some of Xakishia’s forces have gone to them, to inspire retribution, to offer their skills and create artefacts to assist the rise of the counts. Alternatively, the counts have a plot, a scheme that they have been working on for centuries, and with the Old World ravaged by war, they now believe that their time has come.

Tilea, Araby, and Estalia: The war is chaotic, the battlefields random, and there are plenty of scores to settle and people who want to continue fighting and gain victory. Plots, demands, schemes, all will hamper a lasting peace. Elite warriors from a neutral country would be exceedingly useful in taking out the hard liners, getting others on board, and changing minds, by force if necessary.

The Dwarves: The battles to reacquire land and property rage on. The heroes of the Empire would be welcome as a small force to gather intelligence, pierce by stealth, carry message and artefact, lead raids, and assist the Dwarves in reclaiming what was theirs from Skaven, Greenskin, and Chaos.

Nagash. The undead legions are massing. The sheer number of available cadavers in the Old World has made him eager to attempt his final assault. He must be stopped.

Skaven: The Children of the Horned Rat have watched Bretonnia crumble, now they are readying to rise from beneath the surface. The Chaos Incursion for which they were bracing has been averted. Their army is now free to rise and attack. Bretonnia needs help. Badly.

I’ll Be Back: It may start to occur to people that not one Champion of Xakishia has been seen anywhere in the Empire or in Kislev. The most elevated and blessed of her following left with the arms shipments and have vanished into the east. What they are up to and intend is unknown. With their Goddess gone, they may splinter and be ruined, however, their hatred at being defeated may reach new and terrible levels. Without the Goddess of conquest, perhaps they now seek complete destruction of all, in vengeance.

PART 18: PROFILES


The following profiles include persons of great power and wealth, who have ready access to the creations of wizards and who make damn sure to protect themselves when they on the battlefield. Some of the characters are hundreds of years old and have inherited items of incredible potency. Others have been waiting centuries for the chance to acquire revenge against a specific race or individual and have prepared meticulously for that day.


Spell rings, protection rings, massively enchanted armour, all are vital investments when leading an army and can make the difference between defeat and victory. This is not the day of Knights riding into battle with nothing more than platemail, lance, and warhorse, which although significant in our world’s warfare, face greater competition in the form of Griffons, Wyvern, enchanted banners, Rune artefacts, and many branches of sorcery. Where warhorses of great breeding and training were prized in our world, these practices are applied to monsters in that of Warhammer.


These can and have been exploited for generations by those with the wealth to turn even the most ordinary noble warrior into a veritable whirlwind of carnage who is immune to all but the most devastating blows, or of course, those areas of sorcery that will ignore their bolstered defences.







