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GM Notes



Background

Even though sorcery has been officially sanctioned for over 200 years, the Empire forged by Sigmar remains a dangerous and fearful land for any suspected of witchcraft. Witch-Hunters roam the land searching for the few whose sorcerous abilities may mark them as potential agents of Chaos and consign them to the cleansing flame.



Hedgewizards in the countryside must be particularly wary, as they are the most vulnerable.  Many hide their paraphernalia lest the unyielding and merciless witch-hunters find them as well.  Following survival techniques founded during the nearly 325 year Dark Ages, a number of hedgewizards merely emphasised the healing aspects of their profession, substituting herbal remedies for sorcerous ones.



Although secularism is slowly become more prevalent since Magnus re-unified the Empire, the official cults are still a very pervasive force in everyday life, particularly the Church of Sigmar.  With the threat of sorcery contained in the state-sanctioned “colleges” (or so they thought), the Sigmarite hierarchy has maintained its focus on dealing with the various heresies and religious strife that continues to plague the Empire. This occasionally makes their more enthusiastic priesthood the target of retribution. The Officium Arbitrorium is the arm of the cult responsible for investigating crimes against the Church and its clergy.  Should devilry or heresy be suspected, then the Officium hands the investigation over to the Inquisition.  In theory, these organisations conduct their work unhindered in the areas where the cult of Sigmar holds sway.  Realistically, there are many difficulties they must overcome, including other religions, obstinate local officials and even other parts of their own cult. Both organisations are over-worked in the cities and towns, and have far fewer resources for the widely spread rural communities. Unwilling to allow the villages and isolated settlements to meander unguided, the Cult of Sigmar employs witch-hunters as their ecclesiastical agents.  Witch-Hunters have proved highly successful in this endeavour since the cleansing of Mordheim. They are given full authority to handle whatever situation they stumble upon as they see fit.  This freedom to act works well with the witch-hunter’s preferred method of operation. Because of their successes and excesses, rural communities manage to spread the word very quickly when a witch-hunter is in a region via a network of local pedlars and merchants.





About the Adventure

Most WFRP adventures delve into situations where the bad guys are truly evil and the good guys are, well, generally able to overcome their own greed and self-centredness to perform selfless deeds.  Still, there is a lot more ambiguity and “greyness” in WFRP that can lead into dilemmas where there are no clean-cut resolutions.



There are two important outcomes from the scenario. Firstly, as a purely WFRP role-playing experience it is imperative that the GM is familiar with the relationships between the villagers in order to encourage the PCs to play to their family biases. This is a difficult scenario to run, but hopefully will allow insight into the basic social unit of The Empire - the peasant village. Secondly, there is no need for the PCs to adopt any 'correct' solution to the murder. Remember, their aim is to provide a solid case against one particular individual in order to save the village from the depredations of a witch-hunter. This individual can be anyone. In this way, we can also illustrate to the players the very impure nature of the Old World and WFRP - innocence is not necessarily a virtue, and social stability is all. It is perhaps worth a short debrief to this end, should time permit.





A Priest’s Tale

To better understand the victim of this scenario and the mixed views that the villagers (including the PCs) have of him, the following is Father Strauss’ story:



Frederick Strauss was the third son of a well-to-do merchant family from Wurtbad.  His youth was little different for others of his station: typically drunk, loud, and obnoxious.  In time, Frederick grew bored of this lifestyle.  He wanted to make a difference, wanted to be important.  With absolutely neither head nor patience for the machinations of commerce, Frederick looked for another place where his (perceived) intelligence and drive could serve him the best.  The fact that he recently paid a local watchman to frame a commoner (who, at it happened, was a visitor from Nuln and a younger brother of a Verenan priest) for a crime that he committed played no minor part in Frederick’s decision.  He declared to his father and family that he would seek his mark on the world through means of the church of Sigmar.  The more his family tried to dissuade him, the more convinced Frederick was with the rightness of his decision.  He petitioned the cult in Wurtbad for acceptance as an Initiate.



Frederick was not so foolish to believe that he would skate through the cult on his way to becoming the Grand Theogonist (a simple Lector would do).  He did study the holy writings of the cult and applied himself to his duties.  He was soon sent to Altdorf for further indoctrination and soon came under the tutelage of one of the more demanding cult instructors.  So much did he impress his teacher that Frederick was granted a place where he could shepherd a flock of worshippers.  This was the stepping-stone that Frederick had worked so hard to achieve.



When he arrived at Schloss Waldsicht to notify Baron von Stämmigeiche of his appointment, Frederick was dismayed at the rural hinterland to which he had been sent.  He had expected a post in a small town of importance (certainly Wurtbad would have been a big step, but this??).  Instead, he received the chapel at Sonnigwiese as his dominion.  Its Meister, Manfred Lang, led Frederick to the village, so he could meet with the village elders.  Apprehension came to Father Frederick during his meeting with the town council why he was sent to this Stirlander village: the country bumpkins were hardly models of devout Sigmarites.



Frederick realised that he had to win the trust of these dull-witted… er, villagers if he was to bring them into Sigmar’s fold.  If he succeeded, then surely his superiors would move him into a place where he could truly prove his meddle.  The villagers’ rejection of their old religions in favour of Sigmar’s benevolence would be his ultimate goal, even if it took him the full three years he expected to realise the fruits of his labour.



Eight years passed and Father Frederick Strauss was no closer to his goal.  The villagers’ backward religious beliefs bedevilled his attempts at showing them the True Light of Sigmar.  There was progress to be sure, but far too slow to suit him.  The residents of Sonnigwiese regularly attended his sermons, but their observance of the old rituals remained unabated.



Still, Father Strauss was able to bring one of their number, Monika Sauerapfel, to Sigmar.  She recently became his Initiate and, he hoped, his successor.  Regrettably, the loneliness of his labours proved too much for Father Strauss and he had an unfortunate incident with the impressionable Monika the one evening during the week before Sonnstill.  She assured him that there was no wrong committed, but Father Strauss was now torn between fulfilling his goal and abandoning it.





Father Strauss’ last day:

To further help the GM determine the course of the adventure, the following are the events that shaped Father Strauss’ last day.



Father Strauss did not feel particularly well on the day of the festival, complaining that he had a restless night.  In fact, he had a dream of some dark evil stalking him in a vast temple.  The priest tries to dismiss the event as a touch of fever, though a small tinge of doubt and guilt is creeping into his thoughts.

He paid a brief visit to Hugo and Marie Fermier at their farmstead north of the village in the morning.  Father Strauss thought that the morning walk would do him good.  He also wanted to keep in touch with the villagers as if his presence would place Sigmar foremost in their thoughts.  The priest only stayed with the recent Bretonnian émigrés for breakfast.

The Sigmarite Priest paid a visit to the Herbalist around noon, Magda Krautee, for some remedy to soothe his headache.  The Herbalist looked at the Priest queerly before handing him an elixir to “cure his heart and whatever else ails him.”  Father Strauss paled before recovering himself.  Did the old lady suspect him of dalliance with his young student?

The tonic did little to arrest his ailment, so Father Strauss took a brief walk in the woods west of the village hoping that the fresh air would clear his head.  Along the way, he came across a small clearing with a crude altar constructed in its centre.  The priest had come through this part of the woods months ago and immediately knew this to be new.  In fact, Father Strauss was certain that someone in the village constructed this for the heretical ceremony for the evening.  The Sigmarite priest quickly dismantled the altar and scattered the large stone.  He also destroyed some small tokens and symbols he came across.

Father Strauss went to the village elder Tobias Brauer straight away to lodge a complaint about the villagers going too far in their planned revelry.  The elder looked puzzled and told the Priest that his accusations were absurd in the least.  Perhaps he simply mistook what he saw in the clearing.  Certainly, someone must have piled the rocks as they were clearing a field to be set to plough.  Unsatisfied, the priest stomped away.

He returned to the chapel late in the afternoon shaken by the day’s events.  Monika asked him as to what occurred to have upset him so and Father Strauss responded with a brief narrative, carefully omitting certain, unsettling events.  He would not elaborate further when Monika inquired.

In the early evening, Father Strauss had a brief encounter with another elder, Josef Fleischer. Josef had heard from Tobias about the latter’s afternoon discourse with the priest and wanted a chance to talk with Strauss.  Strauss was in a mood to argue about the nature of the forthcoming ceremony and its embrace of non-Sigmarite beliefs.  Fleischer cut him to the quick and suggested that this was not the time to discuss such matters.  He urged the Priest to wait for a few days before coming to the council with his concerns.  Strauss stumped off. 

The elderly Hunni Zimmermann cornered Father Strauss soon after and bent his ear about the meaning of a dream she had the night before.  She started to describe it in detail, but Strauss cut her off.  The Priest tried to tell the old woman that he wasn’t a priest of Mórr, but promised to take up the issue the next time Priestess Chrobok visited the village.  Unfortunately, Frau Zimmermann continued to press Father Strauss until he was rescued by her son, Kaspar.

Exasperated, Father Strauss searched for and found his initiate talking to Gottlieb Schuhmacher.  He told Monika that he was retiring early and asked her to stay at the festivities to ensure that the villagers did not stray from Sigmar’s path in their celebration of Taal and Rhya.

Feeling feverish, Father Strauss went back to the chapel of Sigmar to pray for guidance.  The noise of the celebration seeped into the House of Sigmar.  The din and Strauss’ fatigue allowed his killer to silently approach from behind as the Priest knelt before the altar.  By the time Strauss felt the murderer’s presence and turned, he was violently hit in the temple by a large object and slain. 





Adventure



Introduction

 “The Witch-Hunter Cometh” is a single round WFRP adventure designed for six player characters in their first career.  The events of this scenario take place in or around Sonnigwiese, a small Stirlander village five days walk from Wurtbad and two days west of the Old Dwarf Road.  Talabeclander raids from the north are very rare this far into Stirland.  Bandits and Goblins are a different matter, however, and the roads are unsafe.



The adventure begins on 1 Vorgeheim, the morning after Sonnstill, the Summer Solstice.  As common across the Empire, a festival was held the evening before in honour of Taal and Rhya with the hope that the two gods would show their pleasure with fair weather and a bountiful harvest.  Ale flowed throughout the night as the village feasted, frolicked, and paid homage to the powers of nature.  Some of the militia (the PCs), however, were expected to refrain from the festivities to stand watch on the wooden palisade surrounding the village.  Selected by drawn lots, the unfortunates patrolled the walls in pairs all night, ever vigilant lest a marauding band chance upon the unsuspecting settlement.  Their fellows relieved the ill-luck on-duty militia in the pre-dawn hours.





We Have a Problem…



You assemble outside the door of the Common House awaiting your invitation into the meeting of the Village Council.  Given that you, and the others nearby, represent half of the militia, you are concerned that there might be reports of bandits or goblins.



Otto Schuhmacher, one of the Council, opens the door and motions to you.  “Please come in and be seated on the bench,” he says.  “Remember to mind your manners.”



As you enter the hall, you see a bench situated before a large table.  Herr Schuhmacher takes his place behind the table.  Sitting next to him are the other members of the Council: Manfred Lang, Adolf Zimmerman, Josef Fleischer, and Tobias Brauer.  You notice that the Priest of Sigmar, Frederick Strauss, is not present.



Herr Lang, the Village Meister, stands.  “I thank you for heeding my summons.  We have a dire situation in the village.  Father Strauss was found hideously murdered in the Chapel of Sigmar this morning by his young charge, Monika Sauerapfel.  Before notifying us, the lass went straight away to Schloss Waldsicht to notify Baron von Stämmigeiche.  We have learned from Monika that the Baron then sent word of Father Strauss’ death to the Temple of Sigmar in Wurtbad.  That means that a witch-hunter will surely be sent.



“We are deeply concerned about a Witch-Hunter visiting our village.  Twenty years ago, a witch-hunter descended upon the village of Kirschkern and burned several witches he uncovered.  He then pronounced sentence on the entire village for harbouring the witches.  Those he did not execute, the witch-hunter scattered.  He subsequently burned the village to the ground in order to cleanse the corruption.”



Herr Lang pauses to empty his tankard of ale.  Wiping his mouth, the Meister continues, “We cannot take a chance that the Witch-Hunter will only find and execute the murderers while sparing the village.  We must find the guilty and render Sigmar’s judgement upon them before the Witch-Hunter arrives here.  Thus, we have little time, maybe three or four days.  Your masters, including those on the Council, have agreed to give you the task of uncovering the fiends who did murder upon one of our own.  As you six were on guard duty throughout the night, you are clearly the logical choices.  May Sigmar and Mórr bless you in this endeavour.”��

The PCs may well ask how the priest was killed.  The request makes the Council visibly uncomfortable.  Herr Josef Flesicher then offers to take the PCs to the body, which is kept in his meat cellar until an itinerant priest of Mórr visits the village to administer the funeral rites.



Before that occurs, Meister Lang will take the PCs aside and tell them:



“The important thing you realise is that we don’t have the luxury of time with this investigation.  I was in Kirschkern as a member of the militia when the Witch-Hunter rode in to investigate.  By that time, Reiner and I had exposed the witch by the evidence we uncovered.  That wasn’t good enough for the witch-hunter as the witch was still alive, though in the lock-up.



“The witch-hunter was convinced that the witch had accomplices he was protecting.  Why else had we not burned the witch before the witch-hunter’s arrival?  Thus, he conducted his own enquiry and found the village rife with daemon-worshippers.  The corruption ran so deep, he proclaimed, that the entire village was to be put to the torch and the witch’s confederates meet their much-deserved end.  Those who demanded an end to the witch-hunter’s retribution were declared enemies of Sigmar and among the first to be put to the sword.



“Reiner and I were ordered to leave lest we get ensnared by the still-to-be-executed witch’s wiles.  As we departed, we heard the cries of those whose livelihoods were set aflame.  The screams told us that the witch-hunter executed many of the villagers.  Others, we later learned, were scattered as the village was burnt to the ground.  To our grief, we found that the witch-hunter had already pronounced and carried out judgement on our family.



“In our sorrow and anger, we thought about retribution upon the witch-hunter, but he was long gone by the time we found our courage.  Killing him would not have mattered in the end.  There were other Sigmarite witch-hunters to take his place.  Killing one would bring a troop of them to find the witches responsible.



“I tell you this so that you can understand the need to resolve this crime quickly.  Finding a convenient scapegoat is not an option.  If we do so and execute with little evidence, we may find Mórr’s judgement at the end of our lives harsh indeed.  Keep me apprised of your progress throughout the day. It is imperative that we find the murderer and carry forth whatever punishment is deemed fit given our laws.”��

With that, Meister Lang leaves the PCs to join Herr Fleischer.





Not a Pleasant Sight

The right part of the building is the slaughterhouse where Herr Flesicher practices his craft. A staircase descends 15 feet from the back into the small hillock in the village. Two large oak doors mark the entrance of the meat cellar (right) and “Mórr’s waiting room” where the recently deceased are kept until a travelling priest of Mórr arrives to perform the funeral ritual and lay the corpses to rest. The room has been consecrated by the cult of Mórr as indicated on the lintel constructed about the door. A large bar blocks the entry in case of something unusual occurring.



You see your breath in the lamplight as you enter the cold room.  Three tables stand in a row in the middle of the room.  The corpse of Father Strauss lies upon the centre table covered in a bloodstained white linen blanket.��

Removing the blanket unveils a ghastly sight. Anyone viewing the deceased priest must pass a Cl test to withstand the raising nausea resulting from the condition of the corpse. Those who fail are unable to contain themselves and lose d2 Insanity Points.  The skull about the right temple has been shattered. The eyes and top of Father Strauss’ head were removed as well as his tongue.  Looking further, the adventurers find the priest’s right hand missing and his chest cut open.



The deceased priest’s clothes are shredded beyond repair.  PCs looking for Father Strauss’ hammer-shaped medallion do not find it on him.  If asked, Herr Fleischer knows nothing of its absence. PCs checking the body must successfully pass an Int test to realise that the priest’s heart was missing and much of the brains are scooped out.  These same PCs must test against Cl to maintain their equilibrium.  Failure means the PC picks up an Insanity Point.



If the PCs ask about Father Strauss’ personal effects, Herr Fleischer states that whatever they may have been remains at the Chapel of Sigmar.



Should the PCs inquire about Father Strauss’ activities during the festivities, Herr Fleischer tells them that he was presiding over the ritual slaughter of a bull in honour of Taal so he didn’t see much of the Sigmarite priest. He will say that earlier in the evening, he briefly talked to Father Strauss who seemed to be preoccupied and somewhat agitated. The good priest didn’t want to discuss his concerns during the festivities, but he promised to talk to the elder later. Sometime before midnight, Herr Fleischer went to look for Father Strauss, but was told by Magda Krautee that the priest had retired early.





The Scene of the Crime



Before you stands a large, eight-sided building made of thick timber.  Double doors on the north and west walls are the ones you used to enter the chapel whenever you sought Sigmar’s blessing.  You are surprised by the five large ravens that have gathered in the large elm tree nearby as if Mórr has sent them in greeting… or warning.



The chapel is typical of Sigmarite houses of worship (or so you have been told).  Scenes from his life have been carved in the walls and the altar, which stands in the southeast corner.  It is said that if one were to journey in a straight line in the direction of the altar, one would eventually come to Karaz-a-Karak, the Dwarfs’ largest hold and the final destination of Sigmar nearly twenty-five hundred years ago.  The rest of the chapel is filled with wooden benches where the villagers sit during sermons.��

Monika Sauerapfel, the late Father Strauss’ initiate, is scrubbing the floor near the altar. The entire area is a mess as blood has been splattered everywhere. Anyone passing an I test (+10 for Acute Hearing, +10 for Excellent Vision) will realise that Monika is quietly sobbing as she performs her gruesome task.  So absorbed in her effort, Monika does not notice the PCs have enter until the clear their throat, speak, or touch her. Monika will be startled at first, but will recover her composure quickly wiping her eyes as she stands.



“Good morrow,” Monika says, “how can I be of service?”



Any PC who answers Monika with a tasteless reply will suffer a –10 modifier to Fel whenever they interact with the Sigmarite initiate for the duration of the scenario. They should realise their error by the cold, stern look Monika fixes upon them. The GM may consider having Monika inform the offending PC that their callous remake given the tragedy that occurred has clearly marked them as unworthy of Sigmar’s benevolence. Should the offending PC continue in this vein, the GM may impose further penalties (-10 modifier on certain tests, loss of a Fate Point, etc.).



Should the PCs offer to help, Monika politely declines their generosity as she feels it is her duty to clean Sigmar’s house of the evil perpetrated within. The kindness of the PCs will touch Monika and they will gain a +10 modifier to their Fel when dealing with the initiate for the rest of the scenario.



If the PCs inquire, Monika affirms her presence at the festival. Should the PCs continue to ask questions, Monika looks at them and asks, “Why are you inquiring about Father Strauss’ death? I have informed Baron von Stämmigeiche of the heinous murder and he told me that he sent word to the Temple of Sigmar in Wurtbad.  I’m confident that the Lector will send a priest of high standing to investigate.” The PCs will have to pass a Fel test (+10 Charm and any other appropriate modifiers) to convince Monika of the sincerity of their concern.  Simply stating that they are acting on the behalf (orders) from the village council will not sway Monika to co-operate with the PCs. Should the PCs fail the test, Monika will dismiss them by saying, “I have said all that I will on the matter. Good day.” Failure by more than 30 prompts Monika to coldly order the PCs out of the chapel.



Success could yield the following answers, should the PCs be clever and thorough with their inquiries:



Father Strauss did not feel particularly well on the day of the festival, complaining that he had a restless night.

He paid a brief visit to Hugo and Marie Fermier at their farmstead in the morning.

The Sigmarite Priest paid a visit to the Herbalist around noon, Magda Krautee, for some remedy to soothe his headache.

The tonic did little to arrest his ailment, so Father Strauss took a brief walk in the woods hoping that the fresh air would clear his head.

He returned to the chapel late in the afternoon after discussing his concerns about the nature of the festivities to village elder Tobias Brauer.  The Priest seemed unsatisfied with the discourse.  He would not elaborate when Monika inquired.

Father Strauss had a brief encounter with Herr Josef Fleischer in the early evening, but the two didn’t appear to converse longer than an exchange of brief comments.

Hunni Zimmermann cornered Father Strauss soon after and bent his ear about the meaning of a dream she had the night before.  He tried to tell the old woman that he wasn’t a priest of Mórr, but promised to take up the issue the next time Priestess Chrobok visited the village.  Unfortunately, Frau Zimmermann continued to press Father Strauss until he was rescued by her son, Kaspar.

Father Strauss told Monika that he was retiring early and asked her to stay at the festivities to ensure that the villagers did not stray from Sigmar’s path in their celebration of Taal and Rhya.



PCs who elect to examine the chapel will find two additional clues. To one side is clear evidence that someone has retched. This is a little away from the scene, and on an Intelligence test a PC will conclude that it was likely - though not certain - done after the murder, or at least by a second party who witnessed rather than engaged in the crime. An Observe test will also discover a small figure made of a twig in a triangular shape that has been dropped or placed on the floor. An Intelligence test will suggest it was laid down after the crime, as it is not covered with blood on its top surface. Note that if a PC asks technical questions concerning blood splash etc, then forego the test and provide the answer. Then remind the player that s/he is supposed to be playing a country yokel!





There be Foreigners at Work Here …

As with any other village, the arrival of outsiders is big news.  Should it occur to the players to try to remember if there are any visitors to the village (and if not, give them an Intelligence test), they should recall this fact readily.  It takes no effort to conclude where the strangers are staying.



You decide to make your way to the village inn.  Actually, “inn” might be too misleading a word since it is little more than a room in Elder Brauer’s home where beer is served.  There is a small shack near the building, which is used as sleeping quarters for visitors to the village.  Such individuals are few and far between.  There is also a small barn on the premises for those who arrive by horse.



As you enter the room, Herr Brauer looks up from his cleaning and gives you a sharp look.  He clearly isn’t happy with your presence.  Looking away from the glum Elder, you see two men nursing their pints.��

There are two visitors at the inn who arrived together and on foot on 31 Sommerzeit.  Both Hoffman and Klaus will be civil to the PCs, and explain that they were at the party/ceremony all night. Most villagers saw them, though by late evening few were in a position to remember much of anyone's actions. Certainly Klaus looks very hung over and green around the gills - though this is due to the fact that he was sick in the chapel. They have little else to add.



Hoffman Jamnitzer, Bounty Hunter

Height: 5 ft 8 in

Weight: 145 lbs.

Hair: Auburn

Eyes: Green

Age: 27

Alignment: Neutral (Verena)



M�WS�BS�S�T�W�I�A�Dex�Ld�Int�Cl�WP�Fel��4�44�43�4�3�7�41�2�31�46�29�36�29�39��

Skills: Follow Trail, Shadowing, Silent Move Rural, Silent Move Urban, Specialist Weapon - Lasso, Specialist Weapon - Net, Strike Mighty Blow



Equipment: Sword, Sleeved Mail Shirt (1AP body/arms) with padded leather leggings (0/1AP legs), Crossbow (R 32/64/300, ES 4, 1 rd to fire, 1 rd to load) with ammunition, Lasso, Net, Religious Symbol (Verena), Shield, Manacles, warrant from cult of Verena, and purse (20 GCs) 



Description: The Temple of Verena cannot afford to maintain a large permanent force of templars and other militia forces, and so they engage private individuals to represent them in some cases. Hoffman Jamnitzer has been hired by the Cult to find the whereabouts of one 'Frederick Strauss' and he learnt of someone here by that name. He is a follower of Verena, and tries to follow her precepts within his job. He came across Klaus along the road, and finds the company a pleasant change from the normal loneliness of the road. He is also minded to protect him from his own naiveté.





Klaus Greber, Agitator, ex-Initiate

Height: 5 ft 11 in

Weight: 160 lbs.

Hair: Blond

Eyes: Blue

Age: 21

Alignment: Neutral (Shallya)



M�WS�BS�S�T�W�I�A�Dex�Ld�Int�Cl�WP�Fel��4�28�34�3�3�7�35�1�30�28�35�30�32�37��

Skills: Etiquette, Public Speaking, Read/Write (Classical), Read/Write (Old Worlder - Reikspiel), Scroll Lore, Secret Language - Classical, Theology



Equipment: Sword, Leather Jack (0/1 AP body/arms), Religious Symbol of a Dove, 6 Pamphlets, 50GCs



Description: An archetypal Unberogen, Klaus is terribly serious with little time to waste on matters, besides saving The Empire. He is extremely genuine, and can be very boring. He is, however, the son of a merchant family and very romantically inclined towards the rights of the common man. He left the church of Shallya as it was far too unexciting - sure he wants to help people, but that does not involve cleaning the elderly and diseased. He wants them to join his reform crusade. He is a poet of passable talent. He will also fall for Etelka Lang, when he first sees her, and will proceed to follow her around, offering assistance and to make her an eagrel champion of his crusade.



An eagrel is a woman legally declared a "man" to secure rights of inheritance, and other such benefits. The process dates back to before the time of Sigmar, and incorporates romantic connotations of heroic warrior-women leading their men-folk into battle. A number of artists have added to this view, by their use of beautiful maidens in a number of famous paintings, all of which has rather gone to Klaus' head and added to his already idealised views on the nature of (revolutionary) change. 





The Usual Witnesses



As you walk about the village pondering your next move, Ulrich Lang hurriedly approaches you.  “Father would like you all to come to the village hall immediately,” he explains.  Without waiting for an answer, Etelka’s brother runs back towards the hall.  You follow as instructed.



When you reach the hall, Herr Lang greets you.  “I took the liberty of asking those who saw the late Father Strauss, may Mórr guide his soul, to assemble within so that you may more expeditiously interview them.  I’ll take my leave of you as I may have other tasks to look after.  Be mindful that this has been a trying time for them as well.”  With that, Herr Lang departs.



When you enter the hall, you notice that those within look rather tired and dishevelled.  You realise that you may be unable to make any intuitive guesses concerning whether those interviewed are lying or dissembling due to the fact that they are all a little irritable and frightened.



Hugo and Marie Fermier are standing off to one side, clearly not part of the main group. They are terrified that as outsiders they will be made scapegoats for the affair. To stress their differences, the GM should note that they spoke only Old Worlder and not the Reikspiel dialect. They will state that Father Strauss often breakfasted with them, since they are good Sigmarites. He seemed very cheerful, and praised their devoutness. They made small talk. The only two concerns he expressed were that he was disappointed with last year's tithe to the church and hopeful of better this year, and that he was unhappy with some purchase he had made from Fritz Furstahg a pedlar who has visited the village the day before the festival. Father Strauss just mentioned the latter in passing as he focussed more on the tithe issue.  [GM note: Vorster Zimmermann knows Furstahg by reputation as a rather over-bearing, though smooth-talking, individual who is known to push somewhat inferior goods.]



Magda Krautee has learnt of the impending visit by the witch-hunter, and is terrified that she is likely to be taken as the nominal witch due to her healing and other arts. She will implore the PCs to find the culprit. She sold the Father a small general tonic as a restorative as he claimed to be feeling run down. They made small talk about the weather and the festival, and both bemoaned the stock of the pedlar Fritz Furstahg. She had bought some glassware that was blemished (though had a very good price she concedes) and some miscellaneous herbs, at least some of which she now believes are fakes. None of these items were used in the Father's restorative.



Astute players might wonder what the Father bought from the pedlar, and whether it has some bearing on the case.  Should the PCs inquire about such with Magda, she will be somewhat surprised at the unexpected question.  Father Strauss had reached an accord to purchase some fine Reiklander wine from Furstahg, but the pedlar kept trying to push off a poor vintage from Averland as an alternative.  The priest complained bitterly that the wine tasted like someone added poison into the mix.



Tobias Brauer demands that he be examined first, and with suitable respect, since he is an elder and has other business to do. He will be very imperious with the PCs and suggest that the Father was behaving very peculiarly. He visited Tobias claiming that the villagers had set up an altar in a clearing to the west of the village and were planning on some sort of ceremony. Everyone knows that there is no such thing, and the ceremony never leaves the village. [GM note: Marianne Schuhmacher knows the location of the clearing, and that it was originally used to make charcoal. However, the Baron stopped this practice since he felt it too close to one of his hunting areas.]



Josef Fleischer received a lecture from Father Strauss concerning the festival, and suggested that this was not the place to discuss such things. He had heard of the altar from Tobias Brauer and was naturally concerned.



Hunni Zimmermann believes that she received a vision of the murder in a dream, and that she tried to warn the good Father. However, he was too proud to listen. The GM should note that Vorster Zimmermann's father, Kaspar, is also there. He will seek to have a quiet word with his son, for he is afraid for his mother (Vorster's grandmother) should a witch-hunter hear that she is claiming to be a witness to portents and dreams. Kaspar needs also to inform his son of a family secret. The family has not been passing on the correct amount of taxation to either the Baron or Church from their merchant activities. It is essential, therefore, that Vorster remains aware for any investigation of these; in fact, should the tithe book in the chapel disappear in the mayhem, he will have done his family a good service.





To the Clearing

The most immediate lead is the mysterious altar apparently discovered by the Father in the clearing. Marianne Schuhmacher knows the place well as her family used to use it as a place to build their charcoal stack, until prevented by the Baron some 5 years ago.



Having agreed to inspect the clearing as a possible source of information since it appears to have concerned Father Strauss, you find yourself in what appears to be an unremarkable open space within the wood.

 

There is no altar of any sort, no obvious sign of recent activity on a cursory glance at the ground. In fact, the only non-natural element of the scene is an old charcoal stack, left in an untouched state after the Baron banned the use of the clearing. There might be some good charcoal fuel in there you muse to yourself, considering returning alone later with family members to purloin the valuable fuel.



A faint acrid smell drifts towards you.��

Clearly not all is as it seems. In fact, the stack is a hiding place for the altar although characters that dig through to it are going to become extremely dirty. Aside from the obvious suspicious nature of the smell, the following can be ascertained if the stack is cleared.



The altar is essentially a stone slab, blackened by the fire and covered in charcoal. Cleaning it will necessitate moving it to a source of water, or the water to it. It is quite heavy and will need a total of up to four carriers with a cumulative strength score of 14. Cleaning the altar will reveal very little. There are, however, charred remains of a stag’s skull with bits of burnt flesh amid the pile of charcoal.



The PCs should readily see the import of the charcoal stack. If the Marianne Schuhmacher player asks, then inform her that the stack has clearly been recently lighted, that no-one should have been using the clearing or making charcoal, and that whoever did so was far from expert at it since it did not burn properly. This should be more than enough prompting for even the slowest players.



She can also tell that the clearing has been inexpertly 'rubbed' to hide tracks, as can all those with appropriate rural skills on a successful Observe test. Those making a second test will find no useful tracks, but will discover the patch from a tunic. Vorster Zimmermann will recognize it as belonging to the Pedlars' Guild, as will others on a successful Int test.



While there is only one obvious path from the village, Marianne knows that there are several deer trails that lead from this clearing. She and her father have used it from time to time to get at some trees further into this section of the forest. The only concern she has about wandering these paths is that the local Baron might consider her and her companions as poachers to be arrested. Should the PCs decide to find other paths leading from this clearing allow them to do so on a successful Observe test. Marianne does so without a test.



Only one of the tracks, leading back towards the road from Sonnigwiese to Schloss Waldsicht, has any evidence to assist the PCs. The others just wander deeper into the dark woods. The PCs should be alert for any signs along the way. Periodic Search tests should be conducted periodically to enforce the characters’ activities. About ten minutes into the trek, any character successfully passing a Search test uncovers a series of footprints along a muddy portion on the path. Several individuals have passed this way heading in the same direction as the PCs.  This could very well be a patrol of the Baron’s gamekeepers, but could also be the persons at the charcoal pile. Bits of mud continue for a short distance along the rougher part of the trail.



A second successful Search test results in the discovery of a small figure made of twig. The figurine seems to consist of a triangular shape with branched extensions from two of the corners. Examination of the twig figure yields no useful information, but there’s no reason to let the characters know this. In fact, should a Player insist on taking an Int test, allow them. No matter how they roll, allow them to believe that there is some truth in whatever theories they can derive from their own (hopefully paranoid) imagination.



As they approach the road, allow the PCs to make a Listen roll to hear the sound of horsemen approaching them from the direction of the Baron’s castle. If the PCs act quickly, they have a chance to conceal themselves from view on a successful Hide test. A mounted patrol of four of the Baron’s men-at-arms will ride by on their way towards the village and the main road leading to Wurtbad.



If the PCs hesitate, then the patrol has spotted them and stops. “What have we here?” inquires the first rider. “What are you doing in these parts? You have no business this far away from your village.”  The leader, Dirk Oswald, waits a few moments for a response. If none are forthcoming, he simply states, “Right.  Off with you now. I don’t want to see you here again.”



If the PCs explain that they are investigating the death of Father Strauss at the behest of the Village Meister, Dirk looks them over before replying, “I don’t know why Manfred put you up to this. I also don’t think the Baron would take too kindly to any of you interfering with work that is best handled by professionals. Go home and tell Manfred to leave the work to real men.” If there are no further conversation (or some other interaction), Dirk leads his men with one final warning to the PCs, “Don’t let me catch any of you running about on the Baron’s hunting grounds.”





Dirk Oswald, Mercenary Sergeant, ex-Mercenary

Height: 5 ft 10 in

Weight: 190 lbs.

Hair: Black

Eyes: Blue

Age: 37

Distinguished Traits: Crooked nose

Alignment: Neutral (Sigmar)



M�WS�BS�S�T�W�I�A�Dex�Ld�Int�Cl�WP�Fel��4�54�51�4�4�10�52�2�39�44�43�40�40�41��

Skills: Consume Alcohol, Disarm, Dodge Blow, Drive Cart, Gamble, Ride-Horse, Secret Language-Battle, Street Fighting, Strike Mighty Blow, Strike to Stun



Possessions: Sword, Mail Shirt (1AP body), Shield (1AP all over), Crossbow (R 32/64/300, ES 4, 1 rd to fire, 1 rd to load), Blue tunic with the Baron von Stämmigeiche’s coat of arms  (black mace on a red background), Horse, and Purse (2d10+4 shillings, 3d6 pennies)



Personal Detail: Former leader of the now-defunct Red Trouser mercenary band, Dirk has been in the Baron’s service for the past five years. He is in charge of the men-at-arms, but generally spends his time patrolling about with his former comrades. Dirk has used his position to bully villagers whenever he can get away with it. There’s a line he actually won’t cross as he has seen first hand what desperate villagers can do as a mob. There’s a reason why there are so few of his former band remaining…





Bertholdt, Stefan, and Werner, Mercenaries

Alignment: Neutral (Sigmar)



M�WS�BS�S�T�W�I�A�Dex�Ld�Int�Cl�WP�Fel��4�43�40�4�3�8�41�2�29�39�29�39�29�29��

Skills: Disarm, Dodge Blow, Drive Cart, Ride-Horse, Secret Language-Battle, Strike Mighty Blow, Strike to Stun



Possessions: Sword, Mail Shirt (1AP body), Shield (1AP all over), Crossbow (R 32/64/300, ES 4, 1 rd to fire, 1 rd to load), Blue tunic with the Baron von Stämmigeiche’s coat of arms (black mace on a red background), Horse, and Purse (d10 shillings, 2d6 pennies)



Personal Detail: All three men have served with Dirk for 10 years and are all or what remains of his mercenary band. Now in their mid-thirties, they like nothing better than get drunk, brawl, wench, and bully villagers.





Trapper Helmut

Whether the PCs found the secondary paths from the clearing or not, they may decide to seek help from or interrogate Helmut Jäger, the village huntsman. His dwelling is located in a clearing on the opposite side of the village from that where the charcoal pile is located.



You approach the small clearing in the forest where Helmut makes his home.  As you near, you notice large shapes made out of saplings and thin branches hanging from the trees, the likes of which you have never seen before.  Most of these appear to be man-shaped with some sort of pointed adornments on top of their “heads.”��

The appearance of these hanging figures is unsettling. The characters should take a Cl+20 test to determine if they can resist the feeling of being perturbed. Failure temporarily modifies a PC’s Ld, Cl, WP, and Fel scores by –10 while they remain in the vicinity of this part of the forest, including the clearing where Helmut resides.



If the PCs have the twig figure from the track near the charcoal pile, they must pass an Int test to notice the resemblance of its construction to that of the hanging figures. Once again, allow the Players to dream up whatever wild notions they have about the purpose of these figures.



Eventually, you come upon a small shack at the centre of the clearing.  To the right is a rack with a number of pelts hanging in the open and a pile of firewood alongside the house.  An axe is embedded in a nearby stump.  A smaller shack with a pipe chimney is close and is obviously where Helmut smokes the meat of his kills.  Skulls of stags, bears, and other game adorn both buildings near their entrances.  All seems serene.��

The PCs may be overly concerned that something dreadful has happened to Helmut. Let them. No matter how skilful the characters are, Helmut heard them coming and silently retreated into the surrounding forest. Undetected, Helmut is slowly moving behind the group while he’s quietly listening to them in hopes of uncovering the purpose behind their visit. In anticipation of all this, the forest creatures in close proximity has gone nearly still.



Assuming the worse, Helmut decides on a course to test the character’s intent. Helmut is an expert mimic of animal sounds and also knows how to combine them into something more frightening. Moreover, he knows how to throw his voice in the manner of a ventriloquist.  Helmut begins with a low, bellowing sound, pitches it high and then stops abruptly. The suddenness of the sound catches the PCs unaware and forces them to take a Cl test. Those that succeed are able to take any appropriate actions such as drawing their weapons or looking (unsuccessfully) for the origins of the sound. Those that fail will have betray their nervousness by doing something like dropping their weapon, soiling their pants, or whatever other embarrassing reaction the GM can dream up.



Should the PCs react in a very aggressive manner, Helmut will no nothing more than silently watch them until they depart. If the PCs act in a destructive manner towards Helmut’s possessions or home, he will send a billowing cloud of smoke in their direction in hopes of chasing them off. Should the PCs call to him in a friendly manner or look sufficiently scared, Helmut will call out to them before emerging from the woods. With this approach, Helmut hopes that the PCs will not blindly attack.



If the PCs conduct themselves in a rude or forceful way, Helmut will simply inform them that he knows nothing about the death of the Sigmarite. PCs may well misconstrue this as implying guilt on Helmut’s part, but that’s not the case. Helmut does have some information, but will not impart anything at all to antagonistic PCs. He’d prefer to simply state that he knows why they are there and simply has no information to help them. Helmut then departs without comment.



PCs who are respectful will get far with Helmut. Despite a dislike (bordering on loathing) for Father Strauss, Helmut knows what happened between the priest and Magda Krautee. He was stopping to visit when the herbalist when he heard Father Strauss approaching her. Helmut remained hidden as he listened to what transpired between them. The trapper was surprised by Magda’s remark about the potion she was handing to Father Strauss. After the priest departed, Helmut asked Magda about the tonic she provided. From the ingredients, Helmut concluded that the elixir was intended to inebriate the forlorn priest. If asked, Helmut has no idea with whom the priest may be infatuated.



Later, Helmut visited the site where Father Strauss discovered and tried to upset the altar.  Feeling unease at the site, Helmut did not stay long to inspect it nor did he touch anything. He took a side trail and laid a small protective charm by the site. If the PCs have and present the twig figure they found near the clearing to Helmut, he will acknowledge his handiwork. When Helmut left the site, the altar was not covered with charcoal. He knows nothing about the stag remains.



If asked about the hanging figures, Helmut will ponder for a few moments. He then tells the PCs that they are also protective talismans intended to ward off evil. Should the PCs entreat Helmut for further explanations, he informs them that the figures are based upon an old belief that ritually assembled effigies in the form of various aspects of Taal have the power to deflect any summoned evil. Helmut constructed these when he learned of Father Strauss’ death.



Should the PCs ask Helmut if he knew of any villager capable of killing the priest, the trapper counters by asking if the PCs have ruled out any outsiders from the deed.  If they are uncertain, Helmut suggests that the PCs might want to see if any visitor was in the village during the ceremonies and overnight. Perhaps a check of the inn might be in order. 



If the PCs discovered the charm in the chapel, then they will clearly be suspicious of Helmut. Crass role-playing will have the same result as described above concerning rude action. PCs should ultimately be allowed either a Fellowship or a Leadership test to discover Helmut's part in this. It is possible to persuade the truth out of him, but it is more likely that the PCs will succeed by pointing out that the charm clearly places him at the crime.  Additionally, most people in the village would be happy to accept him as the scapegoat if it allowed them to carry on as normal and provide a dead or fled murderer to the authorities. Allow a bonus to this approach for good role-playing. Helmut did indeed visit the chapel, but found the father already dead. The reason he was visiting was to offer a prayer to Sigmar. Whilst he might believe in the old ways, there is no harm in an occasional prayer. He left the charm as a ward against evil, but he does know who did the crime. He saw two strangers leaving the chapel as he was approaching, but he hid and they did not see him. If the PCs have already visited the Ale Barrel then his description matches the two visitors.



Of course, particularly 'evil' PCs might simply decide that Helmut is indeed a good scapegoat and try to arrest him. Helmut will not go willingly, and will fight to the death. Whilst the evidence is circumstantial in this climate of fear, few will be overly concerned at the truth and will proceed to build up a further case against him. The PCs have done the village well, but killed an innocent man.





Helmut Jäger, Trapper, ex-Hunter, ex-Initiate, ex-Cleric, Level 1

Height: 6 ft 3 in

Weight: 200 lbs.

Hair: Medium Brown

Eyes: Hazel

Age: 43

Distinguished Traits: Thick beard, torn off left ear (-10 Fel*)

Alignment: Neutral (Taal)



M�WS�BS�S�T�W�I�A�Dex�Ld�Int�Cl�WP�Fel��5�42�55�4�3�9�42�1�46�34�38�45�44�32*��

Skills: Arcane Language- Elemental Magick, Cast Spells-Clerical 1, Charm Animal, Concealment Rural, Follow Trail, Game Hunting, Herb Lore, Meditate, Orientation, Read/Write, Row, Scroll Lore, Secret Language-Classical, Secret Language-Ranger, Secret Signs-Woodsman’s, Set Trap, Silent Move Rural, Spot Trap, Theology



Spells: 1st: Assault of Stones, Cloud of Smoke, Magic Light, Zone of Hiding



Magic Points: 10



Possessions: Sword, Bow (R 24/48/250, ES 3, 1 rd to load and fire), Dagger (S-2, I+10), Buckskin clothing, fur cap, 3 traps, and pouch (dried herbs, spell components, d6 shillings, d6 pennies)



Personal Detail: Helmut has always been one who had little use for village life. He preferred a life that harkened back to older times. Helmut was content to live in the wilderness and hunt until fate intervened. While stalking a large stag twenty-five years ago, Helmut was ambushed by a large bear. The beast slashed Helmut’s face such that it remained on his skull by a strip of skin.  If not for the unexpected appearance of another hunter, Helmut would certainly have been in Mórr’s embrace that day. The stranger revealed himself as a priest of Taal and stitched Helmut’s face back on.  The only thing the priest could not do was find Helmut’s missing ear to re-attach. Once he recovered, Helmut pledged himself to Taal’s service. He returned to Sonnigwiese twenty years ago and lived a solitary life.  Helmut does not engage in the festivities dedicated to Taal in the village. In his view, these ceremonies are mere shadows to the old ways that were attuned to the mysteries of Taal.  Helmut mistrusts the cult of Sigmar as he believes that the official Imperial cult seeks to displace all the old gods.  He is, of course, correct.





Religious Wars

By now the Players might have seen enough to assume a religious motive, even if actual hard evidence is lacking.  This view might prompt them to inquire of religious figures within the village. These are described in various parts of the text, but to summarise as follows:



Monika is the only other Sigmarite in the village, although all villagers (nominally) revere the patron of The Empire.



Helmut Jäger is known to be a loner in his religion as well as his other behaviour. There are rumours that he and the Father had a serious dislike for each other.



Magda Krautee might be regarded as a 'holy' woman to some who view her abilities with healing elixirs and potions gods-sent.  This may mark her as a follower of Rhya.  A few might even view Magda as a “wise woman” (a not-so-oblique way of seeing her as a “good” witch).



Then there are the two visitors who arrived the afternoon before the festival to consider.  At least one of them professed some serious belief in some other god - Shallya the villagers seem to recall.





One More Time

Once the PCs discover Helmut's story, they are likely to be deeply suspicious of the two visitors, as both outsiders and having been seen at the scene.  If confronted with this information, Klaus is likely to blab the whole story should he be successfully intimidated. In contrast, Hoffman will initially refuse to acknowledge the right of the PCs to question him. He is on the business of the Cult of Verena, and they are simple peasants.



The two did indeed visit the chapel, but the Father was already dead. Klaus was physically sick at the sight, but Hoffman was much more pragmatic. He checked the corpse to see if the priest actually was dead - the bounty hunter has seen men live through hideous wounds, at least for a time - and then checked for a ring he was told the man he was looking for wore. The priest had such a ring, but it would not come off. Drawing his knife he removed the hand with the ring on it. Why not just the finger? The hand was already almost torn off, and cutting the finger would take time. The hand and ring are in a waterproof sack at the bottom of his belongings.



Should the PCs try to arrest Hoffman, they will meet with some resistance.  Hoffman will not allow such peasants to interfere with his performing his duty.  If need be, the bounty hunter will demand an audience with the Meister.  Should he be summoned, Meister Lang will place Hoffman under arrest until he can sort through this development.  He then instructs the PCs to follow other leads in case Hoffman’s story is checked out.  The fact that Hoffman has a warrant from the Temple of Verena authorising him to carry through on cult business will give some weight to his assertions.



Though shaken by his experience, Klaus will vouch for Hoffman’s story.  Shortly after the trial, the two men will part company.



There is a chance that Tobias Brauer will be in the vicinity when the PCs approach Hoffman.  At first, the Elder will insist that the visitor should not be hounded by the likes of them.  Herr Brauer will then insist that the PCs should turn over the investigation to Meister Lang as they are clearly out of their depth.  Should the PCs insist that they have the evidence to back up their suspicions, Herr Brauer demands to know what they’ve uncovered.  Should the PCs refuse, Herr Brauer will bluff them into revealing what they know by demanding that the PCs bring Meister Lang to him immediately.  Due to his arrogance, Herr Brauer may well overplay this hand.



More than likely the PCs will divulge what they’ve learned.  If so, Herr Brauer will realise that he’s been handed a golden opportunity to save his own skin. Ten years ago, Tobias obtained a certain, proscribed book from a pedlar who he murdered to keep his secret safe.  The book, De Frangente Catenas Religionis Falsae, was written in Classical by a wizard named Johann von Ludenhafen in 2122 I.C.   Von Ludenhafen was soon after burned at the stake as a daemonologist.  It was said that the book contained a means to unlock sorcerous forces to help a cunning individual achieve their dreams of power.  So far the secrets contained therein lie beyond Tobias’ skills to unravel.  Knowing that should he be found in possession of the book by a witch-hunter, Tobias can count on being burned at the stake.



Thus, Tobias insists on the PCs taking the suspect away immediately.  He also suggests, in the spirit of co-operating with their investigation, that he will collect the Verenan’s possessions and bring them to the Meister forthwith.  Herr Brauer intends to slip his subversive book in Hoffman’s possessions before delivering them to Lang.





Tobias Brauer, Innkeeper (Artisan- Brewer), ex-Artisan Apprentice, ex-Trader

Height: 6 ft 2 in

Weight: 260 lbs.

Hair: Balding, Medium Brown

Eyes: Blue

Age: 46

Distinguished Traits: Overweight, habitually looks down his nose

Alignment: Neutral (Taal)



M�WS�BS�S�T�W�I�A�Dex�Ld�Int�Cl�WP�Fel��3�42�31�4�6*�8�51�1�54�46�42�43�45�42��

Skills: Brewing, Drive Cart, Evaluate, Excellent Vision, Haggle, Law, Magical Sense, Numismatics, Read/Write (Reikspiel), Scroll Lore, Secret Language-Classical, Secret Language-Guilder, Secret Signs-Artisan (Brewer), Very Resilient*



Possessions: Sword, Ornate cane (used as a sign of status), “inn”, brewery, and purse (2d6 GCs, 5d6 shillings)



Personal Detail: Tobias views himself as a man burdened by his family obligations.  Not only does he have his own to keep an eye on, but he is also hampered by the family of his late, and good-for-nothing brother Gunnar.  When dealing with this side of the family, Tobias can barely contain his contempt.  In addition, Tobias has been resentful towards Manfred Lang ever since the interloper became Meister of the village fifteen years ago.  That position should have been Tobias’ by right.  After all, Tobias is a learned man, unlike the uncouth villagers who are his neighbours.  In light of the current situation, Tobias is torn between his desire to see Lang fail and his concern for his own well-being.  It is also well-known by some that Tobias and the priest of Sigmar had a mutual loathing of one another.  It seems the two just naturally clashed over a number of things, one example being the altar that Father Strauss assumed was built by the villagers.





Take Two in the Morning…



Still looking for answers, you wander in the direction of Frau Krautee’s cottage near the south side of the village.  A small, well-tended garden where the village healer grows her own herbs lies to one side of the whitewashed building.  A collection of small little metal rods hang near the front door.  When the breeze catches it, the rods give off a little chime.��

At some point, the PCs will probably return to talk to Magda Krautee.  They find her in her home in a rather agitated state.  If asked about it, Magda states that the murder of Father Strauss has her distraught.  This is true, but she is torn between staying as she is innocent and fleeing for fear that her secret will be revealed.  Should the PCs press her, Magda will lead them into believing that she is a former priestess of Rhya concerned that the Sigmarite authorities might confuse her background for something completely different.  At no time will Magda disclose her sorcerous training.  To do so means death in this environment of fear.  



More likely, the PCs will inquire about the potion she gave Father Strauss on Sonnstill.  At first, Magda slyly admits that it was nothing more than a touch of watered wine with some spices.  If confronted with Helmut’s comments that the portion was intended to help the Priest of Sigmar deal with his longing, Magda then lets out a sigh before responding.  With some hesitation, the old woman divulges her suspicions that the Priest may have seduced his young charge, Monika.  Magda sensed his regret and conflict.  If it became known, the scandal could destroy Father Strauss’ ambitions with his cult.  More than the cults of the other gods, politics within the Sigmarite cult is as much a factor in one’s advancement as one’s labours.  On the other hand, the priest was clearly infatuated with his student.



If asked if she thinks Monika could be behind the murders, Magda emphatically says no.  She doesn’t believe that Monika could do such a thing.  If asked why she thinks so, Magda pauses for a moment before responding that she thinks the initiate might be more sure of herself given her position and may have ambitious dreams.  Magda doesn’t think that enough to make the young woman a murderer.



Unless the PCs assure Magda that she is above suspicion in the murder of Father Strauss, the herbalist will become despondent.  She is well aware what fate she would face if left to the tender mercies of a witch-hunter.  At some point during the night, Magda will make a fateful decision.  Should any PCs to listening nearby, have them make a Listen (+10 for Acute Hearing) test to hear Magda say a prayer to Rhya and Mórr in her native Ostaverspiel dialect.  A successful Intelligence is required by the PC hearing the prayer to pick out the similarities of the words to Reikspiel to realise that Magda is commending her soul to the two gods.  Once done (and barring any intervention by the PCs) Magda will drink a potion made from Nightshade.  The dosage is enough to allow her to slip into Mórr’s realm.





Magda Krautee, Herbalist, ex-Apprentice, ex-Hedgewizard, Level 1

Height: 5 ft 4 in

Weight: 120 lbs.

Hair: White

Eyes: Blue

Age: 64

Alignment: Neutral (Rhya)



M�WS�BS�S�T�W�I�A�Dex�Ld�Int�Cl�WP�Fel��3�28�31�3�3�8�42�1�43�31�46�32�34�35��

Skills: Arcane Language-Druidic, Arcane Language-Magic, Cast Spells-Level 1, Cast Spells-Petty, Cure Disease, Heal Wounds, Herb Lore, Identify Plants, Magic Sense, Prepare Poisons, Read/Write (Reikspiel), Scroll Lore, Secret Language-Classical, Secret Language-Guilder



Spells: 

Petty: Curse, Glowing Light, Magic Alarm, Magic Flame, Open, Protection from Rain, Reinforce Door, Remove Curse, Sleep

1st: Cure Light Injury, Immunity from Poison, Steal Mind



Magic Points: 12



Possessions: Pestle and Mortar, Sling Bag with dried herbs, and purse (d3 GCs, 2d6 shillings, 2d6 pennies),



Personal Detail: Magda grew up in the village of Alteiche in the eastern part of Averland near the Blue Aver.  She was apprenticed to the hedgewizard, Beatrice Eichelhülse, and thrived under her tutelage.  Unfortunately, the drought of 2165-2166 I.C. was quite severe and suspicious peasants looked for someone to blame.  Magda was in the outskirts of the village when two witch-hunters descended upon Beatrice’s home.  Magda saw the two men beat her mentor in the streets before throwing the unconscious hedgewizard into her home and setting it on fire.  Magda watched in horror as the flames burned down the cottage and the screaming woman inside.  Magda fled into the woods and never returned to her home.  A year later, Magda arrived at Sonnigwiese hungry and tired.  She was taken in by the village’s healer and priestess of Rhya, Helena Grünwald, who taught the former hedgewizard the craft of herbalist.  A few years later, Helena passed away from Spotted Fever and Magda became the village’s herbalist and midwife.  She kept her previous life a secret for all these years, fearful of being discovered and burned as a witch.





Case of the Missing Pedlar

At some point the PCs will wonder about the sometime visitor to Sonnigwiese, Fritz Furstahg.  He was last seen in the village the day before the Sonnstill festivities and presumed to have left.  But, did he?



The patch near the charcoal stack seems to indicate that a pedlar was involved in the area sometime after Father Strauss was in the clearing.  The player of Vorster Zimmermann may be suspicious of his father Kaspar, given the situation earlier in the scenario.  Whether with his companions or on his own, Vorster may attempt to interview his father.  Needless to say, Kaspar reacts poorly if he thinks his son is suggesting that he is remotely involved with the Sigmarite priest’s murder.  If confronted with his earlier comment about the tithe book or the tax issue, Kaspar responds angrily.  The Church of Sigmar and Baron von Stämmigeiche are bloody rich from living off the hard work of commoners.  Shorting the two a few shillings here and there is hardly a step towards murder, the elder Zimmermann contends.



Should the PCs mention that they found a Pedlars’ Guild patch in the clearing with the pile of charcoal and alleged altar, Kaspar’s anger and bluster quickly subsides.  The situation has taken a turn for the worse from Kaspar’s perspective as the circumstantial evidence may well point to him.  The elder Zimmermann suggests that the patch may belong to another pedlar since he still has his.  He intimates that the patch may belong to his rival, Fritz Furstahg.  “Perhaps Fritz didn’t really leave before Sonnstill,” Kaspar replies to any comment a PC might make based upon an earlier comment by the Fermiers.



If the PCs take the road that leads from the village toward the Old Dwarf Road, read the following:



You walk about three hours from Sonnigwiese.  The day is getting late and you’re near turning back when you catch a glimpse of a pedlar’s wagon on the side of the road.  As you close, you can hear someone cursing.  Once you round some thick undergrowth, you see someone labouring around the wagon’s wheel.��

The PCs find Fritz Furstahg trying to repair (rather pathetically) a broken axle.  Anyone with the Carpentry skill can clearly see that Fritz is not adept at repairing his cart.  If offered, Fritz accepts any help.  He will dryly comment that the PCs are far friendlier than the Baron’s men-at-arms who rode by earlier.



[Note to GM: Keep in mind that in this season, days are rather long in the Empire.  They typically last up to 16 hours or more.  If the PCs haven’t arrived at it yet, they may be facing dusk by the time this part of the scenario is reached.] 



PCs with a sense of time may well wonder why Fritz spent two days at this spot rather than returning to the village, a mere 10 miles on the road.  Fritz responds that he would not think to leave his goods unguarded on the road.  He figured that he could eventually fix the axle given time.  Additionally, he wasn’t pressed for time to move on since he spent less time in Sonnigwiese than he initially anticipated.  If asked why was that, Fritz responded that he simply had conducted all the business he needed to in less time than he thought.



Players who express suspicion regarding Fritz’s story should make an Intelligence-10 test.  If they succeed, the PC will think that there’s something wrong with the pedlar’s version.  Should an alert player decide to look for wagon tracks off road, they need to make an Observe test (+10 Excellent Vision, +10 Follow Tracks) to see that Fritz’s wagon had been driven a distance off the road.  If they follow the tracks, the PC will uncover a place about fifteen minutes from the road where there are a number of branches with leaves on the ground.  If the player(s) needs help, a successful Intelligence test reveals that the wagon had been at this site and covered with branches to hide it from sight.



If confronted with this observation, Fritz denies the PCs’ interpretation.  Trying to overcome his nervousness, Fritz tries to explain that the axle had initially cracked late on 33 Sommerzeit (the day he left), so he drove off-road to camp until the next day so he could affect repairs.  He explains that bandits frequently use the road so he thought it was safer to be off road.  Fritz departed this morning, but the axle broke when he tried to get back on the road.



If asked for his Pedlars’ Guild patch, Fritz glances at his shoulder and state that he lost it some time ago.  Should the PCs produce the one they found in the forest clearing, Fritz pauses for a few moments before acknowledging it as his.  If told about the sacrifice and altar, Fritz pauses briefly before admitting that if he’s able he will sacrifice a deer or stag to Taal in hopes that the god of wild places protects him from the dangers of the forest as he travels from one place to the other.  Fritz remembers sacrificing a stag at that location before leaving Sonnigwiese.  Should the PCs mention the oddity of that account since, by the evidence they’ve uncovered, the sacrifice could have only occurred after father Strauss stumbled upon that site.  Realising that he provided self-incriminating testimony, Fritz bolts into the forest.



The pedlar has no intention of being captured.  Being found guilty of killing a priest does nothing for one’s future, but Fritz is certain that being convicted of murdering a Sigmarite priest is not something that brings a quick death.  He is sure that the gruesome rumours of what the Sigmarites do to those who are found guilty of committing a crime against the cult are true.  If the PCs are able to catch up to him, Fritz will fight to the death to avoid capture.



Even the plans of NPCs can go awry.  The PCs should try to capture Fritz rather than kill him so they can interrogate him.  Assuming they overcome the frightened pedlar, they will be able to extract the following from him:



That Monika Sauerapfel had seduced him and then threatened to expose him for raping her if he did not do her bidding.

The Initiate wanted the Priest killed because he was using her in order to leave her as the priest of the village while he departed for Wurtbad.

She threatened to expose both him and Kaspar Zimmermann for the shortfall on the tithes to the cult of Sigmar and the taxes to Baron von Stämmigeiche if Fritz did not do her bidding.

Fritz hid his wagon before sneaking back into Sonnigwiese late on 33 Sommerzeit.

Monika gave him shelter in the chapel’s cellar where he would remain until the village gates opened on 1 Vorgeheim.

On the night of Sonnstill, Fritz snuck up into the chapel with the intent of murdering the priest.

By the time Fritz made his way to the chapel, the priest was already killed.

A man in a dark cloak and hood stood over the dead priest.  In panic, Fritz quickly departed back to his hiding place before he was seen by the murderer.

The murderer came down to the cellar for a moment as if searching for something.  A “thud” sounded near the murderer and then he left.

As instructed, Fritz left in the morning using the commotion of the priest’s death to leave undetected.

The thrice-cursed axle broke as he tried to depart.



PCs might well find holes in Fritz’s story, but the clearly frightened pedlar insists his version of events is true.  The problem is the captive’s credibility and whether he can convince the Meister.





Fritz Furstahg, Pedlar

Height: 5 ft 11 in

Weight: 175 lbs.

Hair: Dark Brown

Eyes: Blue

Age: 33

Alignment: Neutral (Taal)
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Skills: Animal Care, Blather, Drive Cart, Evaluate, Haggle, Herb Lore, Secret Signs-Pedlar, Specialist Weapon-Fist



Possessions: Sword, Bow (R 24/48/250, ES 3, 1 rd to load and fire), wagon and horse, mattress in 3 blankets (in wagon), pots, pans, knives, pins, reels of coloured ribbon, lantern, glassware, wine, assorted goods, and locked strongbox (CR10 with 2d10 GCs, 3d10 shillings, 6d10 pennies).



Personal Detail: Fritz is a pedlar who travels from village to village in western Stirland and adjacent portions of northern Averland.  He is known as to be a somewhat domineering, albeit persuasive, individual who drives a hard bargain.  Fritz does come across abrasive as well, and is generally not considered highly.  Travelling through the Great Forest and facing its dangers tends to drive some men to excess and Fritz is no example.  Some, who have travelled with him, knows that Fritz sometimes carries left over meat from animals he kills to toss out at any pursuing goblin raiders (or other unmentionables) when the occasion arises.  He has even been seen picking up carcasses he comes across to provide the same function of forestalling pursuit.  There are a few who believe that Fritz would have hesitated to use portions from dead humans to accomplish the same results.





Full Circle



By the time you return to the village night has fallen.  You have had a very long day and are quite tired.  You look forward to a good night’s sleep but the village gate is closed.  Torches set high on the outside wall illuminate the area before the gate, which assists the guard detail.  When you knock, a sliding window on the gate opens and Ulrich Lang looks out.  He is obviously relieved at your presence (most likely fearful that he would be sent out to search for you). Ulrich informs you that the Meister is anxious to see you at the Common House straightaway.��

If the PCs have Fritz with them, they must escort him to the Meister.  The few guards on duty cannot leave their post to lock up the pedlar.  If they have returned without Fritz, the PCs should look like they’ve been wrestling with bears.  Still, there is no time to clean up since they are expected.



While concerned about the their well-being, Meister Lang needs to be appraised of the PCs’ activities and what they’ve learned.  He has a meal laid out before him with a small keg of ale to wash down the food.  The Meister greets the PCs, invites them to sit down (especially if they looked like they’ve been in a fight), and help themselves.  He also wants them to tell him what they’ve uncovered.



[Note to GM: Don’t let the PCs summarise the events by assuming that the Meister knows what the GM knows.  He doesn’t and this could be emphasised by the GM questioning the PCs as if he were Manfred Lang.  Both GM and PCs should role-play this part of the scenario.]



After listening to what they had to say, Meister Lang asks the PCs if they have determine who the guilty party is, their motivations, and what evidence do they have to support their views.  Should they provide a compelling case, Meister Lang wastes no time in ordering the PCs to arrest the accused.  If the PCs are certain they have fingered the right person, a trial will begin the next morning with the PCs providing testimony.



If the PCs are still uncertain, Meister Lang asks them how far they are from completing their investigation.   This may include providing detail of whom they need to interview and to what purpose.  Lang underscores the need to conclude the enquiry so he can report the matter as closed to Baron von Stämmigeiche so he can forestall the arrival of a witch-hunter as well as the Baron from becoming more involved.



It is assumed that the PCs will want to re-interview Monika Sauerapfel.  Fritz Furstahg has accused her of murder (or being an accomplice), though his comments should be viewed with suspicion.  Still, the PCs may want to assure themselves that they’ve investigated every possibility before putting anyone forward as the prime suspect.



The PCs find Monika easily enough.  She is in the main chapel praying to Sigmar for strength and guidance.  Exhausted from a long and trying day, Monika looks dishevelled and (not surprisingly) a bit on the curt side.  The PCs need to be delicate here if they expect to achieve anything other than angering Monika.



If the PCs put Fritz’s statements forward as if they have any credence, Monika explodes.  “What?!", she replies, “You dare accuse me of murder?  On the basis of what?  The testimony of an outsider making wild and unsubstantiated claims?  What evidence do you have?  Where is it?”  Calming Monika down will take a lot of effort.  Once her anger is aroused, any Fellowship test you impose on the PCs will have a –20 modifier.  The PCs might well feel incline to retreat at this stage.



Should the PCs succeed in calming her down, Monika takes a deep breath before responding, “Herr Furstahg is a liar.  All you need to do is ask the people of this village about their dealings with him.  Most will tell you stories of the inferior goods he’s tried to push off.  In addition, he -- and certain other individuals -- have not paid their share of tithe to the Church.  I know.  I’ve reviewed the Church’s book some days ago.”



“I know not what kind of person you take me for,” Monika continues while looking at each PC in turn, “but to suggest that I had any dealings with such an uncouth individual is beyond belief.  If anything, I am now the representative of Sigmar in this village and answerable to the Baron himself, not to the village militia.  If you have any concrete proof of my involvement, than arrest me now.  If not, then leave this place of worship.  Sigmar doesn’t lightly tolerate fools.”



At some point, the PCs might demand access to the chapel’s cellars to further their investigations.  If the PCs have only succeeded in angering Monika, she’ll refuse them entrance until they can obtain a warrant from Baron von Stämmigeiche.  The PCs could either allow Monika to intimidate them or they can ignore her threats and proceed on their own.  If the PCs have been the model of restraint and found some way not to anger the Sigmarite initiate (“We know Fritz Furstahg’s accusations are baseless, but we have to check it out to prove him the liar that he is”), then Monika willingly shows them the cellar.  She mentions that she hasn’t been there in weeks as Father Strauss has been tutoring her in the various mysteries of the cult.  Monika also points out that she’s spent all day cleaning Sigmar’s house.



The door to the cellar is located to the side of the doors where the villagers enter to attend services.  Stairs on the other side lead down about ten feet into a storeroom.  There are some crates here for Father Strauss’ personal effects, provisions, and supplies for the chapel.  In addition, there is a wine rack with bottles from various vintners.  Some of the Averland wine is here as well.



PCs looking about the cellar need to take a Search test (+10 for Excellent Vision).  The first successful Search locates the murder weapon, a large, full bottle of Averlander wine.  The bottle is covered in blood and fragments of scalp, hair, and bone.  PCs examining this bottle should make a Cl test to avoid getting a sick feeling in their stomach.  If the Cl test is failed by more than 30, the PC gains an Insanity point.  A subsequent, successful Search results in the discovery of a large bloodied hunting knife (almost a short sword) and a gore covered thin-bladed dagger.



The PCs may decide to arrest Monika at this point.





Monika Sauerapfel, Initiate

Height: 5 ft 4 in

Weight: 115 lbs.

Hair: Dark Brown

Eyes: Green

Age: 17

Alignment: Neutral (Sigmar)
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Skills: Read/Write (Reikspiel), Scroll Lore, Secret Language-Classical, Theology



Possessions: Robes, Medallion of Sigmar’s Hammer



Personal Detail: Cousin to the Zimmermanns, Monika is the daughter of Edgar and Renata.  Monika’s future seemed to be doomed to becoming the wife of one of the village bumpkins, a prospect that caused her great concern.  When the Sigmarite priest arrived to lead the villagers to the light of Sigmar, Monika saw an opportunity to better her life and leave the dreary village.  She became an Initiate of Sigmar, and worked hard to prove herself worthy.  Only recently did Monika learn to her dismay that Father Strauss intended to groom her to be his successor in this village.  This would not do.





The Trial



You feel that you’re close to finishing your investigation.  You need to determine who the murderer of Father Strauss is on the basis of what you’ve uncovered.  Meister Lang plans for a trial in the morning and you are expected to present your case.  Most likely the person you determine committed the heinous crime will hang.  You can only hope you didn’t overlook anything.��

The PCs may want to discuss their evidence at this point before retiring for the evening.  Sleep does not necessarily relieve them of the burden of their responsibility.



Morning comes all too soon for you.  Wolmar Lang informs you that the Meister has summoned you to the Common House for the trial.



When you arrive, the place is packed with the villagers.  Dressed in their best, they are expecting a good hanging.  You hope to discharge your duties as best you are able.  Not only do you need to see justice done, but you also hope that the verdict is enough to satisfy the witch-hunter who should arrive in a matter of days.  You realise that if the witch-hunter isn’t convinced, there may be more deaths and bloodshed.  The assemblage becomes quiet as Reiner Lang and Rudi Schuhmacher lead the alleged murderer, bounded in ropes, to the makeshift docket. ��

If the PCs hadn’t seen Magda Krautee since their last interview, they realise that she isn’t here.  News of her death will not reach them until just before the hanging. The PCs will notice that even the Baron’s men-at-arms showed up to see what transpires.  No doubt they are here to report everything to von Stämmigeiche.



Meister Lang presides over this trial. It is a simple, straightforward affair where the PCs will be asked to choose one or two of their number to testify as to the guilt of the accused and present evidence.  The Meister is the only one who may ask questions for clarification.  Once the PCs have presented their findings, the accused will be asked to answer to the charges levied against them.  Unless the GM wishes to provide some nefarious twist to this, the accused will claim their innocence and put forth their own accusations as they have earlier.



Depending upon whom they try to convict, the PCs will have to weave a convincing case.  Here are some ideas on a few of the more promising suspects:



Hoffman Jamnitzer

If the PCs try to place the guilt on the bounty hunter, he will explain that he has a warrant to act on the behalf of the cult of Verena.  He was hired to find one Frederick Strauss, a man who some years ago was alleged to have bribed a watchman to arrest another man for the crime be, Herr Strauss, committed in Wurtbad.  The man who was arrested happened to be the younger brother of a priest of Verena.  It took the Verenan priest years to learn that through some error his brother was sent to the Middenheim Mining Colony where the other inmates later killed him.  Demanding justice, the priest hired Hoffman to bring either Herr Strauss to answer for his crimes or proof that he was dead.



If the PCs have produced the severed hand of the priest as proof of Hoffman’s crime, the bounty hunter reveals the reason why the hand was taken.  Should the PCs produce the book that Tobias Brauer so skilfully hid among Hoffman’s personal effects, the bounty hunter looks dumbfounded.  “I swear upon Verena’s scales,” he’d declared, “I have never seen that book in my life.  I can’t even read.”



Klaus Greber will stand and vouch for Hoffman’s story.  Should the GM want to be devious, they may have Tobias Brauer stand and question Klaus’ honesty.  “They’re in it together,” the Elder exclaims, “they travelled into the village and I daresay he could probably read the book.”



“Indeed I can,” Klaus states.  “But, though a former initiate of Shallya, I am bound by an oath of non-violence.  The book, titled “Breaking the Chains of False Religion” in the Classical tongue, looks to be a book that advocates violence.  I would swear upon the serenity of Shallya and the honesty of her mother, Verena, that this book has placed among Herr Jannitzer’s possessions by someone else in this room.”



With this charge, the village house erupts in confusion.  The PCs may want to take some moments to discuss whether they have the right suspect…





Fritz Furstahg

Clearly, the “best” suspect that the PCs can try to convict.  Fritz is generally a disreputable (and somewhat repulsive) individual whose story is very shaky.  He can produce absolutely no evidence to support his version of events.  He can’t even explain away the inconsistencies, though one could assume that he’s not crafty enough to come up with a better story.



Fritz will stick to his story to the bitter end.  Should the issue of the notorious book found among Hoffman’s possessions come to light, Fritz will pounce upon this by accusing Tobias Brauer of the crime.  “I remember now,” he’ll cry, “the bloody get murdered my mate, Georg Stoppel, ten years ago.  He told me that he had a rare book that he obtained for an important person in this village.  It was worth a lot of gold.  I never saw Georg again.  Rumour was that he was killed on the road, but I knew better.  Georg was a careful man on the road.  If Brauer could kill defenceless Georg, he could certainly murder a priest that he hated.  Or, some the gossip goes.”



Tobias will denounce Fritz “as a liar who will say anything, slander anyone, to save his worthless neck.  His story and charges are preposterous.  You’re better off hanging him now.”





Monika Sauerapfel

This one will be a hard one to prove.  Only gossip ties her sexually with the late Sigmarite priest and neither she nor Strauss ever admitted to such.  Fritz’ charges of seduction are likewise hard to prove.  Monika may (and should) come off as somewhat arrogant, but she’s proving herself to be very cunning.  Only speculation can tie her to the crime and no one, not even Fritz, saw her anywhere near the scene of the crime.  For all anyone knows, Monika was communing with Sigmar.



Should the PCs decide to go after her with all their efforts, Monika should make mince meat of them.  It’s not like she doesn’t know of certain PCs feelings for her.  She’ll use that to belittle them and make it appear as they are acting out of rage since she spurned their advances.  She’d also claim that the other PCs are against her for succeeding in elevating her station above theirs.  The trial should go downhill from here…





Helmut Jäger

The hunter/trapper has everything going against him: motive, opportunity, and the ability to carry out the crime.  Add to that the fact that no one saw Helmut about (which is typical).  He placed himself at the scene of the crime and there’s no one to vouch for the hunter’s claim that he arrived after Strauss was killed.  Should the hunting knife been found in the basement, the evidence clearly points to someone skilled in hunting and butchering.



The problem for the PCs will be that should he have a hint of their suspicions, Helmut will have already left the vicinity.  The act of fleeing may imply guilt and the PCs will have an easy time presenting their case.  After all, the accused is not around to speak on their own behalf.  Then again, there will not be a body to present to the witch-hunter when he arrives.  This could lead to the same problem that caused Kirschkern its dire fate.  In the end, someone had to allow the suspect to escape.  Perhaps an accomplice?





Tobias Brauer

Depending upon the direction of the trial, there may be those who become rather suspicious of the arrogant Elder.  The PCs might be able to quickly cobble together a case against him.  This would also provide Meister Lang the opportunity to be rid of a boisterous rival.  Naturally, Herr Brauer will denounce the unjust attempt of “lessers” to hang the death of that “haughty man of Sigmar” on him.  “I will not tolerate such insult to my person.  I demand to be judged by the Baron himself.  We’ll see who is found guilty then.”



This should prompt an angry exchange with Lang.  Should the PCs present a strong case against Tobias, Lang will find him guilty.  If not, the PCs may well regret their effort in this direction.





The Meister then considers the facts and pronounce sentence.  If the PCs’ conclusions are unsupported by the evidence, the Meister berates them for failing to adequately perform their duties and reprimands them by ordering they spend three days each in the stocks (remember, this is Warhammer where no good deed goes unpunished).   If the PCs are successful, Meister Lang pronounces the sentence of hanging after brief consideration.



Hanging in the Old World is not a quick death by any means.  The condemned die by slow asphyxiation that can take hours.  Anyone walking by will hear choking sounds and gasps until the criminal loses consciousness.  The body is then left for days as food for the crows and a reminder of the price murderers pay for their crimes.  



Still bound, the convicted murderer is then taken by a cart pulled by the PCs to a large tree outside the village walls.  A thick rope is known over a large branch and one end then tied about the murderer’s neck.  The killer screams curses at everyone, specifically the PCs for their activities.  “I am innocent!  May all the gods curse you all for your part in this.  I hope you suffer from the same fate you have condemned me to face.  May all your offspring be mutant scum.”  The PCs are part of the group who will pull on the other end of the rope, elevating the criminal by their neck.  As they begin to pull, the condemnations of the guilty is cut off to the jeers of the on-lookers.  When the murderer is off the ground by about six feet, the rope is tied to a sturdy lower branch until the Meister orders it cut (in about a week or so).  If the GM chooses, allow the PCs to make Cl tests to see who retains one’s lunch while partaking in this duty.





Epilogue

Days later, a solemn man dressed in black arrives in the village, escorted by Baron von Stämmigeiche’s man-at-arms Dirk Oswald.  They meet in private with Meister Lang in the Common House for hours.  Many of the villagers alter their routines slightly in hopes of casually eavesdropping on the conversation (all the while looking busy).  By late afternoon, the door opens and the witch-hunter tells the Meister, “I will report the matter to the Lector’s representative in Wurtbad.  My initial view of the facts you presented is that you carried out Sigmar’s will in accordance with Imperial Law.  Should there be anything further, you shall hear from the Cult in good time.”  With that, the witch-hunter mounts his horse and rides towards Schloss Waldsicht to pay his (hopefully) final respects to the Baron.



�Name: Erich Brauer

Career: Farmer

Height: 5 ft 6 in

Weight: 142  lbs.

Hair: Black

Eyes: Medium Brown

Age: 17

Distinguished Traits: Sneer (-5 Fel*)

Alignment: Neutral (Sigmar)

Fate Points: 1
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Skills: Animal Care, Agriculture, Carpentry, Drive Cart, Fleet-Footed*, Herb Lore, Identify Plant, Ride



Possessions: Leather Jerkin (0/1 AP body), Shield, Spear



Personal Detail: You are a member of the Brauer family of Sonnigweise. Yours is the family of farmers while your Brauer cousins run the village inn, the Ale Barrel.  Your uncle, Tobias, is one of the village elders and acts the part. His snotty offspring enjoy a life of leisure compared to the backbreaking work you do on your family’s farm. Of course, these brats are almost as insufferable as your uncle, who prides himself on the few years he spent learning in Wurtbad.  You have family in some of the nearby Stirland villages, but have rarely visited them since your father, Gunnar, died eight years ago from a Goblin raid.



Your oldest brother, Kurt, was forced to become the man of the house. While he tried his best to run the farm (you wouldn’t trade places with him for any reason), his ordering you about grated on your nerves. The militia duty you pull gave you a break from the dreary and demanding work on the farm. Unfortunately, you were forced to do guard duty at the village gates during last night’s Sonnstill festivities. The night seemed to drag on forever, especially since you were stuck with Wilhelm Fleischer. You were relieved in the pre-dawn hours and had to scrounge for a pint of ale before heading off to bed. Sadly, you only drank whatever was left in the keg.



Ulrich Lang rousted you from your slumber mid-morning (around 9:00) on 1 Vorgeheim. He had been directed by the Meister to tell you that your presence as a member of the militia was required at the meeting of the Village Council. With a groan and curse, you got dressed, grabbed your spear, and stalked off. It didn’t occur to you until you neared your destination that the Village Elders never met the morning after the Sonnstill festivities.





The village families are:



Fermier- A Bretonnian couple who settled in the area just a couple of years ago.  You’re not sure what to make of them, but they work their land well and keep to themselves.  In fact, the only time you’ve seen them away from their farm is when they attend services at the Chapel of Sigmar and a few of the village festivals.



Fleischer – A family of herdsmen with one branch headed by one of the village elders. As far as you’re concern, the family is not a real bright bunch. One of Elder Josef’s sons, Wilhelm, is a decent enough chap most of the time. At other times, he can be a bit thick about the head.  Wilhelm seems well suited to herding pigs.



Lang – An offshoot of the Schuhmacher family by marriage, Manfred is the Meister of the village and a man who takes his job seriously. He even makes sure that his children share in some of the onerous duties of the village militia he leads. One of his, Etelka, was assigned a duty during the Sonnstill festivities. She is one of the few decent girls in the village, most of them ready to rely upon their feminine wiles to try and avoid hard work. Her uncle, Reiner, is the village blacksmith.



Sauerapfel – Related to the Zimmermanns by marriage, Edgar is the head of this hard working, uninteresting family. Only his daughter, Monika, seems to be trying to make something of herself by becoming an Initiate of Sigmar.



Schuhmacher – Another family who shares the burden of providing one of the village Elders (Otto), the Schuhmachers are the village jack-of-all-trades.  Among their number were the village miller, leatherworkers, and woodcutters. They all seem to be a stable bunch and one of them, Karl, has been keeping company with your mother, Luise. His daughter, Marianne, also got stuck with guard duty during the festivities. You noted that she brought her large axe on militia duty.  You wondered if she expected trouble.  



Stonefist – A Dwarf family of two who, as expected, aren’t as opened about their private matters as the rest of the villagers. Ragni herds cattle and provides the village with cheeses while his son, Hergar, is apprenticed to Reiner Lang. Hergar also has the dubious distinction of being the most dutiful of the militia and actually volunteered for guard duty during the festivities. You hope to someday take him on in a drinking contest.



Zimmermann – The village carpenters and pedlars, one of whom (Adolf) is a village elder. The family has shown real skill at woodworking, though you’re not sure about trading. You really don’t know enough to say one way or the other.  One of the Zimmermanns, Vorster, seems a bright enough and likeable chap.  Of course, that didn’t save him from pulling guard duty during the Sonnstill festivities.





And these individuals:



Helmut Jäger – Helmut is the village huntsman who is his own man and comes and goes as he pleases. You wish you could have as carefree a life as he. On the other hand, Helmut does smell like the animals he hunts and he’s forced to do so no matter what the weather, even in the dead of winter. Maybe your life isn’t so bad.



Magda Krautee – “Old Maggie” is the village healer who has more remedies for what ails a body than imaginable. She even has a tonic that takes the edge off of roaring hangovers caused by too much home-brewed ale and other spirits. You’ve had to use her services many times.



Frederick Strauss – This Priest arrived eight years with grand designs to make this village a centre of Sigmarite worship in the area. While you follow the Unifier of the Empire, you believe that other gods have their place as well. They certainly have better festivities. Still, you have nothing but respect for the man for giving it a go. By virtue of his position, he is also on the Village Council.



�Name: Wilhelm Fleischer

Career: Herdsman

Height: 5 ft 7 in

Weight: 148 lbs.

Hair: Curly Medium Brown

Eyes: Light Brown

Age: 19

Distinguished Traits: Stutter (-10 Communication tests), broken teeth (-10 Fel*)

Alignment: Neutral (Rhya)

Fate Points: 1
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Skills: Animal Care, Animal Training, Charm Animal, Herb Lore, Lightning Reflexes*, Musician-Wind Instruments, Specialist Weapon-Sling



Possessions: Spear, Sling and Ammunition (R 24/36/150, ES3), Pan Pipes



Personal Detail: You are a member of the Flesicher family of Sonnigweise. Your father, Josef, is one of the village elders and the village butcher. As butcher your family used to use an underground room beneath the house to hold the deceased until a travelling Priest of Mórr arrived in the village to perform the funeral ritual. However, Father Strauss insisted that he burnt the dead according to Sigmarite traditions, and the priest now simply consecrates the burial and blesses the departed soul. Just like your Fleischer cousins, yours is a family of herders. As the oldest son, you are spending time with your father learning how to slaughter livestock and dress them for the market. You divide the rest of your time between herding your pigs and performing duties as a member of the village militia.



You rather enjoy the militia duties, which usually mean a few days a month of walking about the village and nearby forest. Several of you are called to duty at once whenever there is a village celebration or strong rumour of bandit activity. Last night, you were required to do guard duty at the village gates during the Sonnstill festivities. The night was rather uneventful, other than Erich Brauer’s constant complaining that he was missing tankards of ale. You were relieved in the pre-dawn hours and went straight off to bed.



Ulrich Lang rousted you from your slumber mid-morning (around 9:00) on 1 Vorgeheim.  He had been directed by the Meister to tell you that your presence as a member of the militia was required at the meeting of the Village Council. With a groan and curse, you got dressed, grabbed your spear and sling, and trudged off. It didn’t occur to you until you neared your destination that the Village Elders never met the morning after the Sonnstill festivities.





The village families are:



Brauer – There are two Brauer families. One is headed by Tobias who runs the only inn in the village and is one of the village elders. The others are hard-luck farmers who have been bitter since their father was killed by raiding goblins eight years ago. One of his sons, Erich, can be unpleasant at times, especially if he drinks too many ales.



Fermier- A Bretonnian couple who settled in the area just a couple of years ago. Until recently, you’ve kept your distance as you’ve heard strange stories about Bretonnians. Something about wandering about the dead of night naked and looking for unwary livestock. You were worried when your pigs ran through Fermier’s fields and could only hope that he didn’t see you as you quickly herded your pigs away.



Lang – Related to the Schuhmacher family by marriage, Manfred is the Meister of the village and a man who excels at providing order in the village. His own family shares some of the important duties of the village militia he leads. One of his daughters, Etelka, was assigned a duty during the Sonnstill festivities. Manfred’s brother, Reiner, is the village blacksmith. In fact, Etelka is undoubtedly the best looking available girl in the village; might be a good time to impress her?



Sauerapfel – A farming family related to the Zimmermanns by marriage, Edgar is the hard working father and a man you admire.  You had feelings for his daughter, Monika, and had hoped to one day ask Edgar’s permission to wed her.  All for naught it seems as Monika had ambitions of her own.  You kept your desire for Monika to yourself as she became an Initiate of Sigmar.



Schuhmacher – A family who fill a number of different jobs in the village.  The Schuhmachers are the village miller, leatherworkers, and woodcutters. One of them, Otto is one of the Elders of the village. They all seem to be a friendly bunch and one of them, Marianne, was also on guard duty during the festivities. You admire her for her willingness to help the village while taking care of her father and brother since her mother passed away.



Stonefist – Although very private, this Dwarf family of two are just as pleasant as any other villager. The father, Ragni, herds cattle and provides the village with cheeses while his son, Hergar, is the blacksmith apprentice. Hergar also volunteers for a lot of militia duty, especially during the village’s various festivities. You think he may be willing to take Manfred Lang’s place as Meister one day, so long as Etelka Lang doesn’t want it.



Zimmermann – Another of the larger families of the Village with Adolf as one of the Elders.  The Zimmermanns are carpenters and pedlars, and skilled at both. Well, actually, you’re not sure of the trading aspect since you know little about it. Still, they are a personable bunch, always asking about how others are doing with their livelihood. One of them, Vorster, found himself on guard duty with Hergar during the Sonnstill festivities.





And these individuals:



Helmut Jäger – Helmut is a man of mystery to you. When you’ve been in the deep forest with your pigs, you’ve occasionally seen him from a distance covered in blood and pulling a sled with whatever animals he’s been hunting or trapping. You’re even sure you’ve heard him talking to the dead game.  Being such a loner must not be good for a man.



Magda Krautee – You’ve had to ask “Old Maggie” for herbal remedies for your ailing pigs on more than one occasion. In fact, you’ve recently asked Magda for a charm to help you deal with a forlorn heart, which seems to have been working well.



Frederick Strauss – The Priest of Sigmar arrived eight years ago to bring more awareness of the cult to the village. Father Strauss was quickly included in the Village Council. You have to admit that he has done good work, but you weren’t terribly pleased when he convinced Monika to become his Initiate. Your family has also lost status now that you are not involved with the Priest of Mórr in burials. You also sensed that he didn’t care much for the active worship of Taal and Rhya in the village, but you weren’t sure why.



�Name: Etelka Lang

Career: Militiaman (and Barmaid)

Height: 5 ft 9 in

Weight: 140 lbs.

Hair: Long Corn-coloured

Eyes: Blue

Age: 19

Alignment: Neutral (Sigmar)

Fate Points: 1



M�WS�BS�S�T�W�I�A�Dex�Ld�Int�Cl�WP�Fel��3�43�31�4�3�7�28�1�26�36�30�33�27�34��

Skills: Dance, Dodge Blow, Drive Cart, Ride-Horse, Sing, Strike Mighty Blow



Possessions: Leather Jack (0/1 AP body/arms), Shield (1AP all over), Spear, Bow and Ammunition (R 24/48/250, ES3)



Personal Detail: You are a member of the Lang family of Sonnigweise. Yours is a family that once hailed from the nearby village of Kirschkern, which was burned down by a witch-hunter twenty years ago. Your father was a member of the militia then, much like your bachelor uncle Reiner, and instrumental in uncovering the witch. Both men were commanded by the witch-hunter to leave before he set about burning the village and killing off sympathisers to the witch. 



Your father settled into this village and married one of the Schuhmachers. He became the village Meister and Captain of the Militia about ten years ago and left Reiner to be the village’s only blacksmith. Your father took his livelihood seriously, which ensured that you and your siblings would spend time as part of the militia. You really didn’t mind as you felt you were learning skills that would allow you to protect hearth and home. Indeed, you have heard stories of fearsome women warriors fighting for the emperor and the glory of The Empire. Unfortunately, you were forced to pull some rather unattractive duty.  You were assigned to do guard duty along the north and west palisade walls during last night’s Sonnstill festivities. At least you had your cousin, Marianne Schuhmacher, to help you through the night’s undertaking. Whilst sometimes you dream of serving the Emperor in foreign military campaigns, you are generally happy in the village. Probably. You were relieved in the pre-dawn hours and hurried off to bed. You could only hope that one of your brothers would get the duty on Monstille.



Your brother, Ulrich Lang rousted you from your slumber mid-morning (before 9:00) on 1 Vorgeheim. He had been directed by your father to tell you that your presence as a member of the militia was required at the meeting of the Village Council. With a groan and curse, you got dressed, grabbed your spear and shield, and left your home. It didn’t occur to you until you neared your destination that the Village Elders never met the morning after the Sonnstill festivities.





The village families are:



Brauer – There are two Brauer families, one of which is headed by Tobias, innkeeper and village elder.  The other family are hard-luck farmers who have been angry since their father was killed by raiding goblins eight years ago.  Understandable to a point, but not when it affects the village.  One of his sons, Erich, can be a pain at times, especially if he drinks one too many ales.  Still, Erich does his best whenever called upon to fulfil his militia duties, such as during the Sonnstill festivities at the stockade gates.



Fermier- A Bretonnian couple who settled in the area just a couple of years ago.  They seem to be ardent followers of Sigmar, although you’re not really certain if that’s not a charade in an attempt to be seen and accepted as Stirlanders.



Fleischer – A family of herdsmen with one branch headed by one of the village elders, Josef.  The family consists of simple folk like many who farm crops or herd animals for their livelihood.  Not a real bright bunch.  One of Elder Josef’s sons, Wilhelm, is a decent and loyal man who follows orders.  He also doesn’t seem to let Erich get to him most of the time they’re paired on guard duty like last night. 



Sauerapfel –Zimmermanns by marriage, Edgar is the head of this typically hard working farming family.  His daughter, Monika, is a might full of herself, especially since she became an Initiate of Sigmar.  She follows Father Strauss as if he were her ticket to something better.



Schuhmacher – Another family with a village Elders among their number and your cousins.  The Schuhmachers fill various roles in the village.  They are the miller/baker (Uncle Diehl), leatherworkers (Uncle Otto, who is also an Elder), and woodcutters (Uncle Karl).  You get along with them all, especially your cousin, Marianne.  You and she share many things including your duties in the militia.  In a pinch, you’re confident that she can hold her own.



Stonefist – The only Dwarf family of the village.  Although there are only two, they get along with everybody.  Ragni, the father, herds cattle and provides the village with cheeses and butter.  His son, Hergar, is apprenticed to Uncle Reiner and a very capable member of the militia.  He volunteers for all the unpopular duties such as the duty he pulled during the Sonnstill festivities with Vorster Zimmermann.



Zimmermann – The Zimmermanns are the village carpenters and pedlars.  Adolf is one of the village elders and a skilled woodworker as is his daughter Carina.   Kaspar is a very clever pedlar who sells crafts from the village to other pedlars.  His son, Vorster, is following the family trade as well as serves in the militia.  He spent the Sonnstill festivities patrolling the south and east walls with Hergar.





And these individuals:



Helmut Jäger – The village huntsman is a dirty, unkempt man who seems to keep his distance from the rest of the village.  You suspect he is a devout Taalite as he never attends services at the Chapel of Sigmar. Then again, you’ve never seen him at any of the festivities honouring Taal and Rhya. Your father thinks he’s a good man, but you’ve never talked to the Huntsman.



Magda Krautee – “Old Maggie” seems to have a cure for everyone and their various ailments.  Still, the old herbalist seems to be more than she lets on. Her potions and charms are effective and her skills as a healer and midwife unquestioned. Yet, your intuition tells you to be on guard.



Frederick Strauss – You remembered how proud your father was when the Priest of Sigmar arrived eight years ago, even to the point of convincing the Village Elders to admit the Priest as one of the Village Council. He hoped Father Strauss would lead the villagers to the light of Sigmar and away from the older gods. The priest was a disappointment as he seemed more concerned with his own reputation.



�Name: Marianne Schuhmacher

Career: Woodsman

Height: 5 ft 5 in

Weight: 133 lbs.

Hair: Dark Brown

Eyes: Green

Age: 21

Distinguished Traits: Scarred skin (-10 Fel*)

Alignment: Neutral (Taal)

Fate Points: 1



M�WS�BS�S�T�W�I�A�Dex�Ld�Int�Cl�WP�Fel��5�36�30�4�3�6�28�1�34�31�33�36�28�24*��

Skills: Concealment Rural, Excellent Vision, Follow Trail, Identify Plants, Secret Language-Ranger, Secret Sign-Woodsman’s, Set Trap, Silent Move Rural, Sing, Specialist Weapon- Two-Handed Weapon, Spot Trap



Possessions: Leather Jack (0/1AP body/arms), Two-handed Woodsman’s Axe (S+2, I-10)



Personal Detail: You are a member of the large Schuhmacher family of Sonnigweise.  Your immediate family makes it living from felling and cutting trees for the carpenters of the village.  Your family was badly affected when the Baron took exception to your taking wood to make charcoal, which is a very efficient fuel.  In fact, the Baron has made many unreasonable demands upon your use of the forest, and you always keep a wary eye out for his foresters. One of your uncles, Otto, is the village cobbler and tanner and one of its elders. Another uncle, Diehl, is the runs the village mill and doubles as its baker.  Your Aunt Helena is married to the village Meister, Manfred Lang.



Your mother, Elfrida, died from a wasting disease six years ago, leaving you to care for your father, Karl, and younger brother, Erwin.  Things were difficult for a while until several months ago when your father and the widow Luise Brauer became close. You didn’t care for her terribly much, but she seemed to be good to your father. You joined the village militia in order to do more than learn the family business. You had the “honour” of being assigned to do guard duty along the north and west palisade walls during last night’s Sonnstill festivities. The night was enjoyable as you were paired with your cousin, Etelka Lang. You were relieved in the pre-dawn hours and returned to your home for a much needed rest.



Another of your cousins, Wolmar Lang rousted you from your slumber mid-morning (around 9:00) on 1 Vorgeheim. He had been directed by the Meister to tell you that your presence as a member of the militia was required at the meeting of the Village Council. With a groan and curse, you got dressed, grabbed your woodaxe, and headed towards the Common House. It didn’t occur to you until you neared your destination that the Village Elders never met the morning after the Sonnstill festivities.





The village families are:



Brauer – There are two Brauer families.  The stuck-up one is headed by Tobias who runs the only inn in the village and is one of the village elders. The other are Luise’s family who are managing to get by since their father was killed by raiding goblins eight years ago. One of her sons, Erich, seems to be the most effected and is surly whenever he has too much to drink. A shame, really, as it can put people off.  Still, he carries out his duty in the militia as he did during the Sonnstill festivities.



Fermier- A friendly, but shy Bretonnian couple who settled in the area just a couple of years ago.  Unlike many in the village, your family was the first to greet the Fermiers to Sonnigweise.  They seemed closed about their past which piqued your curiosity.  You wondered what they had to hide.  You paid it little mind from time to time, but it didn’t affect your growing friendship with Marie.



Fleischer – A family of herdsmen with one branch headed by Josef, one of the village elders and village butcher. The family members are all simple, straightforward folk. One of Elder Josef’s sons, Wilhelm, is hardworking and a fairly tolerant person. He had to be since he was paired with Erich Brauer at the village gates during the Sonnstill festivities.



Lang – Your cousins by marriage. Manfred is the Meister of the village and responsible for the militia.  He even makes sure that his children are very involved in some of the more unpleasant duties, such as those during the village’s festivities. You get along with Etelka and recognise her desire (even if unspoken) to one day assume her father’s duties.



Sauerapfel – Related to the Zimmermanns by marriage, Edgar is the head of this farming family.  They’re mostly decent folk, except for Monika, who thinks too highly of herself.



Stonefist – A Dwarf family consisting of two. Ragni herds cattle and provides the village with cheeses and butter. In contrast, his son, Hergar, is apprenticed to Reiner Lang, the village Blacksmith. Hergar is also the most dedicated of the militia outside of Manfred and Etelka. He even volunteers for guard duty during the festivities, such as the one last night on Sonnstill. If there’s anybody who might compete with Etelka to succeed her father, it’s Hergar.



Zimmermann – The Zimmermanns are the village carpenters and pedlars. Adolf is one of the village elders and is a skilled woodworker. His brother, Kaspar, is a very clever pedlar who trades the village’s goods with other pedlars. Actually, you think he’s a bit too clever.  Kaspar’s son, Vorster, is following the family trade as well as serves in the militia. He spent the Sonnstill festivities in the company of Hergar along the south and east walls.





And these individuals:



Helmut Jäger – Like your father, Helmut operates deep in the forest.  His prolonged absences and tendency to keep to himself has left the villagers the perception that Helmut is a man with secrets.  You believe he is simply a man who prefers his solitude.  Nothing sinister about that.



Magda Krautee – You’ve used “Old Maggie’s” salves to relieve the stiffness and ache of your joints after a hard day’s work to great effect. You’ve also heard that her charms and tonics are equally potent, which has made you wonder on more than one occasion as to why she remains in this small village with no family. Magda has been in this village longer than you’ve been alive.



Frederick Strauss – This Priest of Sigmar arrived eight years ago to lead the “flock to Sigmar in this time of unabated Evil” or some such. More like he was here to serve his own vanity, even to the point of being included in the Village Council. This was made more the obvious when he lured dull-witted Monika Sauerapfel to his side. To those observant (and there were very few), Father Strauss’ desire of his new Initiate was clear to see.



�Name: Hergar Stonefist

Career: Blacksmith (Artisan) Apprentice

Height: 4 ft 10 in

Weight: 160 lbs.

Hair: Ash-Blond

Eyes: Pale grey

Age: 32

Alignment: Neutral (Grungni)

Fate Points: 1



M�WS�BS�S�T�W�I�A�Dex�Ld�Int�Cl�WP�Fel��4�42�19�3�5*�8�33�1�28�48�32�48�51�23��

Skills: Carpentry, Drive Cart, Metallurgy, Mining, Read/Write (Reikspiel), Smithing, Very Resilient*



Possessions: Hammer



Personal Detail: You are the son of Ragni Stonefist and member of the Stonehammer clan of Stirland. Your father is one of the herdsmen in town, but you wanted to follow a more rewarding trade. Before you could do so, you did as all your clan has done since time immemorial: you journeyed to the Schwarzwald mines in the Barren Hills north of the River Stir where you learned the time-honoured skills of a miner. You returned to Sonnigweise about three years ago and found Reiner Lang in need of an apprentice.



You also joined the village militia as you thought that fighting was as natural to Dwarfs as drinking. The militia duty gives you a day or two break each month from your tasks which would help you prepare for the next bandit or goblin raid (the greenskins attacked eight years ago). You volunteered for guard duty during last night’s Sonnstill festivities. You were assigned to patrol along the south and east palisade walls with Vorster Zimmermann. You were relieved in the pre-dawn hours and returned to your home for a much needed rest. Unlike Erich Brauer, you knew that whatever was left of the ale for the festival wouldn’t be worth drinking.



Wolmar Lang rousted you from your slumber mid-morning (around 9:00) on 1 Vorgeheim. He had been directed by the Meister to tell you that your presence as a member of the militia was required at the meeting of the Village Council. With a groan and curse, you got dressed, grabbed your hammer, downed a pint of ale and stomped off towards the Common House. It didn’t occur to you until you neared your destination that the Village Elders never met the morning after the Sonnstill festivities.





The village families are:



Brauer –One family of the Brauer clan is headed by Tobias who runs the only inn in the village and is one of the village elders. The ale there is passable, but typically mannish. The other family ply their trade as farmers. Their father was killed by raiding goblins eight years ago and the family hasn’t really been the same since. One of his sons, Erich, has a hard time maintaining his composure after a few ales. Last night’s guard duty was probably a good thing for him.



Fermier- A Bretonnian couple who settled in the area just a couple of years ago.  While others in the village seemed concerned about these “foreigners,” you paid the situation little mind.  After all, there is little difference between a Manling... oops, a Human (have to watch that slip) from one part of the Old World as another.



Fleischer – A clan of herdsmen with one family headed by one of the village elders, Josef. Your father does some business with him as Josef is the village butcher. One of Josef’s sons, Wilhelm, is a decent enough lad who manages his herd of pigs well. You suspect that is the reason that Manfred Lang had for assigning Wilhelm to guard duty with Erich at the village gates last night.



Lang – A member of the Schuhmacher clan by marriage, Manfred is the Meister of the village and the commander of its militia. His family is well represented in the ranks of the militia, some of whom are the more dedicated members. Clearly, Manfred’s reputation is well earned. One of his daughters, Etelka, was assigned the duty of patrolling the north and west walls with her kin, Marianne, during the Sonnstill festivities.



Sauerapfel – Related to the Zimmermann clan by marriage, Edgar is the head of this hard working farming family. His daughter, Monika, seems to be trying to establish her own reputation by becoming an Initiate of Sigmar.



Schuhmacher – Another clan which provides one of the village Elders (Otto). Moreover, the clan performs a number of tasks in the village: miller/baker, leatherworkers, and woodcutters. They are all skilled in their chosen professions. One of them, Marianne, knows how to use her two-handed axe. She’d make a good Dwarf warrior by the way she cares for and carries it about when on militia duty.  Marianne was also assigned to duty during the Sonnstill festivities.



Zimmermann – The village carpenters and pedlars. This clan has one of the village elders (Adolf) among its clansmen. One of the families has shown real proficiency at woodworking, while the other seems skilled at trading. Kaspar is aggressive when dealing with other pedlars, especially when selling the crafts of his brother’s family, and you think he might be almost as good as a Dwarf merchant. His son, Vorster, is a good man who tries his best at his militia duty.





And these individuals:



Helmut Jäger – The only time you’ve seen the village Huntsman of late is whenever he spots by to have his knives sharpened or repaired. These infrequent visits occur either during the pre-dawn hours or shortly after nightfall. The way he quietly sneaks up is disconcerting, but you’ve become use to it long ago. Still, there are many villagers who don’t quite trust Helmut.



Magda Krautee – The village healer somehow puts your teeth on edge. “Old Maggie” is a pleasant old lady who knows her herbs and their effects well according to your father. Still, the hairs at the nape of your neck stand whenever you’re near her dwelling.



Frederick Strauss – Before your return to the village, you had nothing but respect for the cult of Sigmar. This Priest, however, opened your eyes to the vanity which can exist among the self-proclaimed servants of gods. Even in his sermons, you can hear the disdain he had for the villagers in his voice. You weren't surprised that only a few of them have warmed up to the man(ling). You were somewhat surprised that the Priest was part of the Village Council.



�Name: Vorster Zimmermann

Career: Pedlar

Height: 6 ft 0 in

Weight: 190 lbs.

Hair: Corn-coloured

Eyes: Blue

Age: 20

Distinguished Traits: Loud voice (+5 Ld*, -5 Fel*)

Alignment: Neutral (Sigmar)

Fate Points: 1



M�WS�BS�S�T�W�I�A�Dex�Ld�Int�Cl�WP�Fel��3�29�30�3�3�6�30�1�29�36*�39�34�33�34*��

Skills: Evaluate, Flee!, Haggle, Numismatics, Read/Write (Reikspiel), Sixth Sense



Possessions: Leather Jerkin (0/1AP body), Pack (containing tinderbox, blanket, 10 yards rope), Spear



Personal Detail: You are a member of the Zimmermann family of Sonnigweise. Yours is the family of 'merchants' while your cousins are woodcarvers. Your uncle, Adolf, is one of the village elders and seems to think that position makes him important. If not for your family’s trading skills with Adolf’s crafts, your cousins probably would be starving. That could be a good thing, if they were. You are rather resentful that the Merchants' Guild has a monopoly on most of the trade in the village through their agents. After all, your family have proven their business skills. Your family believes that the Pedlars' Guild is a honourable institution, but you just perceive it as for failed merchants.



Your mother died six years ago from the wasting disease that also took Marianne Schuhmacher’s mother’s life. Your father struggled with the loss and devoted his time to teach you the family business. You are rather happy being in the militia as the duty gives you a break from the tedious and arduous work on the various ledgers. Of course, militia work has its drawbacks. You somehow pulled guard duty along the south and east palisade walls during last night’s Sonnstill festivities with Hergar Stonefist. You were relieved in the pre-dawn hours and returned to your home for a much needed rest.



Wolmar Lang rousted you from your slumber mid-morning (around 9:00) on 1 Vorgeheim. He had been directed by the Meister to tell you that your presence as a member of the militia was required at the meeting of the Village Council. With a groan and curse, you got dressed, grabbed your spear, and stalked off. It didn’t occur to you until you neared your destination that the Village Elders never met the morning after the Sonnstill festivities.





The village families are:



Brauer – There are two branches in the Brauer family. The more involved in the village is the one headed by Tobias who runs the only inn in the village and is one of the elders.  The other is a farming family whose head, Gunnar, was killed eight years ago during a goblin raid. One of his sons, Erich, has been affected by the loss which shows up occasionally in a surly mood. Still, he is co-operative when on militia duty like during last night’s festivities.



Fermier- A Bretonnian couple who settled in the area just a couple of years ago. They seem to be good folk and try to fit in. They even try to be good worshippers of Sigmar. You feel sorry for them in a way since they will probably never be accepted as anything than outsiders in the village. You sometimes wonder how you would handle it if you were in their shoes.



Fleischer – A family of herdsmen with one branch headed by one of the village elders (Josef).  They are simple folk who are trustworthy and hard-working. One of Josef’s sons, Wilhelm, is a typical of the family.  He also spent time in the village militia and was assigned guard duty last night at the gates with Erich.



Lang – Related to the Schuhmacher family by marriage, Manfred is the Meister of the village and is responsible for its militia. Even his children share in some of the militia’s less desirable duties.  His daughter, Etelka, comes off as his heir apparent for the Meister job. Moreover, she was assigned to patrol the north and west walls during the Sonnstill festivities.



Sauerapfel – Tied to the Zimmermanns by marriage, Edgar is the head of this hard working, farming family. His daughter, Monika, caught your eye for the last couple years. Before she became an Initiate of Sigmar, you tried to strike up a friendship with her in the hopes it could lead to something more. You weren’t sure if she realised your intent, but Monika was more interested in improving her lot in life. She said she wanted to see the outside world and leave the confines of the village. 



Schuhmacher – Another family with the head of a branch doubling as a village Elders (Otto).  The Schuhmachers provide many of the everyday jobs needed in the village: miller/baker, leatherworkers, and woodcutters. Otto’s family provides yours with some of the products that you and your father trade with the travelling pedlars. Karl’s daughter, Marianne, is a woodcutter like her father and is one the militia who also got stuck with guard duty during the Sonnstill festivities. She even brought her large axe (a constant companion, of sorts) on patrol with Etelka.



Stonefist – The Dwarfen residents of the village. Ragni herds cattle and provides the village with cheeses while his son, Hergar, is apprenticed to Reiner Lang, village blacksmith. Of everyone the village, Hergar seems to enjoy militia duty the most. Then again, you’ve always heard Dwarfs love fighting almost as much as their ale. Unlike the rest of you, Hergar even volunteered for guard duty during last night’s festivities. It’s almost as if he may be angling to one day replace Manfred Lang as Meister, which would place the Dwarf in competition with Etelka.





And these individuals:



Helmut Jäger – Your family acts as middlemen for Helmut’s furs. He’s quite good at what he does, dependable, and very honourable in his dealings. He generally keeps to himself, but you believe that it is due to his being uncomfortable when there are a lot of people about. This is probably just as well given the weeks he sometimes spends deep in the Great Forest.



Magda Krautee – You are amazed at the effectiveness of “Old Maggie’s” herbal remedies. Your father has often, without success, tried to talk Magda into letting him sell her wares to other villages. In her modesty, Magda has stated her confidence that the healers in other villages were equally as good in their craft as she. You may try your hand at convincing her to change her mind.



Frederick Strauss – This Priest arrived eight years ago to bring the much-needed words of Sigmar to the village. While somewhat stiff, Father Strauss did his best to reach out to the villagers, even to the point of adding his voice to the Village Council. At first many just attended his sermons out of politeness, but a number eventually did so out of conviction. In the last few days, you’ve noticed that the Priest’s mind seemed to be distracted by Sigmar knows what.



�SonnigweiseResidents (66)



(Gunnar Brauer) – farmer, decease

Luise Brauer – widow, farmer

Kurt Brauer – farmer

Erich Brauer – farmer/militia (PC)

Silma Brauer- herdsman/militia

Hergard Brauer - farmer



Tobias Brauer - one of the Council, brewer/innkeeper

Marlene Brauer – brewer/cook, goodwife

Greta Brauer- barmaid

Stefan Brauer- groom, stable boy

Hanna Brauer – barmaid

Axel Brauer



Hugo Fermier- farmer

Marie Fermier – farmer/goodwife



(Heinz Fleischer)- patriarch of family

Martina Fleischer- matriarch of family



Ernst Fleischer - herdsman

Petra Fleischer - goodwife

Leif Fleischer

Erika Fleischer



Josef Fleischer - one of the Council, butcher/herdsman

Agnes Fleischer - butcher, goodwife

Wilhelm Fleischer – herdsman/militia (PC)

Johanna Fleischer

Matthias Fleischer



Helmut Jäger – hunter/trapper



Magda Krautee – herbalist, midwife



Manfred Lang – Meister (militia captain)

Helena Lang - goodwife

Etelka Lang – barmaid/militia (PC)

Ulrich Lang – labourer/militia

Wolmar Lang – carpenter apprentice/militia

Elisabeth Lang

Dagmar Lang



Reiner Lang – blacksmith/militia



Edgar Sauerapfel – farmer

Renata Sauerapfel – farmer goodwife

Herpin Sauerapfel – farmer

Jakob Sauerapfel – farmer

Monika Sauerapfel – Initiate of Sigmar

Karin Sauerapfel



(Gustavus Schuhmacher) - patriarch of family

(Astrid Schuhmacher) - matriarch of family



Diehl Schuhmacher – miller and baker

Alicia Schuhmacher – miller, goodwife

(Gregor Schuhmacher) – left for the big city (Wurtbad)

Heidi Schuhmacher – barmaid

Rudi Schuhmacher – miller/militia



Karl Schuhmacher - woodsman/charcoaler

(Elfrida Schuhmacher)- goodwife, deceased

Marianne Schuhmacher - woodsman/militia (PC)

Erwin Schuhmacher



Otto Schuhmacher - one of the Council, cobbler/tanner

Andrea Schuhmacher – goodwife

Gottlieb Schuhmacher – cobbler/tanner apprentice/militia

Hultz Schuhmacher - cobbler/tanner apprentice

Esther Schuhmacher

Gebhardt Schuhmacher



Ragni Stonefist – herdsman/militia

Hergar Stonefist – blacksmith apprentice/militia (PC)



Frederick Strauss - one of the Council, Priest of Sigmar



Alfricht Zimmermann- patriarch of family

Hunni Zimmermann - matriarch of family



Adolf Zimmermann - one of the Council, carpenter/woodcarver

Berta Zimmermann - goodwife

Carina Zimmermann - carpenter/woodcarver apprentice/militia

Wanda Zimmermann

Sophia Zimmermann



Kaspar Zimmermann – pedlar

(Gertrude Zimmermann) – goodwife, deceased

Katrina Zimmermann – herbalist apprentice

Vorster Zimmermann  – pedlar/militia (PC)

Pieter Zimmermann
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