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Background

A group of learned academics recovered an ancient artefact that their researches then suggested would be invaluable in activating some sort of mystic doorway, the remnants and hints of which have sometimes been found in some of the oldest ruins of Lustria.


In actuality, the doorway they are interested in was employed by the Old Slann to basically teleport to any country and continent in the world in mere seconds by utilising a mini-Warpgate. After tireless study, they discovered rubbings and notes that indicated the Slann city of Kthwaopnit’pho had at some time held such a creation. They hoped that it was still intact so they might use their artefact to activate it and confirm their suspicions that it was a sorcerous form of transport that could be utilised by non-spellcasters. By salvaging or examining the active doorway, they would then have something of incredible military and commercial value. Even if it was not intact, new knowledge gained from the site might allow them to continue their studies and perhaps find a way to recreate the device by themselves.


Captain Klaus Winterstein of the Reiksguard Knights was assigned the task of getting them to the city and if it was occupied, he and his forces were to take it and hold it by any and all means to facilitate the research project. The Electors who have sponsored this mission are greatly intrigued by the possibilities of acquiring the power of instantaneous travel over any distance and so intend for the academics to succeed in their quest. An Imperial task force would be too slow and draw too much attention from the other powers of Lustria and so they opted to rely on an elite strike force.
The Taking of Kthwaopnit’pho

The Knights entered by stealth and released the Human slaves and the many sabre toothed tigers that the Slann held there so they might wreck havoc. When the beasts and slaves were finally restored to captivity, a coordinated assault simultaneously began at the wizard’s temple and at the barracks of the totem warriors. With the major sources of resistance crushed, the Knights charged through the city and took most of the Slann captive to serve as hostages. If a Slann army came, masses of hostages might help keep them away until the scholars could finish their task.


The Knights fortified their position and the scholars began to explore and translate the hieroglyphs. The artefact that they had brought with them turned out to be an initiator rod, a charged device used to initiate the reactions required to operate Old Slann heavy machinery. The scholars found the chamber they were seeking and the great stone gateway at its heart.


Eager to acquire results to justify staying in the city and committing to more research and study of the hieroglyphs, the rod was used to momentarily activate the Warp portal that the Old Slann employed for intercontinental travel and access to ships in orbit. This event allowed something monstrous to reach into the material world.

History

Panicked Slann seeking to escape to a vessel during the collapse had left behind a crystal formation that was incomplete. It had an array that entered the Warp, but they had not finished the rest of the setting that would carry a traveller through and back to a material location. Already they had detected two crippled Pygmy vessels starting to come down on this continent and so they grabbed the previous initiator rod and ran, ignorantly leaving behind a legitimate activation code.

From Beyond

Tanthok is a powerful Warp entity, a beast of sadism and misery, spiteful carnage, and capricious bloodshed. While not as psychotically vigorous in these pursuits as Khorne or as lingering in their torments as the various deities of torture and anguish, those who worship or ally under Tanthok become frivolously cruel murderers.


When the portal was test opened, the malformed ‘half-wormhole’ accessed the area of the Warp where the entity known as Tanthok existed. The entity exploited this breach and immediately latched its claws onto the soul of the observing captain Winterstein. This was not full possession because the gateway was only opened for a split second, but it was enough of a hold to bring on a war within the Knight’s mind as he was sometimes influenced, and sometimes controlled by the invading consciousness of the beast.


The protective enchantments and safety runes detected that the portal had accessed the Warp, thereby creating a monstrously dangerous breach, and instantly shut it down before a Chaos Gate could develop. However, Tanthok had already managed to slip a claw through by the time this had happened.


The power of Tanthok flows to the Captain’s soul and is creeping into it while sending invading tendrils down the link between Shadowself and material body. This power is causing steady mutation and the slow consuming of the Knight.


Tanthok is a monstrous intellect and a consciousness of such dimensions that the mere hint of its malignant presence in the material world has caused ripples to spread through the area. The minds of the scholars and Knights started to become influenced and clouded by the intentions and will of the Daemon Lord as it continued to fight for full dominion in the captain. The lobotomised slaves, eagles, alligators, and sabre-toothed tigers of the city were more drastically affected and quickly became puppets for Tanthok to operate in any way it sees fit.

Confused

The portal shut down but the room remained in a state of readiness because a full cycle had not been run. As a safety consideration, the potent containment runes would only shut down once a complete portal had been formed and used. Other safety considerations proved equally annoying to the scholars.


Because the vital runes and the rod were so important to maintaining a stable and safe portal, the chamber remains swollen with power that bolsters and charges every particle, rendering them indestructible and the rod immobile.


The scholars continued to try to figure out what was going on and what to do, but their efforts were cut short by what they had unwittingly let out.

The Fate of the Expedition

The captain ordered the Knights to commence raids and suppress the surrounding area while the scholars continued their translations. With the prevailing mood for fighting and killing becoming stronger, they all too eagerly complied.


As they started to revel more and more in these attacks and surrender their will to the way of Tanthok, the entity also committed the slaves to these raids. Clouded by the creature’s will, the Knights and slaves now work together as a force for unprecedented slaughter and each day that passes makes them more devoid of free will and more a facet of Tanthok’s brutal scriptures.


What the scholars found during this time ruptured their sanity and left them unhinged. The truths of the universe and the nature of things were too much for them to bear and they now wander the city gibbering incoherently while succumbing to bouts of self-mutilation.

The Final Keys

Tanthok knew of the crashed pygmy vessel and also where the key to the force field could be found. The Knights were sent to reclaim it from the pygmy witch doctor that held it and then they returned the device to their captain.


When Tanthok’s dominion over the host body is solidified and total, it will reopen the minor gate to its detailed specifications and allow its servitors to come forth and possess the Knights and slaves. This will create a Daemonic strike force that is immune to instability, as are all Possessees.


The horde will then proceed to the crash site, take it by force, and then use the key to allow access to the primary areas. With control of the ship, they can take its weapons and use them to bring a terrible reign of technologically accentuated carnage to the land.

The Slann Response

Emperor Mazdamundi has been informed of this attack and is massing a Slann counter strike force to drive the dry skins out and retake the city. Many Totem warriors, a regiment of his Bull Slann on Cold Ones, and a contingent of wizards and priests are readying for war, as is every jungle brave and spawn band that can heed the call to arms.
Part 1: A Question

Port Heldenhammer is starting to build some rudimentary defences around itself. The jungle is being cleared and the wood is being used to construct a spiked picket fence as well as a ditch, and some watchtowers. The work is occurring at a gradual place and by people with some spare time on their hands. The same preparations are also being performed throughout the rest of the area as the farmsteads and small villages start to fortify their perimeters and their homes.


Whether they are in the port, or resident in Gelassenheit, the party can assist if they wish. It is not strenuous work but strong arms will be most welcome in the task.


Whatever they are doing, a soldier from the fort comes to them and extends the captain’s request to see them there at their earliest convenience.

The captain offers them the usual range of food and drinks and then moves into what he seeks.

As you may recall, captain Winterstein of the Reiksguard Knights took some scholars into the jungle awhile back. His mission was classified, but he confided in me regardless of that fact because he did not entirely trust the motives of his charges.


Should he encounter trouble, he wanted to make sure that help or assistance knew where he was. He said that he was going to send word back about the situation he found at the Slann city of Kthwaopnit’pho but so far, there has been nothing.


So, the dead Slann that floated by a time ago could have been from a conflict and maybe one at that location but it is not conclusive. However, I have had numerous reports of Slann migration to the west in the form of war hosts and if the Emperor is mustering an army, it might mean that Winterstein has taken the city. Therefore, for several reasons, I would like to send a small non-military expedition upriver to contact the captain, find out what has happened, what he intends, and to warn him of a possible Slann counter strike against him and his forces. In addition, a trip upriver might see any movements of those plant monsters, and should the captain decide to pull out rather than fight a Slann army, his presence in the port would be rather useful should the beasts make a move on us as they did against Paradis Vert.
Payment: The party live in the port and rely on its wares and people. Should the monsters come calling, a regiment of Reiksguard will help ensure survival and victory, and even if they do not, an early warning of the plants approach will allow the whole port to devote to defences so that everyone (including the party) can be better protected. Self-preservation is the payment he offers.

Why non-military?: If the Slann are mustering, a military expedition might seem like reinforcements. This will precipitate the assault on the Reiksguard, and might even cause the Slann army to assault port Heldenhammer itself afterwards. Some civilian explorers sailing upstream draws less attention than Imperial troops taking the Barracuda to the Slann city.

Why us?: After their actions in Paradis Vert, and against the Sigmarite fanatics, the party have recently proved their loyalty to the port and to its people as well as their skill in discreetly handling sensitive missions.

Supplies: The captain will provide a riverboat, crew, and supplies to take them there and back. If they require additional materials and arms, he will ensure they get them.

Part 2: The Journey to Kthwaopnit’pho

It is a journey of sixteen days up river to the city and all Slann random encounters are ignored due to the gathering of the war host.


The party will approach the city in the mid afternoon and will see mutilated Slann bodies floating downstream. They have clearly been tortured in a wide variety of ways and range from two to eight days old.

Part 3: The Silent City

The city dwells at the base of the mountain range where the river branches into two channels. The sources of these rivers are waterfalls that pour from the long cliff face upon which dwell several massive stone pyramids and a number of smaller structures. Great stone stairways reach up to some, and other ramps access large gateways in the cliff face.


Canals have been constructed throughout the large settlement to funnel water to large lagoons that are situated amongst the many stone buildings and wooden huts. The buildings line rough dirt roads and there are also a number of tall pyramids comprised of massive stone blocks all of which are covered in intricate hieroglyphs.


Several stone bridges cross the rivers and from these hang Slann cadavers. The trees and buildings throughout the city bear more corpses and they hang from strings of rope and cord. Hooks and sharpened stakes piece the bodies of the dead and leave their skin stretched upward into grisly stalactites. Intestines drool from the cuts and swing slowly in the light breeze. All along the riverbanks are rows of stakes that create a strange blood soaked fence because onto each stake has been stabbed an amputated webbed hand.


Other bodies have been nailed to the trees. They are splayed across the trunks and suspended in the air by the many spikes and nails that have punched through their flesh. Their rotting skin hangs in tatters and their organs drape from opened chests and bellies.


The occasional feline growl rumbles through the air to join the odd piercing scream and moan of anguish. There is also the sound of gibbering and deranged laughter that merges with the odd crash or similar sound of destruction.

Initiative test (+10 excellent vision, +25 using a telescope): Throughout the city can be glimpsed hints of movement. Blood caked Humanoid forms scuttle from place to place as do other figures that creep upright. There are also massive feline forms prowling around and many eagles perch on building and statue. Alligators slither in the shadows and gnaw on dead bodies and sundered remains.

Magic Sense/Awareness: There is a strange power in the air. It is an ambient and potent energy that emanates from no discernible source but which obviously permeates everything.

Tanthok’s Influence: While they are in the city, the power of Tanthok is an insidious effect. Whenever combat or a stressful situation is encountered, all living creatures must make a cool test with the following bonus or enter the listed state. A cumulative two points are deducted from that amount for every twenty four hour period spent in the city, and those of evil or chaotic alignment deduct a further twenty points from their cool test to resist the influence due to their inherent susceptibility.

	Career
	Hatred
	Frenzy

	Rogue/Ranger
	+25
	+50

	Academic
	+50
	+75

	Warrior
	+10
	+25


Encounters in the Silent City

The various chaotic hostiles in the city are just that, chaotic. They may attack, they may not, and if they do, this may attract others to the scene and then again it might not. The combats will be sporadic and spaced throughout the city and there will be no mass charge or organised resistance or defence of the place. An eerie psychosis seems to hold everything, and those under its sway seem distant and act contrary to nature.

1/ Victim

Mostly Slann, but there are some Pygmies. They are staked out and have generally sustained several critical hits from torture. They are all on the verge of death and are mostly captives gathered from the local raids and brought here to serve the cruel whims of the Tanthok pawns. It is up to you whether they are coherent or in shock and/or insane from their experience.

2/ Alligator

- An alligator slithers passed, chewing on a severed Pygmy head.

- Two alligators hissing and wrenching at a tough line of intestine.

- An alligator slowly moving in on a bound Slann. It hisses and stretches its jaws a lot, terrifying the creature before finally slowly starting to chew on his limbs and then face to end him.

Actions: The beasts are encountered crawling along and sometimes gnawing on a victim or cadaver. They will fight if approached or attacked and will instantly enter frenzy.

	
	M
	WS
	S
	T
	W
	I
	A
	Ld
	Int
	Cl
	WP

	Land
	2
	33
	5
	5
	10
	10
	1
	49
	10
	41
	49

	Water
	5
	41
	5
	5
	10
	50
	1
	49
	10
	41
	49


Special Rules: 2 AP’s all over from dense skin. 1 bite attack. If this causes more than two wounds of damage and occurs in water it will roll and dive, causing drowning and an automatic hit each round. Only if the character kills the creature can they get free.

3/ Eagle

- When the party make a kill, an eagle lands and starts pecking around in the eyesockets.

- An eagle, etching strange markings into a cadaver with its claws.

- An eagle sits upon a spiked severed head, sharpening its claws in the scalp.

Actions: Encountered circling, pecking on victims, or just perching and observing the carnage with apparent satisfaction. Sometimes they arbitrarily attack animate targets.

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

	2
	67
	0
	2
	2
	3
	50
	1 
	0
	14
	14
	14
	14
	-


Special Rules: Fly as a swooper, 1 claw attack.

4/ Sabre toothed tiger

- After a sabre tooth has been killed, a slave emerges, breaks of the teeth, and starts mutilating himself with them.

- A sabre tooth wanders passed, dragging a captive by the ankle. It is going to draw them to the water and watch the alligators devour him.

- A sabre tooth wanders up to a body and uses its teeth to open the belly. It trots around in the intestines for a moment, and then puts some paw prints on the wall before wandering of.

Actions: They prowl the streets, perch on vantage points, or are idly clawing at victims. They attack if approached and enter frenzy.

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

	6
	49
	0
	5 (7)
	4
	11
	40
	3 
	0
	14
	14
	43
	43
	-


Special Rules: Nightvision: 20 yards. Attack with two claws and one bite attack (this is delivered with two extra points of strength). If both claw attacks succeed, the tiger may rip. This causes an automatic extra hit at its normal strength of five.

5/ Human Slaves

Actions: They are encountered scuttling about, dissecting dead Slann, or stringing up the cadavers. They may spontaneously attack the party otherwise, they will continue to sit and mutilate themselves with their weapons or conduct other seemingly deranged actions.

- A slave sits by the wall, prodding it and staring at it intently.

- A slave creating a small pile of eyeballs in the street.

- A slave wanders up with a severed head, sets it meticulously on a window shelf and after straightening it to his satisfaction, knocks it off, and wanders away.

Appearance: A Human form whose skin is splashed with dried blood and grime. There are incision marks on their temples and across their barren groin. Their lips and eyelids have been cut away to leave them with a perpetual snarling visage and bulging bloodshot eyes.

Persona: Empty vessels that have been filled with the thoughts and whims of Tanthok. They have cut out their own tongues even though they lack the mental capacity to speak.

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

	4
	33
	24
	3
	3
	5
	30
	1
	29
	29
	6
	29
	29
	29


Alignment: Chaos (Tanthok)
Skills: Frenzied attack, Immune to all psychology unless sorcerously induced.

Possessions: Hand weapons.

6/ Scholar

Actions: Encountered ambulating through the streets, clawing at their skin, and gibbering.

Appearance: A Human in shredded attire that is soaked in blood. Their eyes and tongue have been torn out and these areas are now little more than ragged pits. Some have also destroyed their hands and/or ears.

Persona: None, they are oblivious to all outside stimuli.

Toughness: 2, Wounds: 1 or 0, Willpower: 47

 Alignment: Insane.

Skills: None.

Possessions: Rags. 

7/ Reiksguard Knights

Actions: Encountered perched on a vantage point observing the scene with a great smile or continuing to decorate themselves. They may attack, they may just watch. Some of them continue to string up cadavers or torment captives.

Appearance: Human men dressed in bloodied rags. Their hair is matted with gore and chunks of dead flesh and skin. They have daubed themselves with strange symbols that have been etched in blood and via intricate shallow cuts. The symbols are a variety of gibberish in Arcane language: Magick, Daemonic, Necromantic, and Old Slann that have appeared in their minds as periphery images from Tanthok’s intellect.

Persona: They are now almost Neanderthal in intellect. They can barely speak and if they are made to think due to conversation, they will seem pained and simply opt to attack out of frustration. They do not know where the captain is and cannot comprehend or care about what has been going on here.

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

	4
	41
	44
	4
	3
	8
	45
	2
	43
	43
	33
	43
	43
	33


Skills: Disarm, Dodge blow, Frenzied attack, Read/write, Ride, Secret language: battle, Specialist weapon: fencing, fist, flail, lance, lasso, net, parrying, two handed, Street fighting, Strike mighty blow, Strike to injure, Strike to stun.

Possessions: 2 x warhammers, Dagger.

Locations

Theology: The tenants and details of the Slann faith are barely known even to the most gifted scholars. The major totems have some details that an adept theologian may be aware of, but otherwise, an intelligence –25 test is permitted to recognise the name of the temple’s deity and what they represent but nothing more.

Arcane language Old Slann: It will take about an hour to acquire the listed details from the carvings on the walls of a main shrine.

1. Temple of Tonacatecuhtli, Father Creator

A square stone pyramid that rises next to a branch of the river. Large phallic shaped columns that are carved with numerous flowing symbols and hieroglyphs surround it. A bridge extends out over the waters and it accesses a towering triangular pyramid.


The interior of the temple bears the statue of a squat kneeling Slann form with a phallus as wide as its torso that extends up over the height of its own head. Father Creator is a fertility god and one of the first deities who together with Tonicachihuatl created the universe. The interior is caked in blood and the shattered bodies of black skinned Slann lay everywhere. All the corpses have phallic tattoos covering their forms.

 
Arcane language Old Slann: This is the temple of Tonacatecuhtl, also known as Father Creator. Together with Tonicachihuatl they were created by what is referred to as ‘those who walked before creation and time’. Their loneliness resulted in their desire to procreate and so they created the known universe and many children to play throughout it. The Slann invoke his name to bless consummation and fertilisation.

2. Temple of Tonicachihuatl, Mother Creator

A hexagonal stone pyramid that rises next to a branch of the river and which is surrounded by statues of a voluptuous Slann female with overtly exaggerated hips and breasts. A bridge extends out over the waters and accesses a towering triangular pyramid.


The interior of the temple bears the same statue and is caked in blood and strewn with the bloodied bodies of black skinned Slann with feminine tattoos covering their forms.


Arcane language Old Slann: This is the temple of Tonicachihuatl, also known as Mother Creator. Together with Tonacatecuhtl they were created by what is referred to as ‘those who walked before creation and time’. Their loneliness resulted in their desire to procreate and so they created the known universe and many children to play throughout it. The Slann invoke her name to bless fertility and propagation.

The bridges link together to access a pyramid whose interior is a lush swamp with walls covered in pleasant images of Slann children playing amidst sun and splendour. This was the primary spawning ground for the Slann of this city and the waters are choked with hundreds of infant bodies. Several alligators merrily chew upon them.

3. Temple of Mixcoatl, the Sky Colossus

A tall square pyramid that is surrounded by a wide moat. The moat is fed by a canal to the south in which a large number of alligators prowl. An arch of stone stairs reaches over the water to access a large gateway that bears hieroglyphs and cloud emblems with jagged forks of lightning around them. On either side of this bridge rises a tall statue that depicts a large amphibian form that towers up and stares benignly down at the ground. In one hand is clutched a lightning bolt, in the other is a rough round rock that has flames curling up from it.


The same statue dominates the interior and many black skinned Slann with tattoos of burning rocks, clouds, and lightning hang from the ceiling and the statue. Stakes of wood pierce their limbs and their opened chest cavities allow great streamers of viscera to hang from the mortal wounds.


Theology: An Int test –30 will recall some vague tales of Slann worship of a sky deity, and will discern it as a shrine to the eagle totem, the Slann spirit that embodies the skies of their empire. It is a totem of wisdom, contemplation, and thought.


Arcane language Old Slann: This is the temple of Mixcoatl, known as the Sky Colossus. He is the lord of the skies and is represented by the sacred totem of the eagle. He is a deity that blesses learning, wisdom, and all aspects of the intellect. He challenges his children with tests and puzzles, and his greatest conundrum is the delivering of the ‘changing stones of not-light’.

4. Temple of Tonatiuh, the Sun Lord

A massive domed building with emblems of the rising sun carved across it. Atop the crest of the dome is a statue of a muscular Slann with ranks of teeth that are shaped like flames. It has six arms that reach out with its webbed fingers open and splayed. The desiccated bodies of black skinned Slann with tattoos of the sun have been nailed or tied with cord across the exterior and bear numerous marks of having suffered serious burns.


The interior is covered in gore and cadavers.


Arcane language Old Slann: This is the temple of Tonatiuh, also known as the Sun Lord. He dwells in the sky and rises each day to extend his arms across the land and bathe it in his health. His fingers call the jungle from the ground and beckon it towards the sky, but because this is the preserve of another deity, they can never reach him, yet each day he tries again. This is a deity of renewal, growth, and perseverance.

5. Temple of Xiuhtecuhtli, the Fire Spectre

A square pyramid with a tall chimney rising at each corner. A brazier atop these stacks releases a steady plume of flickering flame and the blocks of the pyramid are carved with numerous fire designs. Atop the pyramid is the statue of a thin wispy form comprised of flame that bears implied Slann physical characteristics.


The interior is a scene of devastation and it is covered in soot from the three charred pyres upon which the contorted skeletons of Slann still smoulder. The stink of scorched flesh is overpowering.


Arcane language Old Slann: This is the temple of Xiuhtecuhtli, also known as the Fire Spectre. He is a capricious deity that explodes into life when sparks are struck. He is ravenous and merciless, but represents eternal strength and vigilance. He is an enduring spirit, and a warning against rash action and overt ruthlessness.

6. Temple of Quetzacoatl, the Wise.

A massive pyramid with a statue depicting a winged and plumed serpent rising from its peak with its feathered wings spread wide.


The black skinned Slann within bear the same image in the form of tattoos. They lie in a great broken pile before the statue.


Arcane language Old Slann: This is the temple of Quetzacoatl, known simply as the Wise. This is a deity of good and light, a benevolent deity of peace, calm, and generosity. He speaks to the world through his physical manifestations. These creatures appear much like the deity and seek to bring peace and friendship through their actions. This makes them hated by the dry skins who hate them even more than they hate the Slann.

7. Temple of Chalcihuitlicue, the Pond Master

The small island that sits in the junction of the river has several stone monoliths rising around a sedate pond. At the heart of this pool is the statue of a squat amphibian form with fins and webbed extremities. It has four arms and they are extended outwards. The entire surface is covered in alligators and chunks of well gnawed Slann flesh.


Theology: An Int test –30 will recall some vague tales of Slann worship and will discern the interior as a shrine and the statue that of the alligator totem, the Slann spirit that embodies the waters of their empire. It is a totem of safety, security, peace, and prosperity.


Arcane language Old Slann: This is the temple of Chalcihuitlicue, also known as the Pond Master. He rules the waters of the world and embodies that sacred spirit. His totem is that of the alligator, the beast that dwells in his watery preserve, takes only what it needs, never overtly populates, and is its most efficient defender. Because of their efficiency in this duty, alligators and crocodiles were bestowed with their fangs, their hardened skin, and longevity by this deity. This deity is one of security, prosperity, safety, and peace.

8. Temple of Mictlantecuhtli, the Shadow of Death

A towering six-sided pyramid of pure white stone and on each block is carved a single Slann skull face. The great flight of steps that access a skull wreathed portal has a handrail crafted from hundreds of skulls, but these are Human and pygmy in origin.


The heads of their enemies lead into the resting place and temple for the honoured Slann. There is no statue of the deity and although there is a great deal of blood, there are no bodies anywhere. 


Arcane language Old Slann: This is the temple of Mictlantecuhtli, also known as the Shadow of Death. This deity is ever present in shadow and hidden place and waits to pounce when a life ends. Those who have fought well for the Slann or led decent lives are elevated through the ‘great world portals’ and enter the realm of the gods for all eternity. Those who are enemies of the Slann or who transgress are cast down through a terrible doorway that leads into a realm of insanity, anguish, and endless confusion.

9. Temple of Huitzilopochti, the Jungle Toad

A great square pyramid that sits amidst a large plaza with a statue towering at its centre. It depicts a small amphibian form with rough warty skin. It is presented in a crouched, furtive position and it holds a curved dagger in one hand, and an undefined Humanoid head in the other.


The walls of the interior have many carvings of jungle scenes and in all of them can be seen lurking figures of anonymous Slann.


Theology: An Int test –30 will recall some vague tales of Slann worship and will discern the interior as a shrine and the statue as that of the jaguar totem, the Slann spirit that embodies the jungles of their empire. It is a totem of vengeance, protection of the Empire, and of challenge against adversity.


Arcane language Old Slann: This is the temple of Huitzilopochti, also known as the Jungle Toad. His totem is the jaguar and he is the spirit that lingers in the jungles of the world. He is what makes the jungle so dense and unruly, he offers treasures but hides them where only the wise and adept can find them. To survive his realm, one must embrace it and become one with its true nature. He is wild and merciless to those who try to defy his sacred preserve, and is a deity that represents protection for the Slann who nest in his bastions. He embodies challenge against adversity, vengeance, and security, but also natural balance and harmony.

10. Jaguar Totem Warriors

A massive set of barracks in which numerous bodies lay contorted and broken. All of them wear jaguar skins and wear helmets that are shaped like a roaring feline head. The walls have numerous carvings of jaguars and other great jungle cats all over them.


There are quarters for officers, an armoury, mess hall, and several small shrines.


Intelligence test (+20 heal wounds, +50 surgery): The Slann were killed in a swift and savage assault that was conducted with bludgeoning weapons. Many of them never even got to a weapon.

11. Sabre Tooth Tiger Grounds

A great wall encompasses a large enclosure. The gates lay open and the interior is empty. In the centre rises a stone statue that depicts a Slann with the head of a jaguar, a tail, and feline paws with massive claws bared.


This was where the totem warriors kept the sabre-toothed tigers that they used in battle.

12. Alligator Totem Warriors

A massive set of barracks in which numerous bodies lay contorted and broken. All of them wear alligator skin battle suits that culminate in a headdress made from the elongated snout of such beasts. The walls have numerous carvings of alligators all over them.


There are quarters for officers, an armoury, mess hall, and several small shrines.


Intelligence test (+20 heal wounds, +50 surgery): The Slann were killed in a swift and savage assault that was conducted with bludgeoning weapons. Many of them never even got to a weapon.

13. Alligator Pits

A canal with two locks accesses a great lagoon with many small hillocks rising from its still waters. A dense wooden fence surrounds the perimeter and it has been shattered in numerous places. In the centre of the lagoon rises a stone statue representing a Slann with an alligator head, tail, and dense scaly skin.


The alligators have left this area and now occupy the streets and buildings of the city.

14. Eagle Totem Warriors

A massive set of barracks in which numerous bodies lay contorted and broken. All of them wear feathered battle suits and a helmet that depicts the beaked features of an eagle. The walls have numerous carvings of eagles and other birds of prey all over them.


There are quarters for officers, an armoury, mess hall, and several small shrines.


Intelligence test (+20 heal wounds, +50 surgery): The Slann were killed in a swift and savage assault that was conducted with bludgeoning weapons. Many of them never even got to a weapon.

15. Fish Farm

A lock and canal access a large lagoon with many individual pens created from nets in which swim teeming multitudes of various types of fish.

16. Algae Farm

A lock and canal access a lagoon in which numerous types of algae are being cultivated to feed the population.

17. Grub Farm

A massive pit with a shallow dry canal that accesses a sealed lock. Covered with dense netting, the interior seethes with insects and the floor ripples with a dense sea of grubs and other invertebrates that help feed the population.

18. The Grove of Xipe Topec, the Bringer of Spring

A clearing in the jungle bears a stone plinth that has numerous carvings of growth and lush jungle scenes set across it. From the centre rises a great tree that has been burned to a blacken husk. The skeletons of Slann can still be seen fastened amidst the charred branches.


Arcane language Old Slann: This is the temple of Xipe Topec, also known as the Bringer of Spring. Other deities nurture, and encourage growth, but this deity is the spark of life itself. It is an ethereal deity, one with no clear face that is only seen clearly just before the spark of creation, or once the mortal life has been left behind. This is a deity that rules inspiration, imagination, and creativity.

19. Wizards Temple

A large stone building with open areas that have canopies of fronds held by tall pillars, all of which are extensively carved with arcane symbols. There are numerous hammocks and areas of netting and there are many low wooden platforms that create a series of walkways and areas a few inches above the ground. The bodies of Slann who bear many intricate tattoos and elaborate headdresses lay scattered everywhere.


Arcane language Old Slann: There are many inscriptions about the dangers of spiritual pollution from the naked soil. They also detail various respectful devotions to the ‘ancient ones’ whose legacy of incredible wisdom lies hidden and must be recovered by their descendents if they are to prosper and be victorious against the dry skins.

There are several rooms that have extensive shelves. These hold numerous and very large stone tablets that present spells in Old Slann. The tablets have an encumbrance of seventy-five each and are solid scrolls detailing every spell of amethyst, bright, jade, celestial, amber, light, gold, and grey magic.


Other such libraries of lore hold the details of the settlement and its rise from a minor village to a true city, as well as records of wizards, priests, and leaders, past and present, and it also reveals several harsh encounters with dry skins. In one of the far corner chambers is a room where the tablets have been smashed and are spattered with blood. These held the fell truths that destroyed the minds of the scholars. Some of them demolished the offending lore before pounding them with their fists in abject horror.


At the heart of the structure is a circular chamber that has been extensively carved with detailed arcane script that details the will to coax forth power and permit the wise the energy and strength to be victorious for their race. Sanctification glyphs cover the floor and coat a circular stone slab in the heart of the room. There are nine ornate hammocks hanging in a circle around the centre stone and this was a sacred meeting place and location of contemplative mediation for the upper hierarchy of the wizard elite.


Magic sense/Magic awareness: What feels like raw magical might dabbles in the air in hesitant pockets. It fluxes and wanes, is random and does not seem to have been brought forth by any form of normal sorcery.

The slab requires a total of ten points of strength to lift or six to just push it aside. A set of spiral stairs on the other side descends and accesses subterranean area 3.

20. Wizard Quarters

A large stone building with many ranks of hammocks, many of which hold a butchered Slann form. Broken tablets lay scattered throughout as they were dropped during study when the attack began.


Intelligence test (+20 heal wounds, +50 surgery): The Slann were killed in a swift and savage assault that was conducted with bludgeoning weapons. Many of them never even got out of their hammock before they were killed.

21. Apprentice Quarters

A simple building with many small chambers. Slann in simpler attire lay slaughtered within and many stone tablets are dotted throughout. The tablets are lesser lore that was designed to help prepare the minds of the students for their true arcane studies.

22. Litters and Bearers

A building with numerous individual chambers that face outward and hold an ornately carved litter. They have each been adorned and decorated to individual styles and tastes but they all have arcane script covering them. There are several small areas with simple bedding some of which is stained with Human blood.

23. Bull Slann

Two large solid stone buildings that are blackened ruins. The bodies of numerous armoured Slann still occupy the blackened interior.


These were the primary bases from which the Bull Slann operated in order to guard the city, patrol the highways, and regulate the populous in the form of police. The Knights used incendiaries for quick suppression of these hardened locations.

Subterranean Locations

1. The Temple of Tlaloc, the Rain Bringer

A rocky ledge leads under the waterfall and to a cave entrance that has large stone blocks surrounding it. These are covered in hieroglyphs which are a series of scriptures concerning Tlaloc, the Slann rain god.

a) The Monsoon Corridor

The passageway has cracks and holes across the ceiling that allow water to pour through like a monsoon. Gutters in the sides of the floor carry it away and back outside.

b) Main Temple

The walls are adorned with numerous scriptures and pictures of rain and fertility. Several large pillars bear the image of the deity that is also represented by a giant statue that dominates the middle of the chamber. Cracks in the ceiling allow water to rain down onto a stone depiction of a squat and rotund Slann with a great beaming smile that looks up with wide eyes and arms raised in petitioning. The statue emerges from a large pool of water that is green with blood and filled with contorted, broken bodies. The Slann have skin that is painted black and adorned with cloud designs and droplets.


Arcane language Old Slann: This is the temple of Tlaloc, also known as the Rain Bringer. This is a deity that rides the clouds and falls to the jungle as a blessing. His wrath comes in the form of flash flood and landslide but his generosity is boundless. This is a deity of giving, of carefree attitudes, but once crossed, merciless reprisal is the only recourse.

c) Warrior Priest Quarters

There are a number of watery pits in which more bodies float.

d) Shrine

A small private shrine and vestry for the warrior priests.

2. The Temple of Metztli, the Moon Lord

The stairs access a large crescent shaped opening in the cliff face. Emblems of Morrslieb and Mannslieb surround it as well as complex lines of hieroglyphs.


Arcane language Old Slann: This is the temple of Metztli, also known as the Moon Lord. This is a deity of serenity and higher thought. The two eyes of Metztli watch the world and never waver. Eternal vigilance is an aspect this deity treasures, but it also represents compassion and forgiveness in order to balance the ferocious nature of the Sun Lord.

a) Antechamber

A large hall decorated with moon symbols. The broken bodies of black skinned Slann with matching tattoo styles lay everywhere and their blood has collected in deep dry pools.

b) Main Temple

A massive crescent shaped chamber with a blood splashed altar of crystal at its heart upon which sits a tiny particle of glowing black rock. The bodies of the dead Slann lay contorted and deserted all around it. 


The Warpstone nugget that is the heart of this temple will cause one random mutation for every day spent within one yard of it, or for every hour it resides on a person.

c) Warrior Priest Quarters

A series of rough sets of bedding upon which the obviously sleeping priests were killed and upon which their remains still lie.

d) Shrine

A small private place of worship and mediation for the priests.

e) Vestry

3. The Temple of the Sun

The lower levels are devoid of carvings and other decoration. They are roughly cut and plain of visage.

a) Store

Blank tablets, carving materials, tattooing equipment and additional vestments, this was the store for the temple and remains as it was before the attack began.

b) Penance Chamber

There are a number of low platforms upon which those priests who had committed some sort of transgression were sent to dwell on their sins away from their beloved sun.

4. The Old Slann Area

The wizard’s quarters were built atop an area of intense magical energy and expansion underground discovered the source of this power as an Old Slann gateway chamber. The area is twelve foot high, and the walls have numerous ancient engravings on them.


Arcane language Old Slann: Powerful lines of script are woven around strange symbols that are supposed to bestow stability and promote good fortune and protection from dire influences.

Mining: The tunnels here are extremely old, probably several thousand years and were created by a species far more adept at mining and stone working than the indigenous species that created the city.

a) Store

Another selection of tablets is kept here, and these detail all the Dark magic spells. Only the Slann with sufficient willpower and innate strength to resist the insidious might of the Dark Wind were permitted to learn these spells and such an undertaking was usually performed as a last resort to assist in the fight against the dry skins.

b) Gateway Room

A circular chamber with a domed roof and convex floor. Numerous raised stone panels each bear a dimly glowing rune of incredible complexity and these channels flow from large crystals that are set in the walls. The lines of hieroglyphic runes reach out across the floor and ceiling where they meet two stone pillars that run from floor to ceiling and bear numerous flickering crystals in their structure. Rising before these pillars are two mounds of stone that have chaotic clusters of sporadic holes set all over them. Each hole has a single complex ideogram set beside it and a number of crystal shards jut from some of them. Between the mounds is a smaller plinth into which has been slotted a long eight sided black rod of perfectly smooth, featureless black shiny rock.

Those who have seen it will recognise it as a rod similar to that found by Pieter and constructed of the same substance that comprised the drums found with the body of Bee’obotik’nha, and in the temple of Poth’plogh’gughtwip.

Rune Lore: The runes presented in the chamber are beyond Master runes in their potency and appear to be creating some sort of arcane power siphon and control mechanism.

Magic Sense: Touching the runes and crystals causes painful jolts of near overwhelming magical shock but through persistence they will be able to feel that monstrous power flows through the room to the centre where it is designed to rip open the walls of reality and create some sort of brief but stable tunnel. At present the enchantments are active but in a standby mode.

The Chamber: Raw magical power embraces the room and flows through it, making everything within it utterly indestructible. Any magic used in the room is instantly absorbed into the containment matrix. Magic items are still considered magical but have no effect. Extra damage is not employed, protection is discounted, magic points cannot be expended, and the room assimilates spells the moment they are cast.


If the power of the room were shut down, the rock and crystals would be vulnerable to attack and demolition as usual.

The Control Plinths: While the room is active, the arcane initiator rod is locked into position and cannot be extracted. If they fail to recall it, an intelligence test may be permitted to notice that the eight sided rod would fit exactly in the hole amongst the drum slots in the sealed engineering chamber of the pygmy vessel.

One mound bears Old Slann symbols for various locations on the planet and several other symbols referring to orbits and location beacons. They are meaningless even to someone who can read the language because the features do not correspond to the names since given to locations or they refer to long lost cities and places. Using Old Slann knowledge of the correlation between the planet’s gravity well, the tides of the Warp, and the power and navigational beacons set on the surface of the world, the crystals are then arranged in a highly specific order. This will steer a breach along a safe route to a specific location and then open a tunnel when the safety code is entered.

The other mound comprises the activation code and if the crystals are set into the correct slots in the correct order, the room is activated and the desired gateway generated. The scholars arrived and found the activation sequence left by the Slann, but the crystals were not properly set. The safety runes shut down the malformed portal when they entered the rod and an override sequence must be engaged to once more open the gate (one chance in three billion).

5. Military Base

There are numerous armoured Slann bodies piled on the stairs and littering the ground all around them. Great bushels of burned shrubs and branches, oily rags, dirty blankets, and other flammable sources are piled around the entrance and the interior smells strongly of the smoke that was used to debilitate the troops and force them out into the waiting Knights.

a) Bull Slann Barracks

The chambers have many nests for the Slann and there are many bodies of suffocated or debilitated and then despatched Bull Slann.

b) Armoury

Swords, spears, daggers, shields, and armour lay scattered all over the floor and more examples remain on the queues of wooden racks.

c) Access to Cold One Nests

A set of locked gates accesses a warren of tunnels wherein dwell and breed the Cold One mounts of the city. The beasts were not released during the assault and their minds are too dull and single-minded to be influenced by Tanthok, therefore they have not been released or dealt with since the attack.

Gate

Toughness: 5, Damage: 20

Cold Ones

Large bipedal reptiles with long hind legs and powerful arms, all tipped with curved wicked talons. Small horns create ridges along their head, down their back and along their tail. Their green skin is thick, scaly, and has a slick quality to it.
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Special Rules: Cause fear in living creatures under ten foot tall. Subject to stupidity until they cause a wound, whereupon they may act as normal.  Cold Ones will never attack other creatures of the lizard race i.e. creatures whom their infra red spectrum of sight registers as cold blooded. They have one amour point of dense skin on all locations. Their skin exudes a poisonous slime that has no effect on reptiles, but if absorbed through the pores will affect all other warm-blooded mammals.

Any critical hit result that causes a ‘covered in blood’ type effect will result in the absorption of a dose.

1 to 2 doses: drowsy.

3 to 4 doses: unconscious.

5 to 6 doses: paralysed.

7 doses: dead.

d) Preparation Room

The walls hold a number of metal restraints as well as some shelves with large and ugly looking hooks, clamps, and pincers hanging on them. These have flecks of blood on them and the room stinks of sweat and excrement.


The chosen Humans were held here while they awaited their surgery. They were stripped and examined to ensure suitability and then dragged through to the next room.

e) Slave Surgery Chamber

A metal slab at the centre of the room holds dense and blood stained restraints to pin down a Human form. A number of fearsome looking surgical instruments adorn several shelves and dry blood splashes the ground. Several large wooden buckets hold chunks of rotting Human flesh.


Examination will see genitals and lumps of bloodied gore that surgery will identify as brain material.

f) Guard Room

An area with racks of weapons and other signs of Slann habitation.

g) Prisoner Pits

A set of dense but open gates leads into a great underground chamber that reeks of captive beings. It is currently empty and was used to keep Human captives while they waited to be lobotomised.

6. Necropolis

a) Arrival Chamber

A large chamber with many engravings of bowing Slann and symbols of peace and rest.


The honoured dead were left in state here for several days so that their friends, families, and others might pay their respects to them and ask Mictlantecuhtli to bestow them safe passage to the afterlife.
b) Sanctification Chamber

The walls are covered with Slann runes to call for fortune and eternal rest in the glory of the immortal lands of the gods. A great gateway is engraved over the exit from this room. It is presented as being located within a storm of power and is covered in intricate runes that blaze with such energy that they are only half visible and never clearly presented.


Beyond these are numerous scriptures that promise the wrath of Mictlantecuhtli for disturbing the honoured dead. Damnation in the realm of insanity and anguish is promised for such desecration.

The priests performed the burial rites to invoke Mictlantecuhtli who would then come and shepherd the spirit from the body. The spirit would be taken through the Great World Portals, while the body was taken through the representation of them and to its final resting place.
c) Vaults of the Honoured Dead

This massive corridor is strewn with ancient bodies and skeletons. The walls bear dense ranks of stone vaults, many of which have blood seeping from them.


The priests and people of the temple whether dead, dying, or alive, were incarcerated in the vaults after the previous occupant was evicted. None still live.

d) Hall of Heroes

This circular passage has vaults for those Slann of distinction and renown. They were buried in ceremonial attire with non-magical weapons in hand.

Part 4: Return of the Captain

Once the party have had time to look through the city and encounter what has been going on, the captain returns from his latest raid into the jungle.

The tigers start to roar and their fur stands on end. The deranged scholars shriek and collapse, curling into balls and clawing manically at their skin. The alligators hiss and thrash their tails as Knights and slaves holler with bestial rage and fury and wave their weapons in the air.

The party can hide or ready themselves as they wish. If they remain in the open they will see the source of the commotion arrive and he is very different to the man they met in the port.

From the jungle atop the cliffs and near the temple of the Sun Lord emerges a tall and strongly built man with a shaven head and a number of ragged scars across his naked form. Winterstein has shed his armour in addition to all clothing and is caked in dry blood. Small thorny growths have started to push out of his skin and his fingers have melded together to form two large digits that have claws extending from them. Around his neck, in addition to a copper amulet is a leather thong upon which hangs a strange emblem. It appears to be a smooth black ball of unearthly substance with three ornate prongs emerging from one side in a triangular formation.


At his side are a number of bestial Reiksguard who bear bound struggling figures of Slann and pygmies. Around their legs prowl ferocious sabre toothed tigers whose fur is matted with gore and who have shreds of skin and flesh hanging from their teeth.

If they do not make the connection, permit an intelligence test for them to figure out that the necklace fits in the key slot next to the doorway in the ship wreck (if they have seen that location).

The captain then proceeds to come down and the group start to tie down and then meticulously torture and kill the captives as others congregate and join in. Klaus behaves as though nothing out of the ordinary is happening. He will converse with party members as though all is well and everything in the city is mundane and sane. He is distracted on occasion to congratulate a Knight on a job well done or offer praise for an act of exemplary carnage. The Knight will always salute formally and thank the captain before returning to the grisly act.


The four massive sabre-toothed tigers are of greater than average strength and skill. They always follow in his wake and remain at his heels like faithful hounds.


Tanthok is watching and wary and will predict any attempt on the party’s behalf to ready for or start an attack on its puppet. Attacking Klaus at any point results in a full out offensive on the party in one coordinated and psychotic assault to protect him.

Role-playing Klaus: He seems lucid if indifferent to what is happening. On occasion, he flinches and releases a brief chatter of hissing growling text that arcane language Daemonic will translate as one of the following...


‘Your mind will fall to me. Surrender, Klaus, you belong to Tanthok and you cannot resist me.’


‘When the gate opens, my army will take the key and arm itself with the relics of the lost ways.’


‘Tanthok comes and the stink of death will swamp this land. Give in to me, mortal pawn. You are my vessel from which death shall flow freely.’


‘Maim, cut, amputate, cut, rent, burn, make the air ring with croaking death rattles to signal my coming.’

What Happened?: A masterful piece of tactics and strategy, flawlessly executed even if I do say so myself. After some observation, we set the slaves and tigers free to cause a distraction and some preliminary damage, and then we conducted a lightning strike. Of course, sorcery could cost us the day so we took out the wizards first and then their elite warriors. After that, we smoked out the barracks and took everyone else captive in case we needed hostages to hold a Slann counter strike force at bay.

The Slaughter?: Just the boys having some fun. After that trek through the jungle and the assault on the city, a little recreation seemed in order. When we ran out of raw material, we started raiding the locals. Keeps them afraid and keeps us in shape. Besides, they make better decorations than hostages don’t you think? Adds a nice ambience to an otherwise dreary place.

The Necklace?: I sent a squad to take it back from a local pygmy tribe. The witch doctor was holding it for me. I think its quite fetching and will come in really handy when I figure out what it’s for. It’ll come to me eventuality.

Questioning his sanity: He is just doing his job and obeying orders. He is holding the city so that the scholars can continue their research. If that research involves self-mutilation and gibbering, then that’s their business. He is sure that they will come up with something soon, until then, the silent city is all his. Poor boy from the streets does good for himself in Lustria.

Trying to convince him that he is possessed/influenced: Probably. Sounds about right, but what’s one to do? Orders are to hold the city and hold it I will. Klaus Winterstein has never disobeyed an order in his life and he is not about to start now.

His Mutations: He regards his transformation as a little odd, but nothing to fret about. When he returns home the marks will fade away unless of course he has a greater destiny. He feels that a great event is about to occur and when it does, he will be able to follow a fate far greater than any other.

What Next: He has caught the scent of the Slann getting ready for a reprisal, which should provide some good sport. He offers the party a place to stand and fight with them and to do whatever they want in the city because he does not care.

Defending the city: He has no intention of building defences. He and his forces will just fight back and be victorious through savagery and skill.

Captain Klaus Winterstein

Pit fighter, Judicial champion, Templar, Reiksguard Knight, Possessee.
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Special Rules: He has acquired dense skin that provides two points of armour, and the power of Tanthok grants him an extra armour point against non-magical attacks. He is immune to all psychology and regenerates one wound per turn, even from death. He can use claw or weapon attacks as he wishes, and the claws ignore one point of non-magical armour.

Alignment: Good/Chaos






Age: 34

Skills: Ambidextrous, Disarm, Dodge blow, Luck, Magic awareness, Magic sense, Read/write, Ride, Secret language: battle, Secret signs: templar, Specialist weapon: fencing, fist, flail, lasso, net, parrying, two handed, Strike mighty blow, Strike to injure, Strike to stun, Very resilient, Very strong.

Possessions: Warhammer +2 damage, Amulet of thrice blessed copper, Ring of protection versus Slann, Security key (magical, indestructible).

4 x Sabre Tooth Tiger
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Special Rules: Nightvision: 20 yards. Attacks with two claws and one bite attack (this is delivered with two extra points of strength). If both claw attacks succeed, the tiger may rip. This causes an automatic extra hit at its normal strength of five.

Getting rid of Tanthok: This is not possible. Dispel magic, zones of sanctuary, banishes, exorcisms and all such sorcery are designed to handle necromancer spirits, Greater Daemons, Elementals and such. A Warp Entity of Tanthok’s power is quite beyond their ability to counter, especially when the possession was crafted by a direct opening into the Warp itself. Until the host is killed, Tanthok and its effects on the environment are here to stay.

If at any time in the coming events, Klaus is seriously injured or ‘killed’ by a party member or a Slann, then this allows Tanthok to solidify its hold and turn the captain into a puppet into which a portion of its power is latched to create a most potent form of Possessee.

The flesh of the captain seems to shrivel onto his expanding skeletal structure and then hardens as lumpy growths swell and flick up a short hooked spine. Skin flows across his eyes and they vanish while his face pushes out an elongated bestial snout that ends in a large circular maw that is rimmed with ranks of vicious hooked teeth. A pair of curling horns grows from his cheeks and rise out behind his head. His limbs become overlong and end in two stubby fingers and toes with hooked serrated claws on them. His form swells until he is ten feet in height and then steaming black blood starts to dribble from the many clusters of spines adorning his titanic frame.

Physical Avatar of Tanthok
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Special Rules: Causes fear and terror in all living things. Immune to non-magical attacks, and own attacks count as magical. Attacks with five claws, two bites, and one stomp. Three points of tough skin armour on all locations. Regenerate one wound per turn except from death.

If Tanthok is killed in this state, it loses its hold on the area and is effectively thwarted. The Knights return to their normal mind and will seek to pull out and retreat to the port with as many scholars as they can grab. Unfortunately, the scholars are too far gone and even doctor Beil cannot help them.

Part 5: The Nightmare Begins

The Slann army is lead by a renowned Toad-Slann. Tblop’pppll has fought several campaigns against dry skin incursions and has been entrusted with the sacred duty of recapturing the city. Events in the city occur as follows at a timeline of your choosing.


None of the Slann will listen to any attempt to negotiate or talk with them or their leaders. The Slann have suffered greatly after listening to the false words of dry skins and will not allow themselves to be fooled again. Attempts at conversation or negotiation will only increase the animus of the Slann as they recall the crimes and tragedies that have befallen their people resulting from such words of false peace and co-existence.

1/ Reconnoitre

The Toad-Slann sends a force of veteran scouts to the city. The scouts lurk in the trees and observe what is going on. They have a hide of 140 and this need only be made with regard to the party to spot them because the Knights and other beasts are too distracted by Tanthok’s will to bother scrutinising the treeline.


If they are spotted, the scouts retreat and report back as to what they have seen. If they are not detected, a small unit of eight scouts enters the city and begins a swift suicide raid so that their observing fellows may gauge strength and coherence of tactics and leadership and then take that invaluable information to Tblop’pppll. The force is attacked by the animals, slaves, and Knights, and will be dispatched very quickly.

Slann, Scout
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Skills: Concealment: Rural, Dodge blow, Follow Trail, Identify Plant, Game Hunting, Marksmanship (*included), Orientation, Silent move: rural, Set Trap, Spot Trap, Strike mighty blow, Swim.
Trappings: Handweapon, Shield, Bow, Quiver of 10+d8 arrows.

Klaus suspects that the area is now surrounded and any attempt to flee or escape will be prevented by a mass assault. The boatmen see the advance of the army and immediately set sail down river further. They will return and call for the adventurers if the Slaan are defeated.

2/ An Unfortunate Backfire

Rather than waste valuable Slann lives on the initial assault, the Toad-Slann commits the Human slaves to the primary offensive. Led by his wizards, the merging of massive expendable ranks and magical firepower, support, and enforcement is intended to be the primary means to weaken the defenders and allow Totem warriors to finish off the task. If the slaves are no match for the defenders or if they are placed in danger, the wizards are to retreat immediately.


Human slaves pour from the jungle and others form units around litter borne wizards who start using scrolls of the Amber magic spell Tangling Thorn to immobilise the Knights and animals so the slaves may despatch them. This includes the spell being cast on party members and each spell effectively blocks that section of street.

Tangling Thorn

Power: 10

Range: 48 yards

Duration: 1+ rounds

Effects: The full wrath of the Amber wind is brought forth to apply its most strict embrace. A mass of dense plant growth erupts from the ground at impossible speed and overwhelms those who are trapped within its supernaturally strong coils. The spell affects one group or individual within range and instantly immobilises all targets. They are rendered prone and can only be freed by the ending of the spell, or by being cut free. The thorns as a whole have toughness: 4, damage: 36, and every 3 wounds inflicted frees one Humanoid sized victim. If all are freed, the spell is destroyed but until the spell ends, the area affected is effectively impassable terrain.


Lightning reflexes: An initiative test at –20 is permitted to dive out of the affected area.


Escapology: An initiative test at –20 is permitted to wriggle and squeeze out of the mire.

However, before the slaves can reach the trapped victims, the will of Tanthok sets in and overrides the token consciousness of the captive Humans. Their feeble will is brushed aside and they instantly turn on the wizards. Dragging them down and tearing them apart with teeth and nails, they then amble into the city and join the legions of their fellows. The spells are broken the moment this occurs.

Human slaves
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Possessions: Hand weapon and shield.

Slann Wizards
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	60
	1
	59
	89
	89
	89
	89
	49


3/ The Fanatics

Appalled at this event, the Toad-Slann decides that another suicide wave is called for, one that must work if they are to soften up the defenders. Warrior Priests are called forth and sent towards the city with Bull Slann warriors to back them up.


The Toad-Slann knows that the temples have been taken and defaced, and this should enhance the frenzied state of the priests and allow them to cause grievous casualties that the warriors may be able to capitalise on and achieve early victory with no further loss of life. He is holding off on deploying totem warriors and animal handlers until he has figured out why the animals in the city are acting contrary to their natures and assisting the enemy. He cannot deploy his sabre tooth tigers in case they turn on the Slann just as the slaves did.


Combat rages through the streets as the frenzied Warrior Priests face the equally frenzied invaders of their city in a fight to the death. The eagles, alligators, sabre tooth tigers, and the new slave converts prove decisive in this fight and the priests will be defeated.


Depending on how you wish to run this fight, individual units of Bull Slann may move in to try to assist the priests. This may set them against the party who may be recognized as the only coherent fighting force in the city and therefore likely to be the leaders of the dry skins. If they can kill the leaders, the others may give up and flee.

Warrior Priests

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

	4
	41
	17
	4
	4
	7
	40
	2
	29
	43
	29
	66
	66
	29


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

Trappings: 2 x hand weapons.

Bull Slann

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

	Slann
	4
	41
	17
	3
	4
	7
	30
	1
	29
	43
	29
	66
	66
	29

	Sgt
	4
	51
	27
	4
	4
	9
	40
	2
	39
	53
	39
	66
	66
	39


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

Trappings:  Helmet, Breastplate, Plate sleeves, Shield, Handweapon.

4/ Daemonic Reinforcements

At this point, things become difficult. Tanthok is a hard foe to face, and may be insurmountable, but not all rewards are gained through victory, in this scenario, the greatest reward is achieved by defeat.

Option 1: The party kill Tanthok or the captain and prevent the mass possession. This removes a very hard foe from the next adventure, because they may have to face Tanthok again in the Pygmy starship. However, they also gain the Reiksguard for the defence of the port.

Option 2: It may seem that they ‘failed to prevent the ritual and stop the bad guy appearing’, however, by letting Tanthok manifest, they gain access to the initiator rod. Even if they failed to get the key, Tanthok is heading for the ship, and will have used it to open the doors and permit access.


With the rod, and the drums, they now have access to a weapon powerful enough to cripple the alien plant species and thwart the mass germination and invasion of the coast, then Lustria, and then the world.

If the captain still lives at the end of this fight, he bellows his jubilation and announces that the time of Tanthok has arrived and that the final transformation shall now commence. Klaus has lost his fight to defeat the entity and he is now the creature’s puppet. He undertakes the transformation into full Possessee state if he has not already done so (terror and fear tests for those that see this) and gathers a few of his Knights before he heads down into the wizard’s temple.

He will leave a Knight at the door, another above the slab that he kicks aside, and four at the bottom of the stairs. They defend to the death.


Tanthok takes one round to move a few crystals and access a material location. It then takes two rounds to run the override sequence and it once again opens a passageway. This wormhole moves directly through his realm in the Warp and to a solid location.

Pulses of rainbow energy flow along the sigils and strike the air between the pillars. A monstrous groaning and tearing sound makes the air and ground shudder. The crystals light up from within and throb with immense power. Arcs of multi-hued lightning rage around the pillars and are suddenly hauled in whereupon they create an oval pane of shimmering light. The stink of opened bellies and sundered flesh washes out amidst bone chilling screams and wails of unbridled suffering. The sound of meat being cut, the splash of blood, the slap of moist tissue striking the ground, all curl through the air at deafening levels. A swift blizzard of crimson bolts spit from the gates and then vanishes into the walls and ceiling. Suddenly the light and sound cut off and the room resumes its previous dimly glowing state.

Armed with the full detailed knowledge of when and where a portal was going to streak through its location, the bulk of Tanthok that dwells in the Warp leap through the walls of the wormhole and accessed the material world. It expended a significant portion of its energy to create a legion of lesser Daemons that now proceed to exploit the breach and dress in the flesh of the Reiksguard and a large number of the slaves. The forces immediately transform and rise, ready to serve their master in this new format.

The chamber has created a proper full tunnel and has now released the safety protocols. The initiator rod (which is still indestructible) can be removed, and the room becomes vulnerable to damage.

Tanthok, or Possessees will now seek to smash the crystals, yank the rod free and desert it, and smash runes to effectively preventing anyone else from using it. The forces of Tanthok then go about utterly destroying it if they can. Tanthok has what it wants from the place and does not want any other deities or Daemons trying to copy what it has done here.


If Tanthok is killed now, it does not remove the effects of his presence because it is his Possessees that continue to serve to radiate his energies over the area.

Fate points during the fight with Tanthok in the chamber will have them knocked out and left for dead (Tanthok rises to the surface, ignoring anyone in terror). When they come too, the war is over, the streets are filled with dead, the boat is back, calling for the party, and either the obvious and unique tracks of Tanthok and the Possessees head into the jungle, or if Tanthok was killed, the Possessees are abroad, mutilating the dead and paying the party no heed.

Possessee



Appearance: A seven-foot wiry beast with overlong limbs that end in two stubby fingers and toes with hooked serrated claws on them. Their skin is warty and bears lumpy growths that have a short hooked spine jutting from them. They have no visible eyes, just a bestial snout that ends in a large circular maw that is rimmed with ranks of vicious hooked teeth. A pair of curling horns reaches back from their cheeks and rise behind their head.

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

	Knight
	4
	46
	43
	4
	3
	7
	53
	2
	66
	66
	61
	66
	66
	66

	Slave
	4
	42
	33
	4
	3
	5
	45
	2
	59
	59
	48
	59
	59
	59


Special Rules: One armour point of tough skin on all locations and they have an extra armour point against non-magical attacks. Cause fear in living creatures. 2 claw attacks, or 1 claw and 1 bite all of which ignore one point of armour and are considered magical. They are immune to all psychology unless caused by a Greater Daemon or God. They are immune to all debilitating effects resulting from pain. Every turn spent inactive at zero wounds and performing no actions, the Possessee is permitted a willpower test to regenerate one wound. Regeneration can only be attempted once they are reduced to zero wounds and the process stops when they are disturbed or choose to act. Only the killing of the host with a magical attack will prevent regeneration and cause permanent destruction of the host.

Skills: Disarm, Dodge blow, Frenzied attack, Strike mighty blow, Strike to injure, Strike to stun, Torture.

The whim of Chaotic undeath: When a Possessee is killed with a magical source roll d100 and then note that score, then roll again and if the result is less than that amount, the spurious whim of Tanthok raises them to serve as undead for a year and a day or until destroyed again. However, the weak nature of the hosts makes this unlikely. They are raised with d6+3 less wounds than normal and if this is zero or less they twitch and fail to rise to Tanthok’s call. If they have a wound score in the positive, then roll a d6 for each characteristic except attacks. 1, 2, 3: Deduct one/ten, 4, 5: Deduct two/twenty, 6: Deduct three/thirty. This form of chaotic undead is not subject to instability but all other rules for undead apply in full, including control spells.

5/ Total War

Tblop’pppll offers a final prayer to the gods for victory, gathers his forces, and now begins the final unrelenting assault to try to retake the city. The enemy seem to get stronger with every failed attempt and the Slann must break them now or die trying.


The Totem warriors move quickly and stealthily out to the flanks and rear and at midday, a cavalry charge begins from the south with the Slann infantry close behind. The totem warriors then charge with Eagle from the north, Jaguar from the cliffs to the west, and Alligator from the western jungle reaches.


Because of their regenerative abilities, ability to cause fear, and enhanced protection against non-magical attacks, the Slann have little chance of success against the Possessees, especially if Winterstein is still leading them. However, if the mass possession was thwarted, the Slann will be able to overwhelm and kill the defenders and retake the city.

The Army of Toad-Slann Tblop’pppll

Slann Warriors

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

	Slann
	4
	33
	17
	3
	4
	7
	30
	1
	29
	43
	29
	66
	66
	29

	Sergeant
	4
	41
	25
	4
	5
	9
	40
	2
	39
	53
	43
	66
	66
	39

	Captain
	4
	49
	25
	4
	5
	11
	50
	3
	39
	63
	66
	75
	75
	49

	Toad-Slann
	4
	57
	34
	4
	5
	13
	60
	4
	49
	89
	89
	84
	84
	49


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


Sergeant: + Strike to stun, Specialist weapon: two handed


Captain: + Ride, Strike to injure.


Toad-Slann: Public speaking.

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


Sergeant: Hand weapon +1 damage


Captain: Bastard weapon +10 initiative, +1 damage, Shield +1 AP.


Toad-Slann: ‘Pond Protector’ a two handed sword that has a green sheen to it and hints of scales in the metal. A row of alligator incisors emerge from one edge to create vicious serrates. Its effects only manifest in the hands of a Slann and all other races that wield it will find themselves sluggish and confused (-20 initiative, intelligence, leadership). It offers a Slann +10 initiative, +10 weapon skill, Bane versus Humans, Protection: 3 AP’s.


Breastplate +1 AP, Backplate, Pot helm +1 AP, Ring of protection versus Humans, 2 x Hand axes, Dagger.  

Eagle Warriors

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

	4
	41
	17
	4
	4
	7
	40
	1
	29
	43
	29
	66
	66
	29


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

Trappings:  Battlesuit of feathers and eagle helmet (1 AP head and body), Shield, Handweapon.

Jaguar Warriors

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

	4
	41
	17
	3
	4
	7
	40
	1
	29
	43
	29
	66
	66
	29


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

Trappings:  Battlesuit of jaguar skins and helmet (1 AP all locations), Shield, Handweapon.

Alligator Warriors

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

	4
	41
	17
	3
	4
	7
	30
	1
	29
	43
	29
	66
	66
	29


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

Trappings:  Battlesuit of alligator skins and helmet (2 AP all locations), Shield, Handweapon.

Bull Slann Cavalry

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

	Slann
	4
	41
	17
	3
	4
	7
	30
	1
	29
	43
	29
	66
	66
	29

	Cold One
	8
	33
	0
	4
	4
	17
	20
	2
	0
	10
	10
	14
	14
	-


Cold One Special Rules:  Cause fear in living creatures under ten foot tall. Subject to stupidity until they cause a wound, whereupon they may act as normal.  Cold Ones will never attack other creatures of the lizard race i.e. creatures whom their infra red spectrum of sight registers as cold blooded. They have one amour point of dense skin on all locations. Their skin exudes a poisonous slime that has no effect on reptiles, but if absorbed through the pores will affect all other warm-blooded mammals.

Any critical hit result that causes a ‘covered in blood’ type effect will result in the absorption of a dose.

1 to 2 doses: drowsy.

3 to 4 doses: unconscious.

5 to 6 doses: paralysed.

7 doses: dead.

Bull Slann

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

Trappings:  Helmet, Breastplate, Plate sleeves, Shield, Handweapon.

Part 6: Outcome

The Slann Victorious

They will not pursue those who flee, rather they will allow them to take word of the victory back to their people. Of course, this may cause the unpredictable and irrational dry skins to mount another attempt to take the city and so the Slann will then spend time digging in and fortifying their position while handling their dead and the defacement of their scared places. Word is sent to the Emperor for reinforcements and wizards to help defend the city and to report the strange occurrences that have transpired. If it has not already been done so, Slann wizards will be able to shut down the gate and the initiator rod is taken away so it can be hidden in a secure and safe location.

The Slann Defeated

The animals and slaves suffer almost total losses during the fight. The Tanthok forces will initially spend some time tormenting and despatching the Slann wounded. If Winterstein still lives or there are still active Possessees then matters will be different.

The key was lost: They simply remain in the city and continue to raid the local area, turning the city into a place that all races fear and avoid at all costs. It is at your discretion whether a Slann task force with enough wizards amongst them manage to come back in six months time and defeat them.


If Tanthok is still active, it may march for the ship, enter, and hide in wait for the party to arrive with the key. When it hears the defence protocols shut down, it emerges to gather weapons as normal or perhaps kill the party first.

They still have the key: They begin a march to the wreck. With Tanthok’s departure the animals and slaves in the city become normal and leave. An attack on the Sta’heep tribe begins and if the Possessees win, they enter the ship to combat the servitors and emplacements and try to reach the initiator room. If they manage to reach it, they open the doors, deactivate the defence protocols, take control of the ship, and begin to salvage the technological weapons for themselves.

Part 7: Heading Home

The party are not the only ones heading to port Heldenhammer (see Map 3). On the way back, at the indicated stretch of the river they will see a massive column of the plant force heading directly for Port Heldenhammer. It is clear that they have a little time before the creatures reach their destination at their usual slow crawl. It is also clear that the force is much larger than that which marched on Paradis Vert. If they have Reiksguard Knights, they will want to know everything they can about the beasts, tactics, weaknesses, what they want, and all of what transpired at Paradis Vert if the party were there.


The campaign culminates in the final adventure ‘A Dash of Genocide’.

Part 8: Experience Points

25
Going to Kthwaopnit’pho

10
Discovering the gateway

20
Figuring out what Winterstein’s necklace is for without an Int test

75
Acquiring the initiator rod

75
Acquiring the security key

50
Winterstein is killed

10
Tanthok is ‘killed’

25
The mass possession is thwarted

Part 9: Effective Initiative with primary weapon

The Silent City

Eagle – claw

50

Reiksguard – 1
45

Sabre tooth – bite
40

Human slave – 1
30

Sabre tooth – claw
26.7

Reiksguard – 2
22.5

Sabre tooth – claw
13.3

Alligator – bite
10

Winterstein – 1
61

Winterstein – 2
40.7

Sabre tooth – bite
40

Sabre tooth – claw
26.7

Winterstein –3

20.3

Sabre tooth – claw
13.3

Tanthok – claw
100 

Tanthok – claw
87.5

Tanthok – claw
75

Tanthok – claw
62.5

Tanthok – claw
50

Tanthok – bite

37.5

Tanthok – bite

25

Tanthok – stomp
12.5

The Fanatics

Eagle – claw

50

Reiksguard – 1
45

Sabre tooth – bite
40

Bull Slan Sgt – 1
40

Priest – 1

40

Human slave – 1
30

Bull Slann – 1

30

Sabre tooth – claw
26.7

Reiksguard – 2
22.5

Bull Slann Sgt – 2
20

Priest – 2

20

Sabre tooth – claw
13.3

Alligator – bite
10

Daemonic Reinforcements

Tanthok – claw
100 

Tanthok – claw
87.5

Tanthok – claw
75

Tanthok – claw
62.5

Knight – claw

53

Tanthok – claw
50

Slave – claw 

45

Tanthok – bite

37.5

Knight – claw/bite
26.5

Tanthok – bite

25

Slave – claw/bite 
22.5

Tanthok – stomp
12.5

Total War (with Possessees)

Tanthok – claw
100 

Tanthok – claw
87.5

Tanthok – claw
75

Tanthok – claw
62.5

Toad-Slann – 1
60

Knight – claw

53

Tanthok – claw
50

Eagle – 1

50

Slann Cpt – 1

 50

Slave – claw 

45

Toad-Slann – 2
45

Sabre tooth – bite
40

Slann Sgt – 1

40

Eagle warrior – 1
40

Jaguar warrior – 1
40

Tanthok – bite

37.5

Slann Cpt – 2

33.3

Toad-Slann – 3 
30

Alligator warrior – 1
30

Bull Slann – 1

30

Slann – 1

30

Slann Sgt – 2

20

Cold One – 1

20

Sabre tooth – claw
26.7

Knight – claw/bite
26.5

Tanthok – bite

25

Slave – claw/bite 
22.5

Slann Cpt – 3

16.7

Sabre tooth – claw
13.3

Toad-Slann – 4 
15

Tanthok – stomp
12.5

Alligator – bite
10

Cold One – 2

10

Total War (Normal)

Winterstein – 1
61

Toad-Slann – 1
60

Slann Cpt – 1

50

Eagle – 1

50

Reiksguard – 1
45

Toad-Slann – 2
45

Winterstein – 2
40.7

Sabre tooth – 1
40

Slann Sgt – 1

40

Eagle warrior – 1
40

Jaguar warrior – 1
40

Slann Cpt – 2

33.3

Human slave – 1
30

Toad-Slann – 3 
30

Alligator warrior – 1
30

Bull Slann – 1

30

Slann – 1

30

Sabre tooth – 2
26.7

Reiksguard – 2
22.5

Winterstein –3

20.3

Slann Sgt – 2

20

Cold One – 1

20

Slann Cpt – 3

16.7

Toad-Slann – 4 
15

Sabre tooth – 3
13.3

Alligator – 1

10

Cold One – 2

10

